Actor

Code
enum

{

ACTOR_UNKNOWW,
ACTOR_FLOOR,
ACTOR_OBJECT,
ACTOR_HOUSE,
ACTOR_VEHI CLE,
ACTOR_PERSON,
ACTOR_LI QUI D,
ACTOR_VI RTUAL,
ACTOR_FI REOBJECT,
ACTOR_PATH,
ACTOR_FORCEFI ELD,
ACTOR_FORCEVOLUME,
ACTOR_TRI GGER,
ACTOR_STREET,
ACTOR_OPEN_HOUSE,
ACTOR_SPAWKPO NT,
ACTOR_DETAI LPOLYGON,
ACTOR_WAI TI NGPOI NT,
ACTOR_ANBI ENTPOLYGON,
ACTOR_BRI DGEI NSTALLPO NT,
ACTOR_STOPPI NGPOI NT

b
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enum

{

TARGET _ANY,

TARGET_EQUI PMENTDOOR,
TARGET_SHEARSDOCR,
TARGET_PASSENGERDOCR,
TARGET_REARDOCR,

TARGET_FI REHOSE_HOOKUP,
TARGET_ENG NE,
TARGET_EXTI NGUI SH,
TARGET_ENG NE_EXTI NGUI SH,
TARGET_AXE,

TARGET_CHAI NSAW
TARGET_ENTRANCEDOCR,
TARGET_MEGAPHONE_DI STANCE,
TARGET_DLK_BASKET,
TARGET_LOADUP,
TARGET_ENTRY_W NDOW PARKI NG,
TARGET_DLK_BASKET_BASE,
TARGET_TREATMENT,
TARGET_UNLOAD,
TARGET_ENTRY_W NDOW
TARGET_| NSTALL_FGRB,
TARGET_SHOOT,
TARGET_FOLLOW
TARGET_DLK_EXTI NGUI SH,
TARGET_UNLOAD_TFMB,
TARGET_FLAVE_EFFECT,
TARGET_CROSS_BRI DGE,
TARGET_OPPOSI TE_BRI DGE,
TARGET_EXTI NGUI SH_PERSON,
TARGET_PONTON_BRI DGE,
TARGET_TOUCHPERSON,
TARGET_USE,
TARGET_OBJECTSURFACE,
TARGET_FREE_CONNECTOR,
TARGET_RANDOM
TARGET_HOUSE_SAFE_DI STANCE,

TARGET _MAX
b
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enum Terrai nd ass

{

TERRAI N_ANYTHI NG
TERRAI N_CAR,

TERRAI N_TRUCK,

TERRAI N_OFFROAD,
TERRAI N_TRACKVEHI CLE,
TERRAI N_BOAT,

TERRAI N_SHI P,

TERRAI N_DI VER,

TERRAI N_Al RPLANE,
TERRAI N_Cl VI LI AN,
TERRAI N_SQUAD,

TERRAI N_SQUADCAR,
TERRAI N_HEL| LANDI NG,
TERRAI N_ANI MAL,
TERRAI N_VI RTUALFLOOR,
TERRAI N_TRAFFI C,

TERRAI N_NUMCLASSES

b
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Code

cl ass Act or
{

const char *Get Nanme() ;
Vi rtual Vect or Get Posi tion() const;
vi rtual voi d Set Posi ti on(const Vect or & ) ;
Vect or Get Tar get Poi nt ( Act or *Initiator, Tar get Poi nt Pnt);
Vect or Get Tar get Poi nt ( Act or & nitiator, Tar get Poi nt Pnt);
fl oat Get Boundi ngRadi us() ;
fl oat Get Boundi ngRadi usXY() ;
fl oat Cet Boundi ngRadi usDi st XYToObj ect (Act or *Target );
Vi rt uatoi & awBoundi ngBox( unsi gnechared_=255ynsi gnechagr een_=255)nsi gnechasl ue_=255) ;
bool Set Vi rt ual Obj ect Terrai n(const char* terrain_);
bool Set Terrai n( Terrai nCl ass terrain_);
bool RenoveFr onRout er () ;
vi rtual bool I sValid()const;//!<returnstrueifthisactorhasavalidworl drepresentation
Act or Type CGet Type() const;
voi d Show() ;
voi d Hi de();
bool I sHi dden();
i nt CGetl ) const;
bool HasNane( const char *Nane_);
bool HasNanePr ef i x(const char *Nane_ ) ;
voi d Set User Dat a( i nt Dat a) ;
i nt Cet User Dat a() const;
bool I sl nsi deVirtual Obj ect (Vect or &pos) ;
b
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