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function actor_anim transition(str_anim target) //; i3

{
MY. _ANIMDIST = 0; [/ B AR 5 0
temp = MY. frame; //3 B A Es TR D A R

ent_frame(str_anim target, 0);

MY. next_frame = MY. frame; [/ b TR BRI T - BT

anim_trans_cycle = MY. _"MOVEMODE; [/ R % Bicdp T8 1T U TR R i

MY. _MOVEMODE = _MODE_TRANSITION;  //d 4 % #icdp 255 i % #c
while(MY. _ANIMDIST < 4)
/@ e Ep i s T e
MY. frame = int(MY. frame) + (MY. ANIMDIST / 4.0);
MY. _ANIMDIST += TIME;
wait(l);
J

MY. _ANIMDIST = 0; [/ R Br FIFERE

MY. _MOVEMODE = anim_trans_cycle;  //®: ¥4 0f 7 % ficdy Tk G %

FEE 4]l AFBE kR
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Bl4.19 REIEFT 0 {40

pEEeY ’?«’e”*—‘ﬁ?fﬁi‘?" KordEw pd BEPEGE4pE o B KL

sl

KA D e Tl p B ETRGY  ARCRB R L PERT N R 4
TR ehd o BfS APt gl # i Menfp M R 2 o
function auto_to free() //p i p d H58

{ me=player;

update_v=0;
close_now_to(); [/FT RS R R T A
player_walk(); J/BBET) A T A S )

function a_free()
{ update v=0;
fcu_move_mode=1; }
function free_to_auto() //p ¢ # p & #i50
{ update _v=0;
fcu_auto_time=1;
choose_place(); [/ ARG S ERAET] P ok B SN

k42 BIASL RS 8
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BT R B E S R A BB AR BTk Ak L B

BEo L0 AR A& AT ¢ 3D Game Studio * & i C-script 3% 3

BF T D OPER RS RRERET S TR P E R KRG o

TR APHERE G - BAEE A P BT NS X0 A R B AR

ﬁrﬁf 3 AR m’*fw}& IERL ISR T R o e 4,20 BT AR 0 BT el P

T T R L RP AR ARBES A G BRI E R

B 4.20 #eis R

BRAERL B D RFY K2 T BB A S B - R

Fo LU AL R BT R REFTORE L 4P R
SEURLY- 1t s R ifc? VIR B R o dogt - kA F EARBIR T A 4R
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oA R E RS S0 RRGBRRER L AL B2
pod EHGS A CERER i RAIRD DA T F ARG AP F
Wk (path_entity) Bl 4.21 2 BB~ > B AL ANGFHABFILBEPV
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Bl 3D Yiew

Bl 4.21 Fzk

function scan_event /B IE

{

R

MR B T

str_for_entname(info_station_name, me);
me=player;

if (EVENT_TYPE == event_scan)
{
if (str_cmpi(info_station_name, "F")==1) // F zh
{
F_station_main(); // F zki f25%
}

function F_station_main()

find next_at F station(); // F z=t4g:"
}
WEE 4.3 BEARIE

R

ok

1\-3
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function find_next_at F_station()

{

me=player;

if (str_cmpi(player_info_place building, "iecs")==1)

[/ F R B P e FRD

{
ent_path("to_iecs");
ent_waypoint(my. TARGET X, 1);
return;
}
if (str_cmpi(place entity, "A" )==1)

VVATIE 0 : N A g T

{
ent_path("FA");
ent_waypoint(my. TARGET X, 1);

if (str_cmpi(place_entity,"B")==1)
/)3 Ao B sk e,

{

ent_path("FB");

ent_waypoint(my. TARGET X, 1);

}

// B E A AR

[/ EP kS - BT TAL T R WRIE e
action patrol_path

| actor_init();
my. _FORCE=5;
if (result == 0) { my. _MOVEMODE = 0; } // 45 % F|Ea/Z R i+
while (my._MOVEMODE > 0)

WA A3 BEAE Tk AL ()
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[/ B ARE R
result = content(my. x);
if (result == CONTENT_PASSABLE)
{
temp. pan = 120;
temp. t11t = 120;
temp.z = 200;
result=scan_entity (my.x, temp);
}
VVAERE Sl
temp. x = MY. _TARGET_X - MY.X;

temp.y = MY. _TARGET_Y - MY.Y;
temp.z = 0;
result = vec_to_angle(my_angle, temp);

force = MY. _FORCE; //i# &
[/ FITRIS R WORIE S
if (result < 50) {
result=ent_nextpoint(my. _TARGET_X);
if (result==1)
{
if (with_serial_path==1) //B ?|gj%
{
if ( PATH_CURRENT < = PATH_TOTAL )
{
find_next_path();
PATH_CURRENT += 1;
}
elsef{end_with_serial_path(); }

else { temp.pan = 120;
temp. t11t = 120;
temp.z = 200;
result=scan_entity (player.x, temp); }
[/ FRde T B, RIS € p B RTR D
// T ED)E D e
if (result==0) {break;}
WE A3 BT ASE T RS (H)
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[
actor_turnto(my_angle. PAN);
actor_move();

ACKEE: -0 Shi g 50 apd
if (update_v==1)

{
fixed_views(); //% 2B 15
}
if (update_v==0)
{

move_view(); //% ¥ #ERF# 4 VIEWS

}
wait(1);
if (fcu_move_mode==1) //*»3=p d Hi3%~
{ break;}

J

auto_to_free(); //p & #35"

WEE 43 B RIE T RIE ()

4.7 AR &

I AR a0 e BARN P AT U F KT L AR & ey o

L3R AET R deRl 4.22-B1 4.2t o AP A PED T e Bk

W e B & FT ﬁ;#'lé%iai]m; BE o Bl A P BRat B G M ehdp

MW Bk
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function cycle person_view() /] B FAR &

{  if(person_3rd > 2) //#;miE <> 2 FF > 37T Frdl4dis S @ o 4%

{

person_J3drd = 0;

return; }

if(person_d3rd > 1) //#E+ 1 P #7344 i ik

{

person_J3drd = 3;

return; }

if(person_d3rd > 0) //#cE + > 0 FF » &7 3448 SiE ik

{

person_3rd = 2;

return; }

person_3rd = 0.5; //AaH @ FRpF BEsipk E |

B A4 ARE R TR HAR & AUL

function move_view_lst() /] REE - A FAR &

{

if(_camera == 0)

{

CAMERA. DIAMETER = 0;

CAMERA. GENIUS = player;

CAMERA. X = player. X; AL Nl %
CAMERA.Y = player.Y;
CAMERA. Z = player.Z + player. MIN_Z;

CAMERA. PAN = player. PAN;

CAMERA. TILT = player. TILT + head_angle. TILT;
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CAMERA. ROLL = player. ROLL;
if(my_height < 5) [/ AP kT B R AD T
{
headwave = sin(player_dist*walk_rate); //#gg#si®
if((player. MOVEMODE == 0)|| (player. MOVEMODE == _MODE_WALKING))
{ //kidEs 0F4

i1f(((headwave > 0) && (walkwave <= 0))|| ((headwave <= 0) && (walkwave
> 0)))

{
play_sound(thud, 30); // AR B }
B2 4D AE T HE K- AR & AT
walkwave = headwave;
headwave = walk_ampl*(abs(headwave)-0.5); //#cEp®i® }
if(player. BOB == ON) { CAMERA.Z += headwave; }
person_3rd = 0; b
WE AL ARE T ¥ - AR R RIE ()
function move_view_3rd() /L E = A FEAR &
{
if ((_camera == 0) & (player != NULL))
{
CAMERA. DIAMETER = 0; // A eI
CAMERA. genius = player;
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CAMERA. pan += 0.2 * ang(player. pan-CAMERA. pan);
if ( (player. MOVEMODE == _MODE_PLANE)

| | (player. MOVEMODE == _MODE_CHOPPER))

CAMERA. tilt += 0.2 * ang(player. tilt-CAMERA. tilt); }
else
{
CAMERA. TILT = head_angle. TILT;
if((person_3rd < 1) && (camera_dist.Z == 0))
{
A2 4.6 ARE I R AR & T
camera_dist.Z = —-(player. MAX_Z-player. MIN_Z)*eye_height_up;} }
vec_set(temp, temp_cdist);
CAMERA. X += 0. 3%(player. X - temp.X — CAMERA.X); // 4% 2
CAMERA.Y += 0. 3%(player.Y - temp.Y — CAMERA.Y);
CAMERA. Z += 0. 3*(player.Z - temp.Z - CAMERA.Z);
temp = ent_content(NULL, CAMERA. X);
1f((temp == CONTENT_SOLID) && (camera_solidpass == 0))
U /50 %4
temp_cdist. X *= 0.7;
temp_cdist.Y *= 0.7;
temp_cdist.Z *= 0. 7; }
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else
{ //E 5 %%
temp_cdist. X += 0. 2%(player. MAX_X + camera_dist.X - temp_cdist. X);
temp_cdist.Y += 0. 2%(player. MAX_Y + camera_dist.Y - temp_cdist.Y);
temp_cdist.Z += 0. 2%(player.MAX Z + camera dist.Z - temp cdist.Z); }
if (temp == CONTENT_PASSABLE)
{
if (FOG_COLOR != _FOG_UNDERWATER) //4=F# i (K¢ *)
{
current_fog index = FOG_COLOR;

R A6 AR B AR E R ()

FOG_COLOR = _FOG_UNDERWATER: } }

else

if (FOG_COLOR == _FOG_UNDERWATER)

{

FOG_COLOR

current_fog index; } }
person_3rd = 1; b}

WHE 4.6 ARETHE B2 A AR E AT (H)

function move_view orbit() A S
{
CAMERA. DTAMETER = 0; /] A 2
48

2 FI7E5 e-Paper (9255 )



3DFE [l - S P A SRR R L 1]

CAMERA. GENIUS = PLAYER;
CAMERA. X = PLAYER. X + (orbit_camera_dist * SIN(orbit_camera_pan));
CAMERA. Y = PLAYER.Y + (orbit_camera_dist * COSCorbit_camera_pan));
CAMERA. Z = PLAYER.Z + orbit_camera_ zO0ff;
TOUCH  NULL, CAMERA. POS;
IF (IN_PASSABLE)
{
FOG_COLOR = _FOG_UNDERWATER; }
ELSE
{
R AT ARE T SR A T
FOG_COLOR = current_fog index; }

temp. X = player. X - camera. X; VERE X

temp. Y = player.Y - camera.V;

temp. Z = player.Z - camera. Z;

TO_ANGLE temp, temp;

camera. PAN = temp. PAN;

camera. TILT = temp. TILT; }

FEE AT A LRI ()

function move_view_chase() [/ %% g AR &
{ if ((_camera == 0) && (player != NULL))

{ CAMERA. DIAMETER = 0;
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CAMERA. genius = player;
vec_diff(temp, nullvector, chase_camera_dist);
vec_to_angle(chase_camera_ang, temp);
chase_camera_ang. roll = 0;
vec_set(camera. X, chase_camera_dist);
vec_rotate(camera. x, player. pan);
vec_add(camera. x, player. X);
vec_set(camera. pan, player. pan);
ang_rotate(camera. pan, chase_camera_ang); b}

FWEE 4.8 LA IRARL & ST

function fixed views() [/ B TAR & IR
{if (fixed_cam == null) { return; }

if (update v==0) { return; }

vec_set (camera.x, fixed_cam.x);

vec_set (temp, player.x);

vec_sub(temp, camera.X);
vec_to_angle(camera. pan, temp);}

FEE A AR LR FEAR LA
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BALAY RE D) e U EFEE AP R 4.26 5 F
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action touch_event 1 //event_entity 4= & 585K T
{

my. ENABLE_scan = ON;

my. EVENT = what_event_1;

}

function what_event_1()  //34 {7 en EVENT
{
update_v=1;
fixed_cam=ptr_for name ("cam_1");
fixed_views();

J

action patrol_path
{
result = content(my. x);
if (result == CONTENT_PASSABLE) //:if iEi% P % B
{
temp. pan = 120;
temp. t11t = 120;
temp. z = 200;
result=scan_entity (my.x, temp);
// 1% B ENTITY TYPE e~ i
}

wHE A 10 R iy g
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Bl 4.29 GUI 441 &

Panel test_panel
{
pos X = 20; pos.y = 20; //o R KT
mouse_map = test_b;
bmap = main_intro; // % 1% BT
flags = REFRESH, d3d, transparent; //#*% &% - F:'Héifﬁt".fﬂ»
on_click = chengemap ;  //# % prends it}
function chengemap()
{ test_panel.bmap= test_b ; // BT g8 )
WEE A4 1] B eyt
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function begin_title() /B Anend &

set system_title_panel.visible,on; //% 3K T_
set begin_panel. visible, on;

set main_intro_panel. visible, on;
system_title_panel.alpha = 0;

begin_panel.alpha = 0;

main_intro_panel.alpha = 0;

while (main_intro_panel.alpha < 100)

system_title_panel.alphat= 2*%time; /3K AR
begin_panel. alphat= 5*time;
main_intro_panel. alpha += 2*%time;

wait(l);
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function text()

{

set test_panel.visible, on; //® K T
set ask_auto_panel. visible, on;

test_panel. transparent = ON;

test_panel. alpha = 0;

while (test_panel.alpha < 100)

{

test_panel. alpha += 2%time; /) uk P
wait(1);

}

wait(1000);

test_panel.alpha = 0;

set test_panel.visible, off;

wait(l);

}

on_s begin_title; /B S ¥4 is s T
on_f favor_choose; // BB F ) 4eis chds 1%

ACTION wall touch {
SET MY. ENABLE IMPACT, ON;

SET MY.EVENT text; |}

FEE A3 ReHn REEH R
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