GameObject

Code
enum Ganme(bj ect Type

{

TYPE_UNKNOWN,
TYPE_OBJECT,
TYPE_PERSON,
TYPE_HOUSE,
TYPE_VEH CLE,
TYPE_OPEN_HOUSE

3

Code

enum FI oor Pl acenent
{PLACEI\/ENT NONE, // frei dr eh- und posi ti oni erbar

PLACEMENT_AXI SALI GNED, //Gbj ektwi rdni chtgedr eht , Pi vot punktni t Of f setent schei detdi eHohe
PLACEMENT _BOXALI GNED, /@bj ektr eilr ehbar Boundi ngbox Auf | agepunkt @i © f seént schei deibeldohe
PLACEMENT _ALI GNED_CORNERS, Hcke®oundi ngb@xt schei déméietdisr i cht ungint er stSei tbba@hl t
PLACEMENT _ALI GNED_SAMPLED, // genauer als boundi ngcorners, zei t auf wendi ger
PLACEMENT_PHYSI CS, [/ physi k benut zen. Ni cht im Game nmogl i ch!
PLACEMENT_CUSTOM PLACEMENT / pl acenentv r doabgel ei t et eKl assber echne( e. gPer sonVehi cl e)

b

Code

enum Physi cCol I i si onMbde
{

PHYSI C_COLLI SI ON_ALL = 0,
PHYSI C_COLLI SI ON_NOWORLD = 1,
PHYSI C_COLLI SI ON_NOEXTERNALBODI ES = 2,
PHYSI C_COLLI SI ON_NO NTERNALBODI ES = 4,
PHYSI C_COLLI SI ON_USECATEGORI ES = 8,
PHYSI C_COLLI SI ON_NOTRACELI NE = 16,
PHYSI C_COLLI SI ON_NORESPONSE = 32,
PHYSI C_COLLI SI ON_NONE = ~PHYSI C_COLLI SI ON_ALL & ~PHYSI C_COLLI SI ON_USECATEGORI ES
b

Alles anzeigen

Code

enum Ener gyType

{

ENERGYTYPE_UNKNOVW,
ENERGYTYPE_FI RE,
ENERGYTYPE_SHOT,
ENERGYTYPE_WATER,
ENERGYTYPE_PQLI CEBLOCK,
ENERGYTYPE_CARPUSH,
ENERGYTYPE_PHYSI C,
ENERGYTYPE_WATER_FROM OUS| DE
ENERGYTYPE_WATER_FROM_| NSI DE,
ENERGYTYPE_SHOT SOUND,
ENERGYTYPE_FLI GHTSHOT

b

Alles anzeigen
Code
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/1 constants for obj ect-fl ags
enum oj ect Fl ag
{

OF NONE = 0x00000000

OF _PERSON_ENCLOSED = 0x00000001, // obj ect has encl osed person

OF LOCKED = 0x00000002, // obj ect is | ocked

OF _USABLE = 0x00000004, // obj ect can be used (speci al action)

OF_BULLDOZABLE = 0x00000008, //

can be planated by the bulldozer (wheel | oader)

OF_TRANSPORTABLE = 0x00000010, // object can be Iloaded up (by vehicle)

OF PULLABLE = 0x00000020, // obj ect can be pul | ed

OF ACCESSI BLE = 0x00000040, // obj ect can be ent ered
OF_COOLABLE = 0x00000080, /[l object can be cooled by fire fighters
OF _SHOOTABLE = 0x00000100, // obj ect can be shoot ed at

OF _CUTABLE =  0x00000200, // obj ect can be cut down with chai nsaw

OF _USABLE_W TH_MEGAPHONE =

obj ect can be

2 0x00000400, // megaphone can be wused on object

OF_RECOVERABLE = 0x00000800, //

0x00001000, //
0x00002000, //

object can be recovered by recovery crane
picked up by notor boat
obj ect i nvisible

OF _CARRYABLE_BY_BULLDOZER=0x00008000, //canbecarr|edbythebulIdozer(mheelIoader)
OF _HAS FI RE_EXTI NGUI SHER= 0x00010000, // object carries one/ many fire extingui shers

OF_HAS SHEARS =  0x00020000, // obj ect carries one/many jaws  of life
OF_HAS CHAI NSAW = 0x00040000, // obj ect carries one/ nany chai nsaws
OF HAS HOSE = 0x00080000, // obj ect carries one/ nany fire hoses
OF_HAS JUMPPAD = 0x00100000, // obj ect carries one/ many j unppads

OF HAS ROADBLOCK =
OF _HAS_FI REAXE =

OF _BLOCKED =
b

Alles anzeigen
Code

enum

{

OBS_NORMAL = 0x01, // object
OBS_HALFBURNED = 0x02, // obj ect
OBS_FULLBURNED = 0x04// obj ect

b
Code
enum

{

TLT_NONE,
TLT_GREEN,
TLT_YELLOW
TLT_RED

b

Code

enum

{BLT_NO\IE,
BLT_LEFT,

BLT_RI GHT,
BLT_BOTH

b
Code
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-~ HAS 0x00200000, //
OF_HAS FLASHGRENADE = 0x00400000, // obj ect
0x00800000, // obj ect

0x80000000//

obj ect carries one/ many r oadbl ocks
carries one/many flashgrenades
carries one/ many fireaxes

no i nteraction W th obj ect possi bl e

hj ect Bur nSt at us

is in nornmal node [/ visible in nornal node

is halfburned / visible in halfburned npde
is fullburned / visible in fullburned npde

Traf ficLi ght Type

Bl i nker Li ght Type
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enum Hal t Type

HALT PERSONS,
HALT_VEHI CLES,
HALT_BOTH

b

Code
enum

{

CONTAM NATI ON_ATOM C,
CONTAM NATI ON_CHEM CAL,
CONTAM NATI ON_BI OLOG CAL
b

Code
uni on

fl oat

i nt

bool

char

cl ass Act or
voi d

b
Code

struct

{

cl ass Ganmebj ect
Act i onPar anet er s

ActionCal | back();
b

Code
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Cont ami nati onType

Act i onPar anet er s

f Val ue;
i Val ue;
bVval ue;
*cVal ue;
*aVal ue;
*pVal ue;

Acti onCal | back

*owner ;
Par anet er s[ 8] ;
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cl ass Ganebj ect : public Act or

{Garredaj ect();

Ganmebj ect (const Ganebj ect &bj ) ;
Ganmebj ect (const Act or *Act ) ;
vi rtual ~GaneOhj ect () ;
vi rtual bool I sValid() const;
bool HasAni mat i on( const char *Anim);
voi d Set Ani mat i on( const char *Anim) ;
bool | sCurrent Ani mat i on( const char *Anim);
bool | sAni mat i onFi ni shed() const;
bool Assi gnCommand( const char *Comuand_) ;
voi d RenoveConmand( const char *Conmand_) ;
voi d Enabl eConmand( const char *Command _, bool Enabl ed_);
voi d Di sabl eAl | Commands() ;
bool | sCommandEnabl ed( const char *Comand_) ;
bool Has Command( const char *Command_) ;
voi d Set Commandabl e( bool Conmandabl e ) ;
voi d Enabl eOnCont act Cal | back( bool enabl e );
Ganebj ect Type Get Obj ect Type() const ;
Ganmebj ect Li st thcarriedijects();
Vi rtual voi d Updat ePl acenent (voi d) ;
Vi rtual voi d Set Pl acenent None(voi d) ;
vi rtual voi d Set Pl acenent ( Fl oor Pl acenent pl acenment _);
vi rtual voi d Conput ePl acenent (f | oat &x_, fl oat &y, fl oat & ) ;
Vi rtual voi d Set Posi ti on(const Vect or & ) ;
vi rtual voi d Set Posi ti on(const Game(bj ect * obj );
vi rtual voi d Set Rot at i on( const Gane(bj ect * obj );
vi rtual voi d Set Rot at i on(f | oat r 00, fl oat roi, fl oat ro2
fl oat rio, fl oat rii, fl oat ri
fl oat r20, fl oat r21, fl oat r22
vi rtual voi d Set Rot at i onPut | nXY( f | oat r 00, fl oat roi, f I oat ro2
fl oat rio, fl oat rii, fl oat riz,
fl oat r 20, fl oat r21, fl oat r22);
Vi rtual voi d Get Rot ati on(fl oat &r 00, fl oat &r 01, fl oat & 02,
fl oat &r 10, fl oat &r 11, fl oat &r 1
fl oat &r 20, fl oat &r 21, fl oat &r 22)
Vi rtual Vect or Get Posi tion() const ;
vi rtual Vect or Get LookatDir();
Vi rtual voi d Get Lookat Di r (f 1 oat & _, fl oat &y, fl oat & );
Vi rtual voi d Set Lookat Di r (f | oat X fl oat y_, fl oat z)
Vi rtual voi d Set Lookat Di r (Vector &dir );
vi rtual voi d Cet Model Posi tion(fl oat & _, fl oat &y, fl oat & ) ;
Vi rtual fl oat Get PositionOf fset();
const char *GEtPrototypehbnE(),
const char *CGet Pr ot ot ypeFi | eNane() ;
const char *Get Model Fi | eNare() ;
bool I sl nsideMap() ;

voi d Get Ori ent edBBoxPoi nt( unsigned int corner_, float & _, float & , float & );
voi @r anOr i ent edBBox( unsi gnedhar ed_=255unsi gnedhagr een_=255unsi gnedhabl ue_=255) ;

bool | sJunppad() const;
bool | sRoadbl ock() const ;
bool | sHydr ant () const;
bool | sHydrant | nUse() const ;
bool I sl nsi deWat er () const;
bool I sldle() const ;
bool CanSt opActi on()
Hyp®¥em-hub.de/lexicon/entry/21-gameobject/ | sWai ting() const4
bool HasFi reChi | ds() const;
bool | sSel ect ed() const;

bool | sShoot ed() const ;
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