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IIepiAnyn

H e@appoyr] mou avarmtuxBnke kat Ba meptypagel 0’ autnv v ava@opd agpopa Tnv
MEPUYNOT P€0a Of €va IEMEPACTHEVO TP10d1A0TATO KOOUO ITOU avaraplotd €va pouoeio,
Kat eivatr ypappévn oe ylwooa TorqueScript. T'a tv oAoxkAnpwon g e@ApPHOVLS
anaundnke o oxedlaopodg TOV TPLo61AoTATOV AVIIKEIPREVOV KAl TOV KUPLAK®OV SOH®OV ITOU
XP1O1OTIOI0UVIAL A0 TOV £1KOVIKO KOOHO, I KATAOKEUI TOU ypa@lkou repiBaAddoviog, o
0xXed10010G TNG TEXVITLG VONIOOUVIG TOU {evayou aAdd KAl 0 Oplopodg TG CUHRITEPLPOPAS
TV dAAnAermdpactikV avukepevav g epappoyr)ls. Ot mapanidve  diepyaoieg
MEPLYPAPOVIAL AVAAUTIKA Ota Ke@AdAaia rmou akodouBouv. Ta Ogpata rou emnelepyaletal
KAOe KE@AAQ10 ava@EPOVTAl OUVOTTTIKA 0Tl OUVEXELA:

e To 1° re@ddaiwo civar pa swoaywyr ya tyv unxavr) Torque. Ileptypdgel v
OUVIOWia Ta XAPAKTINPIOTIKA TOU, Td MPOTEPHHATA KAl Td PEIOVEKTHATA TG.

e To 2° Re@AAAlo TEPYPAPEL TA MPOYPAPHATA ITOU XPHolporodnkav yua v
KATAOKEUT) NG £QAPHOYNS.

e To 3° Re(@AAALO MEPIYPAPEL T SOUT| TG EQPAPHOYNS € CUVOITIKEG TIEPTYPAPES TV
@arédev 1ou arnaptifouv. Emiong meptypdgovial ta Imo onpavilka apxeia otov
(PdaxkeAlo common.

e To 4° Re@AAalo IePypd@el ToUg TPOIOUG aAAnAertidpacng tou Xprjotn pe Tty
epappoyn. AvaAduvetal 1 vootportia reAdtr)/e§unnpetntr] Kat g vlortoteitat oto
Torque, ol €l0aywylkEG 000VeG, TO ypa@KO TMePBAAlov g €PAPHOYNS KAl Ol
TPOTIOL EMMIKOIVOVIAG TOU TEAATH) € TOV e§UTINPETNTY).

e To 5° ke@dAalo Meplypd@el Ot OUVIOUiA TOV WYnEAaKO KOOHO, avaduel Toug
81a@pOopPeTIKOUG TUTIOUG AVTIKEIHEVOV TI0U Xprjoponon)fnkav, e§nyel g dragpopég
petadu object kat DataBlock kat rmapéxet pia eroyn g £QAPHOVHS.

e To 6° ke@dAaio rmepypd@el ta Hidgopa aAdnderudpactikd avukeipeva g
epappoyng. [vetar exktevrig Ieplypa@r) IOV OUVAPTIOE®V IOU  opifouv 1
OUNTIEPIPOPA TOU KABe AVIUIKEIEVOU, oUVOOEUOPEVT] ATIO TOV KOO1KA TOU apxeiou
TIOU TO TIEPLYPAPEL.

e To 7° Re@AAALO TEPIYPAPEL TNV TEXVNTI] VONHOOUVH TOU §Evayou Tng £QAPHOVTS.
AvaAuvoviat ot pébodol pe Tig omoieg avixveuel 1 O¢on tou Xpriotr, uldorotel
aAdayég ot CUPIEPLPOPA Tou, aroAouBel Kal PAAG oto Xprjotr), KAl 0Aeg T1G AAAeg
EVEPYELEG TTOU AITAITOUVIAL Y1d U1 PEAAIOTIKI] OUNITEPIPOPU.



Abstract

The application that has been developed and will be described in this essay deals with
the walkthrough in a finite 3D world representing a museum, and is written in the
programming language TorqueScript. For the completion of the application a number of
tasks were required, including the design of the 3D objects and buildings used in the
virtual world, the construction of the interfaces, the definition of the artificial
intelligence of the NPC-guide and the description of the behavior of the interactive
objects. All the above are analyzed in the chapters to follow. The issues every chapter
deals with are presented in short below:

e The 1st chapter is an introduction to the Torque Game Engine. It provides brief
insight to its characteristics, its strengths and its shortcomings.

e The 2nd chapter describes the programs used to construct this application.

e The 3t chapter describes the structure of the application with concise
explanations of the folders that assemble it. The most important files in the
common folder are also presented.

e The 4th chapter describes the methods of interaction between user and
machine. The client/server concept is presented as well as the way it is applied
in Torque, the splashscreens, the interface of the application and the methods of
messaging between client and server.

e The 5th chapter describes the virtual world in short, analyzes the different
object types used therein, explains the differences between object and DataBlock
and offers an outlook of the application’s mission.

e The 6th chapter describes the various interactive objects of the application. A
thorough analysis of the functions that define the behavior of each object takes
place, followed by the code of the file that describes it.

e The 7th chapter describes the artificial intelligence of the walkthrough’s guide.
It illustrates the functions that detect the avatar’s position, that incur changes
in its behavior, that follow and talk to the user’s avatar, as well as all the other
actions required for a realistic behavior.



Aeerg-KAe1d1a

Avatar: To povtédo péow tou ortoiou o Xprjotng PIopet va rnepuyeitatl péoa otnv
epappoyn. g eri 1o mAeiotov, n Kivnor Tou avatar yivetat ano tov Xprotr).

Bot: To poviédo tou {evayou 1o oroio Kiveital kKat §pa Paoel Kadika o ortoiog
Slaxelpifetatl v teXvNTr] TOU VO IoouVvL).

NPC (Non-Player Character): KaOe xapaktr)pag rou fev eAdyxetal amo KATIOov
xXprjotn aAdd Kwveitat autofoudng Pdoet Tou KOd1KA TEXVNTLG Vonoouvng. StV
epappoyn o povog NPC eivat o §evayog tou pouoeiou.

ID: O ap1Opog tov oroio divel 1 epappoyr) oe kKABe aviikeipevo. Zuvr|Bwg ta
dlapopetikd avukeipeva avayveopifovial peom tou ID toug.

Handle: Katd pia évvoia to handle eivat opoto pe to ID. Ta nidvia otnv e@appoyr)
é¢xouv eva handle péow tou oroiou pPopouv va avayvoplotouv.

Inventory: ‘Otav o Xprjotng maipvel £va AviKEIPEVO yid VA TO XP1O1IOITO|0El O
éva addo onpeio (1) aviikeipevo) g @APOYLG TOTE TO AVIIKEIPIEVO AUTO
tortoBeteital oto inventory tou.

Interface: To ypapiko riepipdAdov.

GUI (Graphic User Interface): To ypa@iko niepipaddov.

Interactive: AAAnAembpaotikog, 6nAadr) eva aviikeipevo 1o oroio avudpd os
€VEPYOTIOINOT Arto Tov Xpnotn.

Animation: IToAAd poviéda otnv e@appoyr) Kivouvial péoa ano animation
sequences, 6nAadn oelpég and rpodlaysypappéveg

Torque: H pnxavn n oroia Xprnotporoteitatl yla va TpEXetl v rapovod £Qapioyr).
Anpoupyia g GarageGames.

TorqueScript: To xoppdu kodwka g pnxavrg Torque. Eivat i1 yA@ooa rou
Xpnotporoteital oe OAn Vv EQAPHOVT).

DataBlock: E161k0g TUIOG aVTIKEIPEVOU TTOU TEPIEXEL EVA OUVOAO XAPAKTIPLOTIKWV
ITOU XPIOHOITO0UVIAL Yid Va IIEPTYPAYPOUV TIS 1810TNTEG £vOG AAAOU AVTIKEIPEVOU.
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KE®AAAIO 1:
Aiya Aoyua yua to Torque

1.1: Iotopia

To Torque Game Engine, 1) TGE, eivat pia tporortoupévn €kdoorn piag tplodidotatng
PNXavg naxvidiwv UMoAoylot®v Iou avartuxOnke apxikd ard v Dynamix yua to
nawxvidt Tribes 2. To Torque eivatr aro tote dSabéopo pe v adewa g GarageGames
OTOUg avefapTNTOUg KAt erayyeApatieg dnpioupyoug maxvidiov.

Apéong petd anod myv epgavion tou Tribes 2, moAAa péAn g opdadag Dynamix épuyav ya
va dnuioupyricouv v ernxeipnor) GarageGames kat ayopaocav tr) pnxaviy) tou Tribes 2.
Metd ano v ektevr] tportortoinon dnpioupynbnke 1o Torque Game Engine.

1.2: Xapaxrtnpiotika

Extog and pnxavr tpodiactatov ypagikov, 1o Torque napéxel ouprnayr) kodika Siktuouv,
scripting, 81apdp@®or] TOU KOOPOU 0 TPAYHATIKO XpOvo Kal Snpioupyia ypa@ikou
niep1fardoviog. O kwdikag propei va ouprtdiotet oe Windows, Macintosh 1) Linux.

To Torque mepiéxel pla PNXavr] KATtaokeurg e6agoug (terrain) rmou dnuioupyei avtdpata
Levels-of-Detail (LODs) £tot wote avarapiotd ta €Adaxiota anapaitnia  moAuvyeva
ortowadrote otypr]. To €dagog «potidetar autopata kat ol ta textures tou edagpoug
prIopouv va ouvduaotouv petadu toug.

To Torque urtootnpifel ) EOPTWOT TWV TPLod1AcTATOV PovieA®v os popen) DTS kat DIF.

e Ta povieda DTS pmopouv va €xouv animation Xprnowpornowwviag eite bone
structure eite morphing. Eivat emiong duvatd va ocuvduaotouv moAdaridd bone
animations padi oto nawxvidt yua ) dnuiovpyia animated xapaxtpev.

e Ta povieda DIF éxouv mpoUmoAoylopévo @®OTIOPNO KAl XPNolpeuouv yid TV
avanapdotact) PeydA@v PoViEA®V OTIOG KIrjpld.

To Torque vurmootnpifel nawxvidta péow OSwdbiktvou 1 LAN xprnowpornowwviag tnv
napadoolakr] APXITEKTOVIKY] TeAdtn/sSunnpetn). Ta aviukeipeva tou  e§unnpeutn)
avilypd@ovial Otoug ITEAATEG KAl aAvave®vovidl IePlodikd 1] o KAmola onpeia tou
nawxvidlou.

1.3: Avuvata onpeia

Mia exktevr)g Kowotnta avarrtudng avefdptiov naxvidiov €xel ouorelpobel yupw aro
TGE, ev pépet kat Adyn g Xapnirng tung tou. Eveo n nmowmnta tou Torque propet va
avuotowxnBei 1] va Semepaotel and dAdeg edeubepeg, xapndou KOOTOUG, 1) open-source
pnxaveg, rmoAdoi xprjoteg Bswpouv 611 10 TGE mpoo@épel pia mAnpn pnxavy) naxvidiov,
KATL TIOU AAAeG pnXaveg tou 1d10u KOoToug Hev PITopouv va Iipoo@EPOUV.

1.3.1: Networking
To 1110 TIOAUS1IAENPIIOPEVO XAPAKTNE1OTIKO Tou Torque sivatl n Suvatotnta 10U va cuvdeetatl

pe dAAa mpoypdppata peo® dladiktuou. Bempnuika €xel eCalpetikd xapndo latency kat
etvat oe B¢on va tpéfet online mawxvidia xwpig onpavuko lag.
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1.3.2: Kowotnta

H xowodmta twwv xprnotwv tou TGE ouvelopépel onpavukda ot dapop@oon tou
nipoypappatog. Ta Owagopa plugins v xpnotwv Ppiokoviat otv 10toosAida g
GarageGames Kal propei o kaBévag va ta xprnotpornoirjost. Meyddo pépog g ermruxiag
tou Torque Paoifetal ot CUPPETOXT] TOV AVESAPTNTOV XPNOTOV O AUTO HE ta mods Toug.

1.4: Melovertnpata

Mepwkoi xprjoteg tou Torque Bewpouv ot dev eival éva kalogtiaypevo rpoiov. IToAAoi
avBporot €xouv er@pdoet Vv arnexBeia toug ya 1o TGE. Metaly dAAeov Adyov,
avagépovial 1o Kakd format twv tplodlactateav avukelpévav, 10 Kako documentation,
naparmdavnuko marketing, Katotepn nXnukr vnootpwn oe oUykplon pe to tribes 2,
¢AAewpn map editors, {enepaopéva ypa@ikd, Kat 1ov avopyaveto, pe Aabn kodika.

1.4.1: Documentation

‘Ooot kprtikapouv 1o Torque ouxva avagepouv to documentation g pla aro TG Peyaleg
aduvapieg tou. Eve 1o péyebog tou documentation eival 1Kavoroumuko, 1 1moiotnTd Tou
elval Kakrn Kat ot mAnpoq@opieg rou repiexel edaxioteg. KabBwg to TGE éxetr apketeg
101attepotnteg 1ou dev PIopouv va katavonBoUv pe ardr) mapdatr)prnorn tou Kwdwka. H
GarageGames ¢xel katefale mpoorndBeleg va perplactel 1 KPikn pe ) dnpoupyia tou
Torque Development Network mou eivat éva rAeioto wiki yia 60oug €xouv ayopdaocel tn

pnxavr).
1.4.1: 'Hxog

H urnootr)pin rou exetl 1o Torque otov Topéa tou 1Xou £ival onuavikda Atydtepo aro v
avtiotowxn oto tribes 2, ar’ orou §exivnoe. I'a va diatnproet n GarageGames tr XapnAr)
Tun yua o TGE, énpene va xpnotpornourjoet tv povn cross-platform nxnuikn BipAodnkn:
10 OpenAL. Opwg 1n mototua tou OpenAL kat n umnootr)pi§ny tou eivat onpavikda
XapnAotepeg ano dAAeg nxnukeg PPA1odrkeg.
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KE®AANAIO 2:
EpyalAeia nmou xprnoitponoindnkav

To mpoypappa rmou eival uneubuvo yla TV eKTEAEOT NG EQPAPHOYIG, IOU EIMITPEIEL TNV
MAON YOI OTOV E€1KOVIKO KOOPO Ttou pouoceiou eivat to Torque Game Engine. To
npoypappa autd avaAlapPavel v PETAyADTION KAl @OPTOOT TOU KOH1KA TG £QAPHOVES
KAl OA®V TV arnapaitniov apxeiov.

[Tepav tou Torque Game Engine xpnotporowr)Onke pia oepd dAAov Ipoypappdiev yia tov
0Xe810010 TOV AVIIKEIPEVOV TTOU ArtapTifouv Tov €1KoVIKO KOopo. Etol xpnotpornor|Onke to
3DStudio MAX yia v KAtaoKeur oV KUPLAKOV SopeVv Kal tov aviikelpévav kat to Ulead
Photolmpact yia v dnpioupyia kat emefepyaoia tov textures aAUTOV TOV AVUKEPIEVOV.
ErurAéov xprnjowornoun)Onke 1o Torque ShowTool Pro yia v Soxwun g Kivnong tov
XAPAKT PGV TPV TV E10AYRYL] TOUG OTOV EIKOVIKO KOOUO.

2.1: Torque Game Engine

Onwg owmv nepinmwon v neplocotepdv Game Engines 1o Torque mepllapfavel ta
napaxkdat® tunpata (modules): tpnpa mPodldotat®Vv ypa@lkev, THUNPA 1Xou, TUNpd
TEXVITS VOIpoouvng, THNHA aviXVeEUuong OUyKpouong, TUnpa ewoodou/e§ddou, tunpa
Baong ©6edbopévev, wrnpa dwktvou KAt TUNpa ypagkou repiddioviog. To Torque
urnootnpidel kwdika oe popern script. To TorqueScript (6rwg arnoxkaleital) akoAouBei 1o
AVUIKEITPEVOOTPEPEG POVIEAO Kal urootnpifel tov oplopo rAdacewv kat DataBlocks. Kabe
AVUIKEIPEVO TIOU Kataokeudletat pe xpron g deopeupevng Aé€ng new avrkel oe pia
rAdor. Ta Xapakinplotkd tou avikelpévou kabopifovrat anod tg Tpég v nediov g
KAAONG KAl 1] oUupneplpopd Tou aro g pebodoug rou uldorotei. Oplopéva avukeipeva
xpnowporiotouv DataBlocks mpoxkeipévou va aroktrjoouv ermrpocbeteg 1610tteg 11 va
XP1OIOTIO|00UV OUVaPToelg Kowveg pe aAda avukeipeva. To TorqueScript unootnpidet
EMUITAEOV TV KANPOVOPRIKOTITA KAl TOV ITOAUHOP@PoP0. To ouviaktko g yAowooag potddet
pe autd g C++ pe kupa dagopd ot oto TorqueScript dev arattouvial SnAwoelg TUNOV
TV petafAntev rnou xXpnowpornoovviat. H script language kdavet didkpilon petady tormkeov
KAl IMAyKOOU1®V HetafAntov (ot torikég petaPAntég éxouv to npdbspa % eve ot
naykoopieg o mpobespa $) kar xpnowporoiei g Baocikotepsg dopég eAéyxou porig Tou
TMIPOYPAPHATOG KAl TOUG aplOpPntkoug KAl AoylKoUg TeAEOTEG, TIOU Xprotporotel Kat np C++.
Emtiong urootnpidel Suvapiko @optopd MAKET@V ToU KOd1Ka otav auto aratteitat ano v
tpeéxouca epappoyr). O kadikag tou Torque replAapfavet tov oplopo repinou 420 Etopev
ouvaptroev, 680 pebodbwv kar 200 callbacks. Extog amo tg 1poxkaBoplopeveg
ouvaptroelg kat pebBodoug tou Torque Siveratl n) duvatotnta otov XPrjotn va opioel Kat va
Xprolponouoet 1§ 81kEG ToU ouvaptroelg Katl pebodoug.

Meow kodika ypappévou oe TorqueScript propouv va edeyxBouv 0Aeg ol Asttoupyieg TV
epappoynv 1ou  exktedouviatr oto Torque Game Engine, omwg 1 Onpoupyla xat
KATAOTPO®I] AVIIKEIPIEVROV, AVIXVEUON €10060U KAl aVIAMOKP1oN O aulr], avixveuon
OUYKPOUOTG HETASU aVUIKEPEVROV, dnpoupyia ouvieoewV O €QAPHOYES TTIOU aKoAouBouv
TNV APXITEKTOVIKY] TeAATr)/e§Uunnpetntr), KATtaoKeUr| ypa@ikou riepifdAiovrog, kaboplopog
B¢ong, TEP1OTPOPT|G KAl KATHAKAG TOV AVUKEIPEVOV TTOU gp@avifovial oto mepiadldov tng
epappoyng, kaboplopog animation Kat taxXutntag Kiviong Xapakip®Vv, Xeip1lopog 1xou,
0pYyAaveon Xpovodlaypappatog Kat oploptog akoAoubinv §1adoX1kmv evepyelwv.

Ext6g ano 1o TorqueScript, to Torque Game Engine éxe1 karoieg otoxeiwdelg WYSIWYG
EQAPHOYEG YA TV KATAOKEUI] TOU WHPLAKOU KOOHOU KAl TOU ypa@lKoU repiBaAAovtog.
Autég o1 epappoyeg eivat o world editor kat o GUI editor avtictowxa.
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O world editor xpnoworoteitatl yia tov oxediaopo tou rep1BaAdoviog g eQapiloyng Kat
neplAapPavel tov terrain editor yia v Siapoppwon tou «edagoug g epappoyng. H
ermAoyn tou world inspector spgpavifel pa devdpikny dopr) oto 6edi pepog g 00ovng,
orou gp@avifovial 6Aa ta avuKkeipeva Moy aroteAouv 1o TePBAAAOV TOU E1KOVIKOU KOOHOU
ouvodeudpeva aro 1o ID toug. Me ermAoyr) oroloudrimote avukepaevou g OevdpiKkrg
dourng spgavifovtat minpo@opieg mmou agopouv TtV O¢on TOU, TNV MEPLOTPOPI] TOU, TO
peyeBo6g Tou Kal pia oepd AAAGV XAPAKINPOUKOV 1810ttov, avddloya pe to £idog tou
avukepévou. Ta aviukeipeva tou mepiBaddoviog pmopouv va opadoronOouv e Xpron
avukelpéveay SimGroup mou A£1ToUupyouv oav @Arelol Kat ocUpPPdAAouv oty KAAUTEPT)
opyavaon g devdpikrg SoPrg Tou €1KOVIKOU Koopou. Ta aviikeipeva nou anapti{ouv to
nep1faddov ToU €KOVIKOU KOOPOU Kataokeudlovial péow tou world creator. O world
creator Xopifel ta avukeipeva autd oe 4 RATNYopieg: avikeipeva tunou interiors, shapes,
static shapes kat mission objects. Metd v KATAOKEUD] €vOg avikelpevou Oivetal 1)
duvatotnta otov Xprjotn va opioet v B¢on nmou Ba katalapBdavel otov €1KOVIKO KOOHO, TO
Ovopa TOU KAl Ta UTOAouta Xapaktnplotikd tou. H emdoyr) tou mission area editor
avoiyel €va mapdBupo ToU ETMTPETEL P1A YEVIKT| EITIOKOIINO0T TOU X(POU OIT0U HITOPOoUV va
tortoBetnBouv ta Kripta kKat ta umoloiria avikeipleva 1ou €KovikoU Koopou. Me tnv
Bor)Beta tou mission area editor oploBeteitat o xmpog ou Ba katadapBdvet 1o riep1Pariov
TOU €1KOVIKOU KOOPOoU Kat kaBopiletatl 1o peyebog tou. O world editor mapexel errAéov
EMAOYEG TIOU €XOUV va KAvouv pe tnv B¢orn, v Afyn Kat myv taxvmta Kivnong ing
Kapepag kat reptdapfavovial oto pevou camera. Metd v tonobetnon 1 v addayr) g
B¢ong orowoudrrote avukelpevou eival anapaimnt n ermdoyn twou relight scene 1ou
urtoAoyidetl Tig ok1Eg rmou dnpuioupyel 1o véo avtikeipevo oto reptPdAdov tou.

O terrain editor, ornwg mpocinape, xpnowpornoteital yia tmyv dlapop@eon tou «eddpougy
g epappoyng. Katd myv emdoyn tou epgavifetal 1o epyaleio brush mou erurpénet v
Sltapopewon g toroloyiag g epappoyng pe dnuioupyia uvyopdtewv oto £dagog. To
péyeBog tou epyaldeiou brush, n 1oxUg tou KAl o oxnpa tou pubpifovialt PEo® TV
ermAoymv tou pevou brush. To epyaleio terrain terraform editor xpnowpomnoteitat yia v
aAyoplOpikn eneepyaoia tou terrain. Xuykekpipéva o terrain terraform editor rapéxet
H1a 0£1pd TEAEOTOV KAl QIATP@V TTOU AV £QAPHOCTOUV OTO APXIKO terrain TPOITOIOoUV TV
popon tou. 'a v emdoyn textures yia 1o terrain unidpxouv ta epyaleia terrain texture
editor ka1 terrain texture painter. Luykekpipéva péow tou terrain texture editor
KabBopifetal o tporog pe tov oroio Ba e@appootei 1o texture oto terrain, rpoodidovrag
otV £UEAVION TOU Ieploootepeg Aertopépeteg. O terrain texture painter ermrpénet v
ermAoyn pPEXpl Kalt 6 dlagopetkwv textures ta oroia PIOPOUV va £@APHOCTOUV 0L
dlagopetika onpeia tou terrain

O GUI editor cival n spappoyr) Iou errperet 1ov oXed1aopo tou ypa@ikoU repifailoviog
TO OTIO{0 XPNOTPOTIOEITAL Yia TV EIMKOIVOVIA TOU XPrjotn Je Vv epappoyr). Méoe tou GUI
editor &ivetal n duvatodinta KATACKEULG AVIIKEIEVOV TIOU AITOTEAOUV OUCTATIKA OTowXeia
10U ypagkou repifdAAioviog. Emiong eivatl duvatog o mpoodlopiopog g BEong toug, tou
HeyEBOUG TOUG KAl TV UIMOAOINOV XAPAKTINPIOTIKGOV TOUG OTIKG To av Ba eivatl opatd 1) oxt
Kabwg KAt ot evépyeleg mou Oa ekteAouvial KaAtd TV €mAoyr) TOUg, av MPOKeltdl yid
aAAndermdpaotikd avukeipeva. Emiong xkaBopifetar to péyebog tou mapabupou 1ng
EQAPUOYNS Kal O TPOrog pe tov oroio Ba mpooappootel to péyeBog rat n O¢on twv
otoxeiwv tou GUI o6tav petafdAAetal 1o péyebog tou tapabupou 1ou ta rniepiexel. O GUI
editor mapéxel pia devdpikr) dopr) otnv oroia gp@avifovial OAa ta oToXeia ToU ypa@ikou
niepifdAAoviog. Me ermdoyr] KAMO0U avukelpevou g devdpikng doprg epgavi{ovial ot
1610T1TEG TOU AVTIKEIEVOU AUTOU.
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2.2: 3D Studio Max

To 3D Studio Max eivat éva mnpodypappa Onpioupyiag tprodlaotatov poviedwov, Kat
XprowonowbnKke ya TV KATAOKEUI] IOV KUPAKOV O0POV KAl AVIKEPEVOV TG

E(QApPPOYNG.

Ta avukeipeva rou oxedidovratl oto 3D Studio Max, ornwg oAa ta tpiodiactata poviéla,
arotedouvial aro €va OUVOAO ONHElRV-KOPU@®V KAl €va OUVOAO TPIYDVIKGOV EITLPAVEIDV.
E181kd oty rmepintoorn tov XapaKkIrp®Vv 1] KIVOUHEVOV AVIIKEIPEVAV UTTAPXEL KAl TO OUVOAO
TRV KOPPeV ToU OKEAETOU TOU avukelpévou. O1 KOPUPES Kal 01 EMIPAVELEG TIOU oXnpati{ouv
éva avtikeipevo priopouv va opadortoinBouv yia v d1eukoAuvon tou oxedlaotr).

O 0xed1a0n0g 1OV AVIIKEIPEVOV TIPAYHATOIIOEITAl PE XPII01) TV EPYAAEinV TTOU TTapEXeL 1o
POYPAPa KAl a@opouVv OtV KATAOKEUI] KAl €ITAOYI] KOPUP®V, EIMPAVEIDV, KOPPoV 1)
opadwv, TV Kivron toug, TV IEPLOTPOPI] TOUG, TOV IIPoodloplopd tou peyeéboug toug, v
blaipeon 1) v ouveveor toug. Emiong nmapéxetat n Suvatdtnta Apeong KATAoKEULG ATTAQV
OXNPATEOV Oneg opboyevinv rapalAnAermuiedov, oQaip®v, KUAIVOpaV 1] armlev ermeaveiov.
Mepikég Paoikég Aettoupyieg rmou mepllapfavel 1o mpoypappa yia v dlaxeiplon v
KOPUQ®V eival 11 ouvévaorn SU0 1) IEPIOCOTEPOV KOPUPKV, 1] Snpioupyia Kopuerg Iave ot
pia akpr] pe okoro tv diaipeon g akprg, Kabmg Kal 1 PETAKivnon Kal rpookKOAAnon
piag Kopu@rlg MAVe® O€ OUYKERPIHPEVI] erm@dveld. Aviiotolxa yla Tov XePopod 1oV
EMPAVEIDV TTAPEXOVTAL £ITMAOYEG OTIOG 1 dlaipeon NG empdvelag, 1 evadlayr] E0OTEPIKNG
KAl e§@TIEPIKNG OWPNG KAl I AVIIOTPOPI] TG Opdg TOV KOPUP®V TIOU TNV arapti{ouv.
Emiong eivat duvatr) n mpoowpivr) anokpuyn piag emedvelag 11 akopa Kat oAOKANPng
opddag yua v dteukoAuvor g poviedoroinong.

IMa kaOe texture mou aviotowxifetal oe KAMOWA EMIPAVELA TOU POVIEAOU dnpoupyeitat eva
véo material oto 3D Studio Max. Ta textures eivat ewkdveg JPG 11 PNG rou kaAurttouv tig
ermupdveleg Tou povtedou, divoviag tou pa «u@rp. Ol €1KOVEG ITOU XPIOTHOIT00UVIAL oav
textures dnpioupyouvtat pe 1o Photolmpact kat rmpériet va €éxouv daotdoelg rmoAAarnidola
T0U 2 (r.X. 64x64, 128x512 KTA).

To 3D Studio Max ermrpénet v tautdOXpovr) EMOKOITN0T TOU 0XeH1alOPEVOU AVTIKETPEVOU
aro dagopetikeg OYelg, PEow moAdarmiev rnapabupev. [Mapadooiaxkd to 3D Studio Max
éxel 4 mapaBupa pe oyelg top, front, left, perspective.

KaBag ta povieda tou 3D Studio Max oolovtal cav .max apXxeia eve ta apxeia Iou
xpnowporiotel 1o Torque Game Engine eivat .dts eivalr mpogavég ot amatteitat éva
nipoypappa-plugin yia to 3DSMax rou Oa srutpénet v addayr) tou apxeiou oe .dts. To
npoypappa auvto eivat to Max2DTS kat anattel arnod 1o Xprjotn pepkeg pubpioslg ya va
Aettoupyrjoetl. Kat’ apxr)v anattel pa epapxia and dummy objects: to shape eivat n pida
pe naidia 1o detailX ormou X 1o eminedo Aermtopépelag rmou pag evoélagepel (to Poviedo
propet va €xel rmoAdd erineda Aermopepelag, €101 MOte Otav eival PaKpld va arokta €va
armAoUoTepo OXIHA Yld vd HEWDVEL TIS ATIAITNOEIG Ao Tov UrtoAoyiotr)), to collision-1 to
ortoio katadeikvuel ot urtapxet collision mesh pe ap1Bpo -1, kat t¢dog 1o shape oto oroio
npooaptvial ta povieda (to col-1 mou eival to collision mesh kat to nameX 6rou name
eival 1o ovopa tou avukeipévou kat X to ertinedo Aertopepeiag). Tedog umdapxetr éva
opBoyavio poviedo bounds 1o oroio mepikAeiel ta dUo povieda (aviikeipevo kat collision
mesh) kat 1o oroio 6ev mpooaptatal oe kavéva dummy object. Auto 1o aviikeipevo givat
10 «mtepifAnpar Tou poviédou, Kat eivat anapaitnto ya oAa ta DTS povieAa.
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EIKONA 1: H IEPAPXIA ANTIKEIMENQN KAI DUMMY OBJECTS ENOx DTS ANTIKEIMENOY

To collision mesh eivat ownv oucia n oKANPIn €mEAveEld TOU POVIEAOU, TIAV® OTNV Ortoia
propet va Badioet o xprjotng 1) péo® g oroiag eprodietatl o Xprotng va KivnBei €6 arto
ta opla ou Kipiou. Emiong peom tou collision mesh propet n pnxavr) va e§etadet mmoto
avukeipevo efetdlel 1) evepyorolei o xprjotg. Eva avukeipevo xwpig collision mesh
EMMTPEIIEL OTOV XPI)OTr) vad TIEPACEL A0 PEoa Tou, eve TtapdAAnAa o xprjotng dev propei va
€CETAOEL 1] VA €VEPYOTTO|OEL TO €V AOY® avtikeipevo. TToAAd arod ta pikpotepa avukeipeva
éxouv ardda éva opBoywvio yia collision mesh (mepirmou oto péyeBog 10U avukeEvou)
aAAd ta Kupla mIpEnet va £€Xouv éva ripoosypévo collision mesh aAdd mapdAAnAa kat ardo
€101 WOTE VA PEIWVOVIAL O1 ATTATTI)0E1S UTTOAOYIOTIKIG 10XU0G.

Extog amo v poviedornoinon avukepéveov to 3D Studio Max mmapexet kat v duvatotnta
0xed1a010U NG KivNong TOV XAPAKIP®V KAl TOV KIVOUPEVOV AVIKEIPEVOV. ZUYKEKPIHIEVA
He Xprjon tou animation bar oto katw pépog tou mapabupou g epappoyng diatibetat
otov Xprjotn pia ogpda frames mou propouv va xproorioinBouv ya 1o oxedlaopd g
kivnong. Etol propouv va opiotouv keyframes pé€owm tov oroiov reptypdeetal 1 Kivnorn.
Avo keyframes yla tv apxr Kat 1o t€Aog g Kivnong eivat apkKetd yia 1a reploootepa
animations t@v avukelpévev g epappoyns. H oxetkr) pe v kivnon minpogopia priopet
eite va evoopatwBei oto apxeio .dts rou Ba mporkuyel, 11 va anobnkeutel oe {eEX®PLOTA
apxeia dsq. Av ermdeyei 11 dnpoupyia apxeiwv dsq kataokeuddetal €éva apxeio yia kabe
akoloubia kivnong, ta oroia katormv ouvtiBetar oe éva dts peoa and 1OV KOOKA
TorqueScript (éva mapadetypa teétolag ouvOeong Ppioketatr oto Kealdato 7: Texvnty
Nonpoouvy). [a v 1KavoTIoTIKY PETA@opd TOU aVIIKEEVOU padi pe 1o animation tou,
nipénietl va tortofetnOet eva €181kO avukeipevo (ou Ppioketat otov Max2DTS exporter) 1o
ortoio Ba meprypdpel 1o Ovopa tou sequence kKat ta keyframes apxrig Kal T€Aoug 1ng.
Mropouv va torofetnBouv 1ToAAG sequences oto 1610 AVUIKEIPEVO, APKEL vad €XOUV
dlapopetikd ovoud.
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2.3: Ulead PhotoIlmpact

To Photolmpact eivat eéva mpoypappa enelepyaoiag ekovag, Kat Xprnotporo)dnke ya
v enefepyaoia tov textures 1oV KUPLAKOV SOPOV KAl AVIIKEPEVAOV ITOU ep@avifoviatl otov
€IKOVIKO Koopo. IlepllapPdaver éva mAnbog epyaldei®v mMOU XPNOIHOIIOOUVIAL yld TNV
Kataokevrn kat eneepyaocia ewkovav. Ta epyaldeia autd emrpériouv v ermdoyr] Kat
AropPOVMOT] OUYKERPTHEVOV THNPATOV NG £1KOvag, v oxXedlaon ypappev, 10V XpOPATIoR0
MEPLOXMV KAl TNV EMAOYE XPOUATIKGOV AMTOXPWOE®V AITO £vav KATAAOYO XpOUAT®V, artd 1o
XPOHATIKO (ACHPA 1] A0 OUYKEKPIPEVEG TIEPIOXEG TG €1kovag. Ermiong to mpoypappa
MAPEXEL EPYAAEIQ TTOU EIMIPETIOUV TNV €10AY®OVYT] YEOHEIPIKOV OXIMUATOV, TNV AVILYPAQL)
MEPOX®V Piag e1kOvVaAG, TNV £10Ay®YI] KEPEVOU, TV EMMAOYT YPAPHATOOE1PAS KAl pia oslpd
AAAev ermAoyav 11ou oupfaAdouv oty S1apdpPron g E1KOVAG.

Me 1o Photolmpact untdpxet 1 Suvatotnta dnpioupyiag EeEXmPloTOV MEPLOXDV / AVIIKETLEVEV
péoa oe autn. KdaBe té€tolo avukeipevo priopet petakivnBet 1) va tporortonOei Sexmpiota
Kal aveaptnta anod v unoddotrn ekova.

ErurmA¢ov 1o ipdypappa nepiexel mindopa £101HeV QIATP®V ITOU PIToPoUV va £QaplootouV
oe pia ekova 1) ota avukeipeva avtng. H poper) g ewkdvag tpororoteital pe mpoobrkn
Bopufou 1) pe adAayr) XapaknpPoTKeV g otoxeiwv (brightness, saturation Kt).

To €160g g ekdvag kat n avaduon g Kabopifetat amno tov xprjotn. 'Etol doov apopd oto
€1dog g £1KOVAG 0 XProtng Propel va ermA&gel av embupel va KAtaoKeEUAOEL Pid €1KOVA
Bitmap, Grayscale, RGB Color, CMYC Color 1} Lab Color. Ilepiopiopoi oto mepidAiov
Torque erutpérouv povo pepikd formats (rmo ouxva xpnowporiolouviat JPG kat PNG) kat
OA€g 01 £1KOVEG MPETTEL va €XoUuV dlaotdoelg roAAarnddota tou 2 (r.x. 64x64, 512x128 K1d).
TéAog 1O TPOypappa IAPEXEL EPYAAEia yla TV PETAKivnon 1] MEPIOTPOPI] TG E1KOVAG 1)
TUNPATOV TG, KAl TV pUOU1on XapaKINPEoTKOV ONMeG 1] @EIEWOTNTA KAl T0 XpoOPd.
Emiong mapéxoviatl rmoAAég ermrAéov ermAoyég Kat Suvatotnieg IouU XPNooIoouvIal yid
Vv S1apop@P®Oon g TEAKLG NOPELS Piag e1KOVAG oUP@®va He TG ermbuplieg Tou Xprotr).
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KE®AAAIO 3:

Aopun puag s@appoyng Torque

IMa pa epappoyr) ypappévny oe Torque uropel va xprotporioinel  kavorowuka
ortowadriote dopr] @akedwv. H epappoyny Ba mepldapPaver ta apxeia .mis 10U
MEPYPAPOUV TOV PNPlakd KOOPO, TS €1KOveg Kal ta otowxeia tou GUI, ta tprodidotata
poviéAda, ta apxeia rjxou, Kat apxeia K@OKA IMOU IeEPypA@OuV MG CURIEPUPEPOVIAL TA
avukeipeva kat ot NPCs tng espappoyr)g. O povog mpaypatikog MeEPLOPIOPOg OTo TG
dopouviat ot @akelot oe pla epappoyr] Torque eivar Ot 1o apxeio main.cs mpernet va
Bpioketal otov 1610 pdakedo pe 10 ektedéopo mpoypappa (TGE.exe), kat autog o @axkeAdog
Ba eivatr o @axedog pifag (root folder) tng epappoyrg. To eddaxioto duvato ya va eivat
Aoyika opyavopévrn n dopr g eQAPPOYg €ival va UTIAPXEL €vag PAKEAOG TTOU TIEPIEXEL
TOV KOO KdKa, tov Kedika 1mou Ba rjtav ouctaoctuika o i61og petalu tov diagopev
EQAPHOYRV KAl TRV ITAPaAAay®v Toug, Kal evav dAAo @dkelo rou Oa mepiéxel 1oV KOdKa
€A&yXoU Kal TOUG IOPOUG IIOU aAVA@EPOVIAlL O Ml OUYKERPIIEVH] e@appoyn. H
GarageGames xprotporotei auta ta 6vo Paokd unodevipa, common Kati control, otig
eVOEIKTIKEG £PAPHOYEG TG, KAl 1] Hopr) autr) diatnpnBnke Katl yia v IpEXoucd £@APILOVL).

Ta apxeia kwdka yua 1o TorqueScript eéxouv v enéktaorn cs. AQotou ta apxeia kKOdika
yivouv compiled, amoktouv v enéktaorn .cs.dso. Aev undpxelr kavévag TPOIog va
ermaveABel eva apxeio cs.dso oe €va apxeio .cs. ‘Otav kaleitat 1o TGE.exe, yaxvel 1o
apxeio main.cs mou Ppioketat otov @AKedo pifag, OTOV OIMOI0 IIPETMEL va UIAPXOUV
mANpo@opieg yia oda ta apxeia rmou Oa XprnotpornonBouv oto MPOYpAPd KAl O ITOLOV
(pdaxkeAdo Bpilokovtal. To main.cs €ival 1o povo apxeio mou Kaldeital avtdpata, KAl Aduto 10
Kavel 18laitepa onpaviko. Zinv napouoda e£@APPoyr to main.cs Kalei §vo apxeia, o
control/main.cs kat 1o common/main.cs, 6nAadr] ta aviioctoxa apxeia v VO
urno@akeA®v (common kat control) péoa amnd ta oroia kKalouvtail pe T 0g1pd toug ddda
apxeia 1ou Bpiokovial 0Toug UMo@AKEAOUG aUuToug.

3.1: O @aredog common

v

\ [ -{‘_‘-" -“ @

EIKONA 2: AOMH TOY ®AKEAOY COMMON

O @dakelog common IEPLEXEL OAeg TS arapaitnieg PetaPAniég Kat ouvaptroel§ ITouU
opilouv TOoV YyevikO TPOIO Tapouociaocng kat Aettoupyiag spappoywv Torque. O @daxkelog
common ouvrOmg dev dlagepel Ao epAPPOY] O £QAPHOYL], APOU TA XAPAKTINPIOTIKA TS
eKAOTOTE e@apPoyr|g opiloviat otov @arkelo control. Autd 8¢ onpaiver Béfaia o bev
propel  KAmolog va dadddadel 1oV KROKA TV OUVAPTOE®V TOU @AKEAOU common,
TMPOKEIPEVOU VA AITOKTINOEL ITPoofaotn oc 1moAAeg aro g Asttoupyikég dopeg tou Torque.
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®a pifoupe pla ouviopn patd Otig KUPLEG OUVAPTIOES TOU QAKEAOU common, IapoAo
IOV y1d TNV £QAPHOoYL) Pag 8ev €XOUE TPOITOITO0el Kapia amnd autég.

Avo Baowkd mpdypata mou oupfaivouv katd v €vapén pag epappoyng Torque sivatl ot
rAnoeig 10v InitBaseServer kal InitBaseClient, kal o1 dUo ano 11§ oroieg opifovrat oto
common/main.cs. Autég eival kaipieg Aettoupyieg, av Kal oUClA0TIKA artAd KaAouv dAAa
apxeia .cs Otoug avtiotowxoug @axkeloug (common/client yia v InitBaseClient xkat
common/server ywa v InitBaseServer).

3.1.1: O paxelog common/server
Server.cs

To apxeio server.cs civar onpavuko module ywa ) Asttoupyia tou efurmpetnt plag
epappoyng Torque. [TepiExetl T1g ouvaptr)oeig:
e Portinit
e CreateServer
e DestroyServer
e ResetServerDefaults
AddToServerGuidList
RemoveFromServerGuidList
OnServerlnfoQuery

H PortInit nipoortaBei va mdapet tov €deyxo piag Oupag TCP/IP, kat edv 6ev pmopet,
auddvel tov apOpo Oupag €wg Otou Ppilokel pla avowxt) OUpa rmou va propet va
XP1O1OTTIOOEL.

H CreateServer ripogavag dnpiioupyel evav e§UINpetntr] yia tov neddtr). EeKivd Opeg He
pa rAnon ot ouvdpinon DestroyServer, n omoia areleuBepwvel kat B€tel eKTOg
Aettoupyiag toug IIOPoUg, av autol urtapxouv. IIpénet va dieukpiviotel o TUTOG e§UMnPEN )
(single 1] multi-user) kat to 6vopa TG aAmootoArng (mission) mou Ba XprnotporoinOet
(meproootepa yia tg arootodsg oto Keg@aldatro 5: Kataokeun tou Ewkovikou Koopou). H
Aettoupyia Portlnit kaldeitar and edw, eav o efurmpemmg Oa eivatr yia multi-user
epappoyn. To tedeutaio paypa mmou kavet n) CreateServer eivatl 1 KAron g ouvaptnong
LoadMission, 1n omoia {ekiva pia parpa alduciba yeyovotwv mou Oa kaduyoupe
MapaxkATw.

H DestroyServer arncAeubBepmvel Kal BETEL EKTOG Ae1ToUpyiag ITOPOUG KAl PXAVIOHOoUS TG
epappoyng. Emiong amotpéner va oupfouv mepattépw ouvléoelg Kal KAegivel 1g 161
unapxouoeg, daypdget 0da ta avukeipeva tou efunnpetnt) otg dopég MissionGroup,
MissionCleanup, kat ServerGroup kat ekkaBapifer 0Aa ta DataBlocks aro ) pvhpn.

H ResetServerDefaults tmipo@aveg emava@opi®vel Ta apxela ota oroia €xouv
arnoBnNKeUTel 01 APXIKEG TIHEG TOU eSUTINPETITL).

O1 AddToServerGuidList kat RemoveFromServerGuidList csivat dUo ouvaptjosg ya
1 8laxeiplon Tou KATaAOyouU TV IEAAT®OV ITOU oUvOEovTal PE ToV eSUTTNPETTL).

H OnServerInfoQuery 6iaxeipifetal pnvopata «ep®tong» (query) amd €vav KeVIPIKO
efunnpentr), emotpépoviag HPOvVo €va Hnvupa opaldng Asttoupyiag. O KEVIPIKOG
eCunnpentrg, eav uvnapxel, Ba 61 autd 1o prvupa kKat Ba ouprepdvetl OTL 0 €§UINPETNTLG
Aettoupyel. Av o efunnpetnug d6ev Aettoupyel owotda, 6e Ba ermotpéyel T€To0 Prvupd,
OITOTE O KEVIPIKOG £SUIMNPETNTIG KATOlA OTypr] Oa otapatr)oetl va IEPTHEVEL Yid ATTAVINOT)
Katl 6a Adfet ta anapaitnta perpa.
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Message.cs

Onwg eivatl mpo@aveg aro tov TitAo 1ou, autd 1o apxeio aoxolAeital pe v ermkovevia (in-
game chat) tov niedatov. [lepiExel 11§ ouvaptroeig:
MessageClient

MessageTeam

MessageTeamExcept

MessageAll

MessageAllExcept

ChatMessageClient

e ChatMessageTeam

e ChatMessageAll

e SpamAlert

e  GameConnection::SpamMessageTimeout
e GameConnection::SpamReset

O1 nipateg mévie Aettoupyieg €ival yia v ArtootoAr] T@V PNVURAI®V aro tov eSUTnpetTr
oe kKABe meAdtn Sexwplotd, oe 6VAoug Toug reddteg oe pla opada, Kat oe OAOUG TOUg TeAATeg
oe pua e@appoyr). X’ autd rnpootiBevial kat ta prnvupata «efaipeong» ta oroia otéAvovrat
o€ 0AoUg ToUG TeAdteg (0 opAda 1] 08 EQPAPHIOYT)) EKTOG AITO KATTO10UG OUYKEKPIHEVOUG.

AxodouBouv o1 tpelg ouvaptroelg pnvupdatov chat. Autég ouvbéovialr oOto  ypa@EIKO
niep1faddov tou chat mou ot meddteg Oa XpnooOooUV yid va EINKOWVAOVI|OOUV Petadu
t0Ug. ‘OAeg QUTEG O1 OUVAPTI|OELS XPNOTUOIT010UVY 1o T ouvaptnorn CommandToServer, dpa
Oa mpérel va undpxouv XePloTeEg PNVURATOV Yid AUTEG TIG EVIOAEG KAl AItd TtV IMAEUPA ToU
reAdrn.

O1 1pelg ouvaptoelg €AEyXoU spam XPIo1orolouvidl aro KOwoU HE TI§ oUVAPTIOElg
pnvupatov chat. H SpamAlert kaleitat apéowg mptv urtoPAnBei oe emefepyaocia kabe
e§epxopevo prjvupa ouvopidiag yia v arnootolr]. XKOoIog g eivatl va avixveuoet edv evag
popeag yepilel 1o mapabupo ocuvopldiag pe ta pnvupata (yveotd Kat og spamming). Eav
UTIAPXOUV IApa MmoAAd pnvupata og éva gUVIOHOo XPoViKO diaotnpa (rou kabopiletatl arto
1 ouvaptnon SpamlMessageTimeout), ravouv va otédvoviatr dAda pnvopata, Kat
otédvetal otov meAdtn €va mpoeldomointko privupa. H SpamReset sniavagépel tov
neAding-spammer o€ KAVOVIKL] AEtoupyia arootoAng Pvupatov Petd and KAoo Xpovo.

MissionLoad.cs

To Torque opilel pia arootolr] (mission) cav pla mapadooilakn miota nawxvidiou. Mia
artootoAr] opietat kat @uldoostal os €va apxeio .mis Imou TePEXel oploplousg yla ta
dtdopa avuikeipeva addd Kat T1§ OUVIETAYyPEVEG TOUG PE€oa otnv artootodr]. Ot arootoAeg
HETAPOPT®VOVIAL ATIO TOV ESUINPETNTI] OTOV TEAATH] T OTLYHI] TTOU $EKIVA 1] ATTOOTOAI 1)
otav évag meddaing ouvdéetatr oe pua arootoAr) oe e§EAdn. Kat' autd tov tpdémo o
eCunnpentr|g €Xel TOV AIOAUTO €AeyXo O00®V PAErmeEl KAl XPrOWHONOlEl 0 MEAATNG OtV
QITOOTOAT).
To apxeio MissionLoad.cs mepiExet Tig ouvaptroeig:

e LoadMission
LoadMissionStage?2
EndMission
ResetMission

H ouvdpinon LoadMission kaleital onwg eidape amo ) ouvdptnorn createServer, kat
Sexva ) Hadikaoia PoOPTHONG P1ag arootodr|g ard tov efurnnpentr). Ot MANPoPoPieg g
AITOOTOATIG OUYKEVIP®VOVIAL ATtd TO apXeio .mis Katl otéAvovtal oe 0AoUg ToUg TEAATEG.
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Katormv kaleitatr n ouvapworn LoadMissionStage2, pe tnv oroia o UIoAoyiotrg
urtodoyigel v CRC tpr) (Cyclic Redundancy Check) g amootoArng. 'Etol e§aocpaliiletat
ot dev urrpxe anwldela mAnpo@opiag Katd trv dravopr) g ArootoAng OTtoug TeAATES, Katl
ot 8ev £xel «TEPAe Ta apXeia g ArtooToAr)g KATT010G TPiTog.

MoAg popt®Bei n artootolr| otov e§urnnpetntr], otéAvetal oe KAOe 1eAdTn 1 AITOOTOAT] PEO®
pag kAnong g ouvdpinong LoadMission tou avukepévou GameConnection.

H EndMission areleuBepmvel To0UG TOPOUG KAl OETEl €KTOG Agltoupyiag PNXaviopoug
OXETIKOUG HE TV TPEXOUCA ATOOTOoAn, adeldfoviag tov eCUMNPETNT] yid Va QOPTWOEL Hd
VEQ AIOOTOAT) Otav Tou {ntnOei.

H ResetMission ripocto1ddetl Tov eSUINPETNTL) V1A Pd VEA ATTOCTOAI] AV XPNolpoItoteitatl 1
TEXVIKI] «AVAKUKA®ONG» T@V artootoAav (mission-cycling).

MissionDownload.cs

To apxeio MissionDownload.cs diaxeipidetat 1ig d1ad1kaoieg PeETa@OPIOONS TOV ATIOOTOA®V
arnd v MAEUPA ToU eCUITNPETTL], KAl MTEPIEXEL TIG CUVAPTIOEG:
GameConnection::LoadMission

GameConnection::OnDataBlocksDone
GameConnection::ClientWantsGhostAlwaysRetry
GameConnection::OnGhostAlwaysFailed
GameConnection::OnGhostAlwaysObjectsReceived
ServerCmdMissionStartPhaselAck

ServerCmdMissionStartPhase2Ack

e ServerCmdMissionStartPhase3Ack

To apxeio MeP1EXeEL TIG CUVAPTIOELS YA T PETAPOPT®OOT] ToU aviikeipévou GameConnection
yia kdaBe medatn. H exkivnon g petagoptoong {erkvdel o6tav Kaldeitat n ouvaptnon
LoadMission oto t¢dog tng ouvdptnong LoadMissionStage2 oto apxeio MissionLoad.cs
ToU efurnpetntr]. AKoAouBel pia ouyXpoviopévr) oelpd evepyelwv petadu eSurnpentr| Kat
nedatn pe kAnoelg v eviodov  CommandToServer wat CommandToClient. O
eSunnpentrg {nta amnd tov meddtn v adela va SeEKIVIOEL va PETAPOPTOVEL IV ATIOOTOAT)
pe v eviodr) StartPhaseN (pe N=1,2,3 avaloya pe ) @daon g petagoptoong). Otav o
neAdtng eivat €ropog, otédvel 1o pnvupa StartPhaseNAck e Xprion g ouvaptnong
CommandToServer.

H onDataBlocksDone kaleital otav teAsiwvel 11 11 @paon, 6nAadr) 6tav oAokAnpaverat 1
petagoptworn v Datablocks. H ouvaptnon autr) §ekiva ) 21 @Aor otéAvoviag TtV €VIOAT)
MissionStartPhase2 otov rteAatn.

H onGhostAlwaysObjects raleital otav tedeiwvel 1 20 @aorn. Kabwg tedeiwvet ) 20 @daorn,
0 TeEAdTNG €xel OAeg TG arapaitnieg MANPOEOPIEG yld va IIPOCOHOI®oel Ta duvapikda
avukeipeva tou e§unnpetntr) mou eivat avitypappeva otoug rieddateg. Katormv n ouvaptnon
autr) otédvetl v evioAr] MissionStartPhase3 otov meddatn, ywa va ekkivrjoet ) 31 @Aor).

TéAog, otav o efurmpettg AapPavetl o privupa StartPhase3Ack, Sekivd v arootoArn
€104yovtag Tov eAdtr) o€ autL)v.
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ClientControl.cs

To apxeio ClientControl.cs diaxeipifetatl tig epioootepeg dadikaoieg (aro trv MAsupd tou
eSurnpentr)) pe g oroieg o eCUTPEINTNG EMMKOWVOVEL Pe Tov TeAdtr), Kal MEPLEXEL TG
OUVaPTH|OEG:

e GameConnection::OnConnectRequest

e GameConnection::OnConnect

e GameConnection::SetPlayerName

e IsNameUnique

e GameConnection::OnDrop

e GameConnection::StartMission
GameConnection::EndMission
GameConnection::SyncClock
GameConnection::IncScore

H ouvdpinon onConnectRequest cival o artodeKing aro v MAEUpd 10U eSUITNPETNTL) TOU
pnvupatog GameConnection::Connect. H ouvdptnon avtr e§etadet v aitnorn tou reddrn
va ouvdeBei (eAéyxel av o meAdng eivat oe BanlList, av o e§unnpetnig eivat yepdrog K.a.).
Av 10 aitnpa tou meddatn va ouvdeBel yiverar arodektdo amd tov efurnpentr, 1)
onConnectRequest emotpépetl pia Kevr] 0e1pd XAPAKTINPGV.

H ouvdpton onConnect kaleitat agou eykpivel o e§unnpeni)g 1o aitnqpa ouvdeong.
[MTapdperpot rou dexetat 1 onConnect eivat éva handle tou medatw kat to évopa tou. H
ouvaptnon §eKva otéAvoviag MMANPOQPOPIEG TG AITOOTOALG OTOV TEAATN] yla va eP@avifet
OTOV XPI|0TI] VR POPTMVETAL 1] ATOoToAr). Av o medding eivat kat host, n ouvaptnon Betet
tov meAdtn oav superAdmin. Katomyv npootibetat o ieAdng oe pia Aiota ID xprnotev rou
dlatpel o efurnpetnug, apxikorolouvial diagopeg pubpioelg ya v e@APPoyr), Kat
OTEAVETAl PIVUPA €10ay®YNg ToUu véou reddrtrn otoug 16rn ouvdebepévoug xprioteg. Télog
SEKIVA va PETAQOPTWVETAL 1] AITOOTOAI] OTOV IMEAdTT), OIS AVAAUoaE MAPAITAVE.

H ouvaptmnon setPlayerName eléyXel KAl TPOTIOIOIEL TO Ovopd TOU TEAATn €101 OM®G
eotdAn owv onConnect. Ot tpororor)oelg repldapfavouv €AeyXo PNKOUG XAPAKIP®V,
KEVOV 1] 1I] EMITPEITIOV XAPAKTPOV K.a. Tédog pe xpron g isNameUnique sAéyxetat av
1O Ovopa urdpxet 1161 ot Alota 1@V reAatwv rmou dratnpet o e§urnpetnIng.

H onDrop xkaleitatl otav yivetat n ermdoyr] va arofAnOei évag nedatn. H ouvdpinon avrr
otédvel pnvupata otov reddw) mou arnofdAAetar adAd Kat oe 0Aoug Toug AAAoug
ouvdebepévoug xXprjoteg. Av arofAnOsi katr o tedeutaiog ouvdedepevog rmeAdAtng, 1)
ouUVAPTNOo1 auty enavekkivel tov e§urnnpetntr).

H ouvaptnon StartMission artAd svnpepwvel 1oug ouvdedepévoug meddteg ot SeKva pia
arootodr], eve avtiotoxa 1n EndMission ot 1n arootodr] tedeiwoe. H ouvapinon
SyncClock gAéyxet av 1a «podoyla» OA®V TOV IEAATOV €ival OUYXPOVIOHEVA, KAl TIPETEL vd
KANOei apou @optwbei n arootoAn] adda rpwv tortoBetnBel to avatar tou meddrr).

Tedog, n p€Bodog incScore kaleital oOtav o Xpriotng npérnet va empPpaBeubet pe avgnorn tou
score tou. Otav £évag Xprjotng augrjoet 1o score ToU, 0Aol 01 AAAO1 TIEAATEG EVIIEPOVOVIAL.
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Game.cs

To apxeio Game.cs amo v TAeupd ToU eSUTINPETNTL] TEPEXEL TIG IEPIOOOTEPES

AN POPOPIEG yia TOV TPOTIO TTOU TPEXEL pa epappoyn. [Tepiéxel 1ig €r\g ouvaptroeig:
e OnServerCreated

OnServerDestroyed

OnMissionLoaded

OnMissionEnded

OnMissionReset

StartGame

EndGame

GameConnection::OnClientEnterGame

GameConnection::OnClientLeaveGame

H ocuvdpinon onServerCreated kaleital poAlg dnpoupynBei o e§unnpetntrng, Kat eivat to
KatdAAndo onpeio yia va @optwbouv dataBlocks tng mAeupdg tou eurnnpeintr). Ooca
vdoriotet n onServerCreated mpémetr va avaipeBouv otnv onServerDestroyed, 10U
Kaleitatl rptv teppatiotel o e§UNnpetg.

H ouvdpinon onMissionLoaded xaleitat Otav 1 arootodn €xel @optwbei, kar £d®
propouv va toroBetnBouv £101kEG ouvONKeg avadloywg tnv arootodr] kAm. Opoing 1
onMissionEnded kalAeital riptv teppatiotel 11 artootoAr] Kat avaipei 0Aa éoa vAoroinoe 1
onMissionLoaded. TéAog n onlMissionReset kaAeital otav diveral evioAdrn] ermavekkivnong
TG AITOOTOATG.

Ot ouvaptnoelg onClientEnterGame kai onClientLeaveGame xalouvidl Otav €vag
meAdTng SeKvA Pia arootoAr] KAl 0tav eUyeL and Pia avtiotoixa.

3.1.2: O paxeAogc common/client
Canvas.cs

To apxeio Canvas.cs Teplexel IMOAAEG ONPAVIIKEG OUVAPTNOElS IToU opifouv o ypa@iko
niepipdAdov g epappoyrg. [lepiexel tv ouvaptnon initCanvas, rou @optwvel didpopa
apxeia ypapkou repidiloviog tou @axkedou common/ui. H initCanvas Snpioupyet 1o
Canvas, mou eivat pa adplotn aitmon dnpoupyiag evog mapabupou mpog to Windows
API, kat apxwkoriotet 1apopeg pubpioeig oto OpenGL kat maykoopieg petapfAntég. Emiong
ektedel Oudgpopa apxela oto common/ui 1ou opifouv oToXEla TOU  YypPAPIKOU
niep1paddovrog.

H evtoAn] ResetCanvas eAéyxel av unapxel 1o avukeipevo Canvas Kat av vati, anattei va
Savayivel rendered.

MissionDownload.cs

To MissionDownload.cs eivat oUpImAnpePAtTikd 10U OP®VULOU apXeiou Oto @AKeAo
common/server, KkKaBwng opifel g Oa amavid o MEAATNG OTIS EVIOAES HETAPOPTOONG
ATTOOTOANG AITO TOV €U PETNTY).

Zinv 10 g@aon, n ouvapiuon ClientCmdMissionStartPhasel xaldei 1w ouvdptinon
onMissionDownloadPhasel mou opi(etat otov @drelo control, rnapaxkdrew. O Baoikog
OKOITOG 1) €lval va eKtun@vetal KAt oty 00ovy eve goptmvovtal ta didpopa DataBlocks.
Otav olorAnpwBel n xKAnon aut, otédvetar prpvupa MissionStartPhaselAck otov
efurnpent), pe xXpnon 1wmg CommandToServer. ‘Opola 1mpdttouv KAt Ot
ClientCmdMissionStartPhase2 xat ClientCmdMissionStartPhase3, pe avtiotowxeg
KANO£1G OUVAPTIOE®V.
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H ouvapmon onDataBlockObjectReceived kaleitat kaBe @opd mou o meddng dexetat eva
DataBlock, kat kalei pe ) ogpa g v ouvaptnon onPhaselProgress rmou opidetat otov
(pdkelo control, maparAt®.

H ouvdpmon onGhostAlwaysStarted eléyxel tov aplBpo aviukelpéveov 1mou  eivat
ghosted, petd 1o teAog g PeETta@oOPTROoNG TG 21 PAoNG.

H ouvaptnon LightScene 1mipooBétel @ota kat kavel render tov Pneuakd KOOHUO OTr
PNXavy] ypa@lKeVv, £oTpEPovIag otov esurnpettr) o pnvupa SceneLightingComplete
Otav TeEAEIWOEL.

3.2: O @axrelog control

initialize.
cs

main.cs

descriptors

EIKONA 3: AOMH TOY ®AKEAOY CONTROL
3.2.1: O paxeAog control/data

Ztov @dkedo data amoBnkevoviatr 6Aa ta poviéda g e@appoyrg, padi pe ta aviiotowxa
textures. Emiong o @arkelog data mepiExel 1o apxeio arootoArg museum_map.mis oto
OIT0i0 KATAX®POUVIAL Td IEPLOoOTEPA AVUIKEIPEVA TG artootoAr)g. Ta mepiexopeva tou
pakelou data eival wg eri 1o 1Agiotov povieda Kal @G €K TOUTOU 1] TEPLYPAPI] TOUG
Sepevyel ano 1o okomo g avagopdg. ITap’ 0’ autd 1 armootodr] museum_map.mis
avalvetat oto KegaAawo 5: Kataokeurn ToU Pn@laroU KOGHOU £Vm TO0 HOVIEAO KAl Ta
animations tou Bot-§evayou nieprypagovtatl oto KegdAato 7: Texvnti) vonpoouvy.
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3.2.2: O gpaxeAog control/client

O @dakelog autdg IePEXel apXeia mou a@opouv 1o ypa@lkod 1epiPaldov tng epApPOyrg,
6nAadr petafyu dAlev ta ewkovidla Tou cursor, TG €1KOVEG ITOU XPNOLHOIIO0UVIAL G
SplashScreens, ta fonts 1ou Xxpnoworiolei 1n e@ApPPoOyr, IV IEPQYPAPL] TOU
playerInterface, kaBmg xkat ot eviodég rmou otéAvel o efunnpetntrg otov reddr. ‘OAa ta
napanave Ha neprypagouv ekievag oto Kegalato 4: User Interaction.

3.2.3: O paxelog control/server

O @dkelog autdg repiexel apxeia rmou opifouv ta pnvupata Iou otéAvel o0 MeAATNG OTOV
eCurpent] KAl IOle§ OUVAPTIOES Itupodotolv. Autd ta apXeia MeEPypa@ovial Oto
Ke@alawo 2: User Interaction. O @daxelog control/server mepiéXel KAl TOV (QAKEAO
descriptors 6rou Ppiokovtal Ta apxeia rmou meptypd@ouv ta aAAnAermdpactika avukeipeva
Kdl TOUG TPOTIOUG TTOU avtidpouVv oOTig evEPYElEG TOU Xprjotr. Metadu autov urdapxel Kat 1o
apxeio bot.cs oto oroio meptypagetat 11 ouprnepipopd tou Bot-Sevayou rou Ba meprypapet
oto Kegaldawo 7: Texvnt) Nonpoouvy. Ta urodouria aAAnAermdpactikd avukeipeva mou
nepiexovtat  oto  @axkedo  descriptors Oa  mepwypagouv oo KegdAaio  6:
AAAnAsmiSpaoctika Avukeipeva.
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KE®ANAAIO 4:

AAAnAenidpaon pe tov Xproty

4.1: Ewcaywyikég o0oveg

[ToAAég epappoyeg xprowporiolouv splashscreens yia va €180rotouv 10 Xprjotrn Otl 10
npoypappa eivat oto otadlo g Qoptwong. Me dAAa Aoyia mapéxouv evdeilelg yla pa
xXpovoPopa dadikaoia ev eSeAiget.

KaBwg o xpovog @optwong g s@appoyrg pag eivar 1diaitepa peydldog, aratteitat va
XPINOTHOTIOW|00UHE Kl €Pelg KAToleg 006veg Katd ) @daorn auvtr). EmAéSape 6Uo 0Bdveg yia
Vv e1oaywyr) oty epappoyn. H npotn 08ovn avagépet 1o dnpioupyo, eve 11 EMTOPEVI] TOV
titAo g epappoyris. H evaAdayr) petady tov oBovav yiveral pe 1o mdtnpa ornoloudn)ote
AN KTPOU (MMANKIPOAOYiOU 1) ITOVIIKIOU).

H npotn 00ovn eival ouolactuika amdd pia €1Kova £10ay@YylKL) IToU ava@Epel To d1npioupyo
mgs epappoyrs. Ma v mepypaer) g o006vng Kat tou ypa@ikoU repidaAloviog
XprolpornioloUpe 1o apxeio Splashl.gui, ta TEPlEXOPEVA TOU OMOIOU £ival Td TAPAKATR:

//--- OBJECT WRITE BEGIN ---

new GuiChunkedBitmapCtrl(SplashScreenl) {
profile = "GuiSplashProfile";
horizSizing = "width";
vertSizing = "height";
position = "0 0";
extent = ""640 480";
minExtent = "8 8";

visible = "1";
helpTag = "0";

bitmap = "./splashl";
useVariable = "0";
tile = "0";

noCursor=1;

new Gui lnputCtri(SplashScreenlnputCtrl) {
profile = "GuilnputCtriProfile";
position = "0 0";
extent = "10 10";

}:

¥
//--- OBJECT WRITE END ---

Onwg BAéroupe, 1o poOvVo otoxeio Tou ypa@ikou repifdaidoviog yu’ autnv v obovn eivat
pa ewkova. Emdeyetal 1o GuiChunkedBitmapCtrl yati 11 eikéva pag eivatl peydin rat
pe to format autd «omds 0e PIKPOTEPA KOPHATA yia va Beduwoet v anodoon otnv
0Bovn. Ano twg petaPAntég mou mepiexoviar oto avukeipevo SplashScreenl ot
onpavukotepeg eivat 1 position mou opifel o1l 11 eKOvVa {EKIVA ATO TO TIAVE APLOTEPA
pépog g 00o6vng g epappoyrg, n extent rmou opilet o6t n ewova Oa exteiverar oe
0AOKANpn tv 006vn, n bitmap mou opilet oy Bpioketat to apxeio, n noCursor rou
motortotei ott 86 Ba  epavifetat cursor oy 00ovr, KAl TEAOG TO AVIIKEIPEVO
SplashScreenInputCtrl, riou ouolaouka eival €vag XePLoTg yla omoladrnote nmatnpa
AN KTPOU TOU XPI)OTr).

H 8eUtepn 000vn mepiExel tov TiTAo g €QAPPOYNS KAl P1d XAPAKINPIOTIKY €1KOVA TOU

Yneuakou kO6opou. Me matnpa oroloudr)ote MANKIpou o’ autnv v o8ovn apxXifel va
(POPTWVETAL 1] ATTOOTOAI TG EPAPHOYIG, KAl eP@avifetal éva Prjvupa oto KEVipo g o0ovng
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IOU EVIIEPWVEL TOV XPI|OTn yia Vv Ipoodo g @optwong. Etol, 1o apxeio Splash2.gui
Slapoppovetal g 8rg:

//--- OBJECT WRITE BEGIN ---
new GuiChunkedBitmapCtrl(SplashScreen2) {
profile = "GuiSplashProfile";
horizSizing = "width";
vertSizing = "height";
position = "0 0";
extent = ""640 480";
minExtent = "8 8";
visible "
helpTag
bitmap = "./splash2";
useVariable = "0";
tile = "0";
noCursor=1;
new GuilnputCtri(SplashScreenlnputCtrl) {
profile = "GuilnputCtriProfile";
position = "0 0";
extent = 10 10";

nyr
"o

}:
new GuiMLTextCtrl(LoadingText) {

profile = "ScoreLabelProfile";
horizSizing = "center";
vertSizing = "center";

position = "0 0";
extent = ""100 20";
minExtent = "8 8";
visible i R

helpTag "0";

text = "3
allowColorChars = "1";
maxChars = "'255";

¥
¥
//-—— OBJECT WRITE END ---

[Tapatnpoupe ot 1o apxeio eivat b0 pe 1o Splashl.gui ektog tou ol ot petaPAntn
bitmap to apxeio eival to splash2 (to apxeio eivat 1o splash2.png aAAd oto Torque &ev
xXpewaletal va ocuprnieplddfoupe to file extension ektog av unidpxouv duo apxeia pe 1o 1610
ovoua), Kat ot €ktdg aro 1o avukeipevo SplashScreenInputCtrl, 1o SplashScreen2
niepExel 10 avukeipevo LoadingText tou civat GuiMLTextCtrl, 6nladr] xeipevo
noAAarmiev ypappwv. To profile tou aviikeipévou LoadingText sivalr ScoreLabelProfile
rat enyeitat oto okédog 4.2.

Muwa axkopn duattepotna eivatr ot o Listener €xet to 1610 dvopa pe autov g PTG
00ovng. Autd onpaivel 6Tl pe TO MATNPA KAMOOU TIANKIPOU KaAsitat n ouvaptnon
SplashScreenInputCtrl::oninputEvent kai otnv rpwtn o66vn kat ot &euteprn, Kat
npémel va Xprjowporionfel  KAMOA  TEXVIKI] yla va avayveplotel oe 1owa o00o6vn
Bplokopaote. I' autd kat oto apxeio client.cs undpxet 0 0POPOG TG CUVAPTNONG AUTHG

g e8ng:

function SplashScreenlnputCtrl::onlnputEvent(%this, %dev, %evt, %make){
if(%make){
if(Canvas.getContent() == SplashScreenl.getID()){
Canvas.setContent(SplashScreen2);
} else {
LoadingText.setText(*'Loading...");
Schedule(100, 0, "LaunchGame'™);
//LaunchGame();
}
}
¥
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H napandave cuvdapinon xepifetat orotodnrote natnpa nAnkrpou otav eivat evepyod to
SplashScreenInputCtrl (6nAadny oug 2 SplashScreens). Eekwvd eAéyxoviag To
meplexopevo tou oroixeiou Canvas: av eival to SplashScreenl tote aAAddet 1o content tou
oe SplashScreen2, aAlwg ypager “Loading...” oto LoadingText tng SplashScreen2 xat
Sexva v epappoyr) pe v evioAr) LaunchGame.

4.2: Tpa@ro IIepifaidov

H e@appoyr) pag amnattei v unapln ypa@ikou tepidAldoviog péow tou oroiou Ba
ep@avifovial pnvupata oto xprjotn rou Ba tov kaBodnyouv oto YPnelako pouoeio. Etot,
Kata 1 Sidpkela g e@appoyrig xXprnotporoteitat 1o apxeio playerInterface.gui miou
nepExel OAa ta arnapaitnra avukeipeva tou 1miepiPpdadldoviog g  epappoyng. Ta
meplexopieva tou rapatifevial mapakdie:

//--- OBJECT WRITE BEGIN ---
new GameTSCtrl(Playerinterface) {

profile = "GuiContentProfile";
horizSizing = "right";
vertSizing = "bottom";

position = "0 0";

extent = ""640 480";
minExtent = "8 8";
visible =
helpTag =
noCursor = "1";

"yn-
"o

new GuiChunkedBitmapCtrl(PaintingCover) {
profile = "GuiDefaultProfile";
horizSizing = "width";
vertSizing = "height";
position = "0 0";
extent = ""640 480";
minExtent = "8 8";
visible "0";
helpTag "0";
bitmap = ""';
useVariable = "0";
tile = "0";

}:

new GuiCrossHairHud(GunSight) {
profile = "GuiDefaultProfile";
horizSizing = "center";
vertSizing = "center";
position = "310 230";
extent = 20 20";
minExtent = "20 20";
visible = "1";
helpTag = "0";
bitmap = "./pointer’;
wrap = "0";

}:
new GuiMLTextCtrl(ScoreLabel) {

profile = "ScorelLabelProfile";
horizSizing = "center";
vertSizing = "center";

position = "0 0";
extent = '"'128 32";
minExtent = '8 8";

visible = "0";

helpTag = "0";

text = ""';
allowColorChars = "1";

maxChars = ''255";

new GuiButtonCtrl(ArrowUp)

{
profile = "GuiButtonProfile";
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horizSizing = "left";
vertSizing = "top";
position = "524 296";
extent = '"24 24";
minExtent = "'24 24";

visible = "0";

helpTag = "0";

text = "U";

buttonType = "PushButton";
//bitmap = "_/arrowl.gif";

//command = "Echo(\"ArrowUp clicked\");ArrowUp.setVisible(0);Canvas.cursorOff();";
command = "Echo(\"ArrowUp clicked\");ClientCameraLook(\"up\');";
wrap = "'0";
};
new GuiButtonCtri(ArrowDown) {
profile = "GuiButtonProfile";
horizSizing = "left";
vertSizing = "top";
position = 524 344";
extent = "'24 24";
minExtent = ''24 24";

visible = "0";

helpTag = "0";

text = "D";

buttonType = "PushButton;

command = "Echo(\"ArrowDown clicked\"™);ClientCameraLook(\"down\'");";
wrap = "0";

}:
new GuiButtonCtrl(ArrowLeft) {

profile = "GuiButtonProfile";
horizSizing = "left";
vertSizing = "top";

position = "500 320";

extent = "'24 24",

minExtent = "'24 24";

visible = "0";
helpTag = "0";
text = "L";

buttonType = "PushButton";
command = "Echo(\"ArrowLeft clicked\™);ClientCameraLook(\"left\'");";
wrap = "'0";
}:
new GuiButtonCtrl(ArrowRight) {
profile = "GuiButtonProfile";
horizSizing = "left";
vertSizing = "top";
position = 548 320";
extent = "'24 24",
minExtent = ''24 24";

visible = "0";
helpTag = "0";
text = "R";

buttonType = "PushButton";
command = "Echo(\"ArrowRight clicked\");ClientCameraLook(\"right\");";
wrap = "0";
}:
new GuiButtonCtrl(FreeLook) {
profile = "GuiButtonProfile";
horizSizing = "left";
vertSizing = "top";
position = "524 320";
extent = ''24 24";
minExtent = "'24 24";
visible = "0";
helpTag = "0";
text = "FL";
buttonType = "PushButton";
command = "Canvas.cursorOff();";
wrap = ""0";

}:
new GuiMLTextCtrl(BottomPrintText) {
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¥

profile = "BottomPrintTextProfile";
horizSizing = "center";
vertSizing = "top";
position = "45 450";
extent = "550 20";
minExtent = "8 8";
visible = "0";

helpTag = "0";
lineSpacing = "2";
allowColorChars = "1";
maxChars = "-1";

}:
new GuiMLTextCtrl(TopPrintText) {

¥

profile = "TopPrintTextProfile";
horizSizing = "center";
vertSizing = "top";

position = "20 -50";

extent = "600 20";

minExtent = "8 8";

visible = "0";

helpTag = "0";
lineSpacing = "2";
allowColorChars = "1";
maxChars = "-1";
number = "0";

//--- OBJECT WRITE END ---

[Tapatnpoupe kat’ apxdg 6Tt 6Aa ta avukeipeva nepiexovial oto GameTSCtrl pie ovopa
PlayerInterface. Auto kaBopiler 10 péyebog 1ou Tapabupou oto oroio Oa TPEXEL 1)
epappoyn (640 x 480) kat 6t 6 Oa unapxel cursor (KaBwg n Kivnon tou moviikiou Ba
1ooduvapel pe Kivnon tou Ke@aAlou tou avatar).

Ta avukeipeva rou riepiexet 1o PlayerInterface eival kata ogipd:

e Painting Cover 1ou KaAUITtel OAo 10 Yypa@KoO 1iepifardov otav Ogloupe va
KAVOUE zoom o€ £€va Tivaka r] dAAa avukeipeva.

e GunSight 1ou onpatodotei oto KEvipo g 0BOvVng yia va €Xel 0 XProtng
peyaAutepo €AeyXxo Kal KaAUtepn ekova tou 1 eetalel. H eikova mou tomoBeteitat
oto ortowxeio GunSight e€aptdtal arnd 1o avukeipevo oto inventory tou Xprotn,
0Aeg o1 e1kOveG Opwg eivatl dragavr) PNG.

e ScoreLabel riou Bpioketatl K1 autd oto KREVIPO g 006vng Kat maipvel ) O¢or tou
GunSight otav o xprjotng e§etddel éva avukeipevo.

e BottomPrintText riou riapéxel odnyieg OTO XP1|OTN yid TA MANKIPA ITOU IIPETIEL vd
natr)oet KaBe popd yia va aAAnAemdpdoet pe ta avikeipeva g eQapoyrg.

e TopPrintText riou xprowpornoteital onwg to BottomPrintText yia va evnpepmvet to
Xpr)otr, aAAd o S1aQOPETIKEG MEPUTIVOELS (T1.X. ot didAoyo pe evav NPC).

e ArrowUp, ArrowDown, ArrowRight, ArrowLeft, FreeLook civai nAnKipa 1ou
epgavifoviat povo otav o xXprotng eSetdlel éva €xkOepa Tou pouceiou  Kat
XPNOIEVOUV OtV Kivnon g KAPEPag.
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PaintingCover

TopPrintText

Gunsight

ScorelLabel-»| |

ArrowRight

ArrowUp
FreeLook

ArrowLeft |

ArrowDown
| BottomPrintText |

EIKONA 4: TO PLAYERINTERFACE

[Tapatnpoupe 611 petady TV AAADV XAPAKINPIOTIKOV TOV AVIIKEIPNEVOV UMAPXEL KAl 1)
petaPAntr) profile rmou naipvet tpelg tpeg ouvoAkd: TopPrintProfile, ScoreLabelProfile
Kat BottomPrintProfile. Autég ot Tij1€g €ival KATola £€rota MAKETa Pe MmAnpo@opieg ya
TIS YPAPPATOOEPEG TOU avtiotoxou avukelpevou. Ot mAnpogopieg autég Ppiokoviat oto
interface_profile.cs ka1 sivat ta €§ng:

new GuiControlProfile (“'ScoreLabelProfile™){
opaque = false;
fontColor = "255 255 255";
fontType = "Grave Digger";
fontSize = 24;

55

// Bottom print

new GuiControlProfile (BottomPrintTextProfile™){
opaque = false;

fontColor = '"255 255 255";

fontType = "Grave Digger';
fontSize = 20;

55

// Top print

new GuiControlProfile ("TopPrintTextProfile™){
opaque = false;

fontColor = ""255 255 60";

fontType = ""Bookman Old Style Bold";
fontSize = 22;

125

Onwg PAeroupe ot TAnpo@opieg eival yia 11§ YPAPHATOOEIPEG TOU KEIEVOU: TO XPWHUd, TO
peyebog, 1o £1d0g kat ) Sagavela.
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4.3: Avuotoixnon IIARktpov

I[Ipopavag ywa va propei o xprotng va repuyndsi péoa oty e@appoyr] Kat va
aAAnAermibpaocetl pe ta Hagopa avikeipeva g, IPEIEL va UMAPXEL €va apXeio Imou va
opidel ta MANKIPA NG £PAPUOYLS Kal Tt Kavouv. a 1o okormod autd Umdpxel 10 ApXxeio
keymove.cs 1a meplexopieva tou oroiou eivat:

it ( IsObject( playerKeymap ) ){ // If we already have a player key map,
playerKeymap.delete(); // delete it so that we can make a new one

}
new ActionMap(playerKeymap);

function DoQuitYesNo(){
MessageBoxYesNo( "Quit Window", "Exit Museum Walkthrough?', *"quit(Q;","");

// - +
/7 | Camera Motion Functions |
Y = R RS Se e +

function ClientCameralLook(%direction){
commandToServer ("CameraLook®, %direction);

function GoLeft(%val){ // strafing
$mvLeftAction = %val;

3

function GoRight(%val){
$mvRightAction = %val;

3

function GoAhead(%val){ // moving forward/backward
$mvForwardAction = %val;

3

function BackUp(%val){
$mvBackwardAction = %val;

function DoYaw(%val){ // looking around
$mvYaw += %val * ($cameraFov / 90) * 0.01;

3
function DoPitch(%val){
$mvPitch += %val * ($cameraFov /7 90) * 0.01;

3
function DoActivate(%val){ // activating an item
if (Uval){
commandToServer(“Activate®);
}

3
function DoQuitOrbit(%val){ // quitting from activation
if (Uval){
commandToServer("QuitOrbit®);
}

}
function DoCreateBots(%val){ // creating bots

if (wval){
commandToServer("CreateBots");
3

}
function DoDropltem(%val){ // drop an item from the inventory

if (Uval){
commandToServer("Dropltem®);
}

}
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playerKeymap.Bind(keyboard, *w", GoAhead);
playerKeymap.Bind(keyboard, ''s', BackUp);
playerKeymap.Bind(keyboard, 'a", GoLeft);
playerKeymap.Bind(keyboard, *'d", GoRight);
playerKeymap.Bind(mouse, xaxis, DoYaw);
playerKeymap.Bind(mouse, yaxis, DoPitch);
GlobalActionMap.Bind(keyboard, escape, DoQuitYesNo);
GlobalActionMap.Bind(keyboard, tilde, ToggleConsole);
playerKeymap.Bind(mouseO, *button0', DoActivate);
playerKeymap.Bind(mouseO, *buttonl', DoDropltem);
playerKeymap.Bind(keyboard, ''q", DoQuitOrbit);
playerKeymap.Bind(keyboard, ''b", DoCreateBots);

Hekwvape anod 1o télog, o6rou pe xprion g playerKeymap.Bind opifovtal ta mAnxkipa kat
01 OUVaPToelg ITou Kadouviat pe to ratnpa toug. H GlobalActionMap.Bind wagépet ano
TV MPOonyoupevn) Oto OTl MATNHPA TOU &v AOYy® TANKIpou Oa KaAéoel T ouvaptnorn o€
oroladrote @Aon IS e@appoynsg, eve 1n playerKeymap.Bind povo étav o Xprjotng
niepinyeitatl oto pouoeio. [apatnpoupe 0Tt 6AEg 01 CUVAPTI|OELS TIOU AVA@PEPOVIAL Ooav Tpitn
petaPAnt g Bind Ppiokoviar napandave. Eivat epgaveg ot ol ouvaptroslg Kivnong
(GoAhead, BackUp, GoLeft, GoRight, DoYaw, DoPitch) aAAdalouv arda pua global
petaPAnt), péow® g oroiag peraxkiveital o xXprjotng péoa oto pouoegio. Ot DoPitch kat
DoYaw kalouvtat péoa arnd Kivnon ToU ITOVIIKIOU Otov 0pt{oviio Kat otov KdaBeto agova
aviiotolxXad, Kdl AaviloToXoUv o€ Kivnorn Tou Ke@AAlou Tou avatar 1ou rapatnpel to
niep1fardov. To escape dnpioupyet €va rtapaBupo pe ermAoyég Yes/No rmou evnpuepavel tov
xXprjotn 6t Ba Pyet ano v epappoyn. Av ratBei Yes t0te 11 epappoyn teppati¢etat. To
tilde () kalel v KOvVoOAd, OITOU O XPI|OTNG PITOPEl va YPAWEL EVIOAEG 08 KOOIKA KAl va
6tapdoet 1o log tng epappoyrig. To koupri Q Xpnotpornoteitatl pdvo 6Tav 0 XP1|oTNg eAEyXeL
Vv KApepa avii yua to avatar (m.x. otav egetalel éva €kBepa oto pouceio) Kat otéAvel
EVIOAI] OTOV €SUIIPETINTI] VA EITIOTPEYPEL OTOV XPHOTn Tov €Aeyxo Tou avatar. To kouprni B
otédvel evioArn otov elurmpetntr) va enavagepel toug diagopoug NPCs g e@appoyng
(ouolaotikda xpnotporoteitatl Povo yia KAToloug eAEyxXoug arno tov Kataokeuaotr). TéAog to
ndtpa Tou aplotepoU KOUMPITIOU TOU ITOVIIKIOU OTEAVEL UjVUpa OToV €§UINPEUNT] vd
EVEPYOITO)OEL TO AVIIKeipevo Tou Kottadel o xprjotng (Oa to e§nyrnooupe auto eKtetapeva
ot0 OKEA0G 4.4) eve pe 1o He§i KoUunIti TOU MOVIIKIOU OTEAVETAL PIVUHRA OTOV €SUITNPETNTL)
va eleuBepaoel 10 inventory TOU XpPr|Ootn Of MEPITIOON ITOU AUTOG €Xel MApel éva
AVIIKEIPEVO.
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4.4: EvtolAeg otov E§unnpetnty

lNa va esmxkowvevel o T1eAdng pe tov  eSUTPEITL]  XPIOLOIIO0UVIAl  EVIOAEG
commandToServer pe optlopa tov titAo g ouvdaptnong mou OgAel o meddatng va KAnOet
arnd Tov e§unnpettr). And v MAEUPA ToU, 0 eSUTIPETINTLG £XEL KATTOIOUG XEIPLOTEG AUTOV
TOV EVIOA®V P1€0® TV oroiwv ereepydletal ta attrpata tou reddr. a napddewypa, otav
0 XPHOTNg £VEPYOITO)oel eva aviikeipevo, kadel tnv commandToServer(‘Activate’) n oroia
otédvel prpvupa otov efurnpetntr). O efunnpen)g 8EXetal v €VIOAN aUTr] HEO® NG
ouvaptnong ServerCmdActivate rmou 6éxetal oav dpiopa tov aplOpod Tou meAdtn mou v
KaAel. H ouvapmon avutr) enefepyaletal 1o aitnpa evepyoroinong Tou Xprjotn KAt av
XPelaotel EMMOoTpEPel OOV TIEAATN £va Prjvupa pe v avtiotowxn evioAr] commandToClient.
To apxeio 1oU TEP1EXel OAeg T1G evioAEég otov eSurmpetntr eivatl 1o sc_command.cs otov
(dxelo control/server Kat rmepiExel TG £§11G OUVAPTL|OEG:

function ServerCmdLook(%client){
%player = %client.player;
%eye = %player.getEyeVector();
%vec = vectorScale(%eye, 3);
Y%start = %player.getEyeTransform();
%end = VectorAdd(%start, %vec);
%found = ContainerRayCast(%start, %end, ($TypeMasks::StaticShapeObjectType |
$TypeMasks: :PlayerObjectType), %player);
if(%found){
if(%found.getType() & $TypeMasks: :StaticShapeObjectType ){
%obj_name = %found.name;
%obj category = %found.getDatablock().category;
// **** items for display -- observer mode
switch$ (%obj_category) {
case "Display_ltem":
commandToClient( %client, "setGUlvisible®, "GunSight”, 0 );
%conn = %client_getControlObject();
if(%conn == %client_player){
commandToClient( %client, "setGUltext®, "BottomPrintText", '\clLeft-Click\cr
to enter Observer Mode™ );
commandToClient( %client, "setGUlvisible®, "BottomPrintText"”, 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj_name );

if(%conn == %client.camera){ //
Orbit mode
commandToClient( %client, "setGUltext®, "BottomPrintText", "Press \clg\cr to
return to game™ );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 0 );

case "'Painting’:

commandToClient( %client, "setGUlvisible®, "GunSight', 0 );

%conn = %client_getControlObject();

if(%conn == %client_player){
commandToClient( %client, "setGUltext®, "BottomPrintText", '\clLeft-Click\cr

to look at the painting” );

commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj_name );

if(%conn == %client.camera){ //
Orbit mode
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
return to game™ );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 0 );

case ''Book'':
commandToClient( %client, "setGUlvisible®, "GunSight', 0 );
%conn = %client_getControlObject();
if(%conn == %client_player){
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commandToClient( %client, "setGUltext®, "BottomPrintText", '\clLeft-Click\cr
to read the book™ );

commandToClient( %client, "setGUlvisible®, "BottomPrintText"”, 1 );

commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );

commandToClient( %client, "setGUltext", ''ScoreLabel', %obj_name );

if(%conn == %client.camera){ //
Orbit mode
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
return to game™ );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 0 );
¥
case "'Door':
commandToClient( %client, "setGUlvisible®, "GunSight', 0 );
if( (Wfound.state $= "closed™) || (%found.state $= "locked™) ){
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr
to open the door™ );
} else if(%found.state $= "open'){
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr
to close the door"™ );
} else {
commandToClient( %client, "setGUltext", 'BottomPrintText", " );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", '‘ScoreLabel', %obj name );
case "'Chest":
commandToClient( %client, "setGUlvisible®, "GunSight", 0 );
iT( %found.getDataBlock().getName() $= "DB_chest_base" ){
%obj_lid = %found.getName() @ "_lid";
%Ffound = %obj_lid;

by
if( (UWfound.state $= "closed™) || (%found.state $= "locked™) ){
commandToClient( %client, "setGUltext", "BottomPrintText", '\clLeft-Click\cr
to open the chest" );
} else if(Wfound.state $= "open’){
commandToClient( %client, "setGUltext", '"BottomPrintText", '"\clLeft-Click\cr
to close the chest" );
} else {
commandToClient( %client, "setGUltext", '"BottomPrintText", " );
commandToClient( %client, “"setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, “"setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj name );
case "'Desk™:
commandToClient( %client, "setGUlvisible®, "GunSight', 0 );
iT( (Wfound.state $= "closed™) || (%found.state $= "locked™) ){
commandToClient( %client, "setGUltext", '"BottomPrintText", '"\clLeft-Click\cr
to open the desk drawer™ );
} else if(%found.state $= "open'){
commandToClient( %client, “"setGUltext", "BottomPrintText", *\clLeft-Click\cr
to close the desk drawer™ );
} else {
commandToClient( %client, "setGUltext®, 'BottomPrintText", " );
commandToClient( %client, "setGUlvisible®, "BottomPrintText"”, 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj_name );
case '"'Lamp':
commandToClient( %client, "setGUlvisible®, "GunSight", 0 );
if(%found.state $= "lit"){
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr
to put out the torch™ );
} else {
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr
to light the torch" );

commandToClient( %client, “"setGUlvisible®, "BottomPrintText"”, 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScorelLabel', %obj_ _name );
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case "'Key':
commandToClient( %client, "setGUlvisible®, "GunSight, 0 );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr to
pick up the " @ %obj_name );
commandToClient( %client, “"setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj name );
case "'Desk_ltem':
commandToClient( %client, "setGUlvisible®, "GunSight', 0 );
%conn = %client.getControlObject();
if(%conn == %client._player){
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUltext®, "BottomPrintText", '\clLeft-Click\cr
@ %obj_name );
commandToClient( %client, “"setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj name );

to use the

if(%conn == %client.camera){ //
Orbit mode
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
return to game™ );
commandToClient( %client, “"setGUlvisible®, "ScoreLabel™, 0 );

}
// END OF SWITCH
}

T
// **** pots (NPCs) -- can be activated
if(%found.getType() & $TypeMasks: :PlayerObjectType){
%obj_name = %found.getDatablock() .getName();
commandToClient( %client, "setGUlvisible®, "GunSight”, 0 );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", '"\clLeft-Click\cr to
activate bot" );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 1 );
commandToClient( %client, "setGUltext", ''ScoreLabel', %obj name );

3
} else {
commandToClient( %client, "setGUlvisible®, "GunSight", 1 );
commandToClient( %client, “"setGUlvisible®, "BottomPrintText", 0 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 0 );
3
ks

H mapanave evioAn eivair ouoclwaotika 1n eviodr] Look, péow tng omoiag o Xprjotng
ene§epyadetal to replBdAAov tou, Kal 0g MEPIUTIOON MTOU KO1tadel péoa armo ta Patia tou
avatar éva adAnAermudpaotikd avukeipevo rpofdAAovratl fondnuika pnvupata otnv oBovn
pe 1o 6vopa tou avukelpévou (oto ScoreLabel) kat tov tpodrmo mmou propei o xprjotn va to
evepyorour)joet (oto BottomPrintText). H eviodr) Sexiwvd PBpiokoviag tov avatar r1ou
xepidetatl o meAdng mou v Kadeoe Kat to 6idvuopa mou avuotoxet oto «BAgppar tou. To
EyeVector eival éva povadiaio Sidvuopa rmou {ekivda amo ta pdta tou PoviéAou Tou avatar
Kat avuotoxel oto «PAgppar tou avatar.  Emnedry to EyeVector eivatr povaduaio, to
noAAartdaoiadoupe pe 1o 3 €101 Wote 0 Xp1rjotng va propei va e§etadetl avukeipeva Xapig va
xXpewaletal va ta minolaoet mmoAu. a va urnoloyiocoupe to avtikeipevo rou efetdlel o
XPr)otng TPEMEL va 1pooBeécoupe 1o tpororotnpevo EyeVector otn 8€on tov patiov oto
poviédo tou avatar (pe Xprjon g eviodrng getEyeTransform). Me Xprjon g evioArng
ContainerRayCast Ppiokoupe 10 TPOTO0 AAANAerudpactikoO avukeipevo 1ou PBpiloketat
petadu g B¢ong v pat@v tou avatar kat tou t€Aoug tou EyeVector. Av Bpebei mpaypatt
éva 11010 avukeipevo, tote Ba eival eite StaticShape eite PlayerObject (yiati autd ta 6vo
eibn avukepévov eixape Béoel oav «quaokegr otnv ContainerRayCast) kat cwetat otn
petafAnt found. Katormv edéyxetatr o tunog g found: av eivar StaticShape (6nAadr)
otatkoO aAAnAerudpaotikd avukeipevo) tote eAdyxetal Katl 1 katyopia tou dataBlock tou.
Avdaldoya pe v xkatnyopia autr) addadetr kat 1o keipevo oto BottomPrintText. Ave§aptnta
artd tov TUIo KAt Vv Katnyopia, to GunSight e§agavifetat kat ) O¢orn tou maipvel to
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ScoreLabel oto omoio avaypdgetat 1o Ovopa Tou avukelpévou. Tedog, av
ContainterRayCast 8ev Ppet avukeipevo to0te efagavifoviar ta ScorelLabel xat
BottomPrintText kat epgavi¢etat to GunSight.

function ServerCmdActivate(%client){ // Examining a
Display Item

%player = %client.player;
Echo( "Player Position: " @ %player.getTransform() );

%player = %client.player;
%eye = %player.getEyeVector();
%vec = vectorScale(%eye, 3);
%start = %player.getEyeTransform(Q);
%end = VectorAdd(%start, %vec);
%found = ContainerRayCast(%start, %end, ($TypeMasks::StaticShapeObjectType |
$TypeMasks: :PlayerObjectType), %player);
if(%found){
if(%found.getType() & $TypeMasks: :StaticShapeObjectType){
%obj_name = %found.name;
%obj category = %found.getDatablock().category;
// **** items for display -- observer mode
switch$ (%obj_category) {
case "Display_ltem":
if( getWord(Showbotl.status, 0) $= "diorama" ){
Showbotl.talk_i = %found.talk_id; // BOT
ADDITION

3
Echo(*'Observing ™ @ %obj_name @ ' of class " @ %obj_category @ "!'");
%found.getDatablock() - freeLook(%found, %client);
commandToClient( %client, "setGUlvisible®, "ScoreLabel"™, 0 );
//latest additions
commandToClient( %client, "setGUlvisible®, "ArrowSet", 1 );
commandToClient( %client, “"activateCursor®, 1 );
commandToClient( %client, "setGUlvisible®, "BottomPrintText"”, 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
exit Observer Mode™ );
case "'Painting':
Error(*'Looking at painting " @ %found.getID() @ "!");
%Found.getDatablock() -activate(%found, %client);
commandToClient( %client, “"setGUlvisible®, "PaintingCover', 1 );
commandToClient( %client, “"setGUlvisible®, "ScoreLabel™, 0 );
commandToClient( %client, "setGUlvisible®, "BottomPrintText"”, 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
return to game™ );
case ''Book'':
Error(*'Reading book " @ %found.getID() @ "!'");
%Found.getDatablock() -activate(%found, %client);
commandToClient( %client, "setGUlvisible®, "PaintingCover', 1 );
commandToClient( %client, "setGUlvisible®, "ScoreLabel™, 0 );
commandToClient( %client, "setGUlvisible®, "BottomPrintText", 1 );
commandToClient( %client, "setGUltext", "BottomPrintText", "Press \clg\cr to
return to game"™ );
case "'Door:
Error("Activating door " @ %found.getIiD() @ "!");
%Ffound.getDatablock() -activate(%found, %client);
if( ( %found.getID() $= door_gallery.getID() ) && ( door_gallery.state $=
"locked" ) ){
Error( "Alert Showbot!" );
iT( Showbotl._status $= "bot follow" ){
Showbotl.talk_i 1;
Showbotl.talk_j 0
Showbotl.status "
3
3
case "'Lamp™:
Error("'Using lamp " @ %found.getIiD() @ "!");
%found.getDatablock() .activate(%found, %client);
case "'Chest'":
if( %found.getDataBlock().getName() $= "DB_chest_base" ){

allery talk";
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%obj_lid = %found.getName() @ *_Nid";
%found = %obj lid;
¥
Error(*"Opening Chest " @ %found.getiD() @ "!'");
%Found.getDatablock() -activate(%found, %client);
case '‘Desk™:
Error(*'Opening Desk Drawer " @ %found.getID() @ "!');
%found.getDatablock() -activate(%found, %client);
case "'Desk_ltem":
Error("'Using/Picking up item " @ %found.getIiD) @ "!'");
%Ffound.getDatablock() -activate(%found, %client);
case "'Key':
Error(*'Using/Picking up item " @ %found.getiD() @ "!'");
%Found.getDatablock() -activate(%found, %client);
case "'Magic_Button:
Error("Using button " @ %found.getID() @ "!'");
%found.getDatablock() -activate(%found, %client);
// END OF SWITCH
}

return;

by

// **** pots (NPCs) -- can be activated

if(%found.getType() & $TypeMasks: :PlayerObjectType){
Error(""Activating bot " @ %found.getID() @ "!'");
%found.getDatablock() -activate(%found, %client);
return;

b

b
bs

H mapandve evioAr) eivatr ouoclaotikd 1 evioAr] Activate pe v oroia o Xprjotng
evepyortotel ta aAAnAermdpacura aviikeipeva g epappoyrng. H ocuvdapinon Sexiva pe tov
1610 tporo onwg 1 Look, &nAadr) pe EyeVector, ContainerRayCast xtA. Kat rdAtl Aortov
eAéyxetal o turog tou found kat av sivat staticShape eAéyxetatl kai n katnyopia tou. Ztnv
MePIMI®OT IOV TO AVIIKEIPEVO €XE1 KATIOA £1KOvA ToU Ba spgaviotei oe OAn v 00ovn
(m.x. éva P1PpAilo 1) évag mivakag) tote e€agavifovtal 0Aa ta umolouta avikeipeva tou
ypagpikou meptpdAloviog kat spgavifetatr oe OAn tv o00ovn to PaintingCover. Ztnv
niepimmon mou evepyortoloUpe é€va éxkBepa, tote o NPC {evayog evnuepovetral g 1pog to
oo €kBepa eetaletal yia va pag evnpepnoet yU autd. Ta unddouta avukeipeva amid
XP1olpoTIolouV v evioArn) activate tou DataBlock mmou toug avuiotoixet.

function ServerCmdQuitOrbit(%client){
%conn = %client.getControlObject();
it (Wconn == %client.camera){
%conn.mode = "Follow";
Echo(""Quitting orbit from camera " @ %client.camera @ "!');
%transform = %client.player.getTransform();
%conn = %client.player;
%client.camera.setTransform(%conn.getEyeTransform(Q));
%client.camera.setVelocity("0 0 0™);
%client.setControlObject(%conn);
commandToClient( %client, “"setGUlvisible®, "PaintingCover', 0 );
commandToClient( %client, "setGUlvisible®, "ArrowSet", 0 );
commandToClient( %client, "activateCursor®, 0 );
iT( getWord(Showbotl.status, 0) $= "diorama"™ ){
ShowBot1.getDatablock() .activate( Showbotl.getID(), %client );
b
3
bs

H evtoAr] QuitOrbit xpnowonoteitat otav o xpriotng O€Ael va avaKiroel Tov €AeyX0o TOU
avatar orig TIEPUTIOOELS TTOU £§eTALEL £va aviiKkeipevo Katl eAgyxet v Kapepa. H ouvaptnon
autr) toroBetel v KAPEPA OTO ONUEI0 TOV PATIOV TOU avatar Kal ErotpEPel ToV EAEYX0 TOU
avatar otov xprjotn). Emiong enavagépel 6Aa ta ortoxeia tou ypa@ikou riepi3dAAoviog rmou
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eixav eSagaviotel katd ) ddpkela g e§€taong tou avukelpévou. Tédog o NPC 0dnyog
EVEPYOITOIEITAL Y1a VA PITOPECEL VA EVIIIEP®OEL TOV XPHOTI Yid TO aviikeipevo rou eetade.

function ServerCmdCreateBots(%client){
CC_Bots();

H evtoAr) autr) kaleitat av o xprjotng B¢Aet va enavagepet toug NPCs g epappoyr|g, kat
ralei v evioAr) CC_Bots rou Bpioketatl oto bot.cs 1o oroio Ba e§etdooupe oe akoAouba
Re@daiaia.

function ServerCmdCameraLook(%client, %direction){
%conn = %client_getControlObject();
Echo(""Moving " @ %direction @ " the camera " @ %conn.target);
%conn.target.getDatablock() .Look(%client, %direction);

}

H evtoAn autr) kaAeitat povo otav e§etaletal éva €ékBepa Katl o Xpr)otng matrost €va amnod ta
KoupImd kateubuvong g Kapepag.

function ServerCmdDropltem(%client){
if( %client.inventory ){
%client.inventory.setScale( %client.inventoryXscale );
%client.inventory = 0;
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer._png");

}
}

H evtoAr) autr) toroBetel 1o aviikeipevo 1ou €xel o Xprjotng oto inventory tou oto onpeio
ou PBplorotav mpv, Kat erava@epet 1o oroxeio GunSight tou GUI.

4.5: EvtolAeg otov IleAdaty

O elurmpeng €Xel 0Aeg 1S TTANPOPOPIES Yia TO TG AETOUPYoUV Ta didgopa avukeipeva
oV e@appoyr), adda kat nwg adinderudpa o xprnotng pe auvta. IMap’ 06X’ autd, ta
pnvUpata 1mou  epgavifoviatr oy oBovn tou Xxprjotny dev  eivar appodiotnra  tou
eCunnpentr): o efunnpentrg otéAvel prjvupa otov meddatn (pe 1o commandToClient) pe
EVIOAI] va TPOIIOTOIN|OEl KAIO0 OtoiXeio tou ypagikou repifdAioviog. To apxeio 1ou
MEPIEXEL OAeg TG €VIOAEG TIpPog tov Tmeddtn eivar 1o cs_command.cS OT0 @QAKEAO
control/client xat repigxet Tig £€1g ouvaptr|oeig:

function clientCmdsetGUlvisible( %gui, %value ){
switch$ ( %gui ){

case "'GunSight':
GunSight._setVisible(%value);

case ''ScoreLabel™:
ScorelLabel .setVisible(%value);

case "BottomPrintText":
BottomPrintText.setVisible(%value);

case "ArrowSet':
ArrowUp.setVisible(%value);
ArrowDown.setVisible(%value);
ArrowLeft._setVisible(%value);
ArrowRight.setVisible(%value);
FreeLook.setVisible(%value);

case "'PaintingCover':
PaintingCover._setVisible(%value);

39




function clientCmdsetGUltext( %gui, %text ){
switch$ ( %gui ){
case ''ScorelLabel":
ScorelLabel .setText("'<just:center>" @ %text);
case "'BottomPrintText':
BottomPrintText.setText(*'<just:center>" @ %text);
b
3

function clientCmdsetGUIbitmap( %gui, %Ffilename ){
switch$ ( %gui ){
case "'GunSight':
Gunsight.setBitmap(%filename);
case "'PaintingCover':
PaintingCover.setBitmap(%filename);
b
3

function clientCmdactivateCursor( %value ){
if( %value == 1 ){
Canvas.setCursor(*'DefaultCursor™);
Canvas.cursorOn();
} else {
Canvas.cursorOff();
3

}

function clientCmdwriteHint( %text ){
WriteHint(%text);

3

H evtoAr) SetGUIVisible gpgavidet 1 eSagpaviel (avadloywng g Tt tou Boolean opiopatog
value) 1o otoxeio tou ypa@koU nepifaArdoviog rou s§aptatal amno to éplopa gui. Opolia, n
evioArn SetGUIText kat SetGUIBitmap tortoBetouv eva Keipevo 1) pia £1Kova aviiotoixa ota
otoxeia tou mepipdAloviog rou eaptaviatl aro to optopa gui. H evioAr) ActivateCursor
ep@avidel tov cursor av 1o oplopa value tng evioAng sivat 1. H idwa eviodr) e§apavilel tov
CUrISOr, OITOTE O «IIPOCAVATOAIOPIOG» ToUu avatar yivetat pe Xprjorn tou rovukiou. Télog, 1
evioAr] WriteHint kalei tn ouvaptinon WriteHint ano v mAeupda tou meddtn, n oroia
Bpiloketal oto apxeio hintbox rmou akoAoubet:

function WriteHint(%text){
Echo(Writing hint: " @ %text );
%number = GetWord(TopPrintText.number,0);
%number = %number + 1;
TopPrintText.number = " @ %number @ "'*;
TopPrintText.setText('<just:center>" @ %text );
TopPrintText.setVisible(1);
Schedule(4000, 0, "FadeOutHint"™, %number);

3

function FadeOutHint(%number){
%current_number = GetWord(TopPrintText.number,0);
iT( %number == %current_number ){
TopPrintText.setText(""");
TopPrintText.setVisible(0);
b
bs

H evtoAr) WriteHint toroBetel €va keipevo oto otoixeio TopPrintText kat otav nepacouv 4
deutepodertta 1o e§agavifel pe xprjon g FadeOutHint. Eme1dr) propel xkatd ) Sidpkela
mg avapovng (twv 4 deutepodérmiav) va éxer SavarAnOei n WriteHint, npootiBetar pa
petaPAnt) number oto avukeipevo TopPrintText, kat otav kaleitar n FadeOutHint
eSapavi¢el to TopPrintText pdévo av ot apBpoi ocuprintouv. 'Etol e§aopaldifetatl ot e Ba
eCapaviotei 1o TopPrintText ptv mpoAdfet o xprjotng va to SaPaoet.
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CLIENT

mouse Right-Click

DoDropltemi(1)

SERVER

clientCmdsetGUlbitmap()

CommandToServer('dropitem’)

CommandToClient(<clientlD=, 'setGuiBitmap',
"Gunsight", "control/client/ifaces/pointer.png”)

Gunsight.
setBitmap()

serverCmdDropltem()

EIKONA 5: TTAPAAEITMA AEITOYPTIAE THE CLIENT/SERVER APXITEKTONIKHE *THN E®APMOTH

41




KE®AAAIO 5:
KataoKeU1) TOU £1LKOVIKOU KOOHOU

5.1: H £vvoleg Tou avtikelpévou kat tou DataBlock

Ta avukeipeva (objects) eivat otypiotuna kKAdosv avukelpévov (object classes), ot
ortoieg artotedouv pia cuddoyn Bot)tev Kat pebodwv mou kabopifouv €va CUYKEKPIIEVO
OUVOAO OUUITEPIPOP®OV KAl XAPAKINPIOUKGV. Meta and ) dnpoupyia tou, éva avukeipevo
naipvel éva povadikod apBuod rnou arnokaleitatr handle. Otav 6o handles £éxouv v id61a
T, avagépoviat oto b0 avukeipevo. ‘Otav €va AVIKEIPEVO UMAPXEL O P £QAPUOVL)
MOAAATTIA®V XPNOTOV PE £vav KEVIPIKO €SUIIPEINTI] KAl TTOAAOUG TteAdteg, o eSunnpetntr|g
Katl kaBe meddtng 61abetel to handle tou yla v arnoBrkeuon 10U AVIIKEPEVOU OTr| VD).
Na onpewBei ot ta dataBlocks (éeva e1dkd €ibog avukeypévou) avupetotifovial
Slapopetika.

5.1.1: Anploupyia £VOG AVTLRELPEVOU

Otav dnpioupyolpe 10 OTYRIOTUIIO €VOG AVIIKEEVOU, HITOPOUV vd aPXIKOToufouv
oAAEg petaPANTEG TOU AVIIKEINEVOU PEoA OTOV KOOIKA new:

[Mapadewypa:

%torch_handle = new StaticShape(torchl) {
position = "-7.9 -4.35 -0.35";
rotation = "1 0 0 0";
scale = "1 1 1";
dataBlock = ""DB_torch";
state = "lit";
name = "Torch";

}:

To handle tou avuxkeyevou StaticShape mou dnpioupyeitar owletatr oty petaPAntr
torch_handle. ITapatnpotpe O0t1 o1 MApAPEIPOl ToU avikelpevou eivat ot Position (B¢on),
Rotation (ywvia), Scale (péyeBog), dataBlock. Autég o1 mapdperpol eival anapaitnteg yia
va epgaviotel éva aviikeipevo StaticShape otnv epappoyr). Extog amd auteg Opwg
undpxouv Kail dvUo «maparnavioleg» mapaperpol, ot name Kat state ot omoieg dev eival
anapaitnteg, aAAd xprnoiporoouvial aro v e@appoyn ya va kabopiotel to ovopa tou
AVUKEPEVOU KAl 1] Kataotaon Ttou avtiotowxa. Ot «aparavioleg» mapdaperpotr dev
avayvepifoviat amo tov Kodka pnxavrig, addda priopouv va dtafactouv amod ta apxeia

TorqueScript tng epappoyng.
5.1.2: Xpfon £vOg AVTIKEIPEVOU

IMa va Xpno1ornourjcoupe £va avilkeipevo, Pmopoulie va Xpnotpornotrjcoupe to handle tou
yld Vva Aaroktrjooupe Ipoofaocn otlg Mapap€ipoug Tou KAl Ti§ ouvaptrjoelg tou. H
nipoofaon oe pia mapdaperpo yiveral pe tov 8¢ Teoro (yia To Iapardve avilkeipevo):

%torch_handle.name = “Torch2”;

Opwg ta handles 6ev eivat o1 povotl tpormot yia va avayvepifoupe avukeipeva: priopoupe
VA XPM OO0 COUHE T0 Ovopd TOU AVIIKEIPEVOU, APKel TO Ovopa auto va €ival povadiko.
IMa napdadetypa, yia 10 maparndve AvilkeiPevo PItopoupe va ypAdWpoupe:

Torchl.name = “Torch2”;
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5.1.3: uvapti)oclg AVILRELPEVOV

Av 10 avuikeipevo €xel pia ouvdaptnon oplopévn yia 1o 1610, TOTe PIopel va v KAAEoel ®G
efng:

%torch_handle.light( “Arg”, “Arg0” );
O 1po1I0G TIOU OpideETal pia ouvAapPTNoT yia £va CUYKEKPIPEVO aviikeipevo eivat i e8rg:
Torchl::light( %this, %argl, %arg2 ){}

Qg erti 10 MMAgioTOV OP®G 01 oUVAPTHoelS opifovial yia KAAOEIS KAl OX1 yld AvUKeipeva, Kat
ernte1dn) o1 KAdoeig eival ouvoda ard DataBlocks (6riwg 6a avadluooupe napakdiw), yia va
KANOei pa tétola ouvaptnon mnpérnet va ypagei to e§ng:

%torch_handle.getDataBlock().light( “Arg”, “Arg0” );

Otav kaleitat pla ouvaptnon, 10 Mpeto oplopa €ival to handle tou avukepévou 1ou
MePLEXEL TV ouvdptnon. I'’ autd kat otov nmaparndve oplopd g oUVAPTNONG UITAPXEL Eva
naparnave optopa, 1o %this. To oplopa %this dev xprnowporoteitat 6tav kadoupe 1N
ouvaptnon, aAAd npootibetatl ano Ty Prxavi) auvtopatd.

5.1.4: DataBlocks

To DataBlock eivat €évag €101KOG TUIOG AVUKEIPEVOU TIOU TEPEXEL €va  OUVOAO
XAPAKINPIOTIKGOV ITOU XPIOTHOITo0UVIAl yid vd IEplypayouv tig 1810tnteg evog dddou
avukepévou. Ta DataBlocks undpxouv tautoxpova KAt OTov €§UMNPENT] KAl 0¢ OAOUG
TOUG reAdteg.

Ta DataBlocks avrjkouv oe karoleg ratnyopieg (PlayerData, StaticShapeData, ItemData
Ktl.), avadoya kat pe 1o €idog tov avurepévav rou neptypagpouv (Player, StaticShape,
Item ktA.). Kabe €1dog Data £xel H1apopetikeG TIAPAPETPOUG TTOU PITOPOUV va oplotouv. ['a
napddeypa, to PlayerData éxet moAAég mapapérpoug yla tv taxuinta tou avatar, i
péyilotn yevia rou priopei va avePet ktA. Avtifeta, oto StaticShapeData apkei va opiotei n
rAdor tou DataBlock kat 1o apxeio tou povieédou 1ou to arnekovidel. Otav éva avukeipievo
«devetav oe éva DataBlock, kAnpovopel 0Aeg T Tapapérpoug Tou KAt 11§ OUVAPTIOelg ToU
(extog av opioetl 61kEG TOU MMAPAPETPOUG KAl OUVAPTINOElG, e Ta idia ovopata pe Tg
avtiotowxeg tou DataBlock).

[TapoAo mou ta avukeipeva propei va dnpioupyouvial Kat va daypd@ovial ouvexmg peoa
oe pa epappoyr), ta DataBlocks dnpioupyouviatl otav @Qopt@vetal 1 AIrtootoAr] Kat dev
draypagovtat. O tporog rou ouvtdooetat to DataBlock eivat o €8rg:

datablock StaticShapeData(DB_torch){

className = "Torch";
category = "Lamp™;
shapefile = ""~/data/active/lamp/torch.dts";

}:

[Mapatnpoupe out to DataBlock pe ovopa DB_torch eivatr StaticShapeData (kat dapa ta
AVUIKEIPEVA TTOU IEPypA@Pel TIPETEL va eival StaticShape), eva oto eotEPIKO TOU Opifetal 1
KAdoOT otV ortoia avrkel KAt 1o PovieAo Pe To ortoio arnekovietal oty e@appoyr]. Emiong
undpxel 1 «maparaviowa» apdaperpog category, IOU  Xprolporoleitat  yua  va
opadortolovuvtat apodpola DataBlocks otnv egappoyr).
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5.1.5: KAdaoeig

Mia xkAdon kaBopifel ta agnenpéva XapakinplotikA £vOg AVIIKEIEVOU KAl Td Ipdypata
nou propet va kavet. [Mapadeiypatog xapitv, n kAaon Torch Oa amotedovutav amo ta
yvepiopata Kowd og O0AOUG TOU ITUPOOUG, IT.X. TOV TUMO (®OTIAG ITOU IAPAYOUV, &V
tautoxpova Ba 6pile ouvaptroelg (0niwg activate 1 light) tig oroieg kadei kabe pédog g
€ TOUG TPOITOUG IMOU MAPOUCIACTNKAV 0to 0kéAog 5.1.3: Zuvaptiosig aviikeipévav. Ot
KAAOE1G TIAPEXOUV TV TUNHATIKOTTA KAl T dojr) o€ éva avVUKEIEVOOTPAPEG TIPOYPaLda.
Mua katnyopia MpEmnet XapaKinPloTIKA va €ival avayvepiotan oe évav pn-rnpoypappatiots)
eCoKEIMPIEVO e TNV TIEPIOXI] TPOPBAr|HATOg, TIOU Onpaivel Ot Ta XAPAKINPEIOTIKA TNG
Katnyopiag mperetl va Kavouv va aioBavBouv oto mAaiolo. Ermiong, o kwdikag ya pua
Katnyopia Ipernet va eival OXetKa ave§aptntog. ZUAAoyikd, ot 1810tnteg Kat ol pebodot rou
raBopifovtal ano pia katnyopia kalouvrat péArn.
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5.2: To apxeio tng anootoAng

H mAeovomta v avukelpévov g epappoyng Ppiokoviat oto apxeio arootoArg (pe
KataAnén .mis) 1o oroio Bpioketat oto @dxkedo control/data/maps. Ta avukeipeva g
AITOOTOANG TIOU KaATtaxXeprOnkav oto apxeio arootoArg eivar eite TSStatic eite
StaticShape, kaBng kat pepikd e181ka avukeipeva.

5.2.1: E181ka avtikeipeva

Ta edwka avureipeva IePypa@ouv OAn TtV arootoAr] Kat Oev amewkovifouv kAt
OUYKEKPIIEVO.

new ScriptObject(MissionInfo) {

descO = "A basic somewhat smooth map.';
name = "Museum';

};

new MissionArea(MissionArea) {
area = ""-152 -352 1040 1056";
flightCeiling = "300";
flightCeilingRange = "20";
locked = ""true’;

};

new Sun(Omnilight) {
direction = "0.635001 0.635001 -0.439941";
color = ""0.888000 0.885000 0.780000 1.000000";
ambient = "0.400000 0.400000 0.400000 1.000000";
locked = "true";
position = "0 0 0";
rotation = "1 0 0 0";
scale = "1 1 1";

¥

To ScriptObject amAd meplExetl pia mePLypaA@) g AT00TOALG KAl T0 OVopd nG.

To MissionArea ek@paletl ta Opla g ATOOTOANG TOCO OtV opldvIla EMPAveld (area) 600
Kat oto péyloto vyog (flightCeiling). Ta ouctaotikd Opla g ArOOTOANG eival oAy Ito
neploplopéva, addd o oplopog tou MissionArea eivar anapaimtog armod tov KedKA
pnxavng ytU’ auto Kai napatibetat.

To Sun eival kata pia €vvola éva aviikeipevo, addda dev avurpooeneUel 1000 1oV 1jAlo 000
Pa yevikr] mAnpo@opia yia to S1axXuto g tng s@appoyrg. H kateuBuvon teov aktvev
PTG KaBopifouv 101eg ermupaveieg Ba eival OKOUPOTEPES KAl TTOEG ITI0 POTIOREVES. Ermiong
undpxel MANPo@opia yia 1o Xpwpda ToU @ETOg aAAd Kal 10 Xpopa g «oKlag» (ambient)
6nAadr) méoo okoupotepo Ba eival pia ermupdveila 1mou dev patifetat.

5.2.2: TSStatic

Avuikeipeva mou avrikouv oty katnyopia TSStatic eival otatikd Kat oty eQAppoyr auvtr)
ta TSStatic avukeipeva 6ev eivatr adAnderudpaoctikd. AvtibBeta pe ta StaticShape
avukeipeva mou Ba avaAvocoupe mapakdtw, ta TSStatic avukeipeva éxouv pdvo Tg
anoAUTeGg arnapaitnteg napaperpoug, dnAadr) ) B¢on (position), yovia (rotation), péyebog
(scale) kat povtédo (shapeName). Ta TSStatic avuxkeipeva dev éxouv DataBlocks oute
OUVAPTHOE1G: AITAd  UMAPXouv Otov X®Po Ttrg artootoArng. Ilapadeiypata TSStatic
AVUKEIPEVOV OtV e@appoyr] eivat ta dopdtia, n P1PAodrkn, 1o ypageio (Xopig ta
ouptapla) Kat ta rapadupa.
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5.2.3: StaticShape

Avuxkeipeva g katnyopiag StaticShape ownv epappoyr] avrjkouv navia oe eva DataBlock
OT0 OTI0l0 UMAPXOUV TI0AAEG amod T TApApérpoug toug (driwg 1o poviedo 3D 1ou ta
aneikoviCel). Ta StaticShapes éxouv 0Aa éva ovopa (pe trv MAapdpeIpo name) to oroio
anewkovifetat otav o avatar e§etalel €va avuikeipevo. Emiong oAa ta StaticShapes eivat
aAAnAemdpaoctikd, rmou onuaivel 0t propei o avatar va ta xprnowporor)oet. I'U autd kat
o0Aa ta DataBlocks tng katyopiag StaticShapeData éxouv ouvaptnon activate (akopa Kt
av auty] 6ev kavel tinota). Ta StaticShapes éxouv g anapaitnteg napaperpoug (O¢on,
yovia, péyebog, DataBlock) aAdAd ouxvd nieptdapfdvouv «maparnavioleg» mapapeIpoug rnouv
Xprjowporotel 0 Kd1Kag yla e181KEG XP1)0E1G.
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5.3:

Zuviopn [eprypagn tov Xopov tng Epappoyng

O xdpng g epappoyng reptiapPfavet ta akodouvba depdatia:

Room_Corridor: cival 1o dopdtio nou meptdapfavet v Sumdn nopta amo v
ortoia o xprjotng Pyaivel amod 1o pouceio (KAt apa KAl v EQAPHOoyr)) Kal Petd amnod
APKETEG OE1PEG oKAAOTIATIA KAl H1APOPOUg MUPOoOUg 0toug MAAivoug ToiXoug @Tavel
oty ropta rou tov odnyei oto Room_Dome. O avatar §ekiva ¢’ auto 1o dwpatio,
prpootd ano v durtAr) nopta e§66ou.

Room_Dome: cival 10 OKIQYy®VIKO doPATI0 mou €xel nopteg yia ola oxedov ta
dopata g epappoyrg. Asv riepiexet apd éva 06Ao, £€va PETIOTIKO ITOU KpEpetal
ano 1o taPfavi, PEPIKOUG IMUPooUg Kal eva KAeldi mave oe éva kapei. To dopdrtio
éxel 4 mopteg, 2 ard TG oroieg eivar rAe1dopéveg KaAtA TV EKKivion g
epappoyng. O1 mopteg yia 1o room_corridor Kait to room_staircase eivai
SexAeibwteg, evw o1 mopteg ya to room_diorama kat to room_gallery eivat
rAedopeveg. Oa SexkAeldooouv povo otav dobei €vag oppaylopévog @Aakelog e
eSouoiodotnon otov Sevayod tou pouoeiou, rou Ppiokerat 0’ auto 10 dWRATIO, KAT®
ard tov Bodo.

Room_Diorama: civatl 1o dwpdrtio oto oroio Bpiokovial o1 HAKETEG TOU PoUoEiou.
Eivat éva opBoyavio dwpdatio pe wndoug kioveg kat rmapdBupa. Ermiong mepiéxet
téooepig Aapmneg daredou, téooepa peydda AdBapa kKal okt SUAIVEG KATAOKEUEG
TIOU IEPIEXOUV TI§ HAKETEG ITOU AIToteAoUV ta ekBépata autou tou dopartiou.
Room_Basement: arotedeital and pia okdda Kat €va 6PATio Pe KASO@UEVN
nopta. H ndépta avoiyel pe 10 kAedi ou Ppioxketat oo dopdatio Room _Dome. To
dopatio auto mepexel €va kpePaty, pa BipAodnkn, éva ypageio kat to okapvi
tou. Emiong undapxetr éva rkAe1ldopévo oevioUkl 1mou avoiyel pe 1o kAedi mou
Bpiloketal katw amo 1o padldapt tou kpePfatiou. H B1BA0Onkn mepiExel pepireg
0exdadeg P1PAla, amd ta omoia povo €va  XxXprowpevel otv  ouviadn g
eSouolodotnong mou arnatteitat ywa va ekwvrjoel n evaynon tou pouoesiou. Irto
ypapeio ertiong umapxouv Owagopa aviikeipeva 1mou alAnAermudpouv ya v
ouvtagn g £§ouo1odotnoNg: eva AeUKO Xapti, méva QPTePoU, Peddv, €vag pAarelog
(ou PBpioketatl péoa oto cuptdpt tou ypagesiou), to daxtudibt pe ) oppayida tou
pouoeio (rou Bpioketal péoa oto OEVIOUKL), KAl KEPL yid Va O@PAYIOTEL O (PAKEAOG.
Room_Gallery: cival 1o dopatio oto omoio Ppiokovial ot mivakeg Tou PoOUcEiou.
Eivat éva ynAd dopdtio pe évav SUAvo weudo-0po@o o oroiog ouvdéetat pe 1o
ndtopa péoe plag SUAvng okddag. e apeodtepa ta  ermineda  urdpxouv
aAAnAermdpaotikol Imivakeg dadAa Kat Swaxkoopnuka AdPapa. Ztov 2° 6po@o
UTAPXEL P IOPTA yld IO room_magic €ve Otov KAT® Opo@o Hld IMoptd yld 10
room_church.

Room_Church: sivat éva aro depdrtio pe 2 oe1pég Kodwveg Kat ayidato Bolo.
Room_Magic: autd 1o £§ayoviko dopdtio ekteivetal oe peydAn arnootact) t0oo
MPOG 1A MTAVE 000 KAl MPOG Td KATK. 10 erinedo tng rmoptag Imou eVAOVEL T0 SOPATIO
auto pe 1o room_gallery umdpxel pia peydAn nEtplvy) paprna pe pla puna
peydAng Slapétpou oto Kevipo tg. YIApXel €va Iaved amd IEpa o autn T
paura to oroio €xet €61 KOUPIUA Pe ta oroia propei o Xprjoing va dnuioupyroet
e pe pota. [Iammpa evog kouprmou Ba dnuioupyroet éva g rou Oa tadideyet
ano v KopuEr tou dopatiou oG To KEVIpo tou, dnAadr) oto eminedo g paprnag
Katl Ba vdoror)oel KATIO10 £QE.
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EIKONA 7: TPIZAIASTATH OWH TOY XAPTH THE E®APMOTHE
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KE®AAAIO 6:
Avtuireipeva aAAnAenidpaong

6.1: KAe18i (Key.cs)

datablock StaticShapeData(DB_key){

className = "'Key";

category = "Key";

shapefile = "~/data/active/key/key.dts";
}:

function Key::onAdd(%this,%obj){}
function Key::onCollision(%this,%obj,%col,%vec,%speed){}
function Key::onRemove(%this, %obj){}

function Key::activate(%this, %obj, %client){
Echo(""Client " @ %client @ " has picked up key " @ %obj.getIDQ) );
commandToClient( %client, “writeHint", "You have picked up the " @ %obj.name @ ".");
if( %client.inventory ){
%client.inventory.setScale( %client. inventoryXscale );
%client.inventory = 0;
3
%client.inventory = %obj.getiD();
%client. inventoryXscale = %obj.getScale();
%obj.setScale("0 0 0');
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/invkey.png');

3

H xAdon key €xel ouolaotikd povo pa ouvdaptnor, tmyv activate. H activate kaAeitat otav o
XPI)OTNG EVEPYOTTOOEL (P ITATHA TOU aplotePOU ITATKIPOU TOU ITOVIIKIOU) £va AVIIKEIPEVO
g KAdong key. Zinv epappoyr] ta KAeB1d €xouv pia rnaparndve petaPAnt) (eKtog aro
auteg riou kaBopifouv ) O¢or, to DataBlock, to évopa ktA.), v unlocks: To oplopa g
unlocks etvat 1o ID g moptag rmou SexAedavel amod autd to kAeSi (r.x. unlocks =
“door5”). H activate {ekiva evnuepwvoviag tov Xprotn (HEo® Tou ypa@ikou reptBaiAloviog
10U meddrrn) ot mrpe to KAedil. Av o xXprjotng €xel 1)6n éva aviikeipevo oto inventory tou
TOTE 11 €QAPHOYI] EMAVAPEPEL TO AVIIKEIPEVO AUTO OtV ApXiKi] tou B¢orn. Katormv n
petaPAnt) inventory tou meddtn rnaipvel v tpn tou ID tou kAe1d10U, owletl v napouoa
B¢on tou KAe1810U OTOV KOOPO KAl TO AVUKEIPEVO Tou KAewdou «efagavifetar amno tov
Pnelaro KOOPOo, ag@ou 1 KAipakda tou undevifetat. Tédog, to otoxeio GunSight tou
ypagpikou riepiparAdoviog tou meddtn addaler oe éva Sapaveg PNG mou amewkovifel éva
KAe181 (€101 wote 0 Xprjotng va {Epet 0Tl oto inventory tou €xel €éva KA£161.

H 'ENNOIA TOY INVENTORY

KdaBe xprjotng propel va mapet €va avilkeiPevo ylia va To XPI1j01oIIou|0el 08 KAolo dAAo
onpueio g e@appoyng (oto aparndve rapadsypa, o mpo@aveg feuyapt eivat to kAe1di kat
n nopta). Ilpopavag ta aviukeipieva mou PIopet va Imapel 0 XPHotng eival ouyKerpipéva,
Kal ta onpeia ota oroia priopouv va xpnotporioinouv akopa mo ouykekpipéva. I'a va
UITopEl 0 XPI1OTNG VA PETAPEPEL Eva AVTIKEIPEVO, TIpootifetal 11 évvola Tou inventory otnv

epappoyr). H petaPfAnt) inventory eival otoxeio tou meddin Kat ouvodevstat amd v
Bonbnukr) petafAnt inventoryXscale. H Siadikaocia mou akodouBeitat yia va mdapetl o
XpNotng €va avikeipevo eivatr n eng: n inventory maipvelr v Tyt tou ID tou
AVIIREIPEVOU TIOU Xprotporotel o xprjotng. Tautoxpova n inventoryXscale maipvetr tnv
T tou scale tou avukewpevou. Katormyv 1o avikeipevo Tou mAipvel o XPHOTNg
«apavifetar amd Vv e@appoyr), adda dev mavel va undpxelt oe autnv. Auto
ermruyxaveral av pundevicoupe 1o PEyeO0g TOU AVIIKEIPEVOU: TO AVIIKEIPEVO €ival aropa
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6.2: Ilopteg (Door.cs)

datablock StaticShapeData(DB_door){

className = "'Swinging_Door";
category = "'Door"™;
shapefile = "~/data/active/door/door.dts";
55
datablock StaticShapeData(DB_doubledoor){
className = "Exit_Door";
category = "Door";
shapefile = '"~/data/active/door/double_door.dts";
}:

// GENERIC DOOR FUNCTIONS

function Door::onAdd(%this,%obj){}
function Door::onCollision(%this,%obj,%col,%vec,%speed){}
function Door::onRemove(%this, %obj){}

// SWINGING DOOR FUNCTIONS

function Swinging_Door: :Activate(%this, %obj, %client){
if(%obj .getDataBlock() -checkStuck(%obj ,%client)){
return;

if(%obj.state $= "closed){ // if it is closed, open it...
Echo("'Opening door " @ %obj.getID() @ "!');
%obj.playThread(0, "open');
%obj.state = "opening";
%this.schedule(2000, "changeState', %obj);

b

if(%obj.state $= "open'){ // if it
Echo(*'Closing door "™ @ %obj.getiD() @ "!'");
%obj.playThread(0, "close");
%obj.state = "closing";
%this.schedule(2000, "changeState', %obj);

s open, close it...

3
if(%obj.state $= "locked){ // if it is locked, it can"t be opened.
if( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "Key" )
&& ( %client.inventory.unlocks $= %obj.getName() ) ){
Echo(*'Door " @ %obj.getID() @ ' has been unlocked.');
commandToClient( %client, “writeHint", "This door is unlocked.™);
%client.inventory = 0;
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer.png');
%obj.playThread(0, "open');

%obj .state = "opening";
%this.schedule(2000, "changeState', %obj);
} else {

Echo(*'Door "™ @ %obj.getID() @ " is locked. It can"t be opened!");
iT( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "key" )
X
commandToClient( %client, “writeHint", "The key does not fit this door.");
// %client.inventory.setScale( %client. inventoryXscale );
// %client.inventory = 0;
// commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer._png");
} else {
commandToClient( %client, “writeHint", "This door is locked.");
b
3
3
b

function Swinging_Door: :changeState(%this, %obj){
Error(*'Door Usable!');
iT( %obj.state $= "opening'){
%obj .state = "open';

}
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if( %obj.state $= "closing™){
%obj.state = "closed";
b
3

function Swinging_Door: :checkStuck(%this, %obj, %client){
%player_xform = %client.player.getTransform(Q);
%player_x = GetWords(%player_xform,0);
%player_y = GetWords(%player_xform,1);
%player_z GetWords(%player_xform,2);
%obj_xFform = %obj.getTransform();

%obj_x = GetWords(%obj_xform,0);
%obj_y = GetWords(%obj_xform,1);
%obj_z = GetWords(%obj_xform,2);
%d_x = %obj x - %player_x;

%d_y = %obj_y - %player_y;
%d_z = %obj_z - %player_z;
//Echo("(dx dy dz) = (" @ %d_x SPC %d_y SPC %d_z @ "")'");
ifFC ((Wd x >-1.26 ) & Wd x<1)) & // defining a "stuck™ boundary box
(Md_y >-1.4) & (Wd_y < 1.2 ) ) &
(Md_z>0) & (Wd_z <3) ) )
Error(*'Door Stuck! Get out of the way...");
commandToClient( %client, “writeHint", "Door Stuck! Get out of its way...");
return(l);

return(0);
}

// EXIT DOOR FUNCTIONS

function Exit_Door::Activate(%this, %obj, %client){
if(%obj.state $= "closed"){
MessageBoxYesNo( "Quit Window", "Exit Museum Walkthrough?', "quit(Q;".,"");

3
if(%obj.state $= "locked){
if( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "Key" )
&& ( %client.inventory.unlocks $= %obj.getName() ) ){
Echo("'Door " @ %obj.getlD() @ " has been unlocked.');
commandToClient( %client, “writeHint", "This door is unlocked.™);
%client.inventory = 0;
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer._png");
%obj.state = "closed";
} else {
Echo(*'Door " @ %obj.getID() @ " is locked. It can"t be opened!");
if( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "key" )

X
commandToClient( %client, “writeHint", "The key does not fit this door.");
} else {
commandToClient( %client, “writeHint", "This door is locked.");
3
b
b
bs

Ziv epappoyr) unapxouv duo eidn moptag: n Swinging Door mou eival éva animated
povtédo rou avotyoxAeivel, kat r Exit_Door rou kAeivetl tnv e@appoyr) av xprnotporonOei.

Kabe Swinging Door éxe1 pia rnapandve petaAnt) (ektog ano autég nou kabopifouv tn
B¢on, to DataBlock, to 6vopa ktd.), v state: To oOplopa wng state pmopei va eivat
“locked”, “open”, “opening”, “closed”, “closing”. Otav Xpnowporoleitat pla 1opTa
Swinging Door kaleitatl n activate: apxikd eAéyxel av UNIAPXEL XOPOG va avoigel 1 mopta,
raAwvtag v check_Stuck. H check_Stuck emotpépet 1 (kat evnpepmvel Tov reAdt) PEow
tou WriteHint) oe nepimmon rou o avatar tou xprjotr Bpioketatl péoa ota opla evog Kuou
antd v mAeupd mou avoiyel 1 mopta. Av 1 check Stuck ermotpeywer 1, n activate
teppatifetat. Av oOx1, eléyxetatr n petaPAni state g moptag: av eivatr “closed” tote
gerwvdael to animation avoiypatog (pe xpnon g playThread(0,”open”) ) kat to state
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aAddadet oe "opening”. To animation avoiypatog diapxei Alyo Aryotepo ard 20sec, yU auto
Kat pe 1o mepag 20sec (pe v evioAr] Schedule) kaAeitat n evioAr) changeState rou
aAAddel 1o state tng roptag ano “opening” oe “open” (ermrpernoviag €101 TO XPI)OT va TNV
Kavel activate yia va v kAeioel). H i61a dadikaocia akodouBeital av 1o state sivat “open”:
Sexkwvdel 1o animation rAeloipatog, 1o state yivetat “closing” kat peta ard 20sec aAAdadet
Kat maAt oe “closed”. Zinv activate dev urndpxouv €Adeyxotl yla ta states “opening” xkat
“closing” ywati mpémnet va kAeiosl 1 mOPTA PV UITOPECEL 0 XPrjotng va v avoifel (kat
avtotpoewg). O ted1kog ¢Aeyxog eivat yia to state “locked”: n mopta rou eivat KAe8oPEvn
avoiyel povo av o Xprjotng €xet oto inventory tou éva rAeldi rmou éxel wg petaPAntr
“unlocks” 10 ID tng nmoptag avtnig. L’ autnv v MePini®or) 1o KAe181 aropakpuvetal amo 1o
inventory kait ard v e@appoyn (pe ) ouvdpinon delete) kat akodouBeitar n 1da
dadkaoia pe v nepimwon twu state “closed”. Av o xprjoing dev éxer rAedi oto
inventory 1 n petaPAnt) unlocks tou rAediou dev ouprtinter pe o ID g modptag,
evnpep®veTal o Xprjotng pe eviodr] WriteHint ripog tov meAdtn) kat n) activate teppatifetat.

H Exit_Door xpnowporotei povo tr ouvaptnorn activate n oroia eAéyxet 1o state ing optag
(0bnwg kat n Swinging Door). Av eival “closed” 16te 0 Xprjomng epwtatal av B¢Aet va Pyet
artd Vv e@appoyr pe éva rapabupo trou Yes/No. Av ermAéSer Yes 1 e@appoyr)
teppatidetat. Av n mopta Exit_Door exet state “locked” tote akoAouBeitat 1) i61a Sadikaoia
pe v Swinging Door kat av o xprjotng éxet kAe1di pe petapfAntr) unlocks mou taipiadet
otnv nopta, tote 1o state addadet oe “closed”. H Exit_Door 6ev ¢xel animation kat €tot 6ev

» o«

Kavel Xprjon v states “closing”, “opening” kat “open”.
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6.3: Containers (Chest.cs xat Desk.cs)

datablock StaticShapeData(DB_chest_base){

className = "Chest";

category = "Chest";

shapefile = '"~/data/active/chest/chest_base.dts";
}:
datablock StaticShapeData(DB_chest_lid){

className = "Chest_Lid";

category = "'Chest";

shapefile = ""~/data/active/chest/chest_lid.dts";
}:

function Chest_Lid::onAdd(%this,%obj){}
function Chest_Lid::onCollision(%this,%obj ,%col,%vec,%speed){}
function Chest_Lid: :onRemove(%this, %obj){}

function Chest_Lid::Activate(%this, %obj, %client){
if(%obj.state $= "closed){ // if it is closed, open it...
Echo("'Opening chest " @ %obj.getID() @ "!'");
%obj.playThread(O, "open');
%obj.state = "opening";
%this.schedule(1000, "changeState', %obj);
if(%obj.contains $= """){
commandToClient( %client, “writeHint", "The chest is empty." );
} else {
%new_obj = new StaticShape( GetWord(%obj.contains_name, 0 ) @ " 1" ) {
dataBlock = %obj.contains;
name = %obj.contains_name;
}:
%new_obj .setScale( %obj.contains_scale );
%new_obj .setTransform( %obj.contains_Xform );
%new_obj .getDataBlock() .activate(%new_obj, %client);
// now the container is empty
%obj.contains = "'*';

}

if(%obj.state $= "open'){ // if it is open, close it...
Echo(*'Closing chest " @ %obj.getIiD(Q) @ "!");
%obj.playThread(0,"close");
%obj.state = "closing";
%this.schedule(1000, "‘changeState', %obj);

b
if(%obj .state $= "locked){ // if its locked, it can"t be opened.
if( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "Key" )
&& ( %client.inventory.unlocks $= %obj.getName() ) ){
Echo(**Chest " @ %obj.getID() @ " has been unlocked.');
commandToClient( %client, “writeHint", "The chest is unlocked.” );
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer._png” );
%client.inventory = 0;
%obj .playThread(0, " open');
%obj .state = "opening";
%this.schedule(1000, "changeState', %obj);
if(%obj.contains $= """){
commandToClient( %client, “writeHint", "The chest is empty." );
} else {
%new_obj = new StaticShape( GetWord(%obj.contains_name, 0 ) SPC 1 ) {
dataBlock = %obj.contains;
name = %obj.contains_name;
G
%new_obj .setScale( %obj.contains_scale );
%new_obj .setTransform( %obj .contains_Xform );
%new_obj .getDataBlock().activate(%new_obj, %client);
// now the container is empty
%obj.contains = ""';

3
} else {
Echo(*'Chest " @ %obj.getID() @ " is locked. It can"t be opened!");

55




commandToClient( %client, “writeHint®, "This chest is locked.™);
}
}
}

function Chest_Lid::changeState(%this, %obj){
Error(*'Chest Usable!');
if( %obj.state $= "opening'){
%obj.state = "open';

b

ifT( %obj.state $= "closing"){
%obj.state = "closed";

3

3

To oevtouxkt aroteAeitat and 2 poviéda (kat dpa kat 2 StaticShape DataBlocks): ) Bdaon
(DB_chest_base), mou 6ev eivar animated kat 1o kardkt (DB_chest lid) mou éxet
animation va avoryoxkAeivel. Ot mAnpo@opieg (OIKG TO Tl IEPLEXEl KAl Iolo KAedl 10
avoiyetl) avagpeépovial oto KAIaktl. Xty ouvaptnorn ServerCmdActivate rou avadvoape oto
Kepalato 5: AAAnAcsniSpaon pe tov Xprjotn Otav £VEPYOTTOEITAl AVIIKEIPEVO NG
rAdong Chest_Base, tote art’ eubeiag otéAvetal evioAr] va evepyorolnfei 1o KATIAKL TOU
avukepévou autou. Etol apkel va opicoupe ouvaptroelg ya tv kAdon Chest_lid: 1
activate eAéyxel ) perafAnt) state tou chest lid (n oroia eivar dpowa pe v state g
rAdong swinging door). Av eivat kAeioto (“closed”) mailel to animation avoiypatog (rtou
drapxkei Aryotepo artd 10sec), adAadet to state oe “opening” kat peta arnd 10sec aAddadet oe
“open” (pe xpnorn g schedule pe dpiopa changeState) pe arotéAeopa va yiverat Kat raAt
xpnowporotrjotpo. Edm dragépel o kwdikag ard tov aviiotoixo g rmoptag: 6tav avoiyetl to
OEVIOUK1, €A€yxetal pia akopa petaPAntr) tou chest_lid: n contains n omoia avagépestat
OT0 TIEPIEXOPEVO TOU OevioukloU. [Ma tig avdykeg TOU IEPIEXOPEVOU  UMAPXOUV Ot
petaPAntég contains, contains_Xform, contains_name, contains_scale pe nipogaveig
1610teg n kabepia. Otav 1 contains Sev eival Kevr), TOTE UMAPXEL MIPAYHATL AVIIKEIPEVO
péoa oto container, kat dnploupyeital 10 AVUIKEIPEVO AUTO HE XPron TS New Kdat
opilopata autd nou onlovial ota contains_... (6nAadr) to DataBlock omletat oto contains,
10 Ovopa TOU AVUKEWEVOU oOto contains_name, 1t ©O€on otnv amootoAr] oto
contains_Xform xkat to péyeBog oto contains_scale). Mwa tedeutaia Kivnon tou KodKa
elval va evepyortowr)oetl to vEO avIKeipevo (pe evioAr) activate). Ereidr) to mepiexopevo tou
OEVIOUKIOU ¢€ival avukeipevo mou otav evepyortonBel tomoBeteital oto intentory tou
Xprjotn Kat «e§a@avifetar amnd tov Pnelaxko KOoHo, Pe ToV Iaparndve tporo diverat 1
peudaioBnon otov xprjotn 6Tl avoiyoviag to container mr)pe 1o aviikeipevo rou Ppliokotav
péoa.
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Chest Lid
(DB_Chest_Lid)

'/Chest

(DB_Chest_Base)

EIKONA 8: TA ANTIKEIMENA TOY CHEST (ZE ITAPEN®EZH TA DATABLOCKS)

Av 10 state eivat avoxto (“open”) epappoletat idia dadikaoia pe animation kAeiloipatog,
aldayr) state oe “closing” kat peta ard 10sec addayn state oe “closed” (xwpig va
aoxXoAeital 1 e@appoyr) pe v contains KtA.). Av to avukeipevo chest_lid eivatl kAeibopévo
(state “locked”) tote epappoletat n id1a Sadikaocia ou avadubnke otig MOPTeg S KAAONG
swinging Door. To oevioukt 1ou eival KAedwpeévo avoiyel poévo av o Xprjotng €Xel oto
inventory tou éva kAedl mou éxer oG petaPAnt “unlocks” 1o ID tou chest_lid tou
OEVIOUKI0U aUtoU. ¥’ authVv TV IePintaorn 1o KAe1di anopakpuvetal ano to inventory kat
ano v e@appoyr) (pe ) ouvdaptnorn delete) kat akolouBeitatl 1 ida Sadbkaocia pe v
niepirmon tou state “closed”. Av o xprjotng dev €xel kAe1di oto inventory 1) 1 petafAnt)
unlocks tou rAe1d1ou Sev ouprtirttel pe 1o ID TOU 0EVIOUKIOU, EVIEPMOVETAL O XPLOTNG HE
evioAn) WriteHint nipog tov meAdtn) kat ) activate teppatietat.

/) +
// | DESK DRAWERS OPEN/CLOSE |
/) A +
datablock StaticShapeData(DB_desk_top){
className = "Desk_Top";
category = ""';
shapefile = "~/data/active/desk/desk_top.dts";
}:
datablock StaticShapeData(DB_desk_drawer1l){
className = "Desk_Drawer";
category = "Desk";
shapefile = '"~/data/active/desk/drawerl.dts";
}:
datablock StaticShapeData(DB_desk_drawer2){
className = "Desk_Drawer";
category = "Desk";
shapefile = ""~/data/active/desk/drawer2.dts";
}:

function Desk_Drawer::onAdd(%this,%obj){}
function Desk_Drawer::onCollision(%this,%obj,%col,%vec,%speed){}
function Desk_Drawer: :onRemove(%this, %obj){}
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function Desk _Drawer: :Activate(%this, %obj, %client){
if(%obj .state $= "closed){ // if it is closed, open it...
Echo("'Opening Desk Drawer "™ @ %obj.getID() @ "!');
%obj.playThread(O, "open');
%obj.state = "opening";
%this.schedule(800, 'changeState', %obj);
if(%obj.contains $= """){
commandToClient( %client, “writeHint", "The drawer is empty.');
} else {
%new_obj = new StaticShape( GetWord(%obj.contains_name, 0 ) SPC 1 ) {
dataBlock = %obj.contains;
name = %obj .contains_name;
}:
%new_obj .setScale( %obj.contains_scale );
%new_obj .setTransform( %obj .contains_Xform );
%new_obj .getDataBlock() .activate(%new_obj, %client);
// now the container is empty
%obj.contains = "'*';

}

3

if(%obj.state $= "open'){ // if it is open, close it...
Echo(*'Closing Desk Drawer " @ %obj.getIDQ) @ "!'");
%obj.playThread(0,"close");
%obj.state = "closing";
%this.schedule(800, '‘changeState', %obj);

b
if(%obj.state $= "locked){ / if its locked, it can"t be opened.
if( ( %client.inventory ) && ( %client.inventory.getDatablock().category $= "Key" )
&& ( %client.inventory.unlocks $= %obj.getName() ) ){
Echo("'Desk Drawer " @ %obj.getID() @ " has been unlocked.™);
commandToClient( %client, “writeHint", "This desk drawer is unlocked.);
%client.inventory = 0O;
commandToClient( %client, “"setGUlbitmap®, "GunSight",
“control/client/ifaces/pointer.png');
%obj .playThread(0,"open');
%obj.state = "opening";
%this.schedule(800, '‘changeState', %obj);
if(%obj.contains $= """){
commandToClient( %client, “writeHint", "The drawer is empty.');
} else {
%new_obj = new StaticShape( GetWord(%obj.contains_name, 0 ) @ " 1" ) {
dataBlock = %obj.contains;
name = %obj.contains_name;
G
%new_obj .setScale( %obj.contains_scale );
%new_obj .setTransform( %obj .contains_Xform );
%new_obj .getDataBlock().activate(%new_obj, %client);
// now the container is empty
%obj.contains = ""';

3
} else {
Echo(*'Desk Drawer " @ %obj.getID() @ " is locked. It can®"t be opened!");
commandToClient( %client, “"writeHint", "This desk drawer is locked.");
¥
3
3

function Desk_Drawer: :changeState(%this, %obj){
Error(*'Desk Drawer Usable!');
iT( %obj.state $= "opening"){
%obj .state = "open';

3
if( %obj.state $= "closing™){
%obj.state = "closed";
b
bs
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O napandve rodikag Ppioketat oto 1¢€Aog tou apxeiou desk.cs 1ou eKtOg Ao 10 YpAQPELO
Kdl ta ouptdpla Tou (rmou eival containers rmapopola Pe 10 CEVIOUKL) IEPEXEL Kat OAd ta
eibn ypageiou mou Ba meprypagouv oto okedog 6.6. To ypageio arotedeital arno t€ooepa
pépn, €va otatko avukeipevo TSStatic mou dev eival aAAnAermdpaoctiko kat arotedel 1a
no6dla kat v enevduorn tou ypagesiou, éva adAnAermdpaoctikd avukeipevo Desk Top mou
AVTIUIPOOWITEVEL TNV EeIm@avela epyaciag kair 2 ouptdpla 1ou eivatr animated xat
aAAnAsmdpaotikd. Movo ta ocuptapla, rmou eivat kat ta duo g wAdaong Desk Drawer
€XouUv ouvaptroelg activate kat changeState o1 omoieg ivatl opoieg pe autég tou Chest_Lid
mou avaAubnke napandve, pe eAaxioteg d1a@opég (0rwg Ot o Xpovog yia va addddet 1o
state ano “opening” oe “open” eivat 8sec).

desk_top

EIKONA 9: TA ANTIKEIMENA I1OY AITAPTIZOYN TO I'PA®EIO
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6.4: Aapneg (Lamp.cs)

datablock StaticShapeData(DB_lamp1l){

className = "Overhead_Lamp";

category = "'Lamp™;

shapefile = "~/data/active/lamp/lamp.dts";
}:
datablock StaticShapeData(DB_torch){

className = "Torch";

category = "'Lamp';

shapefile = '"~/data/active/lamp/torch.dts";
}:
datablock StaticShapeData(DB_floor_lamp){

className = "Floor_Lamp";

category = "'Lamp™;

shapefile = "~/data/active/lamp/floor_lamp.dts";
55

function Lamp::onAdd(%this,%obj){}

function Lamp::onCollision(%this,%obj,%col,%vec,%speed){}
function Lamp::onRemove(%this, %obj){}

function Lamp::activate(%this,%obj, %client){}

function Torch::onAdd(%this,%obj){
if(%obj .state $= "lit"){
%obj .getDatablock() . light(%obj);
3

}

function Torch::activate(%this, %obj, %client){
if(%obj.state $= "lit"){
Echo(*'Putting out torch "™ @ %obj.getiD());
%obj.state = "unlit";
%Ffire = %obj.getName() @ "_Ffire";
%Fire.delete();
} else {
Echo(*'Lighting torch " @ %obj.getID());
%obj.state = "lit";
%obj .getDatablock() . light(%obj);
¥
b

function Torch::light(%this, %obj){
%Fire = new ParticleEmitterNode(%obj.getName() @ *_Ffire™) {

scale = "1 1 1";

dataBlock = "FireParticleEmitterNode";
emitter = "FireParticleEmitter";
velocity = "1";

%MJﬁmz%ijﬂmmﬁmo;
%obj x = GetWord(%obj_ xform,0);

%obj_y = GetWord(%obj_xform,1);

%obj_z = GetWord(%obj_xform,2);

%dirA = GetWord(%obj_ xform,5); // direction
%rotA = GetWord(%obj_xform,6); // angle
%sinA = mSin(%rotA);

%cosA = mCos(%rotA);

if( %dirA > 0 ){
%SINA = -%SinA;
T

%end_x = %obj_x + (0.35 * %cosA);

%end_y = %obj_y + (0.35 * %sinA);

%end_z = %obj_z + 0.1;

%vector = %end_x SPC %end_y SPC %end_z;
%Ffire.setTransform(%vector SPC "1 0 0 0");
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}

function Floor_Lamp::onAdd(%this, %obj){
if(%obj.state $= "lit"){
%obj .getDatablock() - light(%obj);

}

function Floor_Lamp::activate(%this, %obj, %client){
if(%obj.state $= "lit"){
Echo(""Putting out torch " @ %obj.getlD());
%obj.state = "unlit";
%Fire = %obj.getName() @ *_Fire";
%Fire.delete();
} else {
Echo('Lighting torch " @ %obj.getID(Q));
%obj.state = "lit";
%obj .getDatablock() - light(%obj);
}
}

function Floor_Lamp::light(%this, %obj){
y%fire = new ParticleEmitterNode(%obj.getName() @ " Ffire™) {

scale = "1 1 1";
dataBlock = "FireParticleEmitterNode";
emitter = "FireParticleEmitter";
velocity = "1";

¥

%obj_xform = %obj.getTransform();
%obj_x = GetWord(%obj_xform,0);
%obj y = GetWord(%obj xform,1);
%obj_z = GetWord(%obj_xform,2);

%Fire_z = %obj_z + 2.5;

%vector = %obj x SPC %obj y SPC %fire_z;

%Fire.setTransform(%vector SPC "1 0 0 0');
bs

O1 Aaprnieg NG e@appoyng ivat aAAnAermdpaotikd avikeipieva mou otav Xpnotponolouviatl
napayouv 1] ofrpvouv éva ParticleEmitter mou epgavietar oav gotia. Kabe avuxkeipevo
nou eivatl g ratnyopiag Lamp éxet pa petafAntr) state n ormoia propetl va napet tg
Tpég “lit” katr “unlit”. Otav §ekiva 1 e@appoyr) eAédyxetat to state otav mpootiBetatl to
avukeipevo otrv artootodr] (dnAadrn ommv OnAdd) kat av eivar “lit” dnpioupyeitat éva
ParticleEmitter pe ID auto g Adprag pe v katdaAnsn “_fire” (m.x. av n Adpna exet ID
Torchl tote 10 ParticleEmitter 6a ¢xe1 ID Torchl_fire) kat toroBeteitatl otnv KataAAnAn
B¢on wg 1pog v Aapra (ya toug rmupooug —kAdon Torch- n B¢on e§aptatatl amnod ) yovia
mou eival toroBetnpevog o mupoog, evw yua to Floor Lamp n 6¢on eivatr otaBepr) kat
aveSdptnin aro ) yovia). Otav éva avukeipevo tng katnyopiag Lamp (eite eivar Torch
eite Floor_Lamp) kalel tnv activate, edéyxetal 1o state g Adprag, kat av eivar “unlit”
dnpoupyeitat o ParticleEmitter, toroBeteitatl ounv katdAAnAn B¢on (6niwg otnv onAdd) kat
10 state aAAddetl oe “lit”. Av nj Adpna eivat “lit” tote Bpiokoupe tov ParticleEmitter rou tng
avtotowxel (avadntoupe to ID g Adprag pe to enibespa “_fire”) kat 1o daypdgoupe amno
TV EQApRoyI He Vv evioAr] delete.

61




62



6.5: BifAia rat nivareg (Book.cs rat Painting.cs)

datablock StaticShapeData(DB_book1){

className = ""Book™;
category = "Book';
shapefile = ""~/data/items/books/bookl.dts";
}:
datablock StaticShapeData(DB_bookl_hor){
className = ""Book™;
category = "Book";
shapefile = "~/data/items/books/bookl_hor.dts";
}:
datablock StaticShapeData(DB_book2){
className = '"'Book";
category = "Book';
shapefile = ""~/data/items/books/book2.dts";
}:
datablock StaticShapeData(DB_book2_hor){
className = "‘Book™;
category = "Book";
shapefile = "~/data/items/books/book2_hor.dts";
}:
datablock StaticShapeData(DB_book3){
className = "'Book"';
category = "Book';
shapefile = '"~/data/items/books/book3.dts";
}:
datablock StaticShapeData(DB_book3_hor){
className = ""Book";
category = "Book';
shapefile = ""~/data/items/books/book3 hor.dts";
55
datablock StaticShapeData(DB_book4){
className = '‘Book"';
category = "Book';
shapefile = '"~/data/items/books/book4._dts";
}:
datablock StaticShapeData(DB_book4 hor){
className = ""Book™;
category = "Book';
shapefile = ""~/data/items/books/book4 hor.dts";
55
datablock StaticShapeData(DB_book5){
className = '‘Book"';
category = "Book';
shapefile = "~/data/items/books/book5.dts";
}:
datablock StaticShapeData(DB_book5_hor){
className = "'Book"';
category = "Book';
shapefile = '"~/data/items/books/book5_hor.dts";
}:
datablock StaticShapeData(DB_book6){
className = "‘Book™;
category = "Book";
shapefile = "~/data/items/books/book6.dts";
}:
datablock StaticShapeData(DB_book6_hor){
className = "'Book"';
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category = "Book';

shapefile = ""~/data/items/books/book6 hor.dts";
55
datablock StaticShapeData(DB_book7){
className = '‘Book"';
category = "Book';
shapefile = '"~/data/items/books/book7.dts";
}:
datablock StaticShapeData(DB_book7_hor){
className = ""Book";
category = "Book';
shapefile = ""~/data/items/books/book7_hor._dts";
}:
datablock StaticShapeData(DB_book8){
className = ""Book™;
category = "Book";
shapefile = "~/data/items/books/book8.dts";
}:
datablock StaticShapeData(DB_book8 hor){
className = "'Book"';
category = "Book';
shapefile = '"~/data/items/books/book8 hor.dts";
}:

function Book::activate(%this, %obj, %client){
Echo(*"'Client " @ %client @ " is reading book " @ %obj.getlD(Q) );
%Filename = "control/data/items/books/" @ %obj.page;
commandToClient( %client, "setGUlbitmap®, "PaintingCover", %filename );
%obj.state = "read";
if(%obj -getName() $= "Book_FormFilling™){
commandToClient( %client, “writeHint", "You acquire the necessary information about
forms™ );
b
%conn = %client_getControlObject();
if (Wconn == %client.player){
%transform = %obj.getTransform();
%conn = %client.camera;
%conn.mode = "'Observe";
%client.setControlObject(%conn);
3
bs

Zinv epappoyn unapxouv BiAia H1a@opev oXNPATOV KAl XpOPATOV adld 6Aa avikouv
otv 16la KAQon KAl €Xouv Kowr ouvdptnon activate. ‘Otav evepyorowBei Aowtov éva
B1BAio, mpootibetar n peraPAntr) state pe opwopa “read”, eveo av eivar to BipAio
Book_ FormkFilling rou éxet pia 18iaitepn onpaocia oty egpappoyr) (Ba eEnynbet oto turjpa
yia ta Eidn Cpageiou) otédvetar prjvupa otov xprjot pe v writeHint. Katoruv to
apxeio 1ou TeplEXetal oty petaPAnt) page tou kaBe PifAiou tomoBeteital oto otowxeio
PaintingCover tou GUI tou nieAdtn KAt o Xprjotng XAvel Tov €AeyXo ToU avatar €101 ®ote va
pnv propet va tov petarivei eve dtafdadel 1o Keipevo 1mou ep@avifetatr otnv 00ovn
(Bupifoupe ot o PaintingCover kaAurttet 0An v 08ovr). O podvog tpodrog va e€apaviotet
10 PaintingCover kat va ernavépBel o €Aeyxog tou avatar otov xprjotr €ival pe nmatnpa tou
mAnktpou Q vy va evepyortowBel 1 evioAr] “QuitOrbit” otov efunnpeint) (6riwg
avaAuocape oto Kealdaio 5: AAAnAsniSpaocn pe tov xprotn).
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datablock StaticShapeData(DB_paintingl){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Paintingl/picture.dts";

image = "control/data/items/paintings/Paintingl/background”;
}:

// NEW ADDITIONS FOR GALLERY

datablock StaticShapeData(DB_painting3){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting3/picture.dts";

image = "control/data/items/paintings/Painting3/background”;
55

datablock StaticShapeData(DB_painting4){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting4/picture.dts";

image = "control/data/items/paintings/Painting4/background”;
}:

datablock StaticShapeData(DB_painting5){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting5/picture.dts";

image = "control/data/items/paintings/Painting5/background”;
}:

datablock StaticShapeData(DB_painting6){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting6/picture.dts";

image = "control/data/items/paintings/Painting6/background”;
55

datablock StaticShapeData(DB_painting7){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting7/picture.dts";

image = "control/data/items/paintings/Painting7/background”;
}:

datablock StaticShapeData(DB_painting8){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting8/picture.dts";

image = "control/data/items/paintings/Painting8/background”;
}:

datablock StaticShapeData(DB_painting9){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Painting9/picture.dts";

image = "control/data/items/paintings/Painting9/background”;
55

datablock StaticShapeData(DB_paintingl0){

category = "Painting’;
className = "Painting";
shapefile = "~/data/items/paintings/PaintinglO/picture._dts";

image = "control/data/items/paintings/Paintingl0/background™;
}:

datablock StaticShapeData(DB_paintingl1){

category = "Painting";
className = "Painting";
shapefile = "~/data/items/paintings/Paintingll/picture.dts";

image = "control/data/items/paintings/Paintingll/background’;
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¥

datablock StaticShapeData(DB_paintingl2){

category = "Painting";

className = "Painting";

shapefile = "~/data/items/paintings/Paintingl2/picture.dts";

image = "control/data/items/paintings/Paintingl2/background’;
}:
datablock StaticShapeData(DB_paintingl3){

category = "Painting";

className = "Painting";

shapefile = "~/data/items/paintings/Paintingl3/picture.dts";

image = "control/data/items/paintings/Paintingl3/background™;
}:

function Painting::onAdd(%this,%obj){}
function Painting::onCollision(%this,%obj,%col,%vec,%speed){}
function Painting::onRemove(%this, %obj){}

function Painting::Activate(%this, %obj, %client){
Echo(*'Painting activated");
commandToClient( %client, “"setGUlbitmap®, "PaintingCover"™, %obj.getDataBlock().image);
commandToClient( %client, "setGUlvisible®, "PaintingCover", 1 );
%conn = %client_getControlObject();
it (Wconn == %client.player){
Y%transform = %obj.getTransform();
%conn = %client.camera;
%conn.mode = "'Observe";
%client.setControlObject(%conn);
b
bs

Onwg kat yia ta PipAia, uvnidpxouv roAdoi mivareg ounv e@appoyr], kabévag arod toug
ortoioug avrkel ot eva Sexwplotd DataBlock. KaBe DataBlock mou meptypdget évav mivaka
meplexel v petaPAntr) image oty oroia aroBnkevetatl n 61evBuvor) tou apxeiou e1KOVAG
nou Ba ep@aviostl o mivakag otav evepyorowBei. Autod eivatl pia dagopd aro 1ov KOdika
v B1PAlov, ota omoia n aviiotoixn petaPAntr) page AvrKe 0€ €vd AVIIKEIPEVO, £VR £0G
avnrel oe éva DataBlock. O kodikag evepyoroinong evog rmivaka eivat pia arAouoteupéve)
¢kdoon 1ou kwd1Kka g KAaong Book: to apxeio rmou mepiExetal oty petaPAntr) image tou
kaBe DataBlock toroBeteitat oto otowxeio PaintingCover tou GUI tou meddwn kai o
XPI)OTNG XAVEL TOV €AeyXO TOU avatar €101 ®Ote va PV HIopel va TOV HETAKIVEL VR
epeavifetatl n ewkova otnv 008ovr (Bupifoupe ot 1o PaintingCover kaAurttel 0An v 00ovn).
O povog tporog va egapaviotei to PaintingCover kat va ermavépBel o €Aeyxog tou avatar
otov xprotn eivat pe amnpa ou minkrpou Q yia va evepyortonBei n evioAr] “QuitOrbit”
otov e§unnpetntr (0rwg avaducape oto KepaAato 5: AAAnAsnidpaon pe tov Xprjoty).
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6.6: Eidn 'pageiou (Desk.cs)

47 A +
// | DESK ITEMS |
/) A +

datablock StaticShapeData(DB_inkquill){

className = "Inkquill";
category = "Desk_Iltem";
shapefile = ""~/data/active/desk/items/inkquill.dts";
55
datablock StaticShapeData(DB_inkwell){
className = "Inkwell";
category = "Desk_ltem";
shapefile = '"~/data/active/desk/items/inkwell._dts";
}:
datablock StaticShapeData(DB_paper){
className = "Paper";
category = "Desk_Iltem";
shapefile = ""~/data/active/desk/items/paper.dts";
page = "control/data/active/desk/items/background.jpg’;
}:
datablock StaticShapeData(DB_paper_written){
className = "Paper_Written";
category = "Desk_ltem";
shapefile = "~/data/active/desk/items/paper_written.dts";

page = "‘control/data/active/desk/items/background_written";

datablock StaticShapeData(DB_envelope_empty){

className = "Envelope_Empty";

category = "Desk_ltem";

shapefile = "~/data/active/desk/items/envelope.dts’;
}:
datablock StaticShapeData(DB_envelope){

className = "Envelope";

category = "Desk_Iltem";

shapefile = '"~/data/active/desk/items/envelope.dts’;
}:
datablock StaticShapeData(DB_envelope_sealed){

className = "Envelope_Sealed";

category = "'Desk_ltem";

shapefile = "~/data/active/desk/items/envelope_sealed.dts";
}:
datablock StaticShapeData(DB_signet_ring){

className = "Signet_Ring";

category = "Desk_ltem";

shapefile = "~/data/active/desk/items/ring.dts";
}:
datablock StaticShapeData(DB_candle){

className = "Candle";

category = "Desk_Iltem";

shapefile = ""~/data/active/desk/items/candle.dts";
55

function Inkquill::activate(%this, %obj, %client){
Echo(*'Client " @ %client @ " has picked up inkquill " @ %obj.getiD(Q) );
commandToClient( %client, “writeHint", "You have picked up the "™ @ %obj.name @ *".");
if( %client.inventory ){
%client. inventory.setScale( %client. inventoryXscale );
%client.inventory = 0;

}
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%client.inventory = %obj.getiD(Q);

%client. inventoryXscale = %obj.getScale();

%obj.setScale("0 0 0');

commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/invquill_png” );

}

function Inkwell::activate(%this, %obj, %client){
Echo(*'Client " @ %client @ " has used inkwell " @ %obj.getiD(Q) );
if( ( %client.inventory ) && ( %client.inventory.getDatablock() == DB_inkquill.getiD(Q)
)X
commandToClient( %client, “writeHint", "The quill now has enough ink."™);
%client. inventory.state = "inked";
}
}

function Paper::activate(%this, %obj, %client){
Echo('Client " @ %client @ " has used paper " @ %obj.getiD(Q) );
if( %client.inventory ){
iT( %client.inventory.getDatablock() == DB_envelope_empty.getIiD() ){
commandToClient( %client, “"writeHint", "You have not finished the form.');
return;

}

iT( %client.inventory.getDatablock() == DB_signet_ring.getiD(Q) ){
commandToClient( %client, “"writeHint", "You need to put it in an envelope first.");
return;

b
iT( %client.inventory.getDatablock() == DB_inkquill._getID(Q) ){
if( %client.inventory.state $= "uninked" ){
commandToClient( %client, “writeHint®, "The quill doesn"t have enough ink.'™);
return;
} else if( %client.inventory.state $= "inked" ){
if( book FormFilling.state $= "read" ){
commandToClient( %client, “writeHint", "You write down the necessary
information.™);
%new_obj = new StaticShape(%obj.getName() @ " written™) {
dataBlock = "DB_paper_written";
name = "Filled Form";
}:
%new_obj .setTransform( %obj.getTransform() );
%new_obj .setScale( %obj.getScale() );
%obj.delete();
commandToClient( %client, “"setGUlbitmap®, "GunSight",
“control/client/ifaces/pointer.png');
%client.inventory.setScale( %client.inventoryXscale );
%client.inventory = 0O;
return;
} else {
commandToClient( %client, “writeHint", "You have no idea how to write this
form."");

}
}

return;

}

commandToClient( %client, “"setGUlbitmap®, "PaintingCover™, %obj.getDatablock().page );
commandToClient( %client, "setGUlvisible®, "PaintingCover'™, 0 );
%conn = %client_getControlObject();
it (Wconn == %client.player){
Y%transform = %obj.getTransform();
%conn = %client.camera;
%conn.mode = '"‘Observe';
%client.setControlObject(%conn);
3
b

function Paper_Written::activate(%this, %obj, %client){
Echo('Client " @ %client @ " has used paper " @ %obj.getiD(Q) );
if( %client.inventory ){
iT( %client.inventory.getDatablock() == DB_inkquill._getID(Q) ){
commandToClient( %client, “"writeHint", "You have already written all the necessary
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information.");
return;

}

if( %client.inventory.getDatablock() == DB_signet_ring.getiD() ){
commandToClient( %client, “writeHint", "You need to put it in an envelope first.");
return;

3
if( %client.inventory.getDatablock() == DB_envelope_empty.getID() ){
commandToClient( %client, “writeHint", "You put the written paper in the
envelope.™);
//%client.inventory.delete();
%client.inventory = 0O;
commandToClient( %client, “"setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer.png');
%new_obj = new StaticShape(“'envelope™) {
dataBlock = "'DB_envelope™;
name = "Envelope";
}:
%new_obj .setTransform( %obj.getTransform() );
%new_obj .setScale( %obj.getScale() );
%obj.delete();
return;

}

commandToClient( %client, "setGUlbitmap®, "PaintingCover"™, %obj.getDatablock().page);
commandToClient( %client, "setGUlvisible®, "PaintingCover', 1 );
%conn = %client.getControlObject();
if (Wconn == %client._player){
Y%transform = %obj.getTransform();
%conn = %client.camera;
%conn.mode = '"‘Observe';
%client.setControlObject(%conn);
3
3

function Envelope_Empty::activate(%this, %obj, %client){
Echo("'Client " @ %client @ " has picked up envelope " @ %obj.getlD() );
commandToClient( %client, “writeHint", "You have picked up an envelope.");
if( %client.inventory ){
%client.inventory.setScale( %client.inventoryXscale );
%client.inventory = 0;
3
%client.inventory = %obj.getiD(Q);
%client.inventoryXscale = %obj.getScale();
%obj .setScale(""0 0 0');
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/invenvelopel.png');

}

function Envelope::activate(%this, %obj, %client){
Echo(*'Client " @ %client @ " has picked up envelope " @ %obj.getiD() );
if( ( %client.inventory ) && ( %client.inventory.getDatablock() ==
DB_signet_ring.getID(Q) ) ){
if( %client.inventory.state $= "waxed" ){

commandToClient( %client, “writeHint", "You seal the envelope.™);

%client.inventory.setScale( %client. inventoryXscale );

%client.inventory = 0;

commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer.png');

%new_obj = new StaticShape(“'envelope_sealed™) {

dataBlock = "DB_envelope_sealed";
name = "Sealed Envelope";

}:

%new_obj .setTransform( %obj.getTransform() );

%new_obj .setScale( %obj.getScale() );

%obj.delete();

} else {

commandToClient( %client, “writeHint®, "You cannot seal the envelope without

wax."");

}
} else {
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commandToClient( %client, “writeHint", "You have picked up an envelope.');
if( %client.inventory ){

%client.inventory.setScale( %client.inventoryXscale );

%client.inventory = 0O;

%client.inventory = %obj.getID();
%client.inventoryXscale = %obj.getScale();
%obj.setScale("'0 0 0™);
commandToClient( %client, “"setGUlbitmap®, "GunSight",
“control/client/ifaces/invenvelopel.png');
b
3

function Envelope_Sealed::activate(%this, %obj, %client){
Echo(*'Client " @ %client @ " has picked up envelope " @ %obj.getiD() );
commandToClient( %client, “writeHint", "You have picked up the sealed envelope.");
if( %client.inventory ){
%client. inventory.setScale( %client. inventoryXscale );
%client.inventory = 0;
3
%client.inventory = %obj.getiD();
%client. inventoryXscale = %obj.getScale();
%obj.setScale("'0 0 0™);
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/invenvelope2.png");

}

function Signet_Ring::activate(%this, %obj, %client){
Echo("'Client " @ %client @ " has picked up the ring " @ %obj.getlD(Q) );
commandToClient( %client, “writeHint", "You have picked up the signet ring.");
if( %client.inventory ){
%client.inventory.setScale( %client.inventoryXscale );
%client.inventory = O;

%client.inventory = %obj.getID();

%client.inventoryXscale = %obj.getScale();

%obj.setScale("'0 0 0");

commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/invring.png');

}

function Candle::activate(%this, %obj, %client){
Echo(’'Client " @ %client @ " has used candle " @ %obj.getiD(Q) );
if( ( %client.inventory ) && ( %client.inventory.getDatablock() ==
DB_signet_ring.getID(Q) ) ){
commandToClient( %client, “"writeHint", "The signet ring now has some wax.'");

%client. inventory.state = "waxed";
} else {

commandToClient( %client, “writeHint", "Ouch! It"s too hot to touch.™);
3

3

O napandave kwdikag Bpioketal oto mpwto pepog tou apxeiou desk.cs, to dsutepo pEpog
Tou ormoiou avadubnke oto turpa yua ta Containers. H opadoroinon twv mnapandve
avukelpéveov oav «eidn ypageiou» ogeidetal oto yeyovog OT1 arotedouvidal Ao PIKPA
avukeipeva rou aAAnAermdpouv petadu toug kat fpiokoviatl oAa oto id1o dwpartio.

To apxeio Desk.cs mepiexelr meprypagég tov DataBlocks 8iagopwv adAndermdpacuxov
AVTIKEIPEVOV, TTOAAG amd ta oroila HIopel va MApel 0 Xprjowng oto inventory tou. H
aAAnlAemnidpaon 0A®V T®V AVIKEIPEVAOV YIVETAL 1€ OKOIIO T dnpioupyia evog o@PAYIOHEVOU
ParEAoU TIoU TIEPEXel pia e§ouctodotnon (auto eivatl éva avukeipevo rou Ba 600et otov
NPC &evayd tou pouceiou yua va §exwrjoet v §evaynor). Xopig n osipd va eivai
anapaitna auvtr) mou avag@époupe, o Xpriotng rnpernet va dwaPfaocet éva PipAio aro 1n
B1BA106nkn ToU mEP1EXEL TIANPOPOPIEG WG TIPOG TO MG va ypdyel pia e§ouciodotnorn, va
ndpel 1o @epd, va 1o Poutnfel oto pedavodoxeio, va ypayetr o’ €éva Asuko xaptl v
e€ouo1080tn 01, va Tapel €va eAKEA0 Ao T0 OUPTAPL TOU ypageiou, va BdAel To ypappévo
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Xapti oto akedo, va Bpet to kKAe1di rmou SerAe1dmvel T0 0EVIOUKL, va avoifel To 0evioUKl Kat
va 1apet ano peoa to daxtudidt pe to oupPolo tou pouoceiou, va rapet Atyo Kepi Kat va
Boulwoel tov pdakelo. Katdémyv propet va riapet tov @akeAo Kat va tov d®oel otov §evayo.
Exoupe Aoutov pe ) og1pd rmou Kataxepouvtal oto Desk.cs 11g €§11G KAAOE1S aVUIKEITNEVOV:

Inkquill: To @tepo sivatl éva avtikeipievo 1ou propei o Xprjotng va torodetrjoetl oto
inventory tou. Exet tnv petafAnt) state mou propet va mapet tpég “inked” kat
“uninked” (§exwva pe “uninked”). Autr) n petaPAntr) ek@pPAlel 10 aAv T0 QTEPO €XEL
peAdavi, kat dpa propei o Xprjotng va ypawet pe auto. H petafAnt) adddder oe
“inked” povo pe xprjon tou @tepou oto pelavodoxeio. O 1pdrog pe tov oroio
TortoBetel 0 XPr|otng €va avtikeipievo oto inventory tou avaAubnke oto ok€Aog 6.1.
Inkwell: To pelavodoxeio eivar éva alAnAermudpaotkd avukeipevo. Otav 1o
EVEPYOITOlEL O XPIOTNg Kal €xel oto inventory tou to @tepod (kAdon Inkquill) to
ortoio exel petaPAnt) state “uninked” tote n petaBAnt) state tou @repou yivetat
“inked” kat propel o xprjotng va ypawyet pe autod. Av to state tou @tepou eivat 1160
“inked” evnuepavetatl o xprjotng pe eviodn WriteHint otov rieAdtn tou.

Paper: To Aeukd xapti eival Eéva aAAnAermdpaotiko avukeipevo. Av 0 Xprjotng £Xet
oto inventory Tou 10 @TEPO Pe APRETO pedavi (6nAadn “inked” state) kat €xet
6wafaoet 1o P1PAio pe ID book FormFilling (6nAadn to state tou mapanave
avukelpévou eival “read” omwg avadvoape oto OKEAOG 6.5) TOTE TO AVIIKEIPEVO
Paper arnopakpuvetat ano v epappoyn (pe v evioAn delete) kat oto onpeio mou
Bplokotav tomoBeteitatr éva véo avukeipevo (pe Xprjon g new) g KAAong
Paper Written. Av o xprjotng dev éxel draBdoetl to BiBAio book FormkFilling 1 éxet
aAla avukeipeva oto Inventory tou t0te 0 XPr|OTNG EVIHEPWVETAL HE EVIOAT
WriteHint otov meAdtn tou. Ze 0Aeg 11 AAAEG TIEPUTIOOELS TOTIOOETEITAT OTO OTOIXEIO
PaintingCover tou GUI ) eikdva rou owletal otn petaPAntr) page Kat akodouBeitat
n ida dwadwkaoia pe auvw) orta PpAia katr otoug mivakeg rmou avartuxOnke oto
okélog 6.5.

Paper_ Written: To ypappévo xapti eivat éva aAAnAermdpaotikd aviikeipevo. Av o
XpP1jotng €xel ot0 inventory tou évav ddelo pdxkedo (kAdon Envelope_Empty) tote 10
avukeipevo Paper_Written amopakpuverat amo tnv e@appoyr] (He TV €VIoAn
delete) kat oto onpeio rmou PBplrokotav toroBeteital €va véo avukeipevo (e Xp1on
g new) g kKAdong Envelope. Av o xprjotng €éxet dAda avukeipeva oto Inventory
TOU TOTE 0 XPr|oTng evnuepwvetatl pe evioAn] WriteHint otov reddatn tou. e 0Aeg 11g
aAAeg neputtwoelg toroBeteital oto orowxeio PaintingCover tou GUI n ewkova 1mou
onletal ot petafAnt page kat akodouBeital n 1dwa dadkaoia pe auvtr) ota PiAia
Kdl 0TOUg TTiVaKeG Mou avarntuxOnke oto okélog 6.5.

Envelope Empty: O abeiog @dkelog eival £éva avilkeiplevo 1ou PIopei o xXprjotng
va tortoBetr|oel oto inventory tou. Av xprotporoin0eil og avukeipevo g KAAoNG
Paper_Written tote dnpuioupyeitatl éva avukeipevo tg kAaong Envelope ot 6¢on
tou Paper_Written eve tautdxpova aropakpuvetat to Envelope_Empty amo to
Inventory tou xprjotr). O tpOor1tog pie Tov ortoio Torobetel 0 XProtng £€va avukeipevo
oto inventory tou avaAubnke oto okéAog 6.1.

Envelope: O @daxrelog pe v efouotodotnon eivar éva adAnlerudpaotiko
avukeipevo. Av o Xprjotng £€xel oto inventory to daxtudidt (aviikeipevo g KAAong
Signet_Ring) kat 1o daxtudidt exel state “waxed” tote 0 PAKeEAOG aATOplAKpPUVETAl
artd Vv e@appoyn (pe tv evioAr delete) kat oto onpeio mou Ppilokotav
tortoBeteital €éva véo avtikeipievo (pe xprjon g new) g kAdong Envelope_Sealed.
Envelope_Sealed: O Poulmpévog @dakelog eival €va avikeipevo 1mou propei o
Xprjotng va torobetrjoetl oto inventory tou Kat va tov dwoet otov NPC Sevayd. O
TPOI0g pe tov oroio torobetel o Xprjotng €va aviikeipevo oto inventory tou
avaAuBnke oto okEAog 6.1.

Signet_Ring: To daxtulidt pe ) oppayida tou pouoceiou eival éva aviikeipevo mou
propetl o xXprjotng va torofetrioel oto inventory tou. To SaxtuAidt autd éxet v
petaPAntr) state rmou propel va mapetl v tpr “waxed” (§exkiva pe kevry tpr). To
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state adddader oe “waxed” podvo av xprnowporiomnBei 1o Saxtudidt oto repi. To
daxtuldidt pe “waxed” state xprnoworoleitar nave oto Envelope yua va
dnpioupynoet 1o Envelope_Sealed. O tpdmiog pe tov oroio maipvel o xprjotng eva
avukeipevo oto inventory tou avaAubnke oto okelog 6.1.

Candle: To kepi eival éva adAndermdpacukd aviikeipievo. Av 0 Xprjotng €Xetl oto
inventory tou avukeipevo g kAdong Signet Ring tote adAdler 1o state tou
daxtulidiou oe “waxed” kat €101 propel va o@payioet 1o @AaKreAo. Xe 0Aeg T1G AAAeg
MEPUTINOELS EVIHEPWVETAL O XPr)otng Pe evioAr] WriteHint otov meAdtn tou.
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6.7: ExOipata (Display_item.cs)

datablock StaticShapeData(DB_showbox){
category = "Display_ltem";
shapefile "'~/data/furniture/showbox.dts";
className “Dltem";

¥

function DIltem: :onAdd(%this,%obj){}
function Dltem: :onCollision(%this,%obj,%col,%vec,%speed){}
function DItem: :onRemove(%this, %obj){}

function DIltem: :FreeLook(%this, %obj, %client){
%conn = %client.getControlObject();
it (Wconn == %client.player){
%transform = %obj.getTransform();
%conn = %client.camera;
%conn.target = %obj.getlD();
%conn.mode = '"‘Observe';
//%conn_setOrbitMode(%obj, %transform,0.5,1,5);
Echo("'Resetting Camera®s Xform™);
%conn.setOrbitMode(%obj, 0 0 0 1 0 0 90",0.75,1.5,1);
%client.setControlObject(%conn);
b
3

function DItem::Look(%this, %client, %direction){
Echo(*'"Now we change the camera®s position');
%camera_xform = %client.camera.getTransform();
Echo("'Camera®s previous Xform is " @ %camera_xform );
if( %direction $= "up" ){

Y%var_x = 0.1745;
%var_y = 0.1745;
%var_z = 0O;
} else if( %direction $= "down™ ){
Y%var_x = -0.1745;
%var_y = -0.1745;
%var_z = 0;
} else if( %direction $= "right" ){
Y%var_x = 0;
%var_y = 0;
%var_z = 0.1745;
} else if( %direction $= "left” ){
Y%var_x = 0;
%var_y = 0;
%var_z = -0.1745;
¥
%t _x = GetWord(%camera_xform,3);
%t_y = GetWord(%camera_xform,4);
%t_z = GetWord(%camera_xform,5);
%turn = GetWord(%camera_xform,6);
Echo( "(t_x, ty, t z) =" @ %t_x SPC %t_y SPC %t_z );
Echo( "turn = " @ %turn );
//%turn = ( %turn / 3.1416 )*360;
//Echo( "turn = " @ %turn @ " degrees" );

%h_x = %t_Xx * %turn + %var_x;
%h_y = %t_y * %turn + %var_y;
%h_z %t_z * %turn + %var_z;
%new_turn = mSqrt( mPow( %h_x, 2 ) + mPow( %h_y, 2 ) + mPow( %h_z, 2 ) );
Echo( "new_turn is " @ %new_turn );
if( %new_turn < 0 ) {

%new_turn = -%new_turn;

%h_x = -%h_x;

%h_y = -%h_y;

%h_z = -%h_z;

Echo(*"Changed the turn to " @ %new_turn );
3
Y%a
%b
%C

%h_x / %new_turn;
%h_y / %new_turn;
%h_z / %new_turn;
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Echo( "(a,b,c) = " @ %a SPC %b SPC %c );

%new_camera_xform = GetWords(%camera_xform,0,2) SPC %a SPC %b SPC %c SPC %new_turn;
Echo(""Camera®s new Xform is " @ %new_camera_xform );
%client.camera.setTransform(%new_camera_xform);

%camera_xform = %client.camera.getTransform();

Echo(*'Camera®s resulting Xform is " @ %camera_xform );

}

Ta exBepata (paketeg) g epappoyng eivatr avukeipeva torou TSStatic kat Bpioxkovrat
peoa oe EUAIVEG KATAOKEUEG TTOU eival aAAnAermdpaoctiko Kal avijkouv otrv kKAaorn Ditem.
Otav o xprjotng xpnowporiotet éva avukeipevo g xkAaong Dltem, o Xxprjotng xavet tov
¢Aeyxo TOU avatar kai 1 KRApepa g epappoyrng tibetatr oe pua Béon mapatr)pnong tou
ekBeparog. Tautoxpova ep@avifetal o cursor Kat PEPIKA KOUPITA OTO aplotepd AKPO TG
000vng P ta ortoia Propet 0 XP1j0tng va PETAKIVI|OEL TV KApepa Oneg B¢Aet (mave, KAT®,
aplotepa 1 6e€1d) yia va propel va e§etaoet 10 ekBOepa. Iatpa kaBe Kouprmou kalei v
evioArn] Look (péow commandToServer and v rmAeupd tou reddtrn) pe S1a@opeTiko oplopa
direction. Avdloya to direction, aAAddetl ) B6¢on g KAPEPAG €101 MOTE vd TIAPAPEVEL TTAVTIA
oe otaBepr] anodotaon aro 1o €kBepa. Emiong umdpxetr éva koupri FreeLook to oroio
KaAel v ouvaptnon FreeLook 1 oroia B€tetl tv kapepa otov artoAuto €Aeyxo ToU Xp1otn:
pe kevipo 1o €kBepa kat povadiaia axrtiva, o Xprjotng priopei va petakivel v kapepa
orwg O¢Ael pe Kivnon ToU TMOVIIKIOU. Autr) 11 Aewtoupyia eival €@k pe Xprjon ng
setOrbitMode. O xprjotng propet va Pyet and v dadikaocia €§€1a0Ng TOU AVIIKEIIEVOU
KAl va EMAVAKINOElL 1OV €AeyX0 TOU avatar pe mampa Tou TANKipou Q yua va
evepyortonBei 1 evioAr) “QuitOrbit” otov e§unnpent) (6riwg availvoape oto okéAog 4.4).
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6.8: E@¢ pe @ota (Magic_light.cs)

datablock StaticShapeData(DB_Mbuttonl){

className = "MButton';

category = "Magic_Button";

shapefile = ""~/data/active/podium/button_setl/magic_buttonl.
}:
datablock StaticShapeData(DB_Mbutton2){

className = "MButton';

category = "Magic_Button";

shapefile = '"~/data/active/podium/button_setl/magic_button2.
}:
datablock StaticShapeData(DB_Mbutton3){

className = "MButton";

category = "Magic_Button";

shapefile = ""~/data/active/podium/button_setl/magic_button3.
}:
datablock StaticShapeData(DB_Mbutton4){

className = "MButton';

category = "Magic_Button";

shapefile = ""~/data/active/podium/button_setl/magic_button4.
}:
datablock StaticShapeData(DB_Mbutton5){

className = "MButton";

category = "Magic_Button";

shapefile = '"~/data/active/podium/button_setl/magic_button5.
}:
datablock StaticShapeData(DB_Mbutton6){

className = "MButton';

category = "Magic_Button";

shapefile = ""~/data/active/podium/button_setl/magic_button6.
55
datablock StaticShapeData(DB_Mbutton7){

className = "MButton'';

category = "Magic_Button";

shapefile = '"~/data/active/podium/button_setl/magic_button2.
}:
datablock StaticShapeData(DB_Mbutton8){

className = "MButton';

category = "Magic_Button";

shapefile = ""~/data/active/podium/button_setl/magic_button4.
55
27— +
/7 | ACTIVATE |
47 A +

//function MButton: :Activate(%this, %obj, %client){

// if(%obj.state $= "on"){

it off__.

// Echo('Switching off" @ %obj.getIDQ) @ "!'");
// %obj.playThread(0, " on"™);

// %obj.state = "switch_off";

// %this.schedule(1000, "changeState', %obj);
// if( %obj.getID() == magic_buttonl._getIiD(Q) ){
// $current_effect = ""DeleteAll”;

// %this.deleteAll (%0obj, %client, 0);

// }

// 3}

// if(%obj.state $= "off'"){

switch it on...
// Echo(*'Switching on " @ %obj.getID() @ "!'");

dts";

dts";

dts";

dts";

dts";

dts™;

dts";

dts™;

// if it is on, switch

// if it is off,
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// %obj.playThread(0, " off'");

// %obj.state = "switch_on';

// %this.schedule(1000, "changeState', %obj);
// %this.SpawnLight(%obj, %client);

function MButton::Activate(%this, %obj, %client){
Echo(*'Press the "™ @ %obj.getiD() @ "!'");
%obj.playThread(0, " on™);
%obj.state = "switch_off";
%this.schedule(1000, "changeState', %obj);
if( %obj.getlD() == magic_buttonl.getiD() ){
iT( $current_effect $= "AllDeleted” ){
Echo(*'"MoveToCenter!');
%this.SpawnLight(%obj, %client);
} else {
$current_effect = ""DeleteAll";
%this.deleteAll (%0obj, %client, 0);

b
} else {
if( $current_effect $= "TrailDeleted" ){
Echo(*'New effect!");
%this.SpawnLight(%obj, %client);
} else {
commandToClient( %client, “writeHint", "You must First reset the light before
making a new effect." );
b
3
¥

function MButton::changeState(%this, %obj){
Error("'Button Usable!');
// if( %obj.state $= "switch_on™){
// %obj.state = "on"';
// 3}
if( %obj.state $= "switch_off'"){
%obj.state = "off";

3
b
// SPECIFIC BUTTON LIGHT EFFECTS
// - +
/7 | SPAWN LIGHT |
A = R R R R SR EEE +

function MButton::SpawnLight(%this, %obj, %client){
if( $current_effect $= "TrailDeleted" ){
Error(*'Skip MoveTo!');
%this.Schedule(100, "nextState', %obj, %i);

} else {
// %Firename = %obj.getName() @ "_Fire";
%Firename = "magic_Fire";

if( %Ffirename.getiDQ) ){
Echo("'Light exists! Deleting...");
%Firename.delete();

Echo(*'Spawning new Light!');
// %fire = new ParticleEmitterNode(%obj.getName() @ " Fire™) {
%Fire = new ParticleEmitterNode(*'magic_fire") {
scale = "1 1 1";
dataBlock = "MagicLightlParticleEmitterNode";
emitter = "MagicLightlParticleEmitter";
velocity = "1";

}:

%Fire.setTransform($light_top SPC "1 0 0 0");

$currentEffect = ""MoveToCenter";

%this.Schedule(100, "move', %obj, $light_center, 0, $current_effect);
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47 A +
/7 | MOVE |
/) A +

function MButton::move(%this, %obj, %target, %i, %effect){
Echo(*'Current effect = " @ $current_effect @ ', effect = " @ %effect );
if( $Scurrent_effect 1$= %effect ){
Error("*STOPIT!™);

return;
3
// %Firename = %obj.getName() @ "_fire";
%Ffirename = "magic_fire";

%Fire_id = %firename.getiD();
%Finished = O;

// ADDITIONS FOR TRAIL
if( %i > $max_trail_particles ){

%I = O3
} else {
%I = %1 + 1 ;
b
// %old_trail_name = %obj.getName() @ "_trail™ @ %i;
%old_trail_name = "trail” @ %i;
if( %old_trail_name.getiD(Q) ){ // EXISTS

%old_trail_id = %old_trail_name.getiD();

%old_trail_id.delete();

Error( %old_trail_name SPC %old_trail_id SPC "deleted." );
3

Y%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ " _trail™ @ %i) {
%trail = new ParticleEmitterNode("'trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

};

%trail .setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

%sub_vector = VectorSub( %fire_id.getPosition(), %target );

%sub_vector = VectorScale( %sub_vector, 0.5 );

while( VectorLen( %sub_vector ) > $light_maxDistance ){
%sub_vector = VectorScale( %sub_vector, 0.5 );

iT( VectorLen( %sub_vector ) < $light_minDistance ){
%Ffire_xform = %target;
%Finished = 1;
} else {
Echo(*'SubVector = " @ %sub_vector);
%Fire_xform = VectorSub( %fire_id.getPosition(), %sub_vector );
// %Fire_xform = VectorAdd( %fire_id.getPosition(), %sub_vector );
Echo(""fire_xform = " @ %fFire_xform);

}

//%Fire_xform = VectorSub( %fire_id.getPosition(), %target );
%Fire_id.delete();
// %fire = new ParticleEmitterNode(%obj.getName() @ " _Fire™) {
%Fire = new ParticleEmitterNode(*'magic_fire'™) {
scale = "1 1 1";
dataBlock = "MagicLightlParticleEmitterNode";
emitter = "MagicLightlParticleEmitter";
velocity = "1";
1
%Fire.setTransform(%fire_xform SPC "1 0 0 0");
if( %Ffinished == 1 ){
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Error("FINISHED!');
%this.Schedule(100, "nextState', %obj, %i);
} else {
%this.Schedule(100, "move', %obj, %target, %i, %effect);

3
b
A = e R R S EREEEE +
/7 | DELETE TRAIL |
// - +

function MButton::deleteTrail(%this, %obj, %i){
Echo(*"Current effect = " @ $current_effect );
Error(*'Delete Trail!l');

// ADDITIONS FOR TRAIL
if( %i > $max_trail_particles ){

%i = 03
} else {
%i = %I + 1 ;
3
// %old_trail_name = %obj.getName() @ "_trail™ @ %i;
%old_trail_name = "trail”™ @ %i;
if( %old_trail_name.getiD(Q) ){ // EXISTS
%old_trail_id = %old_trail_name.getiD();
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC "deleted." );
%this.Schedule(100, "deleteTrail', %obj, %i);
} else {
$current_effect = "TrailDeleted";
b
3
// - +
/7 | DELETE ALL |
/) e +

function MButton::deleteAll (%this, %obj, %i){
Echo(*'Current effect = " @ $current_effect );
Error(*"'Delete AlI!");

// ADDITIONS FOR TRAIL
iT( %i > $max_trail_particles ){

%i = 0;
} else {
%I = %1 + 1 ;
3
// %old_trail_name = %obj.getName() @ "_trail" @ %i;
%old_trail_name = "trail" @ %i;
if( %old_trail_name.getiD(Q ){ // EXISTS

%old_trail_id = %old_trail_name.getID(Q);

%old_trail_id.delete();

Error( %old_trail_name SPC %old_trail_id SPC "deleted."” );

%this.Schedule(100, "deleteAll™, %obj, %i);
} else {

%Firename = "magic_fFire";

if( %Firename.getiDQ) ){

%Firename.delete();

T

$current_effect = "AllDeleted";

Echo("'DeleteAll function ended.');

}
}
A = R R R R SR EEE +
/7 | WHIRL |
// - +

function MButton::whirl(%this, %obj, %i, %r, %theta){
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Echo(*"Current effect = " @ $current_effect );
if( $current_effect 1$= "Whirl" ){
Error(""STOPIT!');

return;
3
// %Firename = %obj.getName() @ "_Ffire";
%Firename = "magic_Ffire";

%Fire_id = %firename.getiD();

// ADDITIONS FOR TRAIL
if( %i > $max_trail_particles ){
// %old_trail_name = %obj.getName() @ "_trail0";

%i = 03
} else {
%i = %I + 1 ;
3
%old_trail_name = "trail” @ %i;
if( %old_trail_name.getiD(Q) ){ // EXISTS
%old_trail_id = %old_trail_name.getiD();
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC "deleted." );
3

Y%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ " _trail”™ @ %i) {
%trail = new ParticleEmitterNode("'trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";

velocity = "1";
3o )
Y%trail.setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

// %Fire_x = GetWord($light_center,0) + %r*mSin(%theta);
// %fFire_y = GetWord($light_center,1) + %r*mCos(%theta);
// %fire_z = GetWord($light_center,2);

%Fire_x
%Fire_y
%Fire_z

GetWord($light_center,0) + %r*mCos(%theta);
GetWord($light_center,1);
GetWord($light_center,2) + %r*mSin(%theta);

Echo("#Theta = " @ %theta);
Echo(*"* Sin = " @ mSin(%theta));
Echo(** Cos = " @ mCos(%theta));

Y%theta = %theta + 0.0628;
if(%theta >= 6.28){
%theta = 0;

b
ifC %r < $r_max ){

// scalable radius ADDITION

iTC %r < $r_max/4 ){

%r = %r + 0.1;
Echo(""Increment 0.1");

} else if ( %r < $r_max/2 ){
%r = %r + 0.05;
Echo(*"Increment 0.05");

} else {

%r = %r + 0.01;
Echo(*'Increment 0.01");

Error(*'More™);

}

%Fire_id.delete();
// %Fire = new ParticleEmitterNode(%obj.getName() @ *_Ffire"™) {
%Fire = new ParticleEmitterNode("'magic_fire'") {
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scale = "1 1 1";
dataBlock = *"MagicLightlParticleEmitterNode";
emitter = "MagicLightlParticleEmitter";

velocity = "1";

}:
%Fire_xform = %fire_x SPC %fire_y SPC %fire_z;
Echo("Fire_Xform = " @ %fire_xform);

%Fire.setTransform(%fire_xform SPC "1 0 0 0');
//%Fire._setTransform(%fire_x SPC %fire_y SPC %fire_z SPC "1 0 0 0™);
%this.Schedule(100, "whirl™, %obj, %i, %r, %theta);

3

/) A +
/7 | OSCILLATE |
47 A +

function MButton::oscillate(%this, %obj, %i, %asc_flag){
Echo("'Current effect = " @ $current_effect );
if( $current_effect 1$= "Oscillate" ){
Error(""'STOPIT!');

return;
}
// %Firename = %obj.getName() @ "_Fire";
%Firename = "magic_Fire";

%Ffire_id = %firename.getiD();

// ADDITIONS FOR TRAIL
// T %1 > $max_trail_particles ){
if( %i > 25 ){
// %old_trail_name = %obj.getName() @ "_trail0";

%i = 0;
} else {
%E = %1 + 1 ;
b
%old_trail_name = "trail™ @ %i;
if( %old_trail_name.getiD(Q ){ // EXISTS

%old_trail_ia = %old_trail_name.getID(Q);
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC “deleted."” );

}

Y%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ " _trail™ @ %i) {
%trail = new ParticleEmitterNode(trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

¥

%trail .setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

%Fire_z = GetWord(%fire_id.getPosition(),2);
if( ( %fire_z > GetWord($light_center,2) + $oscillation_limit ) && ( %asc_flag == 1 )
X
%asc_flag = 0;

b
if( ( %Fire_z < GetWord($light_center,2) - $oscillation_limit ) && ( %asc_flag == 0 )

Y%asc_flag = 1;

}

if( %asc_flag == 1 ){
%Fire_z = %fire_z + 0.5;
} else {
%fire_z = %fire_z - 0.5;

}
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%Ffire_id.delete();

// %fire = new ParticleEmitterNode(%obj.getName() @ " Fire™) {
%Fire = new ParticleEmitterNode(''magic_fire'™) {

scale = "1 1 1";

dataBlock = *"MagicLightlParticleEmitterNode™;

emitter = "MagicLightlParticleEmitter";

velocity = "1";

¥

%Fire_xform = GetWord($light_center,0) SPC GetWord($light _center,1) SPC %fire_z;
Echo("Fire_Xform = " @ %fire_xform);

%Fire.setTransform( %fire_xform SPC "1 0 0 0");

%this.Schedule(100, "oscillate™, %obj, %i, %asc_flag);

b

A = R R R R SR EEE +
/7 | RANDOM |
// - +

function MButton::random(%this, %obj, %i, %temp_XFform){
Echo(*"Current effect = " @ $current_effect );
iT( $current_effect !$= "Random™ ){
Error("STOPIT!');
return;

T
Error(**‘Random!'");

// %Firename = %obj.getName() @ "_fire";
%Ffirename = "magic_fire";
%Fire_id = %firename.getiD(Q);

// ADDITIONS FOR TRAIL
// if( %i > $max_trail_particles ){
if( %i > 25 ){

%i = 0;
} else {
%I = %1 + 1 ;
b
%old_trail_name = "trail™ @ %i;
if( %old_trail_name.getiD(Q ){ // EXISTS
%old_trail_id = %old_trail_name.getID();
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC "deleted."” );
3

Y%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ " _trail™ @ %i) {
%trail = new ParticleEmitterNode("trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";

velocity = "1";
G
%trail .setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

%Fire_Xform = %fire_id.getPosition();
%Fire_x = GetWord(%fire_Xform,0);
%Fire_y = GetWord(%fire_Xform,1);
%Fire_z GetWord(%fire_Xform,2);

%Fire_newXform = VectorAdd( %fire_Xform, %temp_xform );

while( VectorLen( VectorDist( %fire_newXform, $light_center ) ) > $r_max ){

%temp_x = 0.02*( getrandom(20)-10 );
%temp_y = 0.02*( getrandom(20)-10 );
Y%temp_z = 0.02*( getrandom(20)-10 );
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Y%temp_XForm = %temp_x SPC %temp_y SPC %temp_z;
%Fire_newXform = VectorAdd( %fire_Xform, %temp_Xform );

b
Echo( "fire_newXform = " @ %Ffire_newXform );
Echo( *"temp_Xform = " @ %temp_Xform );

%Fire_id.delete();
// %Fire = new ParticleEmitterNode(%obj.getName() @ *_Ffire"™) {
%Ffire = new ParticleEmitterNode(*'magic_fire") {
scale = "1 1 1";
dataBlock = "MagicLightlParticleEmitterNode";
emitter = “MagicLightlParticleEmitter";
velocity = "1";

¥

%Fire.setTransform( %fire_newXform SPC "1 0 0 0");
%this.Schedule(100, *‘random, %obj, %i, %temp_XFform);

b

A = R R R R SR EEE +
/7 | SPIRAL |
// - +

function MButton::spiral(%this, %obj, %i, %r, %theta, %asc_flag){
Echo(*"Current effect = " @ $current_effect );
iT( $current_effect 1$= "Spiral" ){
Error("STOPIT!");
return;

T
Error(""Spiral!™);

// %Firename = %obj.getName() @ "_fire";
%Firename = "magic_fire";
%Fire_id = %firename.getiD();

// ADDITIONS FOR TRAIL
if( %1 > $max_trail_particles ){
// %old_trail_name = %obj.getName() @ ' _trail0";

%i = 0;
} else {
%I = %I + 1 ;
b
%old_trail_name = "trail™ @ %i;
if( %old_trail_name.getiD(Q ){ // EXISTS

%old_trail_id = %old_trail_name.getiD(Q);
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC “deleted."” );

}

Y%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ " _trail™ @ %i) {
%trail = new ParticleEmitterNode(trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

¥

%trail .setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

GetWord($light_center,0) + %r*mSin(%theta);
GetWord($light_center,1l) + %r*mCos(%theta);

%Fire_x
%Fire_y

%Fire_z = GetWord(%fire_id.getPosition(),2);
if( ( %Fire_z > GetWord($light_center,2) + $oscillation_limit ) && ( %asc_flag == 1)

Y%asc_flag = 0O;
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3
if( ( %Fire_z < GetWord($light_center,2) - $oscillation_limit ) && ( %asc_flag == 0 )
X
Y%asc_flag = 1;

}

Echo("#Theta = " @ %theta);
Echo("* Sin = " @ mSin(%theta));
Echo(*"* Cos = " @ mCos(%theta));

%theta = %theta + 0.062;
if(Wtheta >= 6.28){
%theta = O;

3
ifC %r < $r_max ){

// scalable radius ADDITION

ifC %r < $r_max/4 ){

%r = %r + 0.1;
Echo(*'Increment 0.1");

} else if ( %r < $r_max/2 ){
%r = %r + 0.05;
Echo(*'Increment 0.05");

} else {

%r = %r + 0.01;
Echo(*"Increment 0.01");

Error(*'More™);
} else {
// start spiraling only at maximum radius
if( %asc_flag == 1 ){
%Ffire_z = %fire_z + 0.03;
} else {
%Fire_z = %fire_z - 0.03;
¥
b

%Fire_id.delete();

// %fire = new ParticleEmitterNode(%obj.getName() @ " _Fire™) {
%Fire = new ParticleEmitterNode(*'magic_fire'™) {

scale = "1 1 1";

dataBlock = "MagicLightlParticleEmitterNode";

emitter = "MagicLightlParticleEmitter";

velocity = "1";

}:
%Fire_xform = %Ffire_x SPC %fire_y SPC %fire_z;
Echo("'Fire_Xform = " @ %fire_xform);

%Fire.setTransform(%fire_xform SPC "1 0 0 0');
//%Fire_setTransform(%fire_x SPC %fire_y SPC %fire_z SPC "1 0 0 0');
%this.Schedule(100, "spiral™, %obj, %i, %r, %theta, %asc_flag);

3

47 A +
/7 | RAD_SPIRAL |
/) A +

function MButton::rad_spiral (%this, %obj, %i, %r, %theta, %asc_flag){
Echo(*"Current effect = " @ $current_effect );
if( $current_effect !$= "Rad_Spiral™ ){
Error(""STOPIT!');
return;

}
Error(*'Rad_Spiral!');

// %Firename = %obj.getName() @ "_Ffire";
%Firename = "magic_Ffire";

%Fire_id = %firename.getlD();

// ADDITIONS FOR TRAIL
if( %i > $max_trail_particles ){

83




//

//

%old_trail_name =

%obj.getName() @ ""_trail0";

%i = O;
} else {
%i = %1 + 1 ;
3
%old_trail_name = "trail”™ @ %i;

if( %old_trail_name.getiD(Q) ){
%old_trail_id =

// EXISTS
%old_trail_name.getID();

%old_trail_id.delete();

Error( %old_

}

Y%trail_xform
Y%trail =

trail_name SPC %old_trail_id SPC "deleted." );

%Fire_id.getPosition();

new ParticleEmitterNode(%obj.getName() @ "_trail™ @ %i) {

%trail = new ParticleEmitterNode("'trail™ @ %i) {

scale = "1 1 1";

dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

};

%trail.setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

%Fire_x
%Fire_y

GetWord($light_center,0) + mAbs(%r)*mSin(%theta);
GetWord($light_center,1) + mAbs(%r)*mCos(%theta);

%Fire_z = GetWord(%fire_id.getPosition(),2);

if( ( %fFire_z

D2t

Y%asc_flag =
3
if( ( %fFire_z

Y%asc_flag =

}

if( %asc_flag
%Ffire_z =
} else {
%Fire_z =
b

Echo("#Theta
Echo(*'* Sin =
Echo(*"* Cos =

%theta = %theta + 0.062;

> GetWord($light_center,2) + $oscillation_limit ) && ( %asc_flag
0;
< GetWord($light_center,2) - $oscillation_limit ) && ( %asc_flag

g

1)

%Fire_z + 0.1;

%Fire_z - 0.1;

' @ %theta);
" @ mSin(%theta));
" @ mCos(%theta));

//peripou 50 runs gia enan pliri kyklo

if(htheta >= 6.28){

%theta = O;
b
if( %asc_flag
if( %fire_z
%r = %r +
} else {
%r = %r -

¥
} else {
if( %fire_z
%r = %r +
} else {
%r = %r -
b
b

Echo("'#r
Echo(*'#z

e
'@ %fFire_z);

::l){

< GetWord($light_center,2) ){
0.03;

0.03;

> GetWord($light_center,2) ){
0.03;

0.03;

%r);

%Fire_id.delete();
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// %Fire = new ParticleEmitterNode(%obj.getName() @ *_Ffire"™) {
%Fire = new ParticleEmitterNode(*'magic_fire"™) {
scale = "1 1 1";
dataBlock = "MagicLightlParticleEmitterNode";
emitter = “"MagicLightlParticleEmitter";
velocity = "1";

55
%Fire_xform = %Ffire_x SPC %fire_y SPC %fire_z;
Echo("'Fire_Xform = " @ %fire_xform);

%Fire.setTransform(%fire_xform SPC "1 0 0 0");
//%Fire_setTransform(%fire_x SPC %fire_y SPC %fire_z SPC "1 0 0 0™);
%this.Schedule(100, "rad_spiral™, %obj, %i, %r, %theta, %asc_flag);

3

47 A +
/7 | GLOBE_SPIRAL |
/) A +

function MButton::globe_spiral (%this, %obj, %i, %theta, %asc_flag){
Echo(*"Current effect = " @ $current_effect );
if( $current_effect !$= "Globe_Spiral” ){
Error("*STOPIT!™);
return;

3
Error(*"Globe_Spiral!™);

// %Firename = %obj.getName() @ "_Fire";
%Firename = "magic_Fire";
%Ffire_id = %firename.getiD();

// ADDITIONS FOR TRAIL
if( %1 > $max_trail_particles ){
// %old_trail_name = %obj.getName() @ ' _trail0";

%i = 0;
} else {
%I = %1 + 1 ;
3
%old_trail_name = "trail”™ @ %i;
if( %old_trail_name.getiD(Q) ){ // EXISTS

%old_trail_ia = %old_trail_name.getID();
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC "deleted." );

}

%trail_xform = %fire_id.getPosition();
%trail = new ParticleEmitterNode("'trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

};

%trail.setTransform(%trail_xform SPC "1 0 0 0'");
// END OF TRAIL ADDITIONS

if( %asc_flag == 1 ){

%h = 0.02;
} else {
%h = -0.02;
3
%Fire_z GetWord(%fire_id.getPosition(),2);

%Fire_z %Fire_z + %h;
%dz = %Fire_z - GetWord($light_center,2);
if( %dz > $r_max ){

%dz = $r_max;

}
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if( %dz < -$r_max ){

%dz = -$r_max;
b
%Fi = mAsin( %dz / $r_max );
Echo(" h /7 r_max = " @ ( %fire_z - GetWord($light_center,2) ) /7 $r_max );
Echo(" i = " @ %Fi );
%r = $r_max*mCos(%fi);
Echo(™ r = " @ %r );

%Fire_x = GetWord($light_center,0) + mAbs(%r)*mSin(%theta);
%Fire_y = GetWord($light_center,1) + mAbs(%r)*mCos(%theta);

if( ( %Fire_z > GetWord($light_center,2) + $r_max ) && ( %asc_flag == 1 ) ){
%asc_flag = 0;

b
if( ( %Ffire_z < GetWord($light_center,2) - $r_max ) && ( %asc_flag == 0 ) ){
%asc_flag = 1;

}

Echo("#Theta = " @ %theta);

Echo(** Sin = " @ mSin(%theta));

Echo(** Cos = " @ mCos(%theta));

%theta = %theta + 0.062; //peripou 50 runs gia enan pliri kyklo

if(%theta >= 6.28){
%theta = 0;

b
Echo("#r = " @ %r);
Echo("'#z = " @ %Ffire_z);

%Fire_id.delete();

// %Fire = new ParticleEmitterNode(%obj.getName() @ *_Ffire"™) {
%Fire = new ParticleEmitterNode(*'magic_fire"™) {

scale = "1 1 1";

dataBlock = "MagicLightlParticleEmitterNode";

emitter = "MagicLightlParticleEmitter";

velocity = "1";

}:
%Fire_xform = %Ffire_x SPC %fire_y SPC %fire_z;
Echo("'Fire_Xform = " @ %fire_xform);

%Fire.setTransform(%fire_xform SPC "1 0 0 0');
//%Fire_setTransform(%fire_x SPC %fire_y SPC %fire_z SPC "1 0 0 0');
%this.Schedule(100, '‘globe_spiral', %obj, %i, %theta, %asc_flag);

3

47 A +
/7 | ASTERISK |
/) A +

function MButton::asterisk(%this, %obj, %i, %theta, %asc_flag){
Echo(*"Current effect = " @ $current_effect );
if( $current_effect 1$= "Asterisk™ ){
Error(""STOPIT!');
return;

3
Echo(*'Theta = " @ %theta );

// %Firename = %obj.getName() @ "_Ffire";
%Firename = "magic_Ffire";
%Fire_id = %firename.getiD();

// ADDITIONS FOR TRAIL
if( %i > $max_trail_particles ){
// %old_trail_name = %obj.getName() @ "_trail0";
%i = 03
} else {
%I = %1 + 1 ;
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3
%old_trail_name = "trail”™ @ %i;

if( %old_trail_name.getiD(Q) ){ // EXISTS
%old_trail_id = %old_trail_name.getiD();
%old_trail_id.delete();
Error( %old_trail_name SPC %old_trail_id SPC "deleted." );

3

%trail_xform = %fire_id.getPosition();
// %trail = new ParticleEmitterNode(%obj.getName() @ "_trail” @ %i) {
%trail = new ParticleEmitterNode('trail™ @ %i) {

scale = "1 1 1";
dataBlock = "TraillParticleEmitterNode";
emitter = "TraillParticleEmitter";
velocity = "1";

};

%trail.setTransform(%trail_xform SPC "1 0 0 0");
// END OF TRAIL ADDITIONS

%Fire_x
%Fire_z

GetWord(%fire_id.getPosition(),0);
GetWord(%fire_id.getPosition(),2);

%oscillation_limit_Xx
Y%oscillation_limit_z

$oscillation_limit*mCos(%theta);
$oscillation_limit*mSin(%theta);

Echo("# x
Echo("# z

" @ %oscillation_limit_x);
" @ %oscillation_limit_2);

if( %asc_flag == 1 ){
if(C ( %Fire_x > GetWord($light_center,0) + %oscillation_limit_x ) || ( %fire_z >
GetWord($light_center,2) + %oscillation_limit_z ) ){
%asc_flag = 0;
Error(**Change Flag! DESCEND!'");

}
} else if( %asc_flag == 0 ){
if( ( %fire_x < GetWord($light_center,0) - %oscillation_limit x ) || ( %fire_z <
GetWord($light_center,2) - %oscillation_limit_z ) ){
Y%asc_flag = 1;
Error(*'Change Flag! ASCEND!');
}
}

if( %asc_flag == 1 ){
%Fire_x = %fire_x + 0.5*mCos(%theta);
%Fire_z = %fire_z + 0.5*mSin(%theta);

} else {
%Fire_x = %fire_x - 0.5*mCos(%theta);
%Fire_z = %fire_z - 0.5*mSin(%theta);
}

if( %asc_flag == 1 ){
if( ( %Ffire_z == GetWord($light_center,2) ) && ( %fire_x == GetWord($light_center,0)
)X
Error(*"Increase Thetal!');
%theta = %theta + 30;
3
3

%Ffire_id.delete();
// %fire = new ParticleEmitterNode(%obj.getName() @ " Fire™) {
%Fire = new ParticleEmitterNode(''magic_fire'™) {
scale = "1 1 1";
dataBlock = *"MagicLightlParticleEmitterNode™;
emitter = "MagicLightlParticleEmitter";
velocity = "1";

}:
%Fire_xform = %fire_x SPC GetWord($light_center,1l) SPC %fire_z;
Echo("Fire_Xform = " @ %fire_xform);
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%Fire.setTransform( %fire_xform SPC "1 0 0 0");
%this.Schedule(100, "asterisk™, %obj, %i, %theta, %asc_flag);

3

/) A +
/7 | NEXTSTATE |
47 A +

function MButton::nextState(%this, %obj, %i){
Echo(*'Next State');

Echo(""%obj = " @ %obj SPC %obj.getID(Q) );
if( %obj.getID() == magic_buttonl._.getIiD() ){
$current_effect = "DeleteTrail’;

%this.Schedule(100, "deleteTrail', %obj, %i);
} else if( %obj.getID() == magic_button2.getID() ){
$current_effect = "Whirl";
%this.Schedule(100, "whirl"™, %obj, %i, 0, 0);
} else if( %obj.-getID() == magic_button4.getID() ){
$current_effect = "Oscillate";
%this.Schedule(100, "oscillate', %obj, %i, 1);
} else if( %obj.getID() == magic_button3.getID() ){
$current_effect = ""Random’;
%this.Schedule(100, "random', %obj, %i, "0 0.2 0.2");
} else if( %obj.getID() == magic_button6.getID() ){
$current_effect = "Spiral”;
%this.Schedule(100, "spiral™, %obj, %i, 0, 0, 0);
} else if( %obj.getID() == magic_button5.getID() ){
$current_effect = "Rad_Spiral™;
%this.Schedule(100, "rad_spiral', %obj, %i, 0, 0, 0);
} else if( %obj.-getID() == magic_button8.getID() ){
iT( $current_effect $= "Globe_Spiral_prepare" ){
$current_effect = "Globe_Spiral";
%this.Schedule(100, '"‘globe_spiral', %obj, %i, 0, 0);
} else if( $current_effect $= "TrailDeleted" ){
$current_effect = "Globe_Spiral_prepare';
%target_z = GetWord($light_center,2) + $r_max;
%target = GetWords($light_center,0,1) SPC %target_ z;
%this.Schedule(100, "move', %obj, %target, 0, $current_effect);

¥
} else if( %obj.getID() == magic_button7.getID() ){
iT( $current_effect $= "Pentagraml™ ){
$current_effect = "Pentagram2";
%target_x = GetWord($light_center,0) + $r_max*0.588;
%target_z = GetWord($light_center,2) + $r_max*(-0.81);
%target = %target _x SPC GetWord($light center,l) SPC %target_z;
%this.Schedule(100, '"move', %obj, %target, %i, $current_effect);
} else if( $current_effect $= "Pentagram2" ){
$current_effect = "Pentagram3";
%target_x = GetWord($light_center,0) + $r_max*(-0.951);
%target_z = GetWord($light_center,2) + $r_max*0.31;
%target = %target_x SPC GetWord($light_center,1) SPC %target_z;
%this.Schedule(100, "move', %obj, %target, %i, $current _effect);
} else if( $current_effect $= "Pentagram3" ){
$current_effect = "Pentagram4";
%target_x = GetWord($light_center,0) + $r_max*0.951;
%target_z = GetWord($light_center,2) + $r_max*0.31;
%target = %target _x SPC GetWord($light center,l) SPC %target_z;
%this.Schedule(100, '"move', %obj, %target, %i, $current_effect);
} else if( $current_effect $= "Pentagram4” ){
$current_effect = "Pentagram5";
Y%target_x = GetWord($light_center,0) + $r_max*(-0.588);
%target_z = GetWord($light_center,2) + $r_max*(-0.81);
%target = %target_x SPC GetWord($light_center,1) SPC %target_z;
%this.Schedule(100, "move', %obj, %target, %i, $current_effect);
} else if ( ( $current_effect $= "Pentagram5” ) || ( $current_effect $=
“TrailDeleted"” ) ){
if( $current_effect $= "TrailDeleted" ){
%i = 03
T
$current_effect = "Pentagraml’;
Y%target _x = GetWord($light_center,0);
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%target_z = GetWord($light_center,2) + $r_max;

%target = %target_x SPC GetWord($light_center,1) SPC %target z;

%this.Schedule(100, "move', %obj, %target, %i, $current_effect);
3

// $current_effect = "Asterisk';
// %this.Schedule(100, "asterisk', %obj, %i, 90, 1);

}
Error(*"Current Effect = " @ $current_effect);
b
/) A +
/7 | DESCRIPTORS AND GLOBALS |
// - +

$current_effect = "AllDeleted";

$light_center = "0.2 -56.6 5";
$light_top = "0.2 -56.6 50";
$light_maxDistance = 0.5;
$light_minDistance = 0.1;
$light_interval = 100;

$r_max = 4;
$oscillation_limit = 10;
//$max_trail_particles = 100;
$max_trail_particles = 100;

// -50.6 limitl_y
// -62.6 limit2_y

datablock ParticleData( MagicLightlParticle ){

textureName = "~/data/particles/fire/fire";
dragCoefficient = 0.0;
gravityCoefficient = 0.0;
inheritedVelFactor = 0.00;
uselnvAlpha = false;
spinRandomMin = -90.0;
spinRandomMax = 270.0;
lifetimeMS = 1500;
lifetimeVarianceMS = 250;
times[0] = 0.0;

times[1] = 0.5;

times[2] = 1.0;

colors[0] = 0.0 0.0 0.8 0.8";
colors[1] = "0.0 0.6 0.8 0.5";
colors[2] = 0.0 0.5 0.5 0.5";
sizes[0] = 0.25;

sizes[1] = 0.5;

sizes[2] = 0.75;

¥

datablock ParticleEmitterData( MagicLightlParticleEmitter ){
particles = MagicLightlParticle;

ejectionPeriodMS = 5;
periodVarianceMS = 0;
ejectionVelocity = 0.65;
velocityVariance = 0.10;
thetaMin = 0.0;

thetaMax = 180.0;

¥

datablock ParticleEmitterNodeData( MagicLightlParticleEmitterNode ){
timeMultiple = 1;
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¥
// -—- TRAIL ---

datablock ParticleData( TraillParticle ){

textureName = "control/data/particles/fire/fire";
dragCoefficient = 0.0;
gravityCoefficient = 0.0;
inheritedVelFactor = 0.00;
uselnvAlpha = false;
spinRandomMin = -90.0;
spinRandomMax = 270.0;
lifetimeMS = 1000;
lifetimeVarianceMS = 250;
times[0] = 0.0;

times[1] = 0.5;

times[2] = 1.0;

colors[0] = "0.0 0.0 0.8 0.8";
colors[1] = 0.0 0.6 0.8 0.5";
colors[2] = "0.0 0.5 0.5 0.5";
sizes[0] = 0.25;

sizes[1] = 0.5;

sizes[2] = 0.75;

¥

datablock ParticleEmitterData( TraillParticleEmitter ){
particles = TraillParticle;

ejectionPeriodMS = 50;
periodVarianceMS = 5;
ejectionVelocity = 0.50;
velocityVariance = 0.10;
thetaMin = 0.0;
thetaMax = 180.0;

55

datablock ParticleEmitterNodeData( TraillParticleEmitterNode )

{
timeMultiple = 1;

}:

Ta e@é pe 1a pwta yivoviat oe éva e1dkd Stapoppapévo dwpdrio Katl eAgyxoviatl arod éva
nidved pe aAAnAermbpaoctikd kouprma. Kabe kouprni rapdayet éva d1a@opetiko @E 1o oroio
onpartodoteital Kat amo pla aAdayr] g naykoopiag petaPAnig Current Effect. Ta
Kwoupeva @oIa Ipoompolovovial pe Onpioupyia otaukev mmyov particles oe pa
OUVEXOHEVT] TPOX1d, P€ TAUTOXPOVI] KATAGTPO@1] IponyoUupevev nnyev. To mpoto gwg eivat
winou  MagicLightlParticleEmitter evo autd mou 1o axkodouBouv (draypdgoviag tnv
nopeia twou) eivar torno TraillParticleEmittter kat eivat onpavukd pikpotepa: otav
avageepOPaote 010 «P®S» Artd £8® Kat rEpa svvooupe to MagicLight1ParticleEmitter. Kabe
e@¢ SeKvA PE PETA@OPd TOU QXTOG ATl0 TNV KOpupr] Tou S®patiou g to KEVIPO Tou (art’
ortou exvd kABe e@e). H kivnon auty yivetatr arno adlentdAAnAeg KANOelg tng oUVAPTNONG
move KABe lsec. Otav 10 @®G @QTACElL OT0 KEVIPO TOU dwpatiou (mou opiletatr otnv
naykoopa petaPBAnt Light Center) tote kaAeitatr n nextState n oroia pe ) ogpd g
Kaldel pa ouvaptnon (katr addader v petaPAnt) current effect) avadoya pe 1o xouprt
nou ratietat. Ot ouvaptroeig twv e@e eivat ot e€ng:

e DeleteTrail: e§apavifer o0Aeg tTg 1myeg particles tumou TraillParticleEmitter.
Anotédeopa autng g ouvaptnong €ivat va pével povo 1o g (magic_fire) oto
KEVTPO Tou daopatiou, omote kat to current_effect aldaletl oe “TrailDeleted”.

e DeleteAll: 6poio pe 1o DeleteTrail p1évo rmou oto t€dog ofirjvel kat to magic_fire.
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Whirl: exkiva 10 @®g va Owaypdgst €vav KUKAO (pe Xprjon nNUITOVEV KAl
OUVIHITOV®OV) TOU OIT010U 1] aKTiva au§avetal PeXpl Pia PEylotn Tiir.

Oscillate: 10 pwg taAaviwvetal otov Z-aova 1€ onpeio 100pPOITiAg 10 KEVIPO TOU
dwpatiou.

Random: 10 @wg Kiveitat oe tuxaia kateUuBuvorn PeEXpPl va @Tacel ota opla pag
VO1TI)§ 0Qaipag yup® arod 1o KEVIPO Tou depatiou, orote adAddel ropeia pe tuxaio
TPOTIO £G OTOU KAl MAAL OTACEL OTa Opla TG oPaipag.

Spiral: {exiva oniwg n ouvdptnon whirl, Siaypdgoviag évav kKUkAo oto ertinedo XY,
aAAd otav 1 aktiva @Tavel otn PEYoT TP g TOTE 10 PXG SEKIVA P1a TAAAVIEOT)
otov Z-afova. Amotédeopa autig g Kivnong tou @gotdg o’ évav KUKAo aAdd Kat
otov dova Z eivai n dnuoupyia evog spiral to omoio Kiveitat eite avodika eite
rabodika.

Rad_Spiral: ¢éva napandave Prpa and ) Spiral, n ouvaptnon auvtr] petafaidet kat
TV aKtiva tou KUKAOU Tou dtaypd@el 1o g artd 1o 0 €wg pia péylotn tun.
Amnotédeopa 0Awv autev v petafolov eivalt n dnuioupyia evog oXnpatog oav
rAsepubpa aro v 1poxXid tou @utog. Emiong va ermonpavOsi out n Rad_spiral
Sex1va apeomg va Kiveltal kat eri tou afova Z, eve 1 Spiral npota kiveital 01iog 1
whirl povo oto ertimedo XY.

Globe_Spiral: pa Siagopetiky] mpoogyylon twv U0 TIPONYOUHEVAV, TO QXS
Slaypagetl évav KUkAo oto erminedo XY eve talaviwvetatl otov agova Z petadu duo
onpeiv. Xe kabe addayn g ouvictwoag Z uroloyifetal ) aktiva tou KUKAOU €10t
wOoTe va PpioKetal IAvia otV MEPLPEPELA P1AG VOITLS opaipag yupw arod 10 KEVIPO
tou dapatiou. [Ipo@avag 1 taAdviwon otov afova Z €Xel KEVIPO £ITIONG TO KEVIPO
tou dopatiou kat 6plo tadaviwong ico pe v aktiva g ogpaipag. To epe autod
SEK1VA armo TtV KOpU@r] ToU KUKAOU, OtV oroia @Tdvel 10 @g Pe Pla KALon TG
move.

Pentagram: oucwaotikd pua ogpd arnd adderntdAAndeg move pe H1a@OPeTIKOUG
OotOX0Ug, TO (P®G KIVEITAl ouveXOPEvVA Aro 1o €va onpeio oto aAdo petally revie
onpeiov poxkabopilopévev oto dwpdatio. Xdapn oty unapén tou trail oxnpatifetat
€Va YEQPETPIKO AVIIKEIPEVO.
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KE®ANAAIO 7:
Texvntn Nonpoouvny

7.1: Opidovtag to Bot kat to animation tou

datablock PlayerData( DB_Bot ){
className = SampleBot;
shapeFile = ""~/data/players/genie/genie.dts";
emap = true;
renderFirstPerson = false;
cameraMaxDist = 1;
mass = 100;
density = 10;
drag = O;
maxdrag = O;
maxEnergy = 100;
maxDamage = 100;
maxForwardSpeed = 5;
maxBackwardSpeed = 3;
maxSideSpeed = 3;
minJumpSpeed ;
maxJumpSpeed 10;
runForce = 100000;
JumpForce = 1000;
runSurfaceAngle = 80;
JumpSurfaceAngle = 80;
}:

Ia wmv neprypagrn evog avurepévou PlayerData, eite tou avatar dndadr) eite tou bot-
Sevayou, xpetalovratl rmoAdeg petaPAnteg yia va oplotei ) oupnepipopd tou. Metalu autwv
avayvepifoupe pepikeg petafAntég mmou urnidpxouv Kkat ota StaticShapes, 61iwg o oplopodg
g KAdorn otnv omoia avrjkel to DataBlock kat 1o apxeio oto oroio Bpioketatl to poviedo
rou Ba 1o anewkovioel. YIidpXouv Opag Kat 1oAAég dAAeg petaPfAnteg mou opifouv ) pada
TOU AVTIKEEVOU, TNV TAXUTNTA TOU, TNV HEYoT yavia v oroia propet va aveetl KA.

KaBog yia ta povieda tou avatar kat tou bot-§evayou Oev €xoupe svoopat®peva
animations aAAd {exwplotd apxeia tunou DSQ ywa 1o animation toug, mpérnet va opicoupie
rmola amo avtd ta apXeia xpnotporolel KAaBe PovieAo Kal o 1010 Ovopa animation
aviiotoxouv. '’ auto urnapxel autd 1o MAPAKATE KOPHAtt Kodika oto apxeio bot.cs

datablock TSShapeConstructor(GenieDts){

baseShape = "~/data/players/genie/genie.dts";

sequence0 = '""~/data/players/genie/animations/idle.dsq root";

sequencel = '"~/data/players/genie/animations/run.dsq run';

sequence2 = ''~/data/players/genie/animations/run.dsq back';

sequence3 = ""~/data/players/genie/animations/run.dsq side";

sequence4 = ''~/data/players/genie/animations/idle.dsq look";

sequence5 = '""~/data/players/genie/animations/idle.dsq head";

sequence6b = ''~/data/players/genie/animations/idle.dsq fall*;

sequence7 = ''~/data/players/genie/animations/idle.dsq land";

sequence8 = ''~/data/players/genie/animations/idle.dsq jump";

sequence9 = '""~/data/players/genie/animations/idle.dsq death";

sequencel0 = ""~/data/players/genie/animations/spellcast.dsq death2'; // custom
sequencell = ""~/data/players/genie/animations/idle.dsq death3"; // custom
sequencel2 = '"~/data/players/genie/animations/idle.dsq death4"; // custom
sequencel3 = '"~/data/players/genie/animations/idle.dsq death5"; // custom
sequenceld = ""~/data/players/genie/animations/idle.dsq death6"; // custom
sequencel5 = ""~/data/players/genie/animations/idle.dsq death7";

sequencel6 = '"~/data/players/genie/animations/idle.dsq death8";

sequencel? = '"~/data/players/genie/animations/idle.dsq death9";

sequencel8 = ""~/data/players/genie/animations/idle.dsq deathl0";

sequencel9 = ""~/data/players/genie/animations/idle.dsq deathll™;

sequence20 = '"~/data/players/genie/animations/idle._dsq looksn";
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sequence2l = ""~/data/players/genie/animations/idle.dsq lookms";
sequence22 = '""~/data/players/genie/animations/idle.dsq scoutroot';
sequence23 = ''~/data/players/genie/animations/idle.dsq headside";
sequence24 = ''~/data/players/genie/animations/idle.dsq light_recoil";
sequence25 = '"~/data/players/genie/animations/idle.dsq sitting";
sequence26 = ''~/data/players/genie/animations/idle.dsq celsalute™;
sequence27 = ''~/data/players/genie/animations/idle.dsq celwave';
sequence28 = ''~/data/players/genie/animations/idle.dsq standjump';
sequence29 = ''~/data/players/genie/animations/idle.dsq looknw";

}:

[Tapatnpoupe 011 UTIAPXOUV TTOAAA sequences ta ortoia akoAouBouvrat arod 1o apxeio DSQ
IMOU Ta MEPYPAPEL KAl To Ovopd oto oroio avuotowxouv. Kamowa and auvtda ta sequences
Omwg o run, back, side ktA. kadouvtat art’ eubeiag and v pnxavr) o6tav 1o Bot kiveitat.
AvtiBeta, kamowa custom death animations kalouviat pé€oa amd 1OV KOOKA HE
playThread (ta death animations &ev eivat unoxpewtkd animations 8avdtou, priopouv va
ermteAéoouv rmoAAoug podoug onwg £6®). Na rapatnpnOei emiong n vnapsn tou baseshape
ownv apxr] tou TSShapeConstructor, MOU OUCIACTIKA £VOXUIAT®VEL OAA TA sequences OTO
apxeio DTS. Etot eival epiktd va opicoupe cav shapefile otnv meprypapn tou Bot mou
Kavape napanave povo 1o DTS xwpig va xpelaotei va avageépoupe tirota dAlo.
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7.2:

H £vvola tou Status

To status eivar pa ano tg petaPAntég tou Bot rou €éxouv 1dwaitepn onpaoia. To status
etvat eva string pe 2 Aélerg. H mpotn Aégn, n omoia prmopet va aropoveBel pe xprjon g
GetWord kaBopilet 1o dopatio rmou Ppioketat to bot. Ot ipég rmou AapBavet eivat ot

Bot: autr eival n faoikr) KAtaotaorn KAt pe autv {ekva 1o bot otnv spappoyr). H
KAtAaotaor autr) eival evepyr) otav to bot Ppioketal oto dopatio tou Bodou.
Diorama: autr] 11 Katdotaon £VvePYOTIOlEital Otav o Xprjotng Ppioketal péoa otnv
aiBouoa twv exkBepdatwv. Ot Aettoupyieg tou bot otnv aibouoa exkBepdtav Exouv
noAAég blattepotnteg, a@ou 1o bot mpéret va pidd otov Xprjotn otav autog eSetdlet
éva avuikeipevo.

Basement: autr] 1 kataotaorn evepyoroleitat Otav 0 XPrjotng E€10£PXETAL OV
okdAa rou o0dnyet oto uTdYELo OIToU Ppioketatl to ypageio. Otav 1o bot Bpioketat oe
AUTLV TNV KATAOTAOT], ATAd TIEPTHEVEL TOV XPI0Tr) £5® ard v Imopta g oKAAag.
Corridor: autr] 1 KAtAotaorn E&vepyoroleital Otav o0 XProtng E10€PXETAL OTOV
61adpopo mou 0dnyei oy mopta £§0dou. To bot oe autr)v v nepimwon arda
akoAoubei tov xprjotn péoa oro dradpopo

Gallery: autr] 11 Katdotaon £vepyoTtoleital 0Tav 0 XPI1j0tNg €10€PXETAL OTO0 dOPATIO
e TOoUg Imivakeg (Kat ta yettovika depdrtia P’ autd, onwg 10 SOPATIO TOV QRTEWVOV
e@e). O1 Aettoupyieg tou bot yla auvtv v Katdotaon €ival IEPIOPIOPEVES: ATIAA
pla oto xprjotn mpv SekAeldmoel trv mopta rou odnyei oto dwpAtio pEe toug
mivakeg, KAl KATOIIY €10£PXETAL OTO O®PATIO KAl TIEPTHEVEL.

H 2n A¢8n tou status ex@pdlel tnv ocupnepipopa twou bot. Ta napadeypa, n Aegn follow
pavep®vel o1t To bot autr] ) ouypr] akolouBei tov Xprjotr. O tpdrog pe tov oroio
vdoroteital pia evépyela eSaptatal Kat aro tmy 11 Aéln: ouvrfwg OP®S 01 CUPIEPLPOPES
etvatl mapopoleg ave§apttog g 118 Aélng, amdda adddafouv ot B€oelg 1] Ol ATAKEG ITOU
xprnowponiolovviat. ‘Etol éxoupe g €81 evépyeleg:

Inactive: Autd 1o status eivat 1o apxikd, mpwv to Bot evepyoroinBei ard tov
xprjotn. Yridpxet povo yua to Bot status.

Idle: 6tav to Bot 6ev kavet tinota anoAvtng.

Monitor: napopowa pe v idle, pe ) dragopd o6t 1o Bot otpépestal mpog v
péxouoa B¢on Tou Xprotn.

Talk: otav spgavidetat oto HintBox (pe xXprjon tg WriteHint) karnoieg atakeg mou
Aéel 1o Bot otov xprjotn. KdBe atdka axkoloubeitar amd pia mavorn kKatd 1
Oldpkela g oroiag to Bot tiBetar oe monitor. A’ oleg g evépyesieg, 1 talk
Sdlagoportoleital TeP1000TEPO art’ 0Aeg avadoyng pe v 10 Aéén tou status.

Follow: otav to Bot akolouBei tov xprjotn. H eAdxiotn amootaocn 1mou Tpemnetl va
€Xel aro 1o XProtn opidetal o pia raykoopta petaBAnt).

Return: 6tav 1o Bot kateuBuvetal npog €va ocuykekpipévo onpeio tou dopatiou. H
B¢on otnv oroia rinyaivel to Bot e§aptatat ano 1o dopatio oto oroio Pplokopaocte,
Katl apa oty 10 Aé¢n tou status.

Exitl: aut) n evepyela odnyei 1o Bot oe pia B¢on pmpoota otnv mopta Tou
dwpatiou otav to Bot eivatl 116n péoa oto dwpatio auvto. H endpevn Kivnon tou Bot
eival va avoifel tnv nopta av auvtr) sivat KAsiotr) 1) va Pyel ano 1o depdatio av sivat
AVO1XTL).

Exit2: gpuowko erakolouBo g exitl, to Bot kateuBuvetatr oe pia Béon akpiPwg
¢¢w aro 1o dwpdato.

Enterl: 6tav 1o Bot Bpioketal e§w and éva dwpdatio, tote pe v evépyela Enterl
rateubuvetal ripog pa B¢on prpootd oty ropta £§m aro 1o dwpdatio. H emdpevn
Kivnon tou Bot eivat va avoidet tnv nopta av autr) eivatl kKAelotr) 1) va pret anod 1o
dwpatio av eivat avoxn.
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Enter2: puowko ertakolouBo tng enterl, pe auvtt)v tv evépyela to Bot praivetl oto
dapatio. H B¢on tng Enter2 kat tng Exitl ocuprnintouv.

Open: 1 evépyela autr) Kaldeitar petasu g Enterl kat Enter2 kat ing Exitl kat
Exit2 oe mepimwon mou n ndpta tou dopatiou eivatr rAsiotr). [Ipopaveg pe v
evepyela autn to Bot avoiyetl v nmopta kat propei Katormy va pret 1) va Pyet.
Wait: autr) | evépyela Xproornoteitat povo yua to gallery status kat eivat opowa
pe v Monitor. O Adyog 1ou eor|x0On eivat ylati n monitor mpoUnobetel ot o
xXprjotng eivatl peoa oto dopatio, eve 1 wait pmnopet va £@appootel Kat €KT0g ToU
dwpatiou.
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7.3: H £vvoua tng getNextState

Otav 1o Bot oloxAnpwoel TG evépyeleg tou status, tote KalAeitar n getNextState rou
aAdadet o status oy enopevry katdotaorn. H adAayr) auty) e§aptatat a@’ evog amo g 2
Aé8e1g Tou status kat €@’ €1€pou anod AAAoug mapdyovieg (0mwg 1 B€on tou Xprjotn 1) To
state evog avukepévou).

function ShowBot: :getNextState(%this, %obj, %client){
%condition = getWord(%obj.status, 0);
Y%status = getWord(%obj.status, 1);

%res_condition = %condition;
%res_status = Y%status;

if( %condition $= "bot" ){
switch$ (%status) {
case "inactive'':

%res_status = "talk";
//%res_condition = "diorama"; // fast DEBUG addition
//%res_status = "enterl"; // fTast DEBUG addition

case "idle":
if( %obj.talk_i == 0 ){

%res_status “follow";
} else {

%res_status = "talk";
b

case "monitor':
if( %obj._-talk_i == 0 ){

%res_status “follow";
} else {
%res_status = "talk";
case "follow":
%res_status = "follow";
case "'talk':
if( %obj._-talk_i == 0 ){
%res_condition = "diorama';
%res_status = "enterl";
} else {
%res_status = "monitor";

}
//END OF SWITCH

}
}

if( %condition $= "diorama" ){
switch$ (%status) {
case "idle":
if( %obj.talk_i == 0 ){

%res_status “idle";
} else {
if( %obj.-talk_j == 0 ){
%res_status = "follow";
} else {
%res_status = "talk";
b
3

case "monitor':
if( %obj.talk_i == 0 ){

%res_status = "monitor";
} else {
iT( %obj.talk_j == 0 ){
%res_status = "follow";
} else {
%res_status = "talk';
¥

case "follow":
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%res_status = "talk";
case "'return':

%res_status = "idle";
case "talk":

if( %obj.talk_j == 0 ){

%res_status = "'return’;
} else {

%res_status = "monitor";
¥

case “'exitl':
if( door_diorama.state $= "open" ){

%res_status = "exit2";
} else {
%res_status = '‘open’;
}
case "'exit2":
%res_condition = "bot";
%res_status = "follow";

case '‘open':
if( door_diorama.state $= "open" ){
if( %obj.getDatablock() .playerinsideDioramaRoom( %client ) ){

%res_status = "enter2";
} else {
%res_status = "exit2";
3
3

case "'enterl':
if( door_diorama.state $= "open" ){

%res_status = “enter2";
} else {
%res_status = "‘open";
b
case "'‘enter2':
%res_status = "'return';
//END OF SWITCH

}
}

if( %condition $= "basement™ ){
switch$ (%status) {
case "idle":
%res_status = "idle";
case "'monitor':
%res_status = "monitor";
case ''return’:
%res_status = "idle";
//END OF SWITCH
b
b

iT( %condition $= "corridor” ){
switch$ (%status) {
case "idle":

%res_status = "idle";
case "'monitor':

%res_status = "monitor";
case "follow":

%res_status = "follow";
case '‘return':

%res_status = "idle";

case "'exitl":
if( door_corridor.state $= "open" ){

%res_status = "exit2";
} else {
%res_status = "‘open";
b
case "'exit2":
%res_condition = "bot";
%res_status = "follow";

case "'open':
if( door_corridor._state $= "open" ){
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iT( %obj.getDatablock() .playerinsideCorridorRoom( %client ) ){

%res_status = "enter2";
} else {
%res_status = "exit2";

}

case "enterl':
iT( door_corridor._state $= "open" ){

%res_status = "enter2";
} else {
%res_status = "open';

case "'enter2":
%res_status = "follow";
//END OF SWITCH

}
}

iT( %condition $= "gallery" ){
Error(*"Change State: GALLERY'");
switch$ (%status) {
case "inactive':
%res_condition = "bot";
%res_status = "follow";
case "idle":
iT( %obj.talk_i == 0 ){
%res_status = "idle";
} else {
if( %obj.talk_j ==
Error("Gallery follow (idle)');

%res_status = "follow";
} else {

%res_status = "talk';
¥

}

case ''monitor':
if( %obj.-talk_i == 0 ){
%res_status = "idle";
} else {
if( %obj.talk_j == 0 ){
Error("Gallery follow');

%res_status = "follow";
} else {
%res_status = "talk';
b
3
case '‘return':
%res_status = "inactive';
case "'talk':
Error(*"Change Status: Obj.Talk_j = " @ %obj-talk_j);
iT( %obj.talk_j == 0 ){
%res_status = "enterl";
} else {
%res_status = "wait";
3 ]
case "'wait'":
%res_status = "talk";

case '"‘open':
iT( door_corridor._state $= "open" ){
iT( %obj.getDatablock() .playerinsideGalleryRoom( %client ) ){

%res_status = "‘return’;
} else {

%res_condition = "bot";

%res_status = "follow";

}
}
case "‘enterl':
iT( door_gallery.state $= "open" ){

%res_status = "'return’;
} else {
%res_status = '‘open';
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}
//END OF SWITCH

}
}

%result= %res_condition SPC %res_status;

Echo(*'Status: "

@ %obj.status @ " has changed to " @ %result );

return %result;

3

Ze pa yprjyoprn) €IMOKOIM 0L T0U KOOIKA, ITApatnpoupe TG §1g adAayég oto status:

e Bot
o

Inactive: Autd 1o status eivat 1o apxiko, nipv 1o Bot evepyorownBet arnd
tov xprjotn. To emopevo status eivat to “bot talk” 6nAadr ownv mpwn
evepyoroinon to Bot apxifel va pddet

Idle: AAAGCeL oe “bot talk” av 1o Bot Bpioketal o péon evdg povoddyou,
rat og “bot follow” oe AAAn nepirmtwon.

Monitor: Opoia pe v “bot idle”.

Follow: AAAAaCel os “bot follow” dnAadr| ouvexiel va akoAdouBel tov xprjotn.
Talk: AAAAGCe1 oe “bot monitor” otav PBpioketal otn péon evog P1OVOAdyou,
eve oe AAAn mepimwon aAAddler oe “diorama openl” dnAadn avoiyet tv
niopta tou dwpatiou pe ta ekBepata. O Adyog yia autnv v Kivnorn Oa sivat
EPPAVIG ITAPAKATR.

e Diorama

(0]

Idle: AAAager oe “diorama talk” av 1o Bot Ppioketatr ot péon evog
povodoyou, oe “diorama follow” av o povoloyog €xel teAeiwoel addd o
xprjotng efetadel eva avukeipevo (1 mAnpogopia autn Ppiokerat otnv
petaPAnt talk_j). Tédog oe aAAn mepimwon 1o status nmapapéver “diorama
idle”.

Monitor: Opowa pe 1o “diorama idle”.

Follow: Otav to Bot @udocet otov xprjotn 1o status adldader oe “diorama
talk”.

Return: Otav to Bot @tdost otov 1mpoopiopo tou 1o status adddler oe
“diorama idle”.

Talk: Av o plovoAoyog €xel tedeiwoet 1o status yivetat “diorama return”, av
oxt yivetat “diorama monitor”. Oniwg £éxoupe avageépel Kata t diapkrela
ToU povoddyou umdapxouv addemdAAnAeg addayeg petalu tou status talk
Kal monitor.

Exitl: Otav 1o Bot @tdoetl pripootd oty mopta, av n nopta tou deopatiou
TV ekOepatev eivatl avowxtn) tote 1o status yivetat “diorama exit2” aAAiwg
10 Bot npérnet va avoigel tv nopta pe “diorama open”.

Exit2: Otav to Bot fyst and to dopdatio 1o status aAddader oe “bot follow”.
Open: Otav avoiel n ropta, 1o Bot eAéyxetl v Oéon tou avatar. Av 1o
avatar Ppiloketar ¢§w amd 1o Swpdrtio ekBespdtov 1o status aAdader oe
“diorama exit2” aAAdiwg adddadel o “diorama enter2”. AnAadr) av o xprjotng
etvat €5 amno 1o depato o Bot Pyaivel kat autd eva av eivat péoa to Bot
praivel kat autod.

Enterl: Otav to Bot @tdoel prpootd oty nopta, av n rnopta tou dopatiou
TV ekOepATOV eival avoxtr) tote 1o status yivetatl “diorama enter2” aAAimg
10 Bot mpérnet va avoigel tv nopta pe “diorama open”.

Enter2: Otav 1o Bot pmnet oto dwpdatio to status addaler oe “diorama
return” kat to bot kateuBuvetar oto PdBog tou Swpatiou art’ oOrOU
ETTIOKOITEL TIG KIVI|O€1G TOU XPL|OT).

¢ Basement

(o}
(o}

Idle: Autd 1o status dev aAAdadet.
Monitor: Autd to status dev aAAadet.
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(0]

Return: Otav 1o Bot @tdoet oto onpueio omou Ba mepipével Tov Xprjotn va
Byet and 1o dopatio, 1o status addader oe “basement idle”.

e Corridor

0 Idle: Auto 10 status &ev aAdadet.

0 Monitor: Auto to status 6ev adAddet.

0 Follow: Autd 1o status 6ev aAdaletr (to Bot ouvexiler va axkoAouBei tov
xpryotn).

o Exitl: Otav 10 Bot gtdaoel pnpoota otnv nopta, av n mopta tou diadpopou
etval avowxtr) tote 1o status yivetat “corridor exit2” aAAiwg to Bot mpémnet va
avoifel v nopta pe “corridor open”.

0 Exit2: Otav to Bot Byet and tov 61ddpopio 1o status arAdader oe “bot follow”.

0 Open: Otav avoifer n mopta, 1o Bot edéyxetr tv B¢on tou avatar. Av 1o
avatar Ppioketat €§m amd tov d1ddpopo to status adAdler oe “corridor
exit2” aAAwwg aAdadel oe “corridor enter2”.

0 Enterl: Otav 10 Bot @tacel pmpootda oty rmopta Tou 6tadpopou, av n
nopta auty €ivat avoixtr) tote 1o status yivetat “corridor enter2” aAAwwg 1o
Bot mpémnet va avoigel v nidopta pe “corridor open”.

0 Enter2: Otav 1o Bot pmet oto 81abdpopo to status addaler oe “corridor
follow” xat to Bot ouvexifel va akoAouBei tov xpriotn).

e Gallery

o0 Idle: AAAaCet os “gallery talk” av to Bot Bpioketatl ot péon evog p1ovoAdyou
xrat oe “gallery idle” av o povoAoyog £xetl tedelmoet.

0 Monitor: Opolwa pe 1o “gallery idle”.

0 Follow: Autd 1o status 6ev aAdaler (to Bot ouvexiler va axkoAouBei tov
xpryotn).

0 Return: Otav 1o Bot @uacet otov mpooplopd tou to status addaler oe
“gallery idle”.

0 Talk: Av 0 povoloyog €xel tedeiwoel 1o status yivetar “gallery enterl”, av
oxt yivetatl “gallery wait”. Eme1dr] o povoloyog Aapfavel xopa ¢€® aro to
dwpdtio pe toug mivakeg, avaykalopaote va elodyoupe to véo status wait
avti yia to monitor.

0 Wait: Ene1dn) 1o status yivertar “gallery wait” povo otav pidd to Bot to
eropevo status eivar navia “gallery talk”.

0 Open: Otav avoi§el n mopta, 1o Bot edéyxer v O¢on tou avatar. Av o
avatar Ppioketatl ¢ amnd 1o Swpdrtio mvakev to status adddaler os “bot
follow” aAAiwg aAAddlet oe “gallery return”.

0 Enterl: Otav 1o Bot @taoel prnpootd otnv opta, av 1 rmopta tou depatiou

TRV IMVAK®V eival avowxtr) tote 1o status yiverat “gallery return” aAAiog to
Bot nipémet va avoi§el tnv niopta pe “gallery open”.
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7.4: 'EAeyxog O¢ong tou avatar

H texvnt) vonpoouvn g e@appoyng €Xel 2 ouolaotikoug €A£yxXoug yla tnv B¢on tou
avatar: o peTog £€AeyXog £ival OUOLAOTIKA ®G P0G To OO0 Kovid Ppioketatl o avatar oto
Bot, kat xpropeuvet yia va addddetl 1o idle status oe monitor status (6ndadr) va orpépetat
10 Bot mpog v kateuBuvon Ttou Xprjotrn) eve o Oeutepog e§etdlel o 1010 dOPATIO
Bpioketal o xprotng (kabwg oe kABe dopatio o1 Aettoupyieg tou Bot aAdadouv).

O npwtog €Aeyxog Uloroteital &g e8ng:

// monitor check: Only when the bot is idle...
if( %status $= "idle" ){
%player = %client.player;
%player_xform = %player.getTransform();
%sub_vector = VectorSub( %obj.getPosition(), %player_xform );
%distance = VectorLen( %sub_vector );
if( %distance < $monitor_maxDistance ){
Echo(*'Entering Monitor mode.');
%obj.status = %condition SPC "monitor’;

}

3
// and the opposite...
if( %status $= "monitor" ){
%player = %client.player;
%player_xform = %player.getTransform();
%sub_vector = VectorSub( %obj.getPosition(), %player_xform );
%distance = VectorLen( %sub_vector );
if( %distance > $monitor_maxDistance ){
Echo("Exiting Monitor mode.');
%obj.status = %condition SPC “idle";
b
ks

‘Etot, av i1 2n A¢8n tou status eivat “idle” 1ote edeyxetal n arnootaocn petasu tou avatar Kkat
tou Bot. Av n anoctaon autr) eival PKPOTEPN Ao P1a TP IOV OW{ETal OtV ayKoopd
petaPAnt) monitor_maxDistance tote 10 status allader oe “monitor”. AvtiBeta, av to
status eivat 16n “monitor” tdte €AéyxXetal Kal mAAl 1 AnOOTAOT KAl Av gival PeyaAutepn
arno v monitor_maxDistance tdte 1o status aAAdler oe “idle”.

O beUtepog €Aeyxog UAoroteital wg e§rg:

function Showbot::playerinsideRoom( %this, %client, %room ){
%player = %client.player;
%player_xform = %player.getTransform();
%pl_x = getWord(%player_xform, 0);
%pl_y = getWord(%player_xform, 1);
%pl_z getWord(%player_xform, 2);

switch$(%room) {
case "‘diorama':
%bound_min_x
%bound_min_y
%bound_min_z
%bound_max_x
%bound_max_y
%bound_max_z
case ''staircase':
%bound_min_x
%bound_min_y
%bound_min_z
%bound_max_x
%bound_max_y
%bound_max_z
case '‘corridor':
%bound_min_x = $corridor_bound_min_x;

$diorama_bound_min_x;
$diorama_bound_min_y;
$diorama_bound_min_z;
$diorama_bound_max_x;
$diorama_bound_max_y;
$diorama_bound_max_z;

$staircase_bound_min_x;
$staircase_bound_min_y;
$staircase_bound_min_z;
$staircase_bound_max_x;
$staircase_bound_max_y;
$staircase_bound_max_z;
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%bound_min_y
%bound_min_z
%bound_max_x
%bound_max_y
%bound_max_z
case “'gallery":
%bound_min_x
%bound_min_y
%bound_min_z
%bound_max_x
%bound_max_y
%bound_max_z
//END OF SWITCH

$corridor_bound_min_y;
$corridor_bound_min_z;
$corridor_bound_max_x;
$corridor_bound_max_y;
$corridor_bound_max_z;

$gallery_bound_min_x;
$gallery_bound_min_y;
$gallery_bound_min_z;
$gallery_bound_max_x;
$gallery_bound_max_y;
$gallery_bound_max_z;

}

iTC ( %pl_x > %bound_min_x ) && ( %pl_x < %bound_max_x ) &&

( %pl_y > %bound_min_y ) && ( %pl_y < %bound_max_y ) &&

( %pl_z > %bound_min_z ) && ( %pl_z < %bound_max_z ) ){
return 1;

}

return O;

}

Avaloywg to Oplopa room, ermtdéyovral ol KataAAnAeg petaPAntég yia ta opla tou dwpatiou
otoug dagoveg X,Y kat Z PAcEl TV AVIIOTOX®V ITAyKOOPeV petaPAntov. Av n 6gon tou
xprjotn Ppiloketal péoa ota 0pla tou vorntou tplodiactatou opboywviou rmou opifovratl aro
1a rapandave opla tote n InsideRoom ermotpépet 1.
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7.5: H ouvaptnon activate

Onwg ta urddourta adAnAermdpaotikd avukeijleva g e@appoyrg, £tot kat to Bot propet
va evepyorolnOet and tov xprjotn. [a v akpifela, ipv evepyoroBel patn @opd arto
Tov Xprjotn 1o Bot eivat inactive, 6nAadr) ev kavet tinota. Otav evepyortownOei, kaAeitatl
Think pe oplopa petadu aAdev tov handle tou meddtn nou to evepyoroinoe. Autd onpaivet
ot aro 6w Kat répa to Bot Ba pddetl, Ba akoloubel kat Ba eAdyxel povo tov reddtn auto.

‘Otav 10 Bot tpéxetl 1161 v ouvdpinon think, evepyoroinon tou kalei v getNextState oe
niepimwon 1mou 1o Bot Bpioketatl oe pla ano ug «mabnukeg» kataotaoelg (idle, monitor,
wait). Autd eivar 1dlaitepa xprioipo oe povodoyoug tou Bot, kaBwg evepyortoinon tou
ermortieudel o teAog g katdaotraong talk. O Adyog mou Oev propei o Xprjotng va
evepyorior)joet to Bot 6tav auto kwveitat (kataotaoslg onwg ot return, follow kAr.) eivat
ylati rpéretl va odokAnpwoetl v dadpopr) tou mptv va priopeost va addadel kataotaon,
€10aAAwg ta anoteAéopata Oa eivatl anpoPAerta.

function ShowBot::Activate(%this, %obj, %client){
%obj.client = %client; // the bot now "belongs"™ only to one client. It will
only interact with this client, until a new client activates it.
Y%status = getWord(%obj.status, 1);
if( ( %status $= "inactive” ) || ( %status $= "idle" ) || ( %status $= "monitor” ) || (
%status $= "wait" ) ){
%obj.status = %this.getNextState( %obj, %client );
%this.think( %obj, %client );
3
bs

7.6: H ouvaptnon think

Zinv kapdid ng teEXVNTNG vonpoouvng Bpioketal n ouvdaptnon think. KaAesitat mpotn gpopa
ano v activate kat katormv kaldei tov eautd g ava 10 deutepolderta pe Xprjon g
schedule.

Av 10 Bot xwveitat (dnAadn 1o status eivatl return 1) follow), tote eAéyxetatl n opalr) Kivnor
tou. Av éxel Bpet eprodio kar dev propei va rkivnOel (6ndadny n evioAr) checkStuck
ermotpeyetl 1) tote adddder kateubuvon pe v correctDirection. H correctDirection
ermotpépel 1 oe mepimworn nou to Bot €xel graocel otov meploplopo tou, orote adAadetl o
status otnv enopevn Kataotaon.

O endpevog £Aeyxog eival eAeyxog dapatiou oto oroio Ppioketat o avatar. Av o Xprjotng
pret oe €va dopdtio kKat 1o status tou Bot eival “bot follow” (dnAadr) mpémet va akoAouBet
Tov Xprjotn), Tote 1o status aAAddel oe KATO10 TIOU avilotoixei oe status eo0odou oto ev
Adyw dopato. Opola, av 1o Bot Bpiloketal os éva dopdatio kat o avatar Byet and auto, tote
10 status aAAdadel oe autd rou avriotoxel oe status e§66ou aro auto to dwparto. Eaipeon
o’ auto eivat av 1o Bot eival oe kataotaon petafaong (enterl, enter2, open, exitl, exit2),
ortote dev unapxel €Aeyxog dopatiou.

O enodpevog €deyxog eivat 1 evaddayr) petafy monitor kat idle, rou efaptdrat anod v
artdotaon petadu Bot kat avatar. O €Aeyxog autdg riapouvotaoctnke otov tprpa 'EAgyxog
Osong tou avatar.

Metd and 6An tv mposrolpacia autr), UTtapXetl o €AeyxXog tou status péoa arnd tov oroiov
vldorolouviatl ol evepyetleg avadoya pe tig 2 Aédelg tng petaBAntng status, énwg avaluoape
oto turjua H évvola tou Status. ['a Adyoug okovopiag xapou, e Ba avaducoupe kabe
status, aAAd povo ta 1o evdlagpépovia onpeia:
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o Idle: dsv untdpxel kaBoAou kwd1kag ya autd 1o status, kabBwg 1o Bot urmotiBetat
ou eivat avevepyo. H idle aAAddel oe monitor pie tov €¢Aeyxo B¢ong tou avatar rou
avaAvuoape naparndve. H idle diatnpel avutr) ) poper) ave§aptitog g 105 Agdng
Tou status.

e Monitor: kaleital povo n Pondnukr ouvdaptnorn monitor n omoia orpe@el 1o Bot
npog TV Kateubuvorn tou xprjotr). H monitor adddader oe idle av o avatar
arnopakpuvOel oAU aro to Bot. H monitor Siatnpel autn) ) poper aveSaptr|tog
g 1ns Aedng tou status.

e Talk: o povoAoyog tou bot Bacifetat oe évav dio6idotato mivaka and atarkeg. Ot
«YPAPPEG» TOU ITIVAKA AUTOU ArtoteAoUV {eEX®P1oTd OUVOAA AITO ATAKEG ITOU ITPEITEL
va emebouv pe ) ogpd. [a v avayveon Tou mivaka autou XProtoIiotouvial ot
petaPAnteg talk i kat talk j (ypappég kat otdeg avtiotowxa). KaBe kAron tng talk
onpaivel o6t o Bot mpémetl va metl v enopevn atdka, yU avtd Kat au§averal 1o
talk_j katd 1. Av €éXouv TEAE1DOEL 1] ATAKEG OV TPEXOUCA YPARL), tote 1o Bot bev
paet, pndevifovial apgotepa ta talk i kat talk j kat aAAddetr to status. Av dev
€X0UV TeAE1MOEL 01 atdKeg tote Kaleital n writeHint rmou avaAtoape oto okédog 4.5
Kal ypdgetl v Ip€Xoucd ataka otrv o0ovn tou xprjotr. Katoémv adAdadetl 1o state
oe monitor Kat ylia va ouvexioel va pAd to Bot mpoypappatidetatl pe Xprion g
schedule va adAdadel kat aAl o state and monitor oe talk. Zinv nepimwon tou
“gallery talk” 1o state aAAddel oe wait avti yia monitor.

e Bot_talk: autr) eival pa e1d61kn niepintoor g talk mou xpetadetal pia eKteveotepn
eSnynon. H epappoyr) Sexkva pe to Bot va {ntd aro tov xprjotn evav o@payliopévo
@daxelo. Autd eivatr n 10 ypapprn otov mivaka bot_quote. Aol tedewwoest tov
povoAdoyo autov to talk i aAddder oe 2 kal €10l av enavevepyorownBei 1o Bot tote
Serva T 2" ypappr) arod AtdKeg, IOU EVIIHEPOVOUV TOV XPI|otn OTl Hev €XEl TO
KatdAAnAo @arelo. Otav tedeiwoel Kat pe autov tov povodoyo, to talk i mapapévet
2, pe anotedeopa kabe mpoortdbela 1ou xprjotn ouvavia v idla oBevapr| apvnon
artd 1o Bot. O povog tpodrog va addader 1o talk i oe 3 eival va evepyororjoet o
xXprjotng 1o Bot ) otypr) mmou €xel oto inventory tou Tov o@Paylopévo @AKeAo. Xe
auvtnv v nepimewon to Bot Agel v 30 ypappr) tou mivaka bot_quote dnAadn
ouyxaipel TOV XPIOoTn KAl TOV eVNHEPMVEL OTL 11 Sevdynor propel va apxioet.
Katomv pndevidovrat ta talk_i, talk j xat aAAddet to status.

¢ Follow: yia va akolouBrjoel to avatar tou xprjotr], 1o Bot apkei va Bpet tv OB¢on
Tou avatar kat kadei v PondOnuikn ouvdapinon goTo. Av autr emotpeyet 1 101E
auto onpuaivel ot 1o Bot éxel mmAnoidoet moAu otov xXprjotn Kat addadet o status.
Ewg 6tou n goTo esmotpewetr 1 to Bot Ba xkiveitat mpog tov xprjotn. H follow
dlatnpei avtr) ) popen avedapt)teg tng 118 Aé€ng tou status.

e Return: opowa pe v follow pe 1w dwagpopa out n B¢on mpog Vv oroia
KateuBuvetal 1o bot eivatl otabepr| kat e§aptatat and 1o dwpdrtio (6nAadn v 1n
A¢8n tou status).

e Enterl, Enter2, Exitl, Exit2: opowa pe v follow pe ) dragpopda ot ) 6€on npog
Vv oroia kateuBuvetat to bot eivatl otabepr) kat e€aptarat and 1o dopdrtio (6nAadrs)
v 10 Aé€n tou status). O1 BEoelg autég eivatl Kovid otnv mnopta, eite £§w eite péoa
arnd 1o ev Aoy® depdtio.

e Open: anAd kaleital n activate pe 6plopa v ropta 1ou mnpernet va avoiget to Bot.
H nopta avty) e§aptatatl ano 1o dwpdatio (dnAadn tnv 1n Aéén tou status). To status
tou Bot aAddader poAig to state wng moptag yiver “open” dnAadr] n mopta eivai
AVO1XTL).

e Wait: 6potla pe v monitor.

H ouvdpmon tedeiwdver pe rAnon g schedule pe opiopa v idwa v think. Etot
e€aopaldifetal 611 0g 1TaKTtA Xpovika Sractpata to Bot Ba esAéyxer kat Ba uloroiei Tg
Aettoupyieg tou.
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function ShowBot::think(%this, %obj, %client){
%condition = getWord(%obj.status, 0);
Y%status = getWord(%obj.status, 1);
//Echo(*'think: " SPC %condition SPC %status );

// stuck check: Only when the bot is moving...
if( ( %status $= "go" ) || ( %status $= "return™ ) || ( %status $= "follow" ) ){
iT( %this.checkStuck( %obj ) ){
if( Wthis.correctDirection( %obj ) ){
%this.changeState( %obj, %client );
b
T
T

// diorama exit check: Only if %condition is "diorama"
if( %condition $= "diorama" ){
if( ( %status 1$= "exitl" ) && ( %status !$= "exit2" ) && ( Y%status !$= "open™ ) && (
%status 1$= "enterl" ) && ( %status !$= "enter2" ) ){
iT( '%obj.getDatablock() -playerlInsideDioramaRoom( %client ) ){
%obj.status = "diorama exitl";
3

}
}

// diorama enter check: Only if %condition is "bot follow"
iT( ( %condition $= "bot" ) && ( %status $= "follow" ) ){
iT( %obj.getDatablock() -playerInsideDioramaRoom( %client ) ){
%obj.status = "diorama enterl";
}
}

// basement exit check: Only if %condition is "basement"
if( %condition $= "basement™ ){
iT( %obj.getDatablock().playerinsideStaircaseRoom( %client ) ){
%obj.status = "bot follow";
3
3

// basement enter check: Only if %condition is "bot follow"
if( ( %condition $= "bot" ) && ( %status $= "follow" ) ){
if( %obj.getDatablock() .playerinsideStaircaseRoom( %client ) ){
%obj.status = "basement return';
b
b

// corridor exit check: Only if %condition is "corridor"
iT( %condition $= "corridor" ){
if( ( %status 1$= "exitl" ) && ( %status !1$= "exit2" ) && ( %status !$= "open™ ) && (
%status 1$= "enterl” ) && ( %status !$= "enter2" ) ){
iT( %obj.getDatablock() .playerinsideCorridorRoom( %client ) ){
%obj.status = "corridor exitl";
b

}
}

// corridor enter check: Only if %condition is "bot follow"
if( ( %condition $= "bot" ) && ( %status $= "follow" ) ){
iT( %obj.getDatablock() .playerinsideCorridorRoom( %client ) ){
%obj.status = "corridor enterl™;
b
b

// gallery exit check: Only if %condition is "gallery"
iT( %condition $= "gallery" ){
Error(""Player left gallery!");
if( ( %status 1$= "exitl" ) && ( %status !$= "exit2" ) && ( %status !$= "open” ) && (
Y%status 1$= "enterl” ) && ( Y%status !$= "enter2" ) ){
iT( %obj.getDatablock().playerlinsideGalleryRoom( %client ) ){
// special addition because the "talk' state is done OUTSIDE the gallery room
if( ( %status 1$= "talk” ) && ( Y%status !$= "wait" ) ){
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%obj.status = "gallery exitl";
}
}
}
}

// gallery enter check: Only if %condition is "bot follow"
if( ( %condition $= "bot" ) && ( %status $= "follow" ) ){
iT( %obj.getDatablock() .playerinsideGalleryRoom( %client ) ){
Error(*"Player inside Gallery room!");
%obj.status = ""gallery enterl";
3
3

// monitor check: Only when the bot is idle...
if( %status $= "idle" ){
%player = %client.player;
%player_xform = %player.getTransform();
%sub_vector = VectorSub( %obj.getPosition(), %player_xform );
%distance = VectorLen( %sub_vector );
if( %distance < 10 ){
Echo(*'Entering Monitor mode.');
%obj.status = %condition SPC “monitor™;

}

3
// and the opposite...
if( %status $= "monitor" ){
%player = %client.player;
%player_xform = %player.getTransform();
%sub_vector = VectorSub( %obj.getPosition(), %player_xform );
%distance = VectorLen( %sub_vector );
if( %distance > $monitor_maxDistance ){
Echo("Exiting Monitor mode.');
%obj.status = %condition SPC “idle";
b
b

if( %condition $= "bot" ){
switch$ (%status) {
case "idle":
// do nothing, apparently
case "'monitor':
%this.monitor( %obj, %client, 0 );
//%obj .getDatablock() -turnTo( %obj, %target );
case "'talk':
// this is the only way the bot will proceed to talk_state 3
if(C ( %obj.talk_ 1 == 2 ) && ( %obj.-talk_j == 0 ) && ( %client.inventory ) && (
%client. inventory.getDatablock() == DB_envelope_sealed.getID() ) ){
%client.inventory = 0;
commandToClient( %client, "setGUlbitmap®, "GunSight",
"control/client/ifaces/pointer.png');
%obj.-talk_i = 3;

%this.monitor( %obj, %client, 0 );
%obj.-talk_j = %obj.talk_j + 1;
Echo("Talk (i,j) = " @ %obj.-talk_i SPC %obj.talk_j );
if( $bot_quote[ %obj.talk i, %obj.talk j ] $= """ ){
if( %obj.-talk_i == 1 ){
%obj-talk_i = 2;
%obj.talk_j = O;
%this.changeState( %obj, %client );
} else if( %obj.talk_i == 2 ){
%obj.-talk_i = 2; // only one thing can change this talk_status
%obj.-talk_j = O;
%this.changeState( %obj, %client );
} else if( %obj.talk_i == 3 ){
%obj.-talk_i = 0;
%obj-talk_j = O;
%this.changeState( %obj, %client );

}
} else {
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// emotes add-on
if( %obj.talk_j == 1 ){
if( %obj.-talk_i == 1 ){
%obj .setActionThread(*'celwave');
} else if( %obj.-talk_i == 2 ){
%obj .setActionThread(*'death5™);
} else if( %obj.talk_i == 3 ){
%obj .setActionThread(*'death4™);
3

commandToClient( %client, “writeHint", $bot_quote[ %obj.talk i, %obj.talk j ]

%this.changeState( %obj, %client );
%this.schedule(4500, "changeState™, %obj, %client);

case "follow":
%player = %client.player;
%target = %player.getTransform();
//Echo( "The player is at " @ %target );
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );
Echo(*'Stopped following.');

}
// END OF SWITCH
}

iT( %condition $= "diorama" ){
switch$ (%status) {
case "idle":
// do nothing, apparently
case "monitor':
%this.monitor( %obj, %client, 0 );
case "talk™:
%this.monitor( %obj, %client, 0 );
%obj.talk_j = %obj.talk_j + 1;
Echo("Talk (i,j) = " @ %obj.talk_i SPC %obj.-talk_j );
if( $diorama_quote[ %obj.-talk i, %obj.-talk j ] $= """ ){
%obj.-talk_i = O;
%obj.talk_j = O;
%this.changeState( %obj, %client );
} else {
commandToClient( %client, “writeHint", $diorama_quote[ %obj.talk_i, %obj.talk_j
D;
%this.changeState( %obj, %client );
%this.schedule(4500, "changeState"™, %obj, %client);

case "follow":
%player = %client.player;
%target = %player.getTransform();
//Echo( "The player is at " @ %target );
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Stopped following.'");
b
case ''return':
%target = $diorama_monitor;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Stopped returning.');

case “'exitl":
%target = $diorama_inside;
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );

case "'exit2":
%target = $diorama_outside;
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%result = %this.goTo( %obj, %target );

iT( %result ){
%this.changeState( %obj, %client );

3

case "‘open':

// the bot can unlock all doors in the museum

iT( door_diorama.state $= "locked" ){
door_diorama.state = "closed";

iT( door_diorama.state $= "closed" ){
%obj .setActionThread(‘'death2');
door_diorama.getDatablock() .activate( door_diorama, %client);

3

iT( door_diorama.state $= "open" ){
%this.changeState( %obj, %client );

b

case "‘enterl':

%target = $diorama_outside;

%result = %this.goTo( %obj, %target );

iT( %result ){
%this.changeState( %obj, %client );

case ‘'‘enter2":
%target = $diorama_inside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );

}
// END OF SWITCH
}

if( %condition $= "basement" ){
switch$ (%status) {
case "idle":
// do nothing, apparently
case "'monitor':
%this.monitor( %obj, %client, 0 );
case '‘return':
%target = $staircase_monitor;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Started waiting.");

}
// END OF SWITCH
}

iT( %condition $= "corridor" ){
switch$ (%status) {
case "idle":
// do nothing, apparently
case "monitor':
%this.monitor( %obj, %client, 0 );
case "‘return':
%target = $corridor_monitor;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Started waiting.");

W]

case "follow":
%player = %client.player;
%target = %player.getTransform();
//Echo( "The player is at " @ %target );
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Stopped following.'");

case "exitl":
%target = $corridor_inside;
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%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
3
case “'exit2":
%target = $corridor_outside;
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );
b
case "'open':
// the bot can unlock all doors in the museum
iT( door_corridor.state $= "locked" ){
door_corridor.state = "closed";
3
if( door_corridor.state $= "closed" ){
%obj .setActionThread("'death2'™);
door_corridor.getDatablock() -activate( door_corridor, %client);

if( door_corridor.state $= "open" ){
%this.changeState( %obj, %client );

case '‘enter0':
%target = $corridor_inside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
b
case "‘enterl':
%target = $corridor_outside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );

case ‘'‘enter2":
%target = $corridor_inside;
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );

}
// END OF SWITCH
}

iT( %condition $= "gallery" ){
switch$ (%status) {
case "idle":
// do nothing, apparently
case "monitor':
%this.monitor( %obj, %client, 0 );
case '‘return':
%target = $gallery_monitor;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );
Echo(*'Started waiting.");

W]

case "'talk':
%this.monitor( %obj, %client, 0 );
%obj.-talk_j = %obj.talk_j + 1;
Echo("Talk (i,j) = " @ %obj.-talk_i SPC %obj.talk_j );
if( $gallery_quote[ %obj.talk_ i, %obj.talk _j ] $= "" ){
%obj.talk_i = O;
%obj.-talk_j = 0O;
Error(*'Dialog End™);
%this.changeState( %obj, %client );
} else {
commandToClient( %client, “writeHint", $gallery_quote[ %obj.talk_i, %obj.talk_j
D:
%this.changeState( %obj, %client );
%this.schedule(4500, "changeState", %obj, %client);
bs
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}

}

}

case "'wait":
%this.monitor( %obj, %client, 0 );
case "follow":
%player = %client.player;
%target = %player.getTransform();
//Echo( "The player is at " @ %target );
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );
Echo(*'Stopped following.'");
b
case "'exitl":
%target = $gallery_inside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );

case “'exit2":
%target = $gallery_outside;
%result = %this.goTo( %obj, %target );
if( %result ){
%this.changeState( %obj, %client );
b

case "'open':
// the bot can unlock all doors in the museum
if( door_gallery.state $= "locked" ){
door_gallery.state = "closed";

3
if( door_gallery.state $= "closed" ){
%obj .setActionThread(*'death2');
door_gallery.getDatablock().activate( door_gallery, %client);
3
if( door_gallery._state $= "open" ){
%this.changeState( %obj, %client );

case ''‘enterl’:
%target = $gallery_outside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );

case "'‘enter2':
%target = $gallery_inside;
%result = %this.goTo( %obj, %target );
iT( %result ){
%this.changeState( %obj, %client );

}
// END OF SWITCH

%this.schedule($think_interval, "think', %obj, %client);
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7.7: BonOntukreg ouvaptroclg

la ug avaykeg g kivnong tou Bot unapxouv ot Ponbnukég ouvaptrjoelg goTo,
checkStuck, correctDirection.

H ouvapmon goTo 6ivel eviodn) va kivnBei to Bot mpog éva onpeio oty epappoyr) (eite
auto 1o onpeio eival otabepd eite Kvoupevo omwg o xpriotng). H goTo umoAoyiler to
6tavuopa petadu tou Bot kat tou onpeiou-otoxou, KAl KAtaokeudlel éva diavuopa 1ou
eival unodaipeon autou. Etot, peta§u 6uo kAnoswv g think to Bot kaleitat va kiwvnOet
POVOo Jla PKPI anootaor mpog 1o onpeio-otoxo. Emiong os nepimoon mou 1o Bot @tdoet
MOAU KOVIA O0t0 OTOX0 ToU (n €Adxiotn anootaocn opifetatl otg maykoopieg petaPAnteg
$follow_minDistance av akoAlouBei tov avatar kat $goTo_minDistance av to onpueio sivai
otatko) tote 11 goTo ermotpépet 1 ermurpéroviag oty think ouvdaptnon va avtidAneBei ot 10
Bot ¢@taoe kat va aAAdder to status.

function ShowBot::goTo(%this, %obj, %target){
//Echo(*'Target = " @ %target );
%obj.target = %target;

// determine the distance between target and object

%sub_vector = VectorSub( %obj-getPosition(), %target );

%distance = VectorLen( %sub_vector );

//Echo( "Distance between "™ @ %obj @ " and (" @ %target @ ') is " @ %distance @ ' and
the sub_vector is " @ %sub_vector );

iT( getWord(%obj.status, 1) $= "follow" ){
%min_distance = $follow_minDistance;

} else {
%min_distance = $goTo_minDistance;

b

if( %distance < %min_distance ){
// reached destination: inform the calling function
Echo(*'Destination reached");
return 1;
} else {
// continue moving
%move_step = VectorScale( %sub_vector, 0.5 );
while( VectorLen( %move_step ) > 5 ){
%move_step = VectorScale( %move_step, 0.5 );

}

%temp_target = VectorSub( %obj.getPosition(), %move_step );

%obj.temp_target = %temp_target;

Echo( "The move_step is: " @ %move_step @ " and the temp_target is: " @ %temp_target );
%obj - setMoveDestination( %temp_target );

return O;

}

H ouvdaptmon checkStuck eAéyxetr av 1o Bot exel kavel pa edaxiotn anootaon amnod v
mponyoupevr @opd mou rANOnke n checkStuck (n checkStuck kalAeitatl péoa oty think).
EAéyxovtat Aoutdv ot arootacelg petay v onpeiov mou owdovial otg Bondnuikég
petaPAntég last_position katl current position. Av 1 anootaorn toug eival pkpotepn aro
VvV T g raykooptag petaPAnig stuck maxDistance tote ermotpégetr 1 oty think
ortote rpérnet va kAnBet n correctDirection ywa va yivouv nipoortaBeieg va ekoAArnoet amno
TO ONPEI0 TTOU €XEL OTAPATL|OEL.

function ShowBot: :checkStuck(%this, %obj ){
%obj.last_position = %obj.current_position;
%obj.current_position = %obj.getPosition();

%obj pos = %obj.getPosition();
%obj x = getWord(%obj pos, 0);

112




%obj_y = getWord(%obj_pos, 1);
%obj z = getWord(%obj pos, 2);

%last_pos = %obj.last_position;

Y%tar_x = getWord(%last_pos, 0);
%tar_y = getWord(%last_pos, 1);
%tar_z = getWord(%last_pos, 2);

%sub_vector = VectorSub( %obj_pos, %last_pos );

%distance = VectorLen( %sub_vector );

//Echo( "Distance between current position and last position is " @ %distance @ " and
the sub_vector is " @ %sub_vector );

if( %distance < $stuck_maxDistance ){
Echo( "Bot Stuck.™ );
return 1;

return O;

}

H ouvdpinon correctDirection aAldadel tov otdxo mpog tov oroio Kiveitat to Bot, kat tov
tortoBetel oe KArolo aAdo onpeio rou srmAéyetatl oxedov tuxaia. Apou eleyxOei ot to Bot
Oev £xel @Taoel akOpa OToV IPOOPIoHO TOU, 0 OTOX0G petakiveital katd -20% g 20% tng
andéotaong tou aro to Bot oto eminedo XY kat diveral eviodr) oto Bot va xkivnBei ripog tov
véo otdxo. Av 0 véog otoxog ermAexOnke eopadpeva, Oa Savaermorpeéyet n checkStuck 1
ouv endpevn KAnon g think omdte Ba xkAnOei n correctDirection kat mdaAt ywa va
BoK11A0EL VEO OTOXO.

distance«40%

[ =5

@

B

B.‘:’t distance Target 8
L) .

Y

o

R

EIKONA11l: H AEITOYPIIA THX CORRECTDIRECTION
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function ShowBot::correctDirection(%this, %obj ){
// We currently do not need to search for an alternative Z-position

%X

%y
%z

getWord(%obj - target, 0);
getWord(%obj - target, 1);
getWord(%obj . target, 2);

%bot_pos = %obj.getPosition();
%bot_x = getWord(bot_pos, 0);
%bot_y = getWord(bot_pos, 1);
//%bot_z = getWord(bot_pos, 2);

%sub_vector = VectorSub( %bot_pos, %obj.target );

%distance = VectorLen( %sub_vector );

//Echo('Distance between " @ %sub_vector @ " and " @ %obj.target @ " is " @ %distance @
(" @ %sub_vector @ '").");

iT( getWord(%obj.status, 1) $= "follow" ){
%min_distance = $follow_minDistance;

} else {
%min_distance = $goTo_minDistance;

3

if( %distance < %min_distance ){
Echo( %obj -getDataBlock().getName() @ ', time to stop!" );

return 1;

//%obj .setMoveDestination( %bot_pos );
} else {

%rndl = ( getrandom(40) - 20 ) / 100;

%rnd2 = ( getrandom(40) - 20 ) / 100;

//%rnd3 = getrandom(20) - 10;

%new_x = %x + %rndl * %distance;

%new_y = %y + %rnd2 * %distance;

//%new_z = %z*( 100 + %rnd3 )/100;

%new_direction = %new_x SPC %new_y SPC %z;
//Echo( %obj .getDataBlock().getName() @ " will now move to "™ @ %new_direction );
%obj - setMoveDestination( %new_direction );
b
bs

H ouvdptnon monitor kaleitatr 6tav 1o Bot €xel wg 27 A¢€n tou status tou 1 Aéln
“monitor” 1 “talk”. Eme1dr] 1o Bot mpémnel va kottd tov Xprjotr 6tav tou piAd 1) otav Tov
napatnpei, 1 monitor kaleitat ava pikpotepa dwaotrpata aro v think. 'Etol, kaAeitat
KaPe 0.5sec kat e§akodroubel va kaldel avadpopikd tov eautd g €S O0ToU €pBet 1 oty
va kAnBei n think. Av to status sivair akdépa monitor, tote n think 8a {avakaAéoest v

monitor ou Oa tpéxel pEXpPt v endpevn KAnon g think k.o.x.

function ShowBot::monitor(%this, %obj, %client, %time){
if( ( getWord(%obj.status, 1) $= "monitor™ ) || ( getWord(%obj.status, 1) $= "talk™ )

iT( %time < $think_interval ){
%player = %client.player;
%this.turnTo(%obj, %player.getTransform() );
%time = %time + 50;
%this.schedule(50, "monitor™, %obj, %client, %time);

b

3
bs
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H ouvapton turnTo O¢tet 1o rotation tou Bot €tol wote va eivat orpappévo rpog 1) B¢on
Tou avatar. Me Xprjon g IPIY®VOUEIPIKIG OUVAPTNONG mAtan autd ermrtuyxdavetatr pe
eAax10teg YypappeS KOdika.

function ShowBot::turnTo(%this, %obj, %target){
%obj_xForm = %obj.getTransform();
%obj_x = GetWords(%obj_xform,0);
%obj_y = GetWords(%obj_xform,1);

Y%target_x = GetWords(%target,0);
Y%target_y = GetWords(%target,1);

//Echo( %obj .getID() @ " looks at (" @ %target_x @ ", " @ %target.y @ ")");
%d_x = %target_x - %obj_x;
%d_y = %target_y - %obj_y;

%turn = mAtan(%d_x, %d_y);

%new_obj_xFform = GetWords(%obj_xform,0,2) SPC "0 O 1" SPC %turn;

//Echo( %obj.getID() @ "™ turns by ™ @ %turn @ . (d_x d_y) = (" @ %d_x SPC %d_y@ "")");
//Echo( %obj @ ' turns by "™ @ %turn);

//Echo( "New Xform is " @ %new_obj xform);

%obj .setTransform(%new_obj_xform);
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BipAloypagia - IotooeAideg

3D Game Programming all in one (Kenneth Finney)
Advanced 3D Game Programming all in one (Kenneth Finney)

GarageGames (http://www.garagegames.com)

Hall of Worlds (http://www.hallofworlds.com)

Games Blog (http://www.jamestadeo.com/blog games/)

Torque Tutorials (http://holodeck.st.usm.edu/vrcomputing/vrc_t/tutorials/)
Minions of Mirth Game (http://www.prairiegames.com/)

Wikipedia: Torque Game Engine
(http:/ /en.wikipedia.org/wiki/Torque Game Engine)
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