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	Q: I want to use a multi frame gun in my game like in Deus Ex or Soldier of Fortune but I don`t know how to do it. In default weapon.wdl I can only use a one frame gun.    

A: Here’s a wdl snippet that will solve the problem:    

var weapon_delay = 1; // pause between animation cycles    

function _gun_anim ()  // CALL this from within your standard gun action    
{    
     WHILE (1)    
     {    
            IF (KEY_CTRL == 1)    
           {    
                 MY.FRAME = 1;    
                 WHILE (MY.FRAME < 16)    
                 {    
                        MY.FRAME += TIME;    
                        IF (MY.FRAME > 15)    
                        {    
                              MY.FRAME = 16;    
                        }    
                       WAITT weapon_delay;    
                 }    
      }    
     WAIT 1;    
}    
    
    

Q: My problem is that after the game starts the sound resets to zero so that the MIDI-file is not usable.    

A: Some sound cards (especially older Creative Labs models) have problems with their internal mixer or the drivers. If you have a Creative AWE 64, try upgrading the drivers. To test the problem, start the engine then press Alt+Tab to get back to the Windows desktop. Double click the speaker icon and check the midi volume slider; by increasing the volume you should hear the midi sound.    
    

Q: I need a wdl code for an enemy that dies and leaves a health pick-up behind. Like the enemy goes through his death and as he disappears a health pick-up generates were the enemy was laying.     
    
A: You have to modify war.wdl    

function state_die()    
{    
     …………..    
     MY.PASSABLE = ON;   // body remains    
}    

will look like this:    

SKILL temp_robot {} // robot coordinates, add it at the beginning of the file    

function state_die()    
{    
     …………..    
     //MY.PASSABLE = ON;   // comment this line!    

     // new code from here on    
     temp_robot.X = MY.X;    
     temp_robot.Y = MY.Y;    
     temp_robot.Z = MY.Z;    
     REMOVE MY;    
     CREATE  <health.mdl>, temp_robot, add_health; // don't forget to add your health.mdl file    
}    

function _hincrease () // executed when the player runs into the health    
{    
      YOU = PLAYER;    
      YOUR._HEALTH += 50; // player's health is increased by 50    
      REMOVE ME; // removes the health model    
}    

function add_health () // will run when the health model is created    
{    
      MY.ENABLE_IMPACT = ON; // sensitive to impact    
      MY.EVENT = _hincrease;    
}    
    

Q: When I am following the tutorial and select a cylinder I just added, if I am in rotate mode, it rotates when the object is selected. When I am in scale mode, it rotates too! Is this a bug?    

A: This will happen if one or more keys on your keyboard are stuck – shift, for example. If this is a bug, simply minimize Wed’s window, then maximize it and you should be able to scale the object.    
    

Q: Is it possible to make it so that if the player touches something he gets hurt and is there a way to effect how much you get hurt?    

A: Place a model / sprite / wmb in your level, then attach it the ACTION  add_health above (replace function with action to see it in Wed’s action list). You will have to use function _hincrease () to decrease player’s health; change this line as shown:    

YOUR._HEALTH -= 50;  // will decrease the health by 50    
    

Q: Does anyone know of a good way to make rain / snow in levels, so that it will only be raining outside, so if you go in a building it isn't hitting you but you can see it thru a window or something?    

A: Place an entity in wed outside the building, then attach it the snow action:    

var temp_snow = 0;    
BMAP snow_map, <snow.pcx>; // your rain / snow bitmap here    

ACTION snow    
{    
       MY.INVISIBLE = ON;    
      WHILE (1)    
      {    
               temp_snow.X = MY.X + 200 - RANDOM(400); // 400 quants square area    
               temp_snow.Y = MY.Y + 200 - RANDOM(400);    
               temp_snow.Z = MY.Z;    
               EMIT 1, temp_snow, _snow;    
               WAIT 1;    
      }    
}    

function  _snow ()    
{    
      IF (MY_AGE == 0)    
      {    
              MY_FLARE = ON;    
              MY_MAP = snow_map;    
              MY_SPEED.X = 0;    
              MY_SPEED.Y = 0;    
              MY_SPEED.Z = -10; // snowing speed    
              MY_SIZE = 50 + RANDOM(30);    
      }    
      IF (MY_AGE >= 200)  // remove the snow flakes that aren't visible    
      {    
              SET MY_ACTION, NULL;    
      }    
}    
    

Q: When I place my model into the WED it will sink into the floor. I place the origin in the mid-section of the model as shown in the sample mdl. When I remove my script from the model it will not sink I wonder what may be wrong.    

A: Your action contains something like this:    

MY.Z -= A; // A is a value, skill or expression.    

This will make the entity sink into the floor because no collision detection is performed. Try to MOVE the entity in your action instead of changing its Z coordinate, or subtract something from A to make your entity look ok:    

MY.Z -= A - 2; // choose the value that fits your needs.    
    

Q: If I have building with several rooms, does overlapping the walls with one another help or shall I try to keep them exactly on the same grid line?    

A: If you overlap the walls, you can count on a portal count decrease by 3-10% depending on your level geometry.    
    

Q: How do I increase the walking and running speed of my player as in Q2 or Unreal? I'm using the template scripts for my player action.    

A: Look at the beginning of movement.wdl and increase one or more values:    

var strength[3] = 5,4,75; // default ahead, side, jump strength    

You can type strength.X += 5 at the console to double the (ahead) speed before modifying movement.wdl; this goes for strength.Y and strength.Z too. Find the best values, then modify the script.  
  
  
  
 : How can I create a script to allow me to click an object in 3D space to select it?  

A: Use ACTION select_object for your objects that can be selected:  

function select_me()  
{  
     IF (EVENT_TYPE == EVENT_CLICK)  
     {  
          MY.LIGHTRANGE = 100; // highlight the selected object  
          // your stuff here  
     }  
     ELSE  
     {  
          MY.LIGHTRANGE = 0;  
     }  
}  

ACTION select_object  
{   
    MY.ENABLE_CLICK = ON;  
    MY.EVENT = select_me;   
}  
  
  

   
Q: I like the laser code in AUM1, but when I use it in outdoor areas, the frame rate decreases a lot. What should I do?  

A: You have to add a single line to the laser code to make it work fine in outdoor areas:  

IF (RESULT !=0)   
{   
      IF (RESULT > 2000) {RESULT = 2000;} // add this line  
      laser_temp.X=(RESULT)*COS(player.PAN)*COS(CAMERA.TILT)+player.X;  
      laser_temp.Y=(RESULT)*SIN(player.PAN)*COS(CAMERA.TILT)+player.Y;  
      laser_temp.Z=(RESULT)*SIN(CAMERA.TILT)+player.Z;  
}  

Play with 2000 - it adjusts laser's length.  
  
  

   
Q: How can I create a script to pull up a panel (like a browser) to display information such as text, images, animations, etc.  

A: Here's an example for a panel that appears in the upper left corner and shifts to the lower right corner (define your_pan panel):  

var camera_switch = 0;  

ON_F2 show_camera;  

function show_camera()  
{  
   IF (camera_switch == 0)  
   {  
      your_pan.POS_X = -250;  // get your_pan out of the visible screen  
      your_pan.POS_Y = -250;    
      camera_switch = 1;  
      PLAY_SOUND cameraon_snd, 20;  
      WHILE (your_pan.POS_X < 0) // the panel slides  
      {  
           your_pan.POS_X += 20 * TIME;  
           IF (your_pan.POS_X > 0) {your_pan.POS_X = 0;}   
           your_pan.POS_Y += 20 * TIME;  
           IF (your_pan.POS_Y > 0) {your_pan.POS_Y = 0;}   
          WAIT (1);  
       }  
   }  
   ELSE  
   {   
       WHILE (your_pan.POS_X > -250) // slide back  
       {  
            your_pan.POS_X -= 20 * TIME;  
            IF (your_pan.POS_X < -250) {your_pan.POS_X = -250;}   
            your_pan.POS_Y -= 20 * TIME;  
            IF (your_pan.POS_Y < -250) {your_pan.POS_Y = -250;}   
           WAIT (1);  
       }  
       camera_switch = 0;  
   }    
}  
  
  

Q: Is there a way to change the control or movement so that the up key is forward from the view? Where left and right were not turning or strafing, the player model faced the direction pressed and went and the camera followed accordingly. This is in a 3rd person view.  

A: Here’s a wdl snippet that will solve the problem:    

var camera_dist = 300; // play with this value  

VIEW topview // set for 800x600 pixels  
{  
     POS_X 0;     
     POS_y 0;   
     SIZE_X 800;   
     SIZE_Y 600;   
     LAYER 2;   
     DIAMETER 0;  // move through walls  
}   

function use_topview   
{  
     topview.VISIBLE = ON;  
     topview.TILT = -90;  // look down  
     WHILE (1)   
     {  
          topview.X = player.X;   
          topview.Y = player.Y;   
          topview.Z = player.Z + camera_dist;  
          topview.PAN = player.PAN;  
          WAIT  (1);  
    }  
}  
  
  

Q: I have given an action to an enemy (i.e player_attack); there is a patrol function in the templates, but I want my actor to patrol until it sees the enemy. Now if he sees the player then he should attack.  

A: Please take a look at action robot1 in templates:  

ACTION robot1  
{  
      MY._FORCE = 0.7;  
      MY._FIREMODE = DAMAGE_EXPLODE+FIRE_BALL+HIT_EXPLO+BULLET_SMOKETRAIL+0.20;  
      MY._HITMODE = 0;  
      MY._WALKSOUND = _SOUND_ROBOT;  
     anim_init();  
     drop_shadow(); // attach shadow to robot  
     actor_fight();  
     if(MY.FLAG4 == ON) { CALL patrol; }  
}  

You have to check actor's FLAG4 and it will start patroling (if it finds a path nearby) and fight the player if it sees or gets shot by the player.      
  
  
  

Q: is it possible to play a wav file as the music instead of midi?   
   
A: Yes, I have successfully tested 30MB wav files with the A5 engine.     
  
  

Q: How can I decrease player's health during time. I'd like to decrease the health value when time goes on.  

A: Use something like this:  

function decrease_health() // call this in main  
{  
    WHILE (1)  
    {  
         IF (PLAYER._HEALTH > 50) // limit the health decrease  
         {  
               PLAYER._HEALTH -= TIME;  
         }  
         WAIT (1);  
    }  
}    
  
  

Q: I am working on an adventure game, just using the elevator, door and key actions. It really disturbs me that I can only define 4 keys. Maybe some of the WDL-Gurus can help me.  

A: The newest templates have 8 keys. Update your doors.wdl file.    
  
  

Q: Has anyone scripted a mouse sensitivity routine?   

A: Look in movement.wdl, there's a var named mouseview that can change the sensitivity. Use a hslider or vslider that changes mouseview.  
  
  

Q: I just upgraded to A5 and now the particles that used to look really cool with the MY_FLARE flag set to "ON", now look really lame. Does anyone know why this might be?  

A: A5 has a better particle system; the new MY_ALPHA skill gives the transparency for the particles. Use MY_ALPHA = x; (x = 0..100) in your particle action and you'll get your good looking particles back.    

    

Q: How do I modify the range for the weapons?   

A: The _bulletspeed (skill5) gives the speed of the bullet AND its range (twice the bullet speed).  

   

Q: I would like to record all the actors movements (triggered by some start/stop keys) into a file. Any suggestions? What about performance, when continuously (lets say every 100 ms) writing x/y/z/rotation coordinates into a file?   

A: I would create an array that holds player's coordinates; when the game stops (just before the engine shuts down) write the array content in a file on disk.  

  
  
Q: How do I use muzzle_vert?  

A: Muzzle_vert is used for enemies and allows them to shoot with any vertex of their bodies. Open your mdl actor in med, click on the desired vertex and read the vertex number at the bottom of the screen, then add MY.SKILL32 = your_vertex_number; in actor's action (robot1 or so).  

Q: Every time I run my level it comes up with 'bad texture animation' '+01elpan' I know '+01elpan' is a texture and I know what it looks like, I just can't find it anywhere. Is there any way to find that texture on my level or to correct the error? 

A: Create a simple pink texture with paint shop pro, name it +01elpan and add it to your wad. Build the level and run it. Unless you're creating a pig farm level, you should be able to see all the surfaces that are using the +01elpan (pink) texture. Replace the texture everywhere, save the level and you can safely remove the pink texture from your wad. 
  

Q: “How can I emit particles from the surface in the direction of surface normal? I know I can get the position from ent_vertex but how can I get a list of all vertices and their normals?” 

A: You’ll have to wait a few weeks; vec_for_normal(vector,entity,number) works like vec_for_vertex, but returns the vertex normal too. The vertex normal is computed from the average of the normals in that area. This instruction will be included in the next free update. 
  

Q: I was wondering if there was a way to "nullify" the gravity in the game during a certain function. 

A: If you’re using the standard movement.wdl, you can change the ‘gravity’ variable. Take a look at rope.wdl in this AUM to see how I did it. 
  

Q: I'm currently putting together a space simulation. I need a moving starfield that moves along with the player's spacecraft, to show speed and movement. 

A: Use one or several transparent, passable, animated sprites or models and move them with the player using an action that looks like this: 

action follow_player 
{ 
 my.transparent = on; 
 my.passable = on; 
 my.oriented = on; 
 while (1) 
 { 
  my.x = player.x; 
  my.y = player.y; 
  my.z = player.z; 
  my.frame += 2 * time; // animate the sprite 
  if (my.frame  > 10) {my.frame = 0} // loop animation 
  wait (1); 
 } 
} 
  

Q: How do you get a particle to give off light? Can I call it up during the emit function? Or does it need to be a separate action? 

A: Particles can’t emit light, but you can attach to them a little sprite or model using their my_pos coordinates. You shouldn’t have more than 32 dynamic light sources at the same time, so you’ll have to attach light only to some of them or emit a few particles a second. 
  

Q: Is it possible to convert a .pk3 file to an .mdl file? If so how? 

A: Quake3’s pk3 files are actually zip files. All you have to do is rename the .pk3 file to .zip then you can unzip it and see all the resources, including the md3 (Quake3’s mdl) files. 
  

Q: I want to make a 3rd person game and I want my main character to be rather detailed. I decided to try to use sprites instead of a high poly count model. I made a test script with a bitmap and tested it. The problem is that the edges around the character do not come out transparent and any dark areas show holes. How do I get rid of this? 

A: Use the new ent_alphaset instruction to make the edges smoother. Increase gamma for your sprites to lighten them a bit. RGB = 999 is still black but it won’t be transparent for the engine. 
  

Q: The WDL function random(x) returns a random fractional number between 0 and x. However, from one run to the next, the sequence is always the same. Is there some way to seed the random number generator?” 

A: Create a function that uses total_ticks (the time passed since the start of the game) as a parameter and everything will work fine. 
  

Q: I'm wondering how to convert a 3D vector position (from the camera view) into a 2D panel position. Any ideas? 

A: If you know the level boundaries, you can easily convert the positions using something like this: 

panel_pos_x = abs (entity_x – level_min_x) / scaling_factor_on_x; 
panel_pos_y = abs (entity_y – level_min_y) / scaling_factor_on_y; 

This works fine for a panel in the upper left corner of the screen. Every entity should use this code in its action (in a while loop) if you want it to be displayed on the panel. 
  

Q: I am trying to make a 3d adventure game and my character has a gun that shoots bubbles. How can I make him shoot bubbles? 

A: Create a gun that shoots using fire_ball as fire mode and replace blitz.pcx with your bubble.pcx in template. 

Q: I was wondering how can I create a fixed camera? Just like some shops in Resident Evil. 

A: Use the code in recam.wdl and comment these lines: 

vec_set(temp, player.x); 
vec_sub(temp, my.x); 
vec_to_angle(re_camera.pan, temp); 
  
  

Q: I was just about ready to animate my model for a gun in first person view and was wondering if frames per second will matter a lot? I was probably going to do maybe around 20 to 30, is this too high or does it even matter? 

A: The only things that should concern you are the size of the skin and the number of polygons. You can have as many animation frames as you want - this is true for all the models in your game. 
  
  

Q: I need some with the scripts. I want to play a wav file when something happens or just play it anywhere in the level. 

A: Here's a small sample: 

function playit() 
{ 
   play_sound my_snd, 50; 
} 

action impact_sound 
{ 
    my.enable_impact = on; 
    my.event = playit; 
} 

To play a sound anywhere in the level, copy it in your game folder ("work" in office demo) add it in Wed with Add Sound and set its orientation, volume and range. 
  
  

Q: How can I run a certain function when I pick up a weapon? 

A: If you are using the standard (template) weapon actions, you have to modify 

function gun_pickup() 
{ 
............................................................... 
     if(weapon_number == 1) {  weapon1 = ME; weapon_1 = 1;  ON_1 = _gun_select1;  msg.STRING = got_gun1_str; } 
     if(weapon_number == 2) {  weapon2 = ME; weapon_2 = 1;  ON_2 = _gun_select2;  msg.STRING = got_gun2_str; } 
     if(weapon_number == 3) 
     { 
          your_function(); 
          weapon3 = ME; 
          weapon_3 = 1; 
          ON_3 = _gun_select3; 
          msg.STRING = got_gun3_str; 
     } 
.............................................................. 

Your_function() is called when you pick up weapon number 3 in this example. 
  
  

Q: I want to build a level where you can drive a car. I have no clue how to do this. 

A: The template includes a simple car driving action; attach this action to your car model and you're ready to go. 

action player_drive2 
{ 
    my._MOVEMODE = _MODE_DRIVING; 
    my._FORCE = 1.5; 
    my._BANKING = 0.1; 
    my.__SLOPES = ON; 
    my.__TRIGGER = ON; 
    my.flag2 = on; 
    player_move(); 
} 

  

Q: When I put some textures on to objects (in this case marb_41) it looks fine while editing in WED, but when I BUILD it the colours go wierd... I fix this problem by making it True Colour and then save it but when I exit the WED then go back into it I have to do the same thing again. 

A: Your wad file is read-only. Right click it, uncheck the Read-only tab, click Apply then Ok and everything should work fine. 

  

Q: If I compile my level with preview off (ie final build) on a seperate P.C. just for compiling, when it has eventually finished which files do I copy across to my other P.C to get the 'final' build version here? 

A: You only need to copy yourlevel.wmb to the new computer. 
  
  

Q: How can I create a panel that says "Loading..." before loading the level? 

A: Here's the code that displays the panel for two seconds: 

........................... 
loading.visible = on; 
load_level (<level1.wmb>); 
waitt(32); 
loading.visible = off; 
.......................... 
  
  

Q: Is there any way to change the actionoff for a button so that it is triggered with a right click instead? 

A: Create a while loop and check if mouse_right = 1 inside it. If this is true and the mouse is over your button (use pointer.x and pointer.y to check that) you can call the function. I have created some similar code in AUM2; replace mouse_left with mouse_right and you'll get what you want. 

  
  
Q: I need some code for a camera following a path (my view in fact). I tried with patrol_path, but it doesn't work on my entity, only with another entity 
  
A: First of all you need to disable the default view (camera) using camera.visible = off. Create a new view, make it visible, create a synonym (pointer) to the entity that walks on your path and follow its movement in a while loop the way I did it in cameras.wdl. 
  
  

Q: I'm wondering how to convert a 3D vector position (from the camera view) into a 2D panel position. Any ideas? 

This question was answered in AUM3 but here's another correct answer from Master PSCJ: 

A: You can use vec_to_screen(vector,view) - here's an example: 

vec_set(position,my.x);  // copy entities's coordinates 
vec_to_screen(position,camera); // convert to screen coordinates 
panel.pos_x = position.x; // display the coords on the panel 
panel.pos_y = position.y; 

Q: I am creating a level with a huge terrain that has a lot of polygons. I would like to know how to deactivate the terrain who isn't visible to increase the fps. 

A: You can use several terrain entities (hmp files) and LOD or some simple code that uses vec_dist to compute the distance between your terrain entity and the player. Don't forget that a proper clip_range value can increase the frame rate a lot. 
  

Q: Can someone please tell me how to make a hbar that goes down when you get hit, but can also regenerate when you hit a button? 

A: Here's an example: 

bmap health_map = <health.pcx>; 

panel hbar_pan 
{ 
     hbar 400, 10, 100, health_map, 1, player._health; 
     flags = refresh, visible, overlay; 
} 

All you need to do is make sure that when you get hit, player's health decreases (you can use player_fight for that). Use something like that for regeneration: 

function regenerate() 
{ 
     while (player._health < 80) 
     { 
           player._health += 0.2 * time; 
           wait (1); 
     } 
} 
  

Q: At runtime with no player_move, I press the zero key so I can move the camera around. When I get to certain points all my entities disappear - what's happening?. 

A: You are simply getting out of the level so the entities aren't rendered anymore. 

  
Q: I would like to know how to make a light move, change its intensity (range) and color during the game. 

A: You can attach a dynamic light to any entity; use something light this: 

action my_entity 
{ 
    ............... 
    // code that moves the entity (patrol_path, etc) 
    ............... 
    my.lightred = random(255); 
    my.lightgreen = random(255); 
    my.lightblue = random(255); 
    my.lightrange = random(300); 
    ............... 
} 
  

Q: It is possible to have multiple objects for the player? Eg. a body, legs and arms, separate objects but part of the same group so that they are controlled by the player-move script? 

A: Take a look at function attach_entity and function attach_flare in office.wdl - you can attach as many body parts as you want using similar functions. 

  
Q: I want to know how can I make an entity patrol a path and how do I change its patrolling speed ? 

A: You can use action patrol_path in actors.wdl. Change this line in actor_init (patrolling speed = 1): 

if (my._FORCE == 0) {my._FORCE = 1;} 
  

Q: How is it possible to turn a bmap on a panel in the direction of player.pan? I want to make a compass-rose. 

A: Click here to download Alain Bregeon's answer (includes compass bitmaps). 
  
  
Q: I have changed some of the template code so that it kills the player if he stays too much under the water but I want him to loose health only when the camera is under the water too. What should I do? 

A: Here's the code that fixes your problem: 

if(my._movemode == _MODE_SWIMMING) 
{ 
    result = content (camera.x); 
    if (result == content_passable) 
    { 
        player._HEALTH -= random(10) *time; 
    } 
} 
  

Q: I have an animated torch model - how do I create the code for it? 

A: Here's the answer (I'm aasuming that your torch has 15 animation frames): 

action torch 
{ 
     while (1) 
     { 
         my.frame = random (15); 
         waitt (2); 
     } 
} 
  

Q: Is it possible to obtain different water effects? How? 

A: Set new values for turb_speed and turb_range - you can get great looking effects. 
  

Q: I would need some code that will make the player loose health when he falls into lava. 

A: Use something like that: 

function kill_player() 
{ 
    if (event_type == event_impact && you == player) 
    { 
        player._health -= (10 + random(10))* time; 
    } 
} 

action lava_entity 
{ 
     my.enable_impact = on; 
     my.event = kill_player; 
} 
  

: I have two arch doors on a gatehouse and I want them to open both at the same time going inside in. How can I do that? 

A: You can use the standard door action. Create two wmb entities and attach them the door action; set skill5 to a negative value for a door and a positive value for the other door. 
  

Q: I was making a roallercoaster thing but when I tried to get in to that special designed box I made where I should sit, I could not get in and enjoy the ride. 

A: Here's an example: 

entity* roller_pnt; 

action roller 
{ 
     roller_pnt = me; 
} 

action player_stuff 
{ 
....................................... 
   while (close to the rollercoaster) 
   { 
       player.x = roller_pnt.x; 
       player.x = roller_pnt.x; 
       player.x = roller_pnt.x; 
       wait (1); 
   } 
} 

This code will keep the player in the center of your box. You can look around by changing player's pan, tilt and roll. 
  

Q: I'm making a tv in my level and when you press space an invisible sprite apears and plays an animation. Please help me. 

A: You should check the distance between the player and the tv first - use something like this: 

tvsprite.invisible = on; 
while (1) 
{ 
   if (vec_dist(player.x, tv_pnt.x) > 200) {return;} 
   if (key_space == 1) 
   { 
        while (key_space == 1) {wait (1);} 
        tvsprite.visible = on; 
        while (tvsprite.frame < 30) 
        { 
               tvsprite.frame += 2 * time; 
        } 
............................................................... 
} 
  

Q: How can i make the enemies run instead of walking? 

A: There are a few ways to do that; change one or more of these in animate.wdl 

STRING anim_walk_str,"walk"; 
STRING anim_run_str,"run"; 
var anim_walk_dist = 1;  // dist per model width per walk cycle 
var anim_run_dist = 1.5; // dist per model width per run cycle 
  

Q: I want to have a reload action in my game. The player has to press a key (like "r" on the keyboard), then the weapon should be reloaded. 

A: You should add a simple function to weapons.wdl (the code works for weapon1): 

function reload_weapon1() 
{ 
    while (1) 
    { 
        if (key_r == 1 && ammo1 < 1) 
        { 
             ammo1 = 10; // add 10 bullets 
        } 
        wait (1); 
    } 
} 
  

Q: I need to know how to program an image that moves on a panel. Can you help? 

A: The easiest method would be to create two panels. Use the panel with the higher layer as your "panel" and the panel with the lower layer value for the "image". You can move the "image" by changing its pos_x and pos_y parameters. 
  

Q: In the AUM magazines, why do you put "* time" after all of your calculations?  What does this do? 

A: This (multiplying by time) helps me keep the same running speed on all the computers. Let's say that one of my customers has a computer that can deliver 20 fps and my computer has 100 fps in the same spot. If I write an action for an enemy that moves 5 quants every frame: 

while (1) 
{ 
   move_5_quants; 
   wait (1); 
} 

it is clear that the enemy will walk 20 fps * 5 quants = 100 quants on his PC and for 100 fps * 5 quants = 500 quants on my computer in a second. Time is small when the frame rate is big (time = 0.01 for 100 fps, time = 0.05 for 20 fps, as a general rule time * fps_number = 1). Let's rewrite the movement code: 

while (1) 
{ 
   move_5_quants * time; 
   wait (1); 
} 

You can see that the enemy runs 20 fps * 5 quants * 0.05 = 5 quants on my client's computer and 100 fps * 5 quants * 0.01 = 5 quants on my computer. 
  

Q: I have been racking my brain trying to think of a way of making buildings and people cost gold or money that people or peseants gain with deposits. Could you help me with a script that would accomplish that? 

A: If you are using code from Stratego as a base, you can write something like that: 
  
function create_building1() 
{ 
    ...................................................................... 
    if (gold > building1_cost) 
    { 
        create (<build1.wmb>, build1_pos, build1_action); 
        gold -= building1_cost; 
    } 
} 
  

Q: I was experimenting with the code for thief-like sneaking ability for characters. Do you have an ALARM action? What is the best way to write the function? 

A: The code for the alarm function should play an alarm wave file, increase the scanning range for the actors in function state_wait() from 1000 to 3000 and so on. 
  
  
Q: I am trying to figure out a way to make a mouse pointer that changes according to its position in space. If it is above the player, the pointer should be a small hand pointing up. Northwest, a hand pointing northwest and so on. 

A: Click here and here to download Alain Bregeon's code. 

: How can I add a 1st person camera to your cameras in Aum4? 

A: Here's some code that adds the 1st person camera code (add these lines in the same function): 

if (key_5 == 1) 
{ 
   camera_number = 5; 
} 

if (camera_number == 5) // 1st person view 
{ 
      aum_camera.x = player.x; 
      aum_camera.y = player.y; 
      aum_camera.z = player.z; 
      aum_camera.pan = player.pan; 
      aum_camera.tilt = player.tilt; 
      aum_camera.roll = player.roll; 
} 
  

Q: I've declared a bmap and am showing it through a panel. The bmap is true color but whenever I display it the image looks like it has only 16 colors! How do I fix this problem? 

A: Make sure that the No D3D box is not checked before running the level. Check your script and make sure that you have video_depth set to 16 or 32, not 8. Another possibility for a loss of colours in a panel is that you display this panel in non-d3d mode. Take care that it's D3D flag is set when you want the full colour range for that panel. 
  

Q: How can I adjust the palette for my models? I have converted some MD2 models to MDL but they look weird when they're in the game. 

A: Quake2 have 256 colors skins, not true color like A4/ A5. Export your MD2 skin, increase its number of colors and save it. Import the skin and place the model with the new skin in Wed - everything will work fine. 
  

Q: Is there a way I could play a piano in my game? I could use the numbers 1 - 0 to play it. 

A: The easiest way is to have a few wave files and play one of them when you press a key; use something like this: 

.................... 
while (1) 
{ 
   if (key_1 == 1) {play_sound do_snd, 100;} 
   if (key_2 == 1) {play_sound re_snd, 100;} 
   if (key_3 == 1) {play_sound mi_snd, 100;} 
................... 
    wait (1); 
} 
  

Q: I'm a newbie and I don't know how to use weapons. Please help me! 

A: A5 comes with several weapon examples. Place a gun model in wed and attach it one of the following actions: weap_mg_animated, weap_m16, weap_rocketlauncher, logangun, shotgun, lasergun, sparkgun, flashgun. 
  

Q: I tried to develop some code that gives the choice of choosing the type of music in the game (for example heavymetal / techno) I but couldn't do it. Does anyone know how to do this? 

A: You will have to create two buttons (Heavy and Techno) on a panel. 

bmap heavy1_map... 
bmap heavy2_map... 
bmap techno1_map... 
bmap techno2_map... 

var heavy = 0; 
var techno = 0; 

button 50, 200, heavy1_map, heavy1_map, heavy2_map, null, set_heavy, null; 
button 50, 250, techno1_map, techno1_map, techno2_map, null, set_techno, null; 

function set_heavy() 
{ 
    heavy = 1 
    techno = 0 
} 

function set_techno() 
{ 
    heavy = 0 
    techno = 1 
} 

if (heavy == 1) 
{ 
     play_heavy_music_here 
} 
if (techno == 1) 
{ 
    play_techno_music_here 
} 
........................................ 
  

Q: How many entity monsters (about quake's grunt size) can a5 handle at the same time; 5 -6 or more? 

A: Take a look at thie picture below; there are 30 animated models and the frame rate goes from 75 fps (no models) to 55 fps (30 models) - I say that's not a big frame rate loss. 


Q: How can I use decals? 

A: Decals are nothing more than one-sided sprites; they are useful for posters, marks on the walls, etc. All you have to do is to set the oriented flag for the sprite (or change its pan, tilt or roll angle a little bit in wed) and then check its metal flag. 

[image: image1.jpg]



  

Q: I am using Stratego as a base for my strategy game but I can't add gravity to my units. Can you help? 

A: Here's some code from one of my projects - this works on level blocks and terrain (put this in a while loop): 

robot1_speed.x = 10 * time; 
robot1_speed.y = 0; 
vec_set (temp, my.x); 
temp.z -= 1000; 
trace_mode = ignore_me + ignore_sprites + ignore_models + use_box; 
robot1_speed.z = -trace (my.x, temp); 
......................................................................................... 
ent_move (robot1_speed, nullvector); 
ent_cycle("walk", my.skill10); 
my.skill10 += 5 * time; 
if (my.skill10 > 100) {my.skill10 = 0;} 

  
Q: I want my digits (in a panel) to go to the right like this: 

0 
10 
100 

instead of this: 

 ..0 
.10 
100 

Is this possible? 

A: Click here  to download Alain Bregeon's answer. 
  

Q: Can I have an entity that says something like "Don't touch the guard dude!" when I come close to it? 

A: Here's Realspawn's answer: 

string textap_str = "Dont touch the guard dude !"; 

function text() 
{ 
msg.string = textap_str; 
show_message(); 
wait(1); // time for message to become visible 
} 

function show_text 
{ 
    my.enable_impact = on; 
    my.event = text; 
} 

: I'd really like to know the best method of setting up my gun so that the bullet has a smoke trail but not the standard square blocky pixels. 

A: You need to change function particle_fade() in particle.wdl; use a bitmap inside it and change its alpha parameter depending on particles' age. 
  

Q: I have a snipe action in the main wdl of my game and i was wondering how to go about making it so you could only snipe if you have a gun number 5 or higher. 

A: I am assuming that your sniper code is triggered by starting the function sniper_on (it can be an action, no problem). Open weapons.wdl and look for function gun_select(); change the code this way: 

if(weapon_number == 1) 
{ 
   ME = weapon1; 
// put a line that will stop the sniper_on() function here 
} 
if(weapon_number == 2) 
{ 
   ME = weapon2; 
// put a line that will stop the sniper_on() function here 
} 
if(weapon_number == 3) 
{ 
   ME = weapon3; 
// put a line that will stop the sniper_on() function here 
} 
if(weapon_number == 4) 
{ 
   ME = weapon4; 
// put a line that will stop the sniper_on() function here 
} 
if(weapon_number == 5) 
{ 
   ME = weapon5; 
   sniper_on(); 
} 
if(weapon_number == 6) 
{ 
   ME = weapon6; 
   sniper_on(); 
} 
if(weapon_number == 7) 
{ 
   ME = weapon7; 
   sniper_on(); 
} 
  

Q: When I press the right mouse button I move forward. How can I get rid of this? 

A: Open input.wdl and comment this line as indicated: 

//  force.X += strength.X*MOUSE_RIGHT*mouseview; 
  

Q: I want to add infrared vision to my game. How can I do this? 

A: Create a function that sets camera.ambient = 100 and add a green panel over the screen (i wouldn't choose this method) or add green fog; play with camera.fog = 1...100. 
  

Q: Please help me animate an entity this way: when I press "J" the player would jump and play the jumping animation frames. 

A: Here's an example: 

action player_moves 
{ 
    while (1) 
    { 
        if (key_j == 1) 
        { 
            my.skill10 = 0; 
            while (my.skill10 < 100) 
            { 
                ent_cycle("jump", my.skill10); // make sure that you name your jump frames "jump" 
                my.skill10 += 5 * time; // play with this value 
                wait (1); 
            } 
            while (key_j == 1) {wait (1);} 
        } 
        if (key_c == 1) // crouch 
        { 
            .................... 
        } 
        ........................ 
        wait (1); 
    } 
} 
  

Q: When I do a level change, the player does not bring his gun with him. How do i solve this? 

A: Here's an example from one of my projects: 

function level_restore () 
{ 
    while (player == null) {wait (1);} 
    if (weapon_1 == 1) {ent_create(weapon1_mdl, nullvector, gun1);} 
    if (weapon_2 == 1) {ent_create(weapon1_mdl, nullvector, gun2);} 
    if (weapon_3 == 1) {ent_create(weapon1_mdl, nullvector, gun3);} 
    if (weapon_4 == 1) {ent_create(weapon1_mdl, nullvector, gun4);} 
    if (weapon_5 == 1) {ent_create(weapon1_mdl, nullvector, gun5);} 
    if (weapon_6 == 1) {ent_create(weapon1_mdl, nullvector, gun6);} 
    if (weapon_7 == 1) {ent_create(weapon1_mdl, nullvector, gun7);} 
    gun_loaded = 1; 
    gun_select(); 
} 
  

Q: Is it possible to have a enemy model blow up different then me? For example i blow up with flames and the enemy blows up with smoke. 

A: You can write a function that looks like _gib and then modify this piece of code in war.wdl: 

 if((ME != player) && ((MY._HITMODE & MODE_HIT) == HIT_GIB))//(MY._HITMODE & HIT_GIB)) 
 { 
     _gib(25);               // use your _gib2() function here 
     actor_explode(); 
     return; 
 } 
  

Q: How can i create a traffic light that has green, yellow and red lights? 

A: Here's an example from one of my projects: 

entity* red; 
entity* orange; 
entity* green; 

action red1 // attached to red wmb entity 
{ 
    red = me; 
    my.lightrange = 0; 
} 

action orange1 // attached to yellow / orange wmb entity 
{ 
    orange = me; 
    my.lightrange = 0; 
    my.lightred = 255; 
    my.lightred = 155; 
} 

action green1 // attached to green wmb entity 
{ 
    green = me; 
    my.lightrange = 0; 
    my.lightgreen = 255; 
} 

action init_semaphore // an invisible entity placed anywhere in the level 
{ 
    my.invisible = on; 
    my.passable = on; 
    while (red == null || orange == null || green == null) {wait (1);} 
    while (1) 
    { 
       red.light = on; 
       red.lightred = 255; 
       red.ambient = 100; 

       orange.ambient = 0; 
       orange.light = off; 
       orange.lightred = 0; 

       green.ambient = 0; 
       green.light = off; 
       green.lightgreen = 0; 

       waitt (80); 

       red.ambient = 0; 
       red.light = off; 
       red.lightred = 0; 
  
       orange.light = on; 
       orange.ambient = 100; 
       orange.lightred = 255; 
       orange.lightred = 155; 

       green.ambient = 0; 
       green.light = off; 
       green.lightgreen = 0; 

       waitt (50); 

       red.ambient = 0; 
       red.light = off; 
       red.lightred = 0; 

       orange.ambient = 0; 
       orange.light = off; 
       orange.lightred = 0; 
       orange.lightred = 0; 

       green.ambient = 100; 
       green.light = on; 
       green.lightgreen = 255; 

       waitt (80); 

       red.ambient = 0; 
       red.light = off; 
       red.lightred = 0; 

       orange.light = on; 
       orange.ambient = 100; 
       orange.lightred = 255; 
       orange.lightred = 155; 

       green.ambient = 0; 
       green.light = off; 
       green.lightgreen = 0; 

       waitt (50); 
    } 
} 

  
Q: Which is a better format to save textures and panel bitmaps as - BMP or PCX? Is there any display speed difference at all? 

A: PCX files are smaller; you can use PCX or BMP for your textures and panels - they'll eat the same quantity of vidfeo memory. 
  

Q: I am pretty new at panels; what is a window? I have read the manual over and over and i still do not understand what a window is. 

A: A window is a rectangular surface that is being cut from a panel and lets you see what's behind that panel. You can specify window's position and size
Q: I need some code for a vertical mirror - can you help? 

A: First of all make sure that your mirror entity won't be rotated in the level (give it the correct angles when you create it) . Here's some code for a vertical mirror that is placed on the south, with its reflective surface towards north: 

function init_vmirror(); // put init_vmirror(); in main 

view vmirror {}; 

function init_vmirror() 
{ 
      camera.portal = vmirror; 
      vmirror.noshadow = on; // suppress shadows in the mirror 
      vmirror.noparticle = on; // suppress particles in the mirror 
      vmirror.portalclip = on; // clip at portal plane 
      while (1) 
      { 
            proc_late(); // place it at the end of the function list 
            vmirror.genius = camera.genius; 
            vmirror.aspect = camera.aspect; 
            vmirror.arc = -camera.arc; 
            vmirror.fog = camera.fog; 
            vmirror.x = camera.x; 
            vmirror.y = 2 * camera.portal_y - camera.y; 
            vmirror.z = camera.z; 
            vmirror.pan = -camera.pan; 
            vmirror.tilt = camera.tilt; 
            vmirror.roll = camera.roll; 
            wait(1); 
      } 
} 

Q: You make the second level in a game and use the same script as before. When you click run, does it always have to go at the beginning of the game? 

A: Every time you click run the first level_load instruction is executed and this takes you to the first level. If you have created another level, you must load it using another level_load instruction at the end of the first level. Use any entity and attach it an action like this: 

function second_level(); 

action moveto_level2 

{ 
    my.enable_impact = on; 
    my.event = second_level; 
} 

function second_level() 
{ 
    wait (1); 
    if (you != player) {return;} 
    level_load (your_second_level); 
} 

Q: In my game the camera passes through some of the walls from time to time and I want these walls to disappear when this happens. What should I do? 

A: Create your walls as wmb entities (one entity for every wall; split big walls in several smaller walls) and attach it an action like this: 

action smart_walls 
{ 
    while (1) 
    { 
        if (vec_dist (my.x, camera.x) < 100) // play with this value 
        { 
            my.invisible = on; 
        } 
        else 
        { 
            my.invisible = off; 
        } 
        wait (1); 
    } 
} 

Q: I have windows Xp and I tried to run the office level. I did not modify it. I just opened and tried to run it. This is what I got: Engine malfunction w/30/ <OFFICE.WMB>can't open file 

 A: Before running it, you must build the office.level; open the office level and choose File -> Build WMB -> OK. 
  

Q: I started learning WDL and I made a pong-like game with the help of Rémi's tutorial. I want to make a block that sinks 10 units in the ground or disappears when it is hit by the ball. 

 A: Here's some code: 

function do_crazystuff(); 

action special_brick 

{ 
    my.enable_impact = on; 
    my.event = do_crazystuff; 
} 

function do_crazystuff() 
{ 
    wait (1); 
    if (my.flag1 == 1) {ent_remove (my);} // bricks that have flag1 set will disappear, the other ones will sink into the ground every time they are hit 
    else {my.z -= 10;} 
} 

Q: I cannot get that 'camera follows path' code snippet from AUM6 to work. Any step by step guide would be much appreciated. 

 A: Here are the steps: 

 1) Type "include <cutcam.wdl>;" below the other include lines in office.wdl 

 2) Open office.wdl, right click on the map and add any model to your level. 

 3) Right click and choose Properties 

4) Click behavior and then the folder icon to see the list of the actions 

 5) Select cutcamera_init and press Ok. 

6) Create a path named "campath" 

 6) Save, build and run. 
  

Q: Is there a way to make the m16 bullets travel farther? 

A: Set m16's skill5 to 2000.01 or bigger. 

  

 Q: I know that you have to press "k" for the crosshair but in which script is it defined so I can change it? 

A: Loot at function pan_cross_toggle() in weapons.wdl. 

  
Q: When I pick up a weapon it isn't placed ok. How do I change its position in first person perspective? 

A: Try different skill1...skill3 values for that weapon in Wed until your gun is positioned ok. 
  

Q: Is it possible to have make a multiplayer game where different players are in different levels (maps)? 

A: Yes, it is possible - this is what mutisession does. 

Q: I'm working on a multiplayer game which is working fine starting through WED if I use -sv, -cl etc. How do you go about coding the startup files? 

A: You can use separate batch files for client, server, etc or you can use the engine itself (load a dummy level and use "exec"). 
  

Q: I like your footprint code in Aum9; how can I change it to create footprints only when the player is outdoors? 
A: Add scan_texture to trace_mode and compare the name of the texture with “your_snow_texture”. If these names are the same, create the footprints. 

  

Q: How can I make that my enemy hear sounds and attack me? 

A: Check the distance between the player and your enemy (or use scan) and if the player makes a certain "noise" (opens a door, etc) set a variable and then check its value in enemy's action. 

  

Q: How can you define a variable for a certain entity and then change its properties? 

A: You need to use pointers for that. Here's a sample: 


entity* golden_fish;

action my_fish // attach this action to your fish model
{
golden_fish = me;
.......................
} 


Now you can type golden_fish.ambient = 100 at the console (or put it in any function / action) and your fish will become brighter

  

Q: I have started to play a wave file by pressing the space button in my action. The wave file plays once from beginning to end. Can I stop it somehow before it ends? 

A: Yes, you can. Here's the code:
var sound_handle;
action your_action
{
          ...........
          sound_handle = snd_play (my_great_music, 40, 0);
          ...........
          while (something)
          {
                   if (key_s == 1) // press S to stop the sound
                   {
                             snd_stop (sound_handle);
                   }
          }
}
 

Q: I am trying to create a speedo for my game. I would like to use 2 panels; the first is the clock, and the second is the needle that indicates the speed. I need to make the needle rotate or 'roll'. Is this possible with a panel?
A: Use two entities; their definitions should be similar to the bow entity in this Aum edition. This way you will be able to change the roll angle.

 
Q: Can you change a Map entities texture by script?
A: Yes, you can use morph or use u and v to shift the texture (it should be twice the original size) until you see the new one.

 
Q: I was wondering if there is a way, instead of deleting the particle when the particle life expires, but to delete the particle when it passes a certain position or becomes X far away from where it started?

A: Yes, you can use particle's skill_x ... skill_z.

 
Q: I'm using Geometricks' attach_entity function. I did a generic attach statement, but my models were scaled, so the guns did not line up correctly. Can I scale the guns via script to match a model scaled in WED?
A: The answer is easy if you know the scale in Wed:

function attach_prop_entity()
{
    // new stuff from here on
    my.scale_x = 0.3; // if you have scaled the original model to 0.3 in Wed
    my.scale_y = 0.3;
    my.scale_z = 0.3;
    // new stuff ends here

    my.passable = on;
    while(you) // prevent empty synoym error if parent entity was removed
    {
        if(your.shadow == on) { my.shadow = on; }
        vec_set(my.x,you.x);
        vec_set(my.pan,you.pan);

        // increment _ANIMDIST by elapsed time
        my._ANIMDIST += 50*TIME; // replace 50 with engine speed in game
        while(my._ANIMDIST > 100)
        {
            my._ANIMDIST -= 100;
        }
        ent_frame("Frame",my._ANIMDIST);
        wait(1);
    }
    remove(my);
}
 
 

Q: Is there a way for a (template) enemy to slowly fade from existence after a certain time and then remove itself?
A: First of all, comment a line in action robot2:

ACTION robot2
{
    MY._FORCE = 2;
    MY._FIREMODE = DAMAGE_SHOOT+FIRE_PARTICLE+HIT_FLASH+0.05;
    // MY._HITMODE = HIT_GIB;//HIT_EXPLO; // comment this line
    MY._WALKSOUND = _SOUND_ROBOT;
    anim_init();
    drop_shadow(); // attach shadow to robot
    actor_fight();
    // if(MY.FLAG4 == ON) { patrol(); }
    // create(<arrow.pcx>,MY.POS,_ROBOT_TEST_WATCHER); // used to activate watcher drone
}

Attach this piece of code at the end of the state_die function:

    // If entity 'gibs' after death
    if((ME != player) && ((MY._HITMODE & MODE_HIT) == HIT_GIB))//(MY._HITMODE & HIT_GIB))
    {
        _gib(25); // use new "gib" function
        actor_explode(); // ends with the removal of this entity
        return;
    }
    MY.PASSABLE = ON; // body remains

    // new stuff from here on
    my.transparent = on;
    my.alpha = 100;
    while (my.alpha > 0)
    {
        my.alpha -= 2 * time;
        wait (1);
    }
    ent_remove (me);
    // new stuff ends here
}
: I try to paste your code from Aum but I get errors about missing vars, etc; what should I do? 

A: All my wdl files, including all the vars, are zipped inside the Aumx.zip file available on the main page in every Aum. Don't copy / paste text from my articles - use the real thing! 
  

Q: I'd like to know how much video memory eats a texture of a certain size: 

A: Here's a good estimate: 

     64 x   64  uses     23kb 
   128 x   64  uses     46kb 
   128 x 128  uses     92kb 
   256 x 128  uses   184kb 
   256 x 256  uses   368kb 
   512 x 256  uses   736kb 
   512 x 512  uses 1472kb 

Q: I need some code that will show a panel above my npc when I click on it. Can you help? 

A: Here's a snippet: 

bmap my_panel_pcx = <mypanel.pcx>; 

function create_panel(); 
function show_info(); 

action npc1 
{ 
     my.enable_click = on; 
     my.event = create_panel; 
} 

function create_panel() 
{ 
      wait (1); 
      ent_create (my_panel_pcx, my.pos, show_info); 
} 

function show_info() 
{ 
    wait (1); 
    my.passable = on; 
    waitt (32); // show the info for 2 seconds; 
    ent_remove (me); 
} 
  

Q: I like your Resident - Evil camera code in Aum4, but I was wondering if you could tell me how I should do if I want the cam to be frozen, and not follow the player. 

A: Replace these lines: 

vec_set(temp, player.x); // re_camera's pan 
vec_sub(temp, my.x); 
vec_to_angle(re_camera.pan, temp); 

with 

re_camera.pan = my.pan 

This way you'll be able to set the camera positions by setting pan, tilt, roll for the cameras. 
  

Q: I have played around with the menu system in Aum8 and it works fine. However, when I include my level named "Level1.wmb" I get player_move -  action not found, etc. I'm not sure how you should tie all the elements together for my level to run when you click on "New Game". 

A: This is normal because your level is run by another wdl script (not included in my example). If you want to use the template actions you have to include them in my menu.wdl file. 
  

Q: How can I make an enemy take more shots to kill than another? 

A: If you are using the templates you can set skill9 (health) and skill10 (armor) to different values for your enemies. 
  

Q: I have created a function which counts the seconds the game is running at the end of the main function. The time already starts running when the splashscreen is displayed. How can I avoid this? 

A: Use something like this: 

function main() 
{ 
    ...................... 
    while (splash_screen_panel.visible == on) {wait (1);} 
    call_your_function_here(); 
} 
  

Q: What exactly does animdist do? 

A: Animdist is another name for a skill that holds the current animation frame. It's the same thing with my.animation_frame in Stratego2. 
  

Q: What is wdfc.exe and what can u do with it? 

A: Wdfx.exe is the application that creates wdf files, the small windows that load as splash screens before the actual level is loaded. They can include a progress bar, have different shapes, etc. 
  

Q: I bought the "100 3D Actionmodel-pack" from Sybex, but some models are too big for my project. I have tried to resize them in Med, but when they started their action they suddenly changed back into their "normal" height. How can I make the models smaller? 

A: Open Med, make sure that you click Options, check "Use Frame Range" and use all the frames of the model, otherwise you'll resize only the current frame.
Q: What is the difference between "smoth" shadows and regular shadows? 
A: Click here to get a zip file that includes an image and a test level with two identical areas, with and without "smooth" textures. The test level was kindly donated by Marco Grubert. 
  

Q: How can I make it so that when I touch a cd it will take me to the new level? 
A: Here's a snippet: 

string nextlevel_wmb = <next.wmb>; 

function beam_me_up(); 

action take_me_there // attach it to the cd 
{ 
    my.enable_impact = on; 
    my.event = beam_me_up; 
} 

function beam_me_up() 
{ 
    wait (1); 
    level_load (nextlevel_wmb); 
} 
  

Q: I have the standard version of 3D Gamestudio so I cant import terrain files. I could use models; is there a way to make my terrain model not passable, so my player can walk on it? 
A: Make your terrain model passable and create a simple, invisible brush structure underneath it. 
  

Q: How do you make actors that have skin animations (a character blinks his eyes or opens his mouth)? 
A: Create several skins for that actor and add them to the model in Med. Use this piece of code to animate your character: 

action imtalking 
{ 
    while (1) 
    { 
        while (I am supposed to talk) // put your stuff here 
        { 
            my.skin = 1; 
            waitt (3); 
            my.skin = 2; 
            wait (3) 
            my.skin = 3; 
            waitt (3); 
        } 
        wait (1); 
    } 
} 
  

Q: Can someone give me a script that moves an entity using the arrow keys, but it does not move the camera anywhere? 
A: The easy way is to define a new view and make it visible. Place this line at the beginning of office.wdl file: 

view camera2{ } 

and the following lines at the end of the main function: 

camera.visible = off; 
camera2.size_x = screen_size.x; 
camera2.size_y = screen_size.y; 
camera2.pos_x = 0; 
camera2.pos_y = 0; 
camera2.visible = on;   
  

Q: I need the cursor to change when I scroll over an npc. Can you help? 
A: Here's the code: 

bmap cursor_normal = <normal.pcx>; 
bmap cursor_changed = <changed.pcx>; 

function change_cursor(); 

action npc 
{ 
    my.enable_touch = on; 
    my.enable_release = on; 
    my.event = change_cursor; 
} 

function change_cursor() 
{ 
    wait (1); 
    while (event_type == event_touch) 
    { 
        mouse_map = cursor_changed; 
        wait (1); 
    } 
    while (event_type == event_release) 
    { 
        mouse_map = cursor_normal; 
        wait (1); 
    } 
} 
  

Q: I use the "pathcamera" code in Aum6. I need to stop the camera when it reaches the last point in the path.How do I do that? 
A: Measure the coords xyz for the last path and then replace while (1) in cutcam.wdl with: 

while (my.x < x_coord && my.y < y_coord && my.z > z_coord) 

Please note that you might need to replace < with > and > cu < depending on your path. 
  

Q: I'd like to keep the bullet hole marks on the walls - is it possible? 
A: First of all, change this line in weapons.wdl: 

DEFINE kMaxBulletHole 100; -> DEFINE kMaxBulletHole 1000; // 1000 bullet holes now 

Replace function bullet_hole() with this one: 

function bullet_hole() 
{ 
     // check for maximum bullet holes at any time 
     if(bullet_hole_index >= kMaxBulletHole) 
     { 
          bullet_hole_index = 0; 
     } 

     // check to see if its already in use 
     temp = h_bullet_hole_array[bullet_hole_index]; 
     if(temp != 0) 
     { 
          // remove old hole 
          p_bullet_hole_temp = ptr_for_handle(temp); 
          remove(p_bullet_hole_temp); 
     } 

     // assign this as the new value in the array 
     h_bullet_hole_array[bullet_hole_index] = handle(me); 
     my.skill4 = bullet_hole_index;  // save index for removal 

     bullet_hole_index += 1;  // increament index 

     my.transparent = on; 
     my.flare = on; 
     my.passable = on; 

     my.oriented = on; 

     vec_to_angle(my.pan,normal); // rotate to target normal 
} 
  

Q: I have a few models and I need them to walk using the walk frames; I also have a character that has a "stand still" animation. Do you have some code? 
A: Look at the enemy_fight action in this AUM edition - the code includes walking, standing still, attacking and dieing. 
  

Q: How do you check if the player has entered a certain street? 
A: Get the x and y coords (min and max) for the street in Wed and compare these values with player's position: 

function street_checker() // start it in main 
{ 
    while (1) 
    { 
        if (player.x > street_min_x && player.x < street_max_x && player.y > street_min_y && player.y < street_max_y) 
        { 
            // the player has entered the street 
            // add your code here 
        } 
        else 
        { 
            // the player is outside the street 
            // add your code here 
        } 
        wait (1); 
    } 
} 

Q: Ok I got the blade code from AUM. Yeah it works, but it doesn't hurt the enemies. Any help would be welcome. 
A: You have to replace function kill_player: 

function kill_player() 
{ 
  if (you != null) 
  { 
    you._health = 0; 
  } 
} 
  

Q: I need code that will allow me to click and move a panel on the screen as long as I keep pressed the left mouse button. 
A: Here's a working example: 

bmap panel_map = <panel.pcx>; 
bmap arrow_pcx = <arrow.pcx>; 

function move_panel(); 
function init_mouse(); 

panel test_pan 
{ 
   bmap = panel_map; 
   layer = 20; 
   pos_x = 0; 
   pos_y = 0; 
   flags = d3d, overlay, refresh, visible; 
   on_click move_panel; 
} 

function move_panel() 
{ 
   while (mouse_left == 1) 
   { 
       test_pan.pos_x = pointer.x; 
       test_pan.pos_y = pointer.y; 
       wait (1); 
   } 
} 

function init_mouse() // call this function in main 
{ 
   mouse_map = arrow_pcx; 
   mouse_mode = 2; 
   while (1) 
   { 
       mouse_pos.x = pointer.x; 
       mouse_pos.y = pointer.y; 
       wait (1); 
   } 
} 
  

Q: If you have a text string too big for your panel, will the engine automatically scroll it for you? 
A: No, you have to split it in smaller strings (use str_len, str_clip, etc) 
  

Q: How can I create a weapon that fires another model made by me? 
A: If you are using the templates create a gun that uses FIRE_ROCKET and replace rocket.mdl with your model. 
  

Q: I'm having serious trouble with the level_load command. I have created a level that gives information to the player. When the function that displays this information is finished, it loads another level. The level loads, but the origional function (which is called from main) will not reinitiate. 
A: Add me = null in your function if you want to be able to execute other instructions in the same function after level_load. 
  

Q: I'm trying to replicate a church in Italy. I want to have very clear looking images. I'm getting an error that says the sprite file size is too big for my video card. How can I insert these paintings and windows efficiently? 
A: I'd go for smaller sized sprites but if you really want to use big sprites split them in several smaller sprites (256x256 or smaller). 
  

Q: Is it possible to have sprites in a compiled map entity? When I compile a map entity with a sprite in it, the sprite just doesn't show up after loading the wmb file. 
A: No, it isn't possible. The sprites have to be added to the level just like the wmb entity. 
  

Q: How can I use the vbar command? 
A: Here's an example (don't forget to check the 3rd person shooter code too): 

vbar 608, 26, 15, flash_vbar_map, 0.5, battery2; 

and the description of the terms: 

vbar position_on_x, position_on_y, lenght_in_pixels, vbar_bitmap, multiplication_factor, variable_that_changes_vbar; 
  

Q: I start a level, add my terrain to it, save my work and build. I get an error: ca'nt read interim file xxx.$$p. What's happening? 
A: You need to add at least a block (cube) to your level. Place it below the terain, texture it and build again - it will work. 
  

Q: Is it possible to use an animated gif, or any other animated picture file, as a splashmap? 
A: No, but you can use an avi file, a sprite with several frames or several panels. 

: How can I add another animation to your sword combat code in Aum12? 
A: The modified function below adds "jump" to the code: 

action player_fight // attached to the player 
{ 
   player = me; // I'm the player 
   player.healthpoints = 100; // and I have 100 health points 
   while (player.healthpoints > 0) // as long as I'm alive 
   { 
      camera.x = player.x - 200 * cos(player.pan); // 200 = distance between the player and the camera 
      camera.y = player.y - 200 * sin(player.pan); // same value here 
      camera.z = 200; // above the player 
      camera.pan = player.pan; // looks in the same direction with the player 
      camera.tilt = -30; // look down at the player 

      my.pan += 4 * (key_a - key_d) * time - 20 * mouse_force.x * time; // rotates with the keys A and D or with the mouse 
      player_distance.x = 10 * (key_w - key_s) * time; // moves forward / backward with W / S 
      player_distance.y = 0; 
      player_distance.z = 0; 

      if ((key_w == 1) || (key_s == 1)) // the player is walking 
      { 
          ent_cycle("walk", my.skill20); // play walk frames animation 
          my.skill20 += 4 * time; // "walk" animation speed 
          if (my.skill20 > 100) {my.skill20 = 0;} // loop animation 
       } 
      if (key_space == 1) // space to jump 
      { 
         ent_cycle("jump", my.skill20); 
         my.skill20 += 3 * time; // "jump" animation speed 
         if (my.skill20 < 100) 
         { 
            player_distance.z += 0.04 * time; 
         } 
      } 
      if (key_any == 0) // the player is standing 
      { 
          player_distance.z = 0; 
          ent_cycle("stand", my.skill21); // play stand frames animation 
          my.skill21 += 2 * time; // "stand" animation speed 
          if (my.skill21 > 100) {my.skill21 = 0;} // loop animation 
      } 
  
      ent_move(player_distance, nullvector); 

      if (mouse_left == 1) // if we press the left mouse button 
      { 
         my.skill22 = 0; // reset "attack" frames 
         while (my.skill22 < 100) 
         { 
            ent_vertex(my.sword_tip, 315); // sword tip vertex coords - get the value in Med 
            ent_vertex(my.sword_base, 293); // sword base vertex coords - get the value in Med 
            trace_mode = ignore_me + ignore_passable; // ignore me (the player) and all the entities that are passable 
            trace (my.sword_base, my.sword_tip); // trace between these sword positions 
            if (result != 0) // the player has hit something 
           { 
              effect (particle_sparks, 10, target, normal); 
              if (you != null) {you.healthpoints -= 6 * time;} // if it hasn't hit a wall, decrease health 
              ent_playsound (my, sword_snd, 50); // sword sound 
            } 
           ent_cycle("attack", my.skill22); // play attack frames animation 
           my.skill22 += 8 * time; // "attack" animation speed 
           wait (1); 
        } 
       while (mouse_left == 1) {wait (1);} // can't use autofire on a sword :) 
     } 
     wait (1); 
   } 
   while (my.skill23 < 90) // the player is dead 
   { 
     ent_cycle("death", my.skill23); // play death frames animation 
     my.skill23 += 3 * time; // "death" animation speed 
     wait (1); 
   } 
   my.passable = on; // the corpse can't be hit by the enemy sword from now on 
} 

  

Q: How would I get a sound to initiate when an object passes within a certain radius of a model, and a different event to occur when it hits the model? 
A: Here's a sample: 

function i_am_hit(); 

action my_object 
{ 
    my.enable_impact = on; 
    my.enable_entity = on; 
    my.event = i_am_hit; 
    while (1) 
    { 
        temp.pan = 360; 
        temp.tilt = 180; 
        temp.z = your_scanning_distance; 
        scan_entity (my.x, temp); 
        if ((result < your_scanning_distance) 
        { 
            do_your_stuff; 
        } 
        waitt (4); // scans 4 times a second 
    } 
} 

function i_am_hit() 
{ 
    snd_play (hit_snd, 70, 0); 
} 
  

Q: Is there a way of making an invisible block which allows the player to pass through but not the enemy actors. The player still needs to be able to shoot through it ? 
A: Yes, you can use a model and set different push values for it, for the player and for the enemies. 
  

Q: How can i create flying enemies? 
A: Take a good look at the chopper code in this Aum edition; it covers horizontal and vertical movement, collision detection, shooting and being shot, etc.  
  

Q: I would like to click the mouse and have the mouse click go through one panel, but be intercepted by the panel below; the mouse is holding an object which is in fact a panel. 
A: Create the object as an "entity" - this way it will look like a panel but you'll be able to change its position on x, y, z without any problem. 
  

Q: I've been working on a little clock script and got all the parts to work pretty well; how can I get the names of weekdays or months to show up? 
A: Here's an example - store the days of the week and the months as strings: 

......... 
if (sys_dow == 1) 
{ 
    ................. 
    display_monday 
} 
......................... 
if (sys_dow == 7) 
{ 
    ................. 
    display_sunday 
} 
  

......... 
if (sys_month == 1) 
{ 
    ................. 
    display_january 
} 
......................... 
if (sys_month == 12) 
{ 
    ................. 
    display_december 
} 
  

Q: Is it possible to shoot from two different vertices at the same time? 
A: Yes, it is - here's an example: 

var lefthand_gun; 
var righthand_gun; 

function player_shoots(); 
function player_bullets(); 

action player 
{ 
    ........... 
    while (1) 
    { 
        .................... 
        vec_for_vertex(lefthand_gun, my, 6); // shoot from vertex 6 
        vec_for_vertex(righthand_gun, my, 26); // and from vertex 26 
        .................... 
        if (mouse_left == 1) 
        { 
            player_shoots(); 
            while (mouse_left == 1) {wait (1);} 
        } 
        ................... 
        wait (1); 
    } 
} 

function player_shoots() 
{ 
    ent_create (bullet_mdl, lefthand_gun, player_bullets); 
    ent_create (bullet_mdl, righthand_gun, player_bullets); 
} 
  
function player_bullets() 
{ 
    this_function_moves_the_bullets 
} 
  

Q: Is there a script to make the background music throughout the game but I don't want midi, I prefer .wav 
A: You can use something like this to play the song once: 

sound mymusic_snd = <mymusic.wav>; 

// put this line at the end of your main function: 
snd_play (mymusic_snd, 40, 0); 

or something like this to play the song in a loop: 

function start_music(); 

sound mymusic_snd = <mymusic.wav>; 

var music_handle; 

// call it at the end of your main function 
function start_music() 
{ 
    while (1) 
    { 
        if (music_handle == 0) 
        { 
            snd_loop (mymusic_snd, 40, 0); 
            music_handle = result; 
        } 
        wait (1); 
     } 
} 
  

Q: I use the campath script in Aum6 for the intro in my game and I need to load a new level when the camera reaches a certain area. How can I do that? 
A: I will assume that you want to load a new level when camera's x coordinate reaches 2000. 

action cutcamera_init 
{ 
        .................. 
        // add some spices 
        if (camera.x > 2000) // get this value in Wed 
        { 
             level_load(my_new_level_wmb); 
         } 
        wait(1); 
    } 
} 
  

Q: How can I use your random forest script in Aum12 if the level isn't centered in the origin? 
A: Here's Mirek Thier's answer: 

// we add 2 new variables 
var max_min_x_dif;  // difference between max and min numerical  x value 
var max_min_y_dif; // difference between max and min numerical  y  value 

function generate_forest() 
{ 
     randomize(); // always generate a different forest 
     while (tree_index < num_trees) 
     { 
          max_min_x_dif = max_x - min_x; 
          max_min_y_dif = max_y - min_y; 
          max_min_x_dif = random (max_min_x_dif); 
          max_min_y_dif = random (max_min_y_dif); 
          tree_pos.x = min_x + max_min_x_dif; 
          tree_pos.y = min_y + max_min_y_dif; 
          tree_pos.z = 1000; // 1000 quants above the floor level 
          tree_index += 1; 
          if (random(1) > 0.5) 
          { 
               ent_create (treeold1_mdl, tree_pos, create_tree); 
          } 
          else 
         { 
               ent_create (treeold2_mdl, tree_pos, create_tree); 
         } 
         ifdef fun; 
               waitt (8); 
         endif; 
     } 
} 

Q: How can I create an action that will give the player some points and when it has over 100 points the player will be able to open a door? 
A: Here's the code: 

var points = 0; // zero points at game start 
  
function open_over_100 () // call this function at the end of your main action 
{ 
    while (points < 100) {wait (1);} 
    key1 = 1; // opens the doors that need key1 
} 
  
action increase_points // attach this action to any model 
{ 
    while (1) 
    { 
        if (vec_dist (my.x, player.x) < 200) // if the player comes close to this object, give him points 
        { 
            points += 10 * time; 
        } 
        wait (1); 
    } 
} 
  
  

Q: How can I use your cash script in Aum9 to buy a gun? 
A: Take a look at the function below: 

function buy_me() 
{ 
      wait (1); 
      if (event_type != event_click || cash < my.skill1) {return;} 
      cash -= my.skill1; 
      snd_play (spentcash_snd, 70, 0); 
      ent_remove (me); 
} 

To make it work you should change it this way: 

string gun_mdl = <gun.mdl>; 

function buy_me() 
{ 
      wait (1); 
      if (event_type != event_click || cash < my.skill1) {return;} 
      cash -= my.skill1; 
      snd_play (spentcash_snd, 70, 0); 
      my.passable = on; 
      my.invisible = on; 
      ent_create(gun_mdl, my.pos, action_for_gun); 
} 

The action action_for_gun is an action similar to the other gun actions in the templates (weap_m16, etc). 

  

Q: How can I put in video clip at the beginning of the game and into the loading of the second level? 
A: Here's some code from one of my older projects; call the function when you need it: 

function play_video () 
{ 
       if (movie_frame == 0) 
       { 
             play_moviefile "your_video.avi"; 
       } 
       else 
       { 
             stop_movie; 
       } 
} 
  
  

Q: Help! My player can't climb up the stairs! 
A: The origin of your player is too low. Open Med, select the player: Edit -> Select all, check "Use frame range" and move it upwards. 
  

Q: Is it possible to change the key_force to be different keys in the movement code? 
A: Sure. Simply replace key_force.x with (key_w - key_s) and so on. 
  

Q: When my model turns I want it to turn back with the same animation but reversed when I release the button. 
A: Here's an example: 

var sense; // 1 = normal animation, -1 = reversed animation 

while (1) 
{ 
    // add your movement code here 
   ................... 
   sense = key_cuu - key_cud; // use cursor keys for forward / backward movement 
   ent_cycle("walk", my.skill10); 
   my.skill10 += sense * init_speed * time; 
   my.skill10 %= 100 // loop animation 
   wait (1); 
} 

  

Q: Whenever I pick up my weapons, they are placed in a wrong position. What can I do? 
A: Set skill1..3 for every weapon model - they control the position of the picked up weapon on x, y and z. 

  

Q: How can I rotate a panel? 
A: You can't rotate a panel, but you can define it as an entity - this way you will be able to rotate it by changing its roll angle: 

function rotate_entity(); 

entity my_panel 
{ 
     type = <panel.mdl>; 
     layer = 10; 
     view = camera; 
     x = 25; 
     y = 10; 
     z = -10; 
} 

function rotate_entity() 
{ 
    my_panel.visible = on; 
    while (1) 
    { 
        my_panel.roll += 5 * time; 
        wait (1); 
    } 
} 
  
  

Q: By default the Game Studio fires a white and grey trail from the enemy weapon to the player. How do you change what the enemey fire looks like? 
A: You will have to modify function particle_fadeout. 
  
  
 : How can I add an engine sound to the car code in Aum10? 
A: You have to add a few things and modify function player_to_car(): 

var engine_handle; 

sound engine_snd = <engine.wav>; 

function player_to_car() 
{ 
     wait (1); 
     ent_remove (me); 
     player.shadow = off; 
     player._MOVEMODE = _MODE_DRIVING; 
     player._FORCE = 1.5; 
     player._BANKING = 0.1; 
     player.__SLOPES = on; 
     player.__WHEELS = on; 
     player.__JUMP = off; 
     player.__STRAFE = off; 
     player.__TRIGGER = on; 
     astrength.pan = 1.5; 
     car_entity.visible = on; 
     while (key_space == 0) // press space to switch from car to player 
     { 
          if (key_force.y != 0) 
          { 
               if (snd_playing (engine_handle) == 0) 
               { 
                    snd_loop (engine_snd, 40, 0); 
                    engine_handle = result; 
               } 
          } 
          else 
          { 
               snd_stop (engine_handle); 
          } 
          wait (1); 
     } 
     temp.x = player.x - 100 * sin(player.pan); 
     temp.y = player.y + 100 * cos(player.pan); 
     temp.z = player.z; 
     ent_create (car_mdl, player.pos, create_car); 
     vec_set (player.pos, temp); 
     car_entity.visible = off; 
     car_to_player(); 
} 
  
  

Q: How do I create a panel that says: "press any key to continue" for every level that is loaded? 
A: Use this piece of code: 

bmap presskey_pcx = <presskey.pcx>; 

panel presskey_pan 
{ 
 bmap = presskey_pcx; 
 layer = 30; 
 pos_x = 0; 
 pos_y = 0; 
 flags = d3d, overlay, refresh; 
} 

action panel_trigger // place any entity with this action attached to it in every level 
{ 
    my.invisible = on; 
    my.passable = on; 
    presskey_pan.visible = on; 
    while (key_any == 0) {wait (1);} 
    presskey_pan.visible = off; 
} 
  
  

Q: How do I make my player disappear when it enters a vehicle and reappear when it gets out of the vehicle? 
A: Here's the car code in Aum10 modified for 3rd person player: 

// include this file in your main game file 
// attach action my_car to your car model 

string car_mdl = <rallycar.mdl>; 

function player_to_car(); 
function car_to_player(); 
function create_car(); 

entity car_entity 
{ 
     type = <rallycar.mdl>; 
     layer = 10; 
     view = camera; 
     x = 20; 
     y = 0; 
     z = -60; 
} 

action my_car 
{ 
     person_3rd = 0.5; // force 3rd person mode 
     my.enable_impact = on; 
     my.event = player_to_car; 
} 

function player_to_car() 
{ 
     wait (1); 
     ent_remove (me); 
     player.shadow = off; 
     player.invisible = on; 
     player._MOVEMODE = _MODE_DRIVING; 
     player._FORCE = 1.5; 
     player._BANKING = 0.1; 
     player.__SLOPES = on; 
     player.__WHEELS = on; // rotate only when moving 
     player.__JUMP = off; // the car can't jump 
     player.__STRAFE = off; // can't strafe 
     player.__TRIGGER = on; 
     astrength.pan = 1.5; // decrease rotation speed (pan) 
     car_entity.visible = on; 
     while (key_space == 0) // press space to switch from car to player 
     { 
          wait (1); 
     } 
     temp.x = player.x - 100 * sin(player.pan); // check to see if there is an empty space (near the car door) to deploy the player 
     temp.y = player.y + 100 * cos(player.pan); 
     temp.z = player.z; 
     ent_create (car_mdl, player.pos, create_car); 
     vec_set (player.pos, temp); 
     car_entity.visible = off; 
     car_to_player(); 
} 

function car_to_player() 
{ 
     player._MOVEMODE = _MODE_WALKING; 
     player._FORCE = 0.75; 
     player._BANKING = -0.1; 
     player.__SLOPES = off; 
     player.__WHEELS = off; 
     player.__JUMP = on; 
     player.__DUCK = on; 
     player.__STRAFE = on; 
     player.__BOB = on; 
     player.__TRIGGER = on; 
     player.invisible = off; 
     astrength.pan = 7; // restore the original value in move.wdl 
} 
  
function create_car() 
{ 
     wait (1); 
     vec_set(temp, my.x); 
     my.pan = player.pan; 
     temp.z -= 2000; // trace 2000 quants below the car 
     trace_mode = ignore_me + ignore_passable + ignore_models + ignore_sprites; 
     my.z -= trace (my.x, temp); // place the car at ground level 
     my_car(); // start the action again 
} 

  

Q: I use the car code in Aum10 and I'd like to know how to make my player face the same direction as the car after entering it; now the car receives my player's pan value which doesn't look right. 
A: Change function player_to_car() this way: 

function player_to_car() 
{ 
     wait (1); 
     player.pan = my.pan; 
     ent_remove (me); 
     player.shadow = off; 
     player._MOVEMODE = _MODE_DRIVING; 
     player._FORCE = 1.5; 
     player._BANKING = 0.1; 
     player.__SLOPES = on; 
     player.__WHEELS = on; // rotate only when moving 
     player.__JUMP = off; // the car can't jump 
     player.__STRAFE = off; // can't strafe 
     player.__TRIGGER = on; 
     astrength.pan = 1.5; // decrease rotation speed (pan) 
     car_entity.visible = on; 
     while (key_space == 0) // press space to switch from car to player 
     { 
          wait (1); 
     } 
     temp.x = player.x - 100 * sin(player.pan); // check to see if there is an empty space (near the car door) to deploy the player 
     temp.y = player.y + 100 * cos(player.pan); 
     temp.z = player.z; 
     ent_create (car_mdl, player.pos, create_car); 
     vec_set (player.pos, temp); 
     car_entity.visible = off; 
     car_to_player(); 
} 
  
  

Q: How do I do, that when the player picks up a gun, it actually holds the gun in the third person view? 
A: Animate your gun model(s) together with the player model then save them as separate models. This piece of code does what you want: 
  
string gun_mdl = <gun.mdl>; 

function attach_player_gun(); 

action pick_me_up // attach it to your gun 
{ 
    my.passable = on; 
    while (player == null) {wait (1);} 
    while (vec_dist (player.x, my.x) < 100) {wait (1);} 
    ent_remove (me); 
    ent_create(gun_mdl, nullvector, attach_player_gun); // give the player a gun 
} 

function attach_player_gun() 
{ 
     proc_late(); 
     my.passable = on; 
     my.metal = on; 
     while(player != null) 
     { 
        vec_set(my.pos,player.pos); 
        vec_set(my.pan,player.pan); 
        my.frame = player.frame; 
        my.next_frame = player.next_frame; 
        wait(1); 
     } 
     ent_remove(my); 
} 
  
  

Q: I would like to use the keys WSAD for movement; is it possible if I am using the templates? 
A: Replace these lines in movement.wdl (input.wdl if your templates are newer): 
  
force.X = strength.X*(KEY_FORCE.Y+JOY_FORCE.Y);  // forward/back 
force.Y = strength.Y*(KEY_COMMA-KEY_PERIOD);     // side to side 

with these ones: 

force.X = strength.X*(KEY_FORCE.Y+JOY_FORCE.Y+key_w-key_s); 
force.Y = strength.Y*(KEY_COMMA-KEY_PERIOD+key_a-key_d); 
  
  

Q: How can I increase or reduce player's health or armor smoothly instead of taking one big chunk of it? 
A: Here's an example: 

define damage skill10; 

function decrease_health(); 

action enemy // could be an enemy, an enemy bullet, etc 
{ 
    my.damage = 10; 
    ........................ 
} 

action player 
{ 
    .................................. 
    my.enable_impact = on; 
    my.event = decrease_health; 
    while (1) 
    { 
        ........... 
        wait (1); 
    } 
} 
  
function decrease_health() 
{ 
    if (event_type == event_impact && you.damage != 0) // it is an enemy, an enemy bullet, etc 
    { 
        player.skill48 = player._health; 
        while (player._health > player.skill48 - you.damage) 
        { 
            player._health -= 5 * time; 
            wait (1); 
        } 
    } 
} 

  

Q: How do I do that when the player clicks "use" on a certain object, it moves to the next level, and restores health and armor? 
A: Here's the code: 

function next_level(); 

bmap use_pcx = <use.pcx>; 
string level2_wmb = <level2.wmb>; 

panel use_me // shows the usable object on the screen 
{ 
     bmap = use_pcx; 
     layer = 20; 
     pos_x = 40; 
     pos_y = 60; 
     flags = d3d, overlay, refresh, visible; 
     on_click next_level; 
} 

function next_level() 
{ 
     level_load (level2_wmb); 
} 
  
Health and armor are restored automatically (set their values using skill9 and skill10 if you are using the templates). 
  
  

Q: I'm trying to do a car racing game; what do I need to call the left, right, etc animation frames when I press the corresponding keys? 
A: I will assume that you are using the arrow keys for movement: 

action my_car 
{ 
    while (1) 
    { 
        ........... 
        // movement code 
        .......... 
        if (key_cul == 1) 
        { 
            ent_cycle("rotateleft", my.skill20); // name your animation frames this way 
            my.skill20 += 3 * time; // animation speed 
            my.skill20 %= 100; // loop the animation 
        } 
        if (key_cur == 1) 
        { 
            ent_cycle("rotateright", my.skill20); // name your animation frames this way 
            my.skill20 += 3 * time; // animation speed 
            my.skill20 %= 100; // loop the animation 
        } 
        if ((key_cul + key_cur == 0) && (key_cuu + key_cud != 0)) 
        { 
            ent_cycle("moveforward", my.skill20); // name your animation frames this way 
            my.skill20 += 3 * time; // animation speed 
            my.skill20 %= 100; // loop the animation 
        } 
        wait (1); 
    } 

Q: When the player clicks a certain door, instead of opening it he will pass to the next level. How do i do that? 
A: Here's the code: 

string level2_wmb = <level2.wmb>; 

function next_level(); 

action click_me 
{ 
     my.enable_click = on; 
     my.event = next_level; 
} 

function next_level 
{ 
     level_load(level2_wmb); 
} 
  
Q: I would like to see a panel with the weapons I've got so far when I press Ctrl. Can I do that? 
A: Here's an example that works with 3 weapons; use this piece of code with the templates: 

function show_weapons(); // call it from main() 

bmap weapon1_pcx = <weapon1.pcx>; // pictures of weapon1...3 
bmap weapon2_pcx = <weapon2.pcx>; 
bmap weapon3_pcx = <weapon3.pcx>; 

panel weapon1_pan 
{ 
     bmap = weapon1_pcx; 
     layer = 30; 
     pos_x = 10; 
     pos_y = 0; 
     flags = d3d, overlay, refresh; 
} 

panel weapon2_pan 
{ 
     bmap = weapon2_pcx; 
     layer = 30; 
     pos_x = 50; 
     pos_y = 0; 
     flags = d3d, overlay, refresh; 
} 

panel weapon3_pan 
{ 
     bmap = weapon3_pcx; 
     layer = 30; 
     pos_x = 90; 
     pos_y = 0; 
     flags = d3d, overlay, refresh; 
} 

function show_weapons() // call it from main() 
{ 
    while (1) 
    { 
        if (key_ctrl == 1) 
        { 
            if (weapon_1 == 1) // if we have the 1st weapon 
            { 
                weapon1_pan.visible = on; 
            } 
            if (weapon_2 == 1) // if we have the 2nd weapon 
            { 
                weapon2_pan.visible = on; 
            } 
            if (weapon_3 == 1) // if we have the 3rd weapon 
            { 
                weapon3_pan.visible = on; 
            } 
        } 
        else 
        { 
                weapon1_pan.visible = off; 
                weapon2_pan.visible = off; 
                weapon3_pan.visible = off; 
        } 
        wait (1); 
    } 
} 
  
Q: I have a train model and tracks in mdl; does any one know how to set it to follow the track? 
A: Here's some of my code - it moves an entity on a path created in Wed: 

var chtarget_pos; 
var chinit_speed; 
var chcurrent_speed; 
var chacc_speed; 
var ch_dist; 

action move_tank 
{ 
     chinit_speed = 3; // speed 
     ent_path("tankpath"); // walk on this path 
     ent_waypoint(chtarget_pos, 1); 
     while (1) 
     { 
        temp.x = chtarget_pos.x - my.x; 
        temp.y = chtarget_pos.y - my.y; 
        temp.z = 0; 
        if (vec_to_angle (my_angle, temp) < 20) 
        { 
             ent_nextpoint(chtarget_pos); 
        } 
        my.z += 0.1 * (chtarget_pos.z - my.z) * time; 
        chcurrent_speed = chinit_speed; 
        my_angle.pan = ang(my_angle.pan - my.pan); 
        if (abs(my_angle.pan > 10)) 
        { 
             temp = sign(my_angle.pan) * chcurrent_speed * 0.1; 
        } 
        else 
        { 
             temp = chcurrent_speed * my_angle * 0.01; 
        } 
        my.pan += temp * min(1, time); 
        chacc_speed = chacc_speed * max ((1 - time * 0.03), 0) + 0.2 * chcurrent_speed * time; 
        ch_dist = chacc_speed * time; 
        you = null; 
        move_mode = ignore_you + ignore_push + activate_trigger + glide; 
        ent_move(ch_dist, nullskill); 
        wait(1); 
     } 
} 

Q: Is there a way to place an object in Wed and have the camera follow the player from that specific point? 
A: Sure it is, take a look: 

action init_camera 
{ 
     my.invisible = on; 
     while (player == null) {wait (1);} 
     vec_set (camera.pos, my.pos); 
     while (1) 
     { 
          vec_set (temp.x, player.x); 
          vec_sub (temp.x, my.x); 
          vec_to_angle (camera.pan, temp); // follow the player 
          wait (1); 
      } 
} 

Q: I am getting a syntax error when I try to do enemy1[0].y = 0; but it works ok when I remove the array: enemy1.y = 0. Why can't I use an entity property with an array? 
A: A regular var is practically an array with 3 elements, so you can use entity1.x or color.red, etc for it. If you use a "real" array its elements aren't vars with 3 elements so color[2].y gives errors. 
  
Q: How do you use the push value if you want the player to move through an entity but not another entity? 
A: Here's the code: 

action player_action // the action attached to the player 
{ 
    my.push = 2; 
    .................. 
} 

action pass_through 
{ 
    my.push = 3; 
} 

action cant_pass_through 
{ 
    my.push = 1; 
} 

Q: When a gun model emits a bullet model, does A5 automatically angle the emitting object's front position according to the main model? 
A: No, you have to set the angles in bullet's function this way: 

function bullets() 
{ 
     my.pan = you.pan; // you is the gun 
     my.tilt = you.tilt; 

     my.enable_entity = on; 
     my.enable_block = on; 
     my.event = remove_bullets; 
     .......................... 
} 

Q: Is there a way to manipulate the robot2 action so that the distance of the shots isn't very far as if to use a sword? 
A: You have to change a line inside war.wdl in function attack_fire():  

if((fire_mode & MODE_DAMAGE) == DAMAGE_SHOOT) 
{ 
    shot_speed.X = 500; // replace 500 with 50 
} 

Q: I want to make a (player) health bar that gets bigger with 5% with every new level. 
A: Create a regular health bar and simply increase player's health with 5% at the beginning of every new level - its health bar will grow automatically. 

vbar           20,                   30,                     150,      healthbar_map,           1,                      player._health; 

vbar    position_on_x, position_on_y, height_in_pixels, vbar_bitmap, multiplication_factor, variable_that_changes_vbar; 


  
  
  
  
  
  
  
  
  
  
 


  
