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nanmespace Gane

{

Act or Li st Get Actors();
Act or Li st Cet Act or s(const char *Nane_ ) ;
Act or Li st Get Act or s( Act or Type type ) ;
Act or Cet Act or (i nt X
i nt CGet NumAct or s( Act or Type ty pe )
i nt Get Num nj ur edPer sonNot OnTr ansport () ;
Ganmebj ect Li st Get Gamebj ect s() ;
Ganmebj ect Li st Cet Ganmebj ect s( Gane(bj ect Type type_);
Ganmebj ect Li st Get Ganebj ect s( const char *Nane_);
Ganmebj ect Li st CGet GanmeObj ect sWt hPrefi x(const char* Prefix );
Ganmebj ect Li st Get Sel ect edGanmehj ect s() ;
i nt Get Nuntel ect edGanej ect s() ;
bool | sPar amedi cWt hl nj ur edl nSel ect i on( Ganebj ect *Caller_);
Per sonLi st Get Par anedi ¢cs() ;
Per sonLi st Cet Doctors();
Per sonlLi st GetFirefighters();
Ganebj ect Cr eat e(bj ect (const char* Pr ot ot ype_, const char *Nane_);
Per son Cr eat ePer son( const char *Pr ot ot ype_, const char *Nanme_) ;
Vehi cl e Cr eat eVehi cl e( const char* Prot ot ype_, const char *Nane_) ;
voi d RemoveGanebj ect ( GaneObj ect *obj _);
bool Execut eCommand( const char *Command_, Game(bj ect *Cal ler_);
bool ExecuteConmand(const char *Command_, GaneQbject *Caller_, Actor *Target );
fl oat Met er sToUni t s(f | oat Meters );
fl oat Uni t sToMet er s(f | oat Units_ );
voi d Pri nt Gbj ect Text (Act or &j _, const char *Text );
bool LoadMap( const char* MapNane ) ;
voi d Schedul eM ssionStart (i nt M ssion_, bool i sSNewM ssion_ = fal se);
voi d Pl ayEni tt er (const char *File_, const Vect or &Pos ) ;
fl oat Get GaneSpeed() ;
voi d Set GaneSpeed(f | oat Speed ) ;
fl oat Get Last Ti ckDur ation();
fl oat Get Real Ti ne();
fl oat Get Ti me();
voi d Set Def aul t MessageG oup( const char* Def aul t);
voi d ShowHel pText (const char *Text , fl oat Duration_ = of);
voi d ShowHel pText W ndow( const char *Text fl oat Duration = - 1 of);
voi d Cl oseHel pText W ndow() ;
bool Col | ect Qbst acl esOnPat h( const char* pat h, Gamebj ect Li st &ist);

Cbbbéct Obst acl esOnTri gger (coagdee Cbj ecdiinsiEieR! GEH CLE| ACTOR_PERSON| ACTOR_OBJECT) ;

Cdidadct Cbst acl esOnVi rt ual Obj ect GaiteShj e cHibfRfiRe d/&H CLE| ACTOR_PERSON| ACTOR_OBJECT) ;
bool sSquadl nTri gger (consthartri ggerunsi gnedntypefi |t erACTOR PERSON| ACTOR VEHI CLE) ;
bobkCi vi l i anl nTri gger (conshat ti ggeunsi gnedypefi | t &&TOR_PERSONpoEkI nj ured_=f al se) ;

bool | sSquadl nVi r t ual Obj ect (const char* vobj);
bool I sCivilianlnVirtual Obj ect (const char* vobj);
bool I sBur ni ngQbj ect I nVi rt ual Cbj ect (const char* vobj ) ;
voi d H de(bj ect s(const Gane(bj ect Li st &list);
voi d Showbj ect s( const Gane(bj ect Li st &ist);
i nt Get Nr Ooj ect sWt hFl agSet (i nt flag );
bool Exi st sOhj ect Wt hFl agSet (i nt flag );
bodxi st sNor mal Gbj ect Wt hFl agSet (i fif ag_Y/ checlosilopj ecis sh at W=t LBURNEROI @ et dden
bool Exi st sFreeLandi ngSt age( bool tfrmb ); //

bool Exi st sFreeBridgel nstal | Point();

bool Exi st sFreeTFMB() ;
Hyp®¥em-hub.de/lexicon/entry/20-game/ Exi st sFreeFMB()?2
bool Exi st sFreeDLKI nstal | Position(); //

bool Exi st sEnpt yFGRR_TRL() ;
bool Exi st sEnpt yFGRR RL() ;


https://em-hub.de/lexicon/entry/20-game/

Alles anzeigen

https://em-hub.de/lexicon/entry/20-game/



https://em-hub.de/lexicon/entry/20-game/

