Vehicle

Code

enum Vehi cl eType
VT_NOSQUAD, // kein Ei nsat zf ahr zeug
VT_THW FGRR _BKF, // Ber gekr an

VT_THW FGRB _BLF, // Br tickenl eger

VT_THW FCGRI _EKW [/ Transportfzg. | ngeni eur

VT_FI REFI GHTERS_ASF, // Abschl eppf zg. TODO i st jetzt THW

VT_Fl REFI GHTERS DEKONP, // Dekont am nati onsf zg.

VT_FI REFI GHTERS_DLK, // Drehleiterfzg.

VT_FI REFI GHTERS RW // Rist wagen

VT_FI REFI GHTERS_TLF, // Tankl 6schf zg.

VT_FI REFI GHTERS_LF, // Loschfl ugzeug

VT_FI REFI GHTERS_FLB, // Feuer | 6schboot

VT_FI REFI GHTERS_LPF, // Loschpanzer

VT_FI REFI GHTERS_FMB, // Feuer wehr not or boot

VT_Fl REFI GHTERS_TFI\/B /1 Transportfzg. far FVB
VT_POLICE_ SW [/ Sonder wagen

VT_POLI CE_ MTW // Mannschaft st ransport wagen

VT _POLI CE_PHC, // Pol i zei hel i

VT_POLI CE_STW // Strei f ennagen

VT_POLI CE_ WAW // Wasserwerfer

VT_POLI CE_GETAWAY, // Fl ucht wagen im Besitz der Pol i zei
VT_AMBULANCE I TW [/ I nt ensi vt ransport wagen

VT_AMBULANCE _NEF, // Not ar zt f zg.

VT_AMBULANCE RHC, // Ret t ungshel i

VT_AMBULANCE RHF, // Ret t ungshundef zg.

VT_AMBULANCE_RTW // Ret t ungst r anspor t wagen

VT_TAXI,

VT_BUS,

VT_DRI VERCAR,

VT_GANGSTER_GETAWAY, // Fl ucht wagen im Besitz von Gangst er
VT_TV_HELI,

VT_TI—N\/_FGRR_RL = 100, // bul | dozer

VT_THW FGRR_TRL = 101, // Transportfzg. far RL
VT_THW FGRT_BH = 102,
VT_FI REFI GHTERS_GTF = 200,
VT_POLI CE_GTW = 300,
VT_AMBULANCE_TRANSEVAC = 400,
VT_ALL_SQUAD VEH CLES = 500, /1 nur der Konpl ett hei t hal ber ..
VT_NUMTYPES = VT_TV_HELI + 7
b
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Code

enum Door Acti onType
{

DAT_NONE = 0x00,

/1 vehi cl e doors
DAT_EQUI PVENT = 0x01,

DAT_PERSON = 0x02,

DAT_SPECI AL = 0x03

b

Code
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class Vehicle : public Ganmehj ect

{

Vehi cl e();

Vehi cl e(const Vehicl e& Obj );
Vehi cl e(const Actor* Act );
Vehi cl e(const GaneQoj ect* Ohj );
~Vehi cl e();

virtual bool IsValid() const;

voi d Set Energy(float energy );
fl oat Get Energy() const;

fl oat Get MaxEnergy() const;
bool |sDestroyed() const;

bool 1sSnoking() const;

void Destroy(); //!< destroys the vehicle as in an explosion but w thout the force and parti
voi d Set Snoki ng(bool smoking ); // it starts to snoke and | ooses energy and will expl ode or
voi d Set SnokelLevel Duration(fl oat snokelLevel Duration );

fl oat Get SnokelLevel Duration();

i nt Get NumPassengers() const;

Per sonLi st Get Passengers() const;

bool AddPassenger (Person &Passenger );

bool RenobvePassenger (Person &Passenger );

i nt CGet FreePassengers() const;

voi d Set MaxPassengers(int max_, bool discard_ = false);

bool Islnstalled();

bool IsUplifted();

bool IsUplifting();

bool |sBasket Enpty();

bool [IsCannonl nUse();

bool | sFGRBEmty();

bool |sBucket Movi ng();

bool 1sBucket Up();

int Getlnstall Targetl ) const;
bool HasBoat Upl oaded();

bool HasVehi cl eUpl oaded();

bool IsParking() const;

bool |sDecontam nating() const;

voi d Set Par ki ng( bool parking_);

i nt Get NumTransported() const;

Per sonLi st Get Transports() const;

bool AddTransport (Person &Transported_);

bool RenoveTransport (Person &Transported );

i nt GetFreeTransports() const;

voi d Set MaxTransports(int max_, bool discard_ = false);

const Vehicl eType Get Vehi cl eType() const;

voi d Set Vehi cl eRol e( Vehi cl eType type ); //!< Handle with care!

bool CheckUnl oadPossi bl e( Ganre(hj ect *obj _, const Vector &V_) const;

bool CheckUnl oadPossi bl e( Gamrehj ect *obj _, float _x, float _y, float _z);

bool HasEncl osedPerson() const;

bool Set Encl osedPerson(const char* nane);

bool RenoveEncl osedPerson();

fl oat GetVali dLandi ngAngl e( Gane(Cbj ect *target , const Vector &Pos ) const;

float 1sValidLandi ngPosition(GanmeChject *target , float x_, float y_, float z_) const;
bool 1sVal i dRopeDropPosition(GaneCbj ect *target , const Vector &Pos_ ) const;

bool 1sVali dEngi neer DropPosition(GanmeChj ect *target_, const Vector &Pos_) const;
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bool |sVali dRopeDropPosition(GanmeCbject *target , float x_, float y_, float z_) const;

bool Fi ndReachabl ePosi ti on(Ganmehj ect* obj , Vector &Pos ) const;
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