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OS: Windows Vista SPY, Windows ¥, A\, \ - (£$-bit only)

Processor: Intel Dual-Core YGHz or AMD Dual-Core YGHz

Memory: ¥ GB RAM

Graphics: NVIDIA GeForce ft-- series or AMD Radeon HD

g... series

DirectX: Version \\

Hard Drive: A GB available space

Sound Card: DirectX Compatible Sound Card with latest
drivers

d—ogi ) (el 1S il oy g i gl 2 &5 (5T gl Slasiio
(5138 Cormw @aloo pisls (gl 00l

OS: Windows ¥, A,\, Y- (#f-bit)

Processor: Intel Quad-Core (id6 YY--) or AMD Octo-Core

(FX A0¢)

Memory: A GB RAM

Graphics: NVIDIA GeForce ##-Ti or higher, AMD Radeon

HD vaa- or higher

DirectX: Version \\

Hard Drive: A GB available space

Sound Card: DirectX Compatible Sound Card with latest
drivers



F ¢Juad

GameSDKej gy

PO G5 L il 6l 5 (o g 4ol 45 0SS hgel 58 35 0
9 Sl iy (LSl (=i PF 1538 o 9 (=i PF j9u—ig buxo
S 333y (S0l (i VY158 it g (S Y'Y j9 9 Jumo (51
= YV 58] e g (i YV jgami g xo jo L (55L s, ! ol
b 9 St (=t PP Loy jou—ng 35T (el 5y (00l Shols

0o 00liiw] il g1y 31 dnilys s (it FF Lo 1581

D Sl
;L 'Marketplace jo cailiss sba 039, 5 sl (615 (i sl
e 0455 b oyl oS ceai |y (Launcher) , su¥ Lo a s el
a1 0 g plosls mog s pgal 4l g o5 a4 oS Oyg 0 an |y Y
9 oS azrlye S8 al derand 13 DVD () o a (o o
08,8 Jold 0,5 ST ST 5w)) oS 7,5 00,8 c bl sy L
W33 o 5l ezl (61,5 g oY (0,5 EST ST Gl el i
ST ST gl Laylial o 5 5l (S5 5l 5 Lo g oS e oolawl WINRAR
Y =l Jm e U Llys g oS oolaiwl sl (61,5 5, 0,5



P Juad
9 CryEngin cuas I

GameSDKejg

< | DVD_CryEngine 5.4

Home Share View

~ v » ThisPC » Data (D:) » DVD_CryEngine 5.4 ~ & Searc
”~ Mame Date modified Type Size
# Quick access
MyWork 6/15/2018 10:14 PM  File folder
& OneDrive Schematyc Editor-CE 5.3-Ahmad Karami..  6/15/2012 10:05PM  File folder
B This PC Schematyc Programming-CE 5.3-Ahmad...  6/13/2012 10:06 PM  File folder
T User Interface CryEngine 5.3-Ahmad Kara...  6/15/2012 10:06 PM File folder
[ Desktop
Visual C++ Redistributable for Visual Stu...  6/15/2012 10:06 PM  File folder
Documents B ce-launcher_S4rar 9/23/2017 401 PM  WinRAR archive 70,534 KB
& Downloads 8 cmake-3.7.0-rc1-winfd-x6d.msi 10/7/2016 5:38 PM Windows Installer ... 17,797 KB
J! Music T_ﬂ Coldplay - A Sky Full of Stars (320).mp3 11/21/201712:37 .. MP3 Audie File 7,996 KB
[&] Pictures B CRVENGINE_5.4rar 9/23/2017 11:48 AM  WinRAR archive 042 410 KB
1 Videos How To Instal CryEngine 3.4.bd 6/12/2018 3:36 AM  Text Document 1KB
- . erminology-CryEngine 3 Technolegy.m...  6/11/ : ideo File AT
% Local Disk () ) Terminclogy-CryEngine 5 Technology. 6/11/2018 3:50 PM  MP4 Video Fil 19,478 KB
= e ) The First Conference 2001 6-CryEngine Tec...  6/12/2018 1:10 AM  MP4 Video File 60,430 KB
ata (D -
@) T TV Interview 2017 with Ahmad Karami-Cr...  6/11/2018 3:27 P MP4 Video File 27,545 KB

-—
== Downloads (E:)
-

Downloads 8 Software (F:)
AS WS oo Semlgt o Lo 5l g 05 e sl g IS A (gl oy Y
Cancel 45> (59,4 Lo oS SIS Next aoSs g9, cas aslsl gl
S el j9aing 4 1) i 1 Bl yail 5 0iS” SIS

ﬁ CRYEMGIME Launcher Setup — X

@ Welcome to the CRYENGINE Launcher
CRYZNGINZ Setup Wizard

The Setup Wizard will install CRYENGIME Launcher on your
computer, Click Mext to continue or Cancel to exit the Setup
Wizard.

Back Next | | Cancel
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59,55 oo Il ;=Y Ca g als elNeXt a oSy 59,0 SIS L
Dgd ool () S VY ol plen o

15 CRYENGIME Launcher Setup - X

Destination Folder
Click Mext to install to the default folder or dick Change to choose another,

Install CRYENGIME Launcher to:

IC:\Prngram Files {x8a)\Crytek\CRYENGIMNE Launcher),

. Bak [ mext | | cancel |

L w5l (6,500 adpe 01y L oS SIS Next aaS's 55, Yl
oot SlS L Ly oo S 5 e al> o S 4 Back S g5, SIS
6 i jhne 0aS Plell) L =uY Cas J el Bl ail Cancel asSs
4o (59 Sl (oo Lo 0y omty (ml 50 g Sled Gl B it (g0

S SIS Install
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1 CRYENGINE Launcher Setup — X

Ready to install CRYENGINE Launcher

Click Install to begin the installation. Click Back to review or change any of your
installation settings. Click Cancel to exit the wizard.

e b5l o)l S 5 ST nST cllesdnstall aaSs g, S L

KT
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15 CRYENGINE Launcher Setup

Installing CRYENGINE Launcher

Please wait while the Setup Wizard installs CRYENGIME Launcher,

Status:

o oEk

Mext

t_i_s.lSCance| FEDAR SS9y ..\_uas‘rnl.o._wu_»a.a)‘ dl_.objul_..n Q_’,J).b

oo e Slog e ibgie ¥ e b LS il 5 oS

39l oo ol o
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ﬁ CRYEMGIME Launcher Setup — *

Q@ Completed the CRYENGINE Launcher
CRY=NGINZ Setup Wizard

Click the Finish button to exit the Setup Wizard,

Back Cancel

S SIS Finish asss 64,0 Y

Lo ly el 6 a (s sl Cmns a5 LotieeSie S o Lo 4y
PSS e Sty Coge

J15 j00nsS i 55 1, 0% el (61,5 48 el o g Al e nl o
S ol gols 04>y sl ol 00 28 b LS 0l dewe—s ,0 DVD
WS s eSSt el
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i Quick access
<@ OneDrive

O ThisPC

[ Desktop
Documents
‘ Downloads
D Music
[&=] Pictures
[ videos
Local Disk (C:)
Data (D:)

-
== Downloads (E:)
-

Share

+ | DVD_CryEngine 5.4

View

» ThisPC » Data (D:) » DVD_CryEngine 5.4

~

Downloads & Software (F:)

MName

MyWork
Schematyc Editor-CE 5.3-Ahmad Karami...
Schematyec Pregramming-CE 5.3-Ahmad...
User Interface CryEngine 5.3-Ahmad Kara...
Visual C++ Redistributable for Visual Stu...
g ce-launcher_3.4.rar
ﬁ! cmake-3.7.0-rc1-winfd-x64.msi
il Coldplay - A Sky Full of Stars (320).mp3
B CRYENGINE_S.4urar
How To Instal CryEngine 5.4.txt
] Terminology-CryEngine 5 Technology.m...
T The First Conference 201 6-CryEngine Tec...
E TV Interview 2017 with Ahmad Karami-Cr...

Date modified

6/15/2018 10:14 PM
6/15/2018 10:05 PM
6/15/2018 10:06 PM
6/15/2018 10:06 PM
6/13/2018 10:06 PM
9/23/2017 4:01 PM
10/7/2016 5:38 PM
11/21/2017 12:37 ...
9/23/2017 11:48 AM
6/12/2018 3:36 AM
6/11/2018 3:50 PM
6/12/2018 1:10 AM
6/11/2018 3:27 PM

Type

File folder

File folder

File folder

File folder

File folder
‘WinRAR archive
Windows Installer ...
MP3 Audio File
WinRAR archive
Text Document
MP4 Video File
MP4 Video File
MP4 Video File

~ O

Size

70,534 KB
17,797 KB
7,996 KB
942,410 KB
1KE
19,478 KB
60,490 KB
27,545 KB

)_A)) ;)5_».: C)b OQJ_M.S o> )‘ d._a‘y e O‘j-?!.ls);.a_u.uo)d J_ils
ezl 61,5 3100l ol (sl Ll (el im0, b 30,8 51S]
25 o o0, b Ly oS ST 5 a5 O,F cpznil (61,5 ol 45 el p3Y

BB CRYENGINE 5 Arar - WinRAR [eva

Juation copy)

File Commands Teols Favoriter Options Help

DA Hbuwo g S U¥

Add  BtactTo  Tex  View Delete  Find

Info | VirusScan Comment Protect  SFX.

BE] | [ CRYENGINE54an\ CRYENGINE 5. - RAR archive, unpacked sce 3,096,428 54 bytes

S Copy/Paste ;5 7,5 4 asin s y0 1) S

=]

P (Jusb

9 CryEngin cuas -

GameSDKojg

Searc

o]

| odls

x

Name Size Packed Type Modified CRC32
L

Toals File falder Y27 11,

Templates Filefolder

gamezero File folder

engine File folder

Editor File folder

Cede File folder

bin File falder 82272017 11:A...

gip File foldes $2WNT 115

T systemecty* 15 128 CFGFile S22ROITIA,.  B83RACFT
 editor.cig* 09 N2 CFGFile /2272017 11:4..  2B4025F3

<ryengine.cryengine w % Crfngneversion  S/2/2017114..  C2685165
2] CMakeLists.oa = 5 96 Test Document SALTINA..  SFEDSAN
==a Total & folders and 495 bytes in 4 files
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Extracting from CRYEMNGIMNE_5.4.rar

Archive E:\CE 5.4 Final\CRYEMGIME_5.4.rar

extracting
gacutil.exe

Elapsed time
Time left

00:00:14
00:04:21

Processed

3%

| Backaround

|| Pause

| Cancel

| Mode.. |

Help

=S Wl o ezl 61,5 sl 0, S Z il 0,8 5l L a8 ST oldes
po—aic Sldas pladl 5l o iley - datie g o il LSl sy 0l pilsg

Lty ol bl amlss 5 Sonnals’ (695 1) S (s 0 o 45 4l

[ ) v | CRYENGINE 54

Home  Snare  View

e et
& Onedrie

I This PC

& Douniosds

o UightVolumetric

B Music

= Pictures

B Videss

i Local Disk (C)

— Data

- Downioads (E)

- Downloads & Software (F)

. OthesBGameEngines ()
- Data (D)
. Downloads & Software )
. Downlaads (€)

e Local Digk (C)

A Name

> ThisPC + Data (D) » CRYENGINES4.

aip
Ein

Code
Editer

) CMakeListsra
B cyenginecrysngine
T aditorcy

T systemcty

87222017 11L46PM  CFG File

[H=
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SIS S 5 035 iy Slibos 4SS Lat> 45 0S5 sl

J_.Q.co_,,;,,gw)_i)'ﬁj_.as)oa._fd._ngJ_’;ABQ_wlf)‘Y)‘so_;ﬁ)ow_gol

> Data(D:) » CRYENGIMNE_54

2 Mame

gip

bin

Code

Editor

engine

gamezero

Templates

Tools
CMakeLists.bet
. cryengine.cryengine
E editor.cfg
E system.cfg

Date modified

9/22/2017 11:56 PM
9/22/2017 11:46 PM
9/22/2017 11:46 PM
0/22/2017 11:38 PM
9/22/2017 11:39 PM
9/22/2017 11:46 PM
9/22/2017 11:37 PM
9/22/2017 11:46 PM
9/22/2017 11:42 PM

04770017 11,46 DAA

Type

File folder

File folder

File folder

File folder

File folder

File folder

File folder

File folder
Text Document

B Register engine
. Generate engine solution

Medialnfo

Ea Scan with Windows Defender...
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— oola_l CMake «_b ,» 51 *.h (Header) slaa_s 4 *.cpp (File
i gr0gil Jlgimg Solution Jb aJe 5 asliy ool a6l oS
0035 JUo 1) 5 dolee ¥ syl jaly 2l Y010

s o |y oS ol dewes ;o DVD (g9, ,— |, CMake.msi 6 lol
o3l bl yy (sSasl Gog5 0 ,omty L5 0l SIS () (g9, g 9
Goamt Sl L5 os)y (oo (gom ad> o ay NEXE aaSs (69, 0 SIS Leogs
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Welcome to the CMake Setup Wizard

The Setup Wizard will install CMake on your computer, Click
Mext to continue or Cancel to exit the Setup Wizard.

$l9d b sl iaaY 0 (oo odaliine o) poal b oy (nl po
pY g BlS il Ll glym 1y o)ls 04 2g onijlow 8 i 8, b jlas
Aol ccal >l 3l (g ad> o 5 laNEXt a oS (59,0 SIS 5 i
4.L‘>J.o .))‘5 Back 4.5 Lgs))_’wl_’jd_usuuaxﬁub ‘))‘)_9‘ ‘a)_s

A l Byo 4l coas jlCancel gg, 0 SIS g oo LS
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15 CMake Setup - X
End-User License Agreement
Please read the following license agreement carefully
CMake - Cross Platform Makefile Generator A

Copyright 2000-2016 Kitware, Inc. and Contributors
All rights reserved.

Redistribution and use in source and binary forms, with or without
maodification, are permitted provided that the following conditions
are met:

* Redistributions of source code must retain the above copyright
notice, this list of conditions and the following disclaimer.

[#]1 accept the terms in the License Agreement

| Print | | Back || Next I | Cancel |

soliwl ] 51 LS oyl deno s 0 aly o L 45 (ol A i o 5
b som al> e yacenl Cmake Y sgs adg CHt slaas U oples

599 Jole pias )0y s |y e Lol Jgl 43S 105 poad
5 PLS 3)lae j0 ;Ko 0iS J A B0 a0l 9)90 il j0 g 9S sai
o s CMake s o lg o Lo el aoa Ly )L a o pgo 4y S
43S ol 5 ) e 50 5 Sl QLS 0t pd Ay 3T g Bl axals
g oolawl LB g, colsT o Las CMake pgw auid g ol ool Sl
5 (g dlgzt 8 >ge LS L Ko sl clST jo g o walegs a S
Lo slpecils s52g Jol a3 )0 a5 asmil aiile pow a5 a5 Sl (009
Ll g (g 43S 695 0 Sl L el g S olie S
Som al> o aslNext 4 oSo g, SIS g o)), LS asn I, CMake
asby 5l (shorteut) ol b S aS o plys o Slo S a el
5= 1y el Checkbox a5 5.5 1,8 5905 GLSwss (55, CMake
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ﬁ Install Options — *

Install Options
Choose options for instaling CMake 3.7.0

By default CMake does not add its directory to the system PATH.

(C) Do not add CMake to the system PATH
(®) Add CMake to the system PATH for all users

(C) Add CMake to the system PATH for the current user

[ create CMake Desktop Icon

Bk [ Net ]| | Cancel |

ST L L g ams ,oxs Change awSs g9, SIS L ois (oo o

(EO—2 4\_19-).4 o)|5 &wawﬁujNext a_oSo SS9y uo)_f
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15 CMake Setup - X
Destination Folder
Click Next to install to the default folder or didk Change to choose another.
Install CMake to:

IC:‘IProgram Files\CMake,

 Back [ et | | concel |

a4 g9, dalip U osS SIS Install aeSs g9,,0 0ly o YL

YW

1 CMake Setup - *

Ready to install CMake A

Click Install to begin the installation. Click Back to review or change any of your
installation settings. Click Cancel to exit the wizard.

Back [ @mstal | | cancel
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12 CMake Setup - X

Installing CMake A

Please wait while the Setup Wizard installs CMake.,

Status: Copying new files
L |

i |

|)Mwﬁgjauqiuuﬁjo%5%mglﬁg ad> 0 04
3= ol cg Y us SIS Finish a_.ss G 9y pecsl a_alg>
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# CMake Setup — X

Completed the CMake Setup Wizard

Click the Finish button to exit the Setup Wizard.

Back Finish Cancel

aigy 5 s Template aig i o ) g—al )0 4 Azl jy
el L &l 035, J— b "FirstPersonShooter" soa_se a4 ,—; 3 CPP
o59— o—l 5l CH+ sla |l o Jg sl ,ls 54>4 Game.cryproject

3o el 1) pj JolpedS aligy 0929 Gubo

| || = | FirstPersonShooter

“ Home Share WView

« v » ThisPC » Data(D:) » CRYEMGINE_34 » Templates » cpp » FirstPersonShooter » v B
~ Name - Date modified Type Size
3 Quick access
Assets File folder
@ OneDrive bin File folder
I This PC Code File folder
I Deskiop ﬂ Game.cryproject CryEngine project 2KB
|5 Documents
; Downloads
J! Music

035 oo 0 509, 5 SIS ol Game.cryproject J b sq,,—

oS ol |, Generate solution aSe
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| [ + | FirstPersonShooter

Home Share View

This PC Data (D:) CRYENGINE_5.4 Templates cpp FirstPersonShooter

A

Name Date modified Type Size
7 Quick access
Assets 9/22/201711:38 PM  File folder
(@ OneDrive bin 2/2017 11:37 PM  Fille folder
[ This PC Code 38 PM  File folder
Game.cryproject T project 2KB
[ Desktop Launch editor
%| Documents Launch game
@ Downloads Launch dedicated server
b Music Package Build
=) Pictures Generate/repair metadata

Generate solution

B videos

Open CMake GUI
wa Local Disk (C:)

Switch engine version

ools il cryselect.exe s L 55, ol o a8 ol wlsesl L
Ll ) O,F el 6,5 Loxtyl jo 5 oS sl 1) o5 ezl (gl,8 adens

[ O °

ThisPC > Data(D) » CRAYENGINESA » Templates > cpp » FirstPersonShaotes

Sy o 059 — 2 (59, — du—mme SIS el Ly e
sl e,—>=u.Generate solution a4 ;¥ L sl g Game.cryproject
L Gbsoginl Jlgimg a5 aales (o Lo 5l 5 (1l 5 990 (0 ol (6500
Gl ol Yo VO g30gil Jlgimg Loxnl jo Lol bzl 4 oS ol
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9 518 51 5 ol ) el by s 4 L cwgiaS ol Koo

oS o lgen Lo 6lp |y ot
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6_and64./c
_amdé4.cl.

in/x86_amdé&4
bin/x86_amd

by ol S a5 cul eas slsul solutions s L (gl adge Jle jlows

sloais e pasTemplate » ¢l J>lp ol uS sy

4 Sl cplases sl |y coul sl 61,5 0 Templates/cpp 45,005

o s oLl Template s solutions U L asg o slsu! g odgs

| = | FirstPersonShooter

€ - v

3 Quick access
¢@ OneDrive

3 This PC
[ Desktop
= Documents
4 Downloads
D Music

| Pictures

» ThisPC » Data(D:) » CRYENGINE_ 54 » Templates » cpp » FirstPersonShooter »

ARV P
v O
Type Size
File folder
File folder
File folder
File folder
CryEngine project 2KB

4 gl 0y > WINFY oL L , Koo aig 5 S solutions a_sg J=1

L_L"ité hA_—ﬁJ‘js o \JL__;>- 9 uk__ffifr <L__:;?-‘)4o )"‘ﬂ} 4)i5}_.A423 LE}__¢19 4"';3Bi C)T L_}__;S-lc
S—S&5 L C++ glaas 5l s L solution Job S a5’ 1, Game.sin
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Game.sln L5 Ly a_bg e solution |6 g, po—wn CMake oo
AsS obsl y open auF g ass SIS el

| = | wing4
Home Share View
&« v A » ThisPC » Data(D:) » CRYENGINE 54 » Templates » cpp » FirstPersonShooter » solutions » wind > v O Seal
~
(o) MName Date modified Type Size
#t Quick access
CMakeFiles 6/12/2018 2:31 PM File folder

i OneDrive CRYENGINE 6/12/2018 231 PM  File folder
[ This PC [%] ALL_BUILD.vexproj 6/12/2018 231 PM VC++ Project 4BKB
T E7 ALL_BUILD.vcxproj filters 6/12/2018 231 PM VC++ Project Filte... 1KB

[ Desktop . )

. D cmake_install.cmake 6/12/2018 231 PM CMAKE File 4KB
Documents CMakeCache.bit 6/12/2018 231 PM  Text Document 15KB
& Downloads ++ Code_uber.cpp 6/12/2018 231 PM  C++ Source 1K8
Jﬁ Music ++ Components_uber.cpp 6/12/2018 2:31 PM C++ Source 1KB
(&) Pictures ] Game.autogen.rc 6/12/2018 231 PM  Resource Script 3KB

=
B Videos &F Game.sin al §... TKE
. %] Gameworproj Open 61KB
‘i Local Disk (C) Medialnfo
T o E1 Gamewvoxprojfilters Filte... 3KB
— Data (D -

(D3 & Gamewoprojuser E3 scan with Windows Defender... o 1KR
= Downloads (E) Ml GameLauncher vorproj Open with > S1KE
- Downloads & Software (F) &1 Gamel auncher.vcxproj fit g Add to archive... Filte... 1KB
o= Other@GameEngines (G:) &) Gamelauncher.vexpraj.us B Addto "Gamerar’ raj... 1KB

Data (03 %] GameServer.vexproj B Compress and email... 54 KB

ata (D
= 51 GameServervoxproj filters. B8 Compress to "Game.rar” and email Filte... 1KB

Vb oss odg crlost (e 5l Gt slaas 055, L V10 savgiwl Jlgig
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Sl B 5 08 g9t e Jol 5 el Sl lediogd (oo 55l
Jlie S0 Ly ol oolw gla Jlis o e plfiails sy cos ol
Sl 1) o5l s3lo slads ) oy Pl o dis) Szg8 Lo
5 Sl i L 5 g oLy S Gt (L a8 0S5 hgel el
5 Ooltes 4o cplodl by Sl (> b il Sl (e by cnl 20k

Syl (S Lot Mo ¢ Lot anllla 4l s 5 Loy g 5 dlan 5y
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I, "Rebuild Solution" 445 4 00,5 IS «—.l, Solution Game
5 v0me a3l Jee ol wogd el Jolals aldee U oas Gl

] Selution 'Game' (7 projects)
4 @] CMakePredefinedTargets

Build Solution Ctrl+5hift+B




0 (Juad
eror V)Y

Sl 9 Cmake

..wSolution
Lo o35 J—5 aidl g baS JSecul oz i mly JSb 5l 45 ol on
Sl 059, yho g ood JolulS CBige Lhojg,m £ g wiod JolulS loae

/Debug/Game.1lib and object D:/CRYEMGINE_S5.4/Te
1

bwwwwyowl Jlgj_m)o:\_fat_gﬂﬁ)’ 4SS 59,0 Y
35 5l g5 1,2

P Local Windows Debugger -
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oy |y 0max sla (L olsel  SAaNAbOX arwgs 5l i ed SLS
'A| oo; J.Iaa d).o MalS QT ul.s) ubp.,ay )| 9 f:‘ 0l

CHt colw 2 590
L oolusdl cdie S5 ol dap o jo I, G L5 &gt (g )5 aioon
Lol ol 5lel Lo dd ool adly ol 08,5 an s S5 audw slaaS by las
ooldl e ba e (ol 5l 5,3 Lol jacccils acalgs 1) loes 7l o aslsl
i om0y e Lo S8y (] 61,5 (s g
e 9o CH Ly Main ol ass S5 g &yle ol b ddaanansS 4,50

int main ()

{

cout << “Hello, World”;
return -;

}

5| 6l degazme) 4, Sy COUL sl 5l oolil Uy g 05 dsliyy Lol i o
590 " S e i eS cadle g0 ,0 a5 assl asles Lo gl (Bg > g Slacl
ol i an TOTUMN (0I5 4 l5” Sloslit wl Ly g 5 wie Lz
Codw g S Ly aslp aS ol o lid a S wolb S 1 joo aiile (g00e
= S Lo any (8b; aelsd a5 johaileaicnl oo, (LG 4 g 0ad 1]
o Shae Uy g s oLl |y g Joac + - Shae oy gie 5 Lo 3o ais
= bl ]y (s gs aelip 0ol 53 YU LSl jogenas plosil]) 50,85 Joe
sl 5 i3-S bt Sl 5 3 Ay Sl il L il

;s codle 5l SO e il aol ISl sl ans YU LS Ll jo el 5l eolw
ol potde shLalS Al s SsealS sl gasoline [ ] A
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o8 L, aeaals U Lo a8 0 o SiaS Lo asy Gt 5 sl
aalS 5 Loyl sl ok ixe ay blolais alS a5 jshilamegnsS
5 ezl Ll oS 5l Sely L oLk L aab, bl ixe 4 return
ado g9, g ador ;2 (L Gl g S (e oolitul i liBe sla Sells
o 4 Ceadle Lol jo0 e e plal gl a il v U SO (2556 500
2 Lo Sl k5 5Ll a8 Lo sl Lo g el 5o L alez 5L
g5l slho b o coodle Lol joipm b [Kaen 4 cous e olLbls)|
e FomalS L o588 SO 0Lk g 5LET L Sansls L asly Solbs obL
S0 anasilay yiin CH ol e coodlecol Fedg > ol d s o owsyls
9y adlae Lo Jlow 5 Lot ay 2finisy (oo CHH Ly o LUl g o
5 s O U Lot bl 5 L o5 )0 o oSiaS Lot 4y s ol
Ol ol 884 JKensS 5 65 8CH Lol s bL S| e &

a5 Sotly 3z 2 ATl o e g e ples Ladlalas
Lol jo09- pload (o SlalS 5 alizie slo &)l an Wl (oo s
Gl 4 a5 el el S L s a oS S oLl return -;
= main o as a8 ladecewl sad solaiwl jao sae 5l Ladlslo s
int oL (Main) Lol ols 9,5 e Sl oo a0 300,50
5 SINX, COSX ok, assley ol (6,50 ous aliigs =3 5l asles L) aisls
pols— o 25 SIS )0 5 ) S s s (6095 A el 0=
- sl alib s sae SO wly o MAIN L 29,5 Smd0,S
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sla Joe s ezl 61,5 a S 150,105 0 ,,LS (604,5 <8l 0 (sl CIN
S0 (297 3 6099 &P shlo g Sl (0,8 A ez (2955 5 $09)9
J\jj_,g I Output 0y iy 40 ‘aLx.u (- b, S uL> 6‘)—3 Mtoewl
a=LCrylog sl 5l ol sl,5 ;o Console o, = 1o Ly 5 g5l

2 oS eolaul

CryLog(const char *format,...);
CryLog(“Welcome to CryEngine Technology”);

Welcome to CryEngine o5 ool jol ool o oa S

<l Technology
&g Ifass S LS asel> switch g if &l g ws a S a9l ol 4
oo Ll 1, oS Se by Uy degomme 95 Sy 5l S5 byl o5 o a8 col
(LS 56l p) el aS oS o 1ol 1) olygiws Slwj switch g oS

asb lade ol switch

if(L,2)
{
Oy giwd dcgazxe

}

switch(,l,b)

{
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case issue-\ :

C;:‘)jlwé c\.cjw
break;

case issue-Y :

Q‘jgl.mé d&jw
break;

caseissuen:
Q‘)jl.wd d..cw
break;

}

L oslyy gl oo aBlis Lo enum s L aS sooe o o OlolS
Mo il dae K (5 sanles aalS iz b aalS SO

enum { lora, mohammad ,sara, ahmad, jason }

Y lais sara « o lacse mohammad ¢ jao Jaislora cssan as

A1
o yrtacdg—s (oo aiS CONSE wsles cli )] Jloiie g 0SS 35 45 (5 ite
o= dilyl oo polie ol g as)lo a0 o |, bt polie w iy
Py eSSl 5o Ty ) e Dliecdisd

int myNumber;
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eyl Lo 9 (0 a5 led an e el myNumber s ol ol
|, oblisee (gly e 5 Lo o3l oo Lo lsedeasl i sls ol ,o lond Wilgs
Jlosl ) Lo e (6 I8l (il 8 auleai ol a sl 095 o o ilyy 0
a1y ls 8 oS s (6l S s 9l o e s S
s polied s a5 053 o1 Ol asly oS g SO Jte Vs oS
455053 0 ) oo soe Lié myNumber ;s Mo _wa 455550
ol J51s g sl asls |, myNumber e o_ily o5 le—ies o
1035 ooliinl o5 iy a5l Sl Sewpns 13wl

string myNumber;
Lsglislazr gmmoanr it 0l J5h o) oue o wily o Y
OBl e (il (59, e Joe ;500 Ll w18 (e 5 B9 > (2>
e e aS sad Ja5 JSls—J 4 myNumber oo s pd
S)ls S5 053 ;0 |y sz 2 5165 S b Greeta e e
WS S o 1) g i yes Y

float myNumber;

S5 093 o1, g lsel olaelaslg o Los myNumber , o YL >

Ol o |y gem—o dlael g colwl Lo ya—in Loy By aiilei o Lo ylo
S50 Hls a5 (6l LS a8 cul (S5 lod e e (nlo
Sl aegome an Mo ton ol 5oe - (lod L adlys (oo Lodielo 0 )18
as8 data type L ools g4 int, string , float ol oIS sla als
L aodS asenum ools gg5 Mo adily s aley o 00ld g5 0l o
Sl Jle JB ama o o)l 0 a S 0g23 0 ) goue bz p olls

p3,S S3enum
A (o Jroedi Bl o0iS 45T olager 5l 55 00 i aly (e Lo it
s public (private oS Gl oS jleslawl Lo a S Lo e o
ol g S el ;o oIS GlalS (el piy o LS&l protected
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o —Seentity l_wg WIS jlz,L35 alg L, s, private

U_" )‘ d._u‘y r.u 9 A (e o J_:L‘B o)_:..é 9 )_ilo Component

J—=1o ol oo Loy LadeauS eolaiwl (LS 5l = L5 alei Ly g Lo vt

..L..af oolasu! é—"ﬁ‘ 9 lb).._p.a u." )‘ LS)L> L}"%

Lo Sseentity b_wg DS 5z, 5 Iy L La,x0.: public

U_" )‘ \A—AJ‘&J w9 S G- ‘ru)..u.ad J_:b o)_,_c 9 )_in) Component

QS oolaiul WS 21 pizen g (oS 5l 2, mlgi b g e psis

L, Ssentity bwg (oSS 5l z,L5 2l L, La s : protected

u)| Uw)l_f Ja_wsa Le,...: 9 M w).w,o J_:L‘B OJ_A_C 9 )_in) Component

A odlaiw! JJ‘B Lg)l'? u»%g ol Sy

0d iy adu, WS 0 aS ol aS cowl e opl 4 s Virual adds

‘) @b J_u|9.~ ) PUDNLY ua‘ b P ) ralJu‘ u»)l_f S9y— S~ u)‘ J_o.c 9

LK 05,8 WIS A iy, (WAL 0 4 mba il (o WOLS)

sl pb oo b 0gi e Virual

oz ools g clw gl a S cul gl ools sl (struct) Ll
P05l oo i sl ) Glejools g5 55 JLELl i lo 0,18

struct Time {

int hour;

int minute;

int second;

}

3 o b lseansS day ya o e |, myTime s L e 0l o YU
Pl 055 Sl (il 1S

Time myTime;
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asS ool 1y (60 &)l pogie diles oo o2 b STIUCE a5 0iSS (hgal 8

DVD (55, ,— (Robot Island) La <, 6,552 o35, 50 5o g9,—5 sl—
Dol L ami o 0 S uysw 90 bwg Main o i oS opl dewed )0
E9— alaiicns iy 5 |, GamePlugin.h  GamePlugin.cpp slLea
La—él 5Ll CGamePlugin LS ;o coiw dlog, 4o 55—
L , 5145 09 ai Lasiw ol event ;ul), g switch jgrws 5l eolas il
L 5 sleas Soilep jo 1) Lo Coignals (olod 0siS fsom ) apalys (oo

ol 5 L s ENUM ools g4 5l eolax )|
——= | ,— >l ESYSTEM_EVENT_REGISTER_SCHEMATYC_ENV
plo Lo enum ools go 5l oolaiwl Ly 105 sloa S 51 o5l £g,—i Lol 09—
i xiglog i o |, > ESYSTEM_EVENT_GAME_POST_INIT
Sla o | ; s Case 1, main gl
» |, ESYSTEM_EVENT_GAME_POST_INIT

odal WO Q‘j 5 s

ol olasi’ (S 09—l (om0 12| LG e a9 (p &5 wuis €000,
w8l o 3T LS
If (!gEnv->IsEditor())

Sgby 004 sl 5,5 Sandbox o , 514 oS o 0SB YL g
= Sl jeiws plog i | > } 91 e o 1) Olygiws 5l () aegomno)

J—— o L, Visual Studio ,» ;L5 gL Sla_ S oS

. J

{ om0l Olgiws 5l (6! aegome) Sobi « 54 Gamelauncher.exe
2 Soly Jsls loass asly s YL if jews b wegi Il | g
s oz oS ol Lal oS o) oisy by s 5 sl 6,5 gm0l
o=l g Lol 855w oS L plgsusciosy ol 4 oyols aalol 5l LS
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oald iulad o S, L s SO Sl oy Uy Sl o dcgomme Ol jgiws

g Smlande Glamgi aelipn by g a4l slim Sl dgi (ol (gmeogd (o0

ST et sales 1ol (g5l j0 g a0l aalys BA > exe LB 295 50
Lol oS dzrgin 5 Glags asslin ;0o Loy )5 4l Sluedy ol o0

QS ol Sl g oo ool bas v

void CGamePlugin::0nSystemEvent(EsystemEvent
event, UINT_PTR wparam, UINT_PTR lparam)
{

switch (event)

{
case ESYSTEM_EVENT_REGISTER_SCHEMATYC_ENV:

{

// Register all components that belong to this
plug-in

auto staticAutoRegisterlLambda =

[ ](Schematyc::IenvRegistrar& registrar)

{

// Call all static callback registered with
the CRY_STATIC AUTO REGISTER _WITH_ PARAM
Detail::CStaticAutoRegistrar<Schematyc::IenvRe
gistrar&>::InvokeStaticCallbacks(registrar);

}s

if (gEnv->pSchematyc)
{
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gEnv->pSchematyc-
>GetEnvRegistry().RegisterPackage(

stl::make unique<Schematyc: :CenvPackage>(
CgamePlugin: :GetCID(),
“EntityComponents?”,
“Crytek GmbH”,
“Components”,

staticAutoRegisterLambda

)
)5
}
}

break;
// Called when the game framework has
initialized and we are ready for game logic to
start
case ESYSTEM _EVENT_GAME_POST_INIT:
{
// Don’t need to load the map in editor
if (!gEnv->IsEditor())
{

gEnv->pConsole->ExecuteString(“map
example-\”, false, true);

gEnv->pConsole->ExecuteString(“e_TimeOfDay
VYY)

//gEnv->pConsole-
>ExecuteString(“r_Fullscreen \”);

//gEnv->pConsole->ExecuteString(“r_width
\YA-");
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//gEnv->pConsole->ExecuteString(“r_height

YY-?);
gEnv->pConsole-
>ExecuteString(“sys DeactivateConsole V”);
gEnv->pConsole-
>ExecuteString(“r_DisplayInfo -7);

//gEnv->pConsole->ExecuteString(“quit”);

CryLog(“gEnv->pConsole-
>ExecuteString(e_TimeOfDay \,yv) ©
GamePlugin®”);

// gEnv->pHardwareMouse-
>IncrementCounter();

/*

CryAudio: :Controlld const MyTriggerId =
CryAudio: :StringToId(“MusiclLevel-\”);

gEnv->pAudioSystem-
>LoadTrigger(MyTriggerId);

gEnv->pAudioSystem-
>ExecuteTrigger(MyTriggerId);

*/

}
}
break;
}
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Jaie L s case oif Sol o olygiws 5l gl dcgomme au by o Sloe oo
. ESYSTEM_EVENT_GAME_POST_INIT

P L (oS s B g s |, =1 ol ExecuteString U
aS cowl ol s &lygiws ol slass g <l COnsole  Variable

Sl Grize 5 015 (oo e @5 Ol Slealiiul L) 050wtz Ll o
asgHelp s asleConsole Variable aaeas _wjiwo

a5 ax>lo COnsole Variables « ;s

ild 164 - Project 'Robot Island’

Console Variables ol gws sloss 45 oin o Gom pgas ;o
P et Joe 0lg (o Slygiws (ml lplaS e g cul ol L Lo
L Jladiis) 5o olny i ailys (oo Lo Jlto 055 ool ol 551
S oS o St it g (3l oyt (50,5 amio platide (gile Jled e

DS sy |y Slhgiws den g aiS oSS ) Sl jgtws pl STST
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true o do jewo ! Sas L 0g-ds o |yl jobol o lea S a Sl o)y
sl 5o 4T (Sley g oy Seen 1) 098 (o 1,2l 5L Heol 0 a5 Sl
pogwl Jlgi—g ;0 Ls Gamelauncher.exe J B o) sg—is |, =1 g5l
&ls K 1, false Jlade (09 1>l 55b

gEnv->IsEditor()

s9d o 09l 1, @xample- ) oL L abgs o (MAP) al> 10 jg5ws opl b
gEnv->pConsole->ExecuteString(“map example-\”,
false, true);

b i VYV celw as (e_TimeOfDay) ;L 39, alb—is ls;

gEnv->pConsole->ExecuteString(“e_TimeOfDay
VYY)

Fo 4 S 05w oolawl (r_Fullscrren) 5L 0,5 axa o plos sl

S5 n ooliinl G 3l (3l Jud sl g Jee ol 31 Sl 1
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gEnv->pConsole->ExecuteString(“r_Fullscreen

¥

JUNDUE. § PSS RVEL Sy SRIVP 7y WISV SV | 7/ P Y-V BN Y E- SRS
aél o sl resolution

gEnv->pConsole->ExecuteString(“r_width yvA-”);

Hx&u!‘a_SranJ_“&VYuwl P ,,(c-l 5‘;)1
al e sl resolution

gEnv->pConsole->ExecuteString(“r_height vv.”);

Clls s v a S Lias b JausS sl o a0 led o 5 55b j0
AP SEIWEL Ve PP , K 5 O e ool ) | ol oa S
9 09— oo Jlab , & 5L 0 JeiS Sys_DeactivateConsole

Al aolez Jled 0,bgd (65b 0 JauS e (ol 45 0,lg0 yao sae oo b

gEnv->pConsole-
>ExecuteString(“sys DeactivateConsole \”);

dad (a3 Miadgds e o0l lis e g3y e Ml dcgasme
(frame rate) 5L sl=l e w ol i ools ioles Sledbl ol

S—S e a1 b o odc b bog b ool i S
Sy oo bl a4 e oledbl il r_DisplayInfo
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CamPos=24.49 28.85 35.19 Angl= 44 0 -110
DX11 Profil it MedSpec
DP: 0094 (0094) Sh

.Strean:ng 10 0
.00 Mem=1253 1)

1 Shadow Mask Channels, O Shadow I'r-'ustums, 0 Frustum his Frame
FPS 356.7 [308..399], frame avg over 1.0 s
M

gEnv->pConsole->ExecuteString(“r _DisplayInfo

L) ) .
J

S oolinal QUITL (ol ax; el 5l b 5l za s sl
gEnv->pSystem->Quit();
gEnv->pConsole->ExecuteString(“quit”);

CryLog(“gEnv->pConsole-
>ExecuteString(e_TimeOfDay ),y¢) ©
GamePlugin®);

5 =te by plas ol Giolad ceb CrYLOg oS sy (o 3 pg—al )0

398 (oo g9l Jlgig OUTPUT o sy

) 6)1—’ 6‘)—?’| ‘al_iub 5o 6.’L-’> O l_: La i°L"“" Oolo u,.».sl_o.» 6‘)—.’ e
le)_g )51_‘»0 C}—%‘L—Jﬁu&LZA ‘é)_:; OOLAL_AM‘(:r‘)/l_()E; CﬁL-S }‘ ¢ﬂ9_3 - )9_J%O|
&L sleolaiwl L lad go g 0 10 0,5 )LS a0 50 O jg0 4 oS 0,5 Slao
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LIdie Sas b 09t o Iyl Olygiws Seb LT as o5 jasin CrylLog

S5 L ogd oo Il SWitch L if ol

Console

*

Returned:
CAlManager: navigation world

monitor e

StartedPausedAndResumePending
= Stopped

CAlManager: navigation war

general find
Returned:

JLd je00l 0 - L 63 jo sl 61,5 wgle jgiws ol 5l eolaswl b

S5 (o0

gEnv->pHardwareMouse->IncrementCounter();

aS ol o8 asbagl asle o5 G5 Gl ) See sl 5 a5 ol

Gl 00l jlws 5 cplpl axslo Musiclevel )y oL L
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> Audic Controls Editor

Filters » +Add -

CryAudio LSl esliul U Td 0 L locl laaS ! 5l soliul Ly

S5 (Foo i Slosliiwl Ly o 5 i3l (o0 OB Soo S5 sl
) abge ;5 ;31 )0 g0 (o S ,L plen Log 1) S5 el
& oS s slan Td Loyl joey sl oo 0 (EXecCUte) |, >l o> a4
Audio oy ;0 e o S5 a s —wws dcba S el

544 oo Controls Editor

CryAudio: :Controlld const MyTriggerId
CryAudio: :StringToId(“MusiclLevel-\”);
gEnv->pAudioSystem-
>LoadTrigger(MyTriggerlId);
gEnv->pAudioSystem-
>ExecuteTrigger(MyTriggerld);
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ol sl sl API

33,8 80,5, M_pENtity L, GetEntity g woa sl solS , »
31 ookl L aalys Jlael T (55, oS aS el gl =5 5 Lot
ezl (61,5 sle asbulST alos 5l mondie > 4 BENV (6 5 wo IS
P aeil adly  pw e 0led

gEnv—ﬁﬁ

@ [p3DEngine

pAlSy

pAudioSystem
pAuxGeomRenderer
pCharacterManager
pCodeCheckpointMgr
pConsole

pCryFont

]
-
@
@
@
o
@
@

pCryPak

gEnv->p

plynamicResponseSystem
pEntitySystern
pFileChangeMonitor
pFlashUl

pFlowSystem
pFrameProfileSystern

pGameFramework

tttoeoeoeoUOU

pHardwareMouse
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gEnv—}ﬂ
o

tttoeoeoeouR

°
°
°
°
°
°
°
°
°

|

ttTtTtoeeootn

pi

plnput

plobManager
pLiveCreateHost
pLiveCreateManager
plobby
plLocalMemoryUsage
pleg
pMaterialEffects

pMeonoRuntime
pMovieSystem
pMameTable
pMetContext

pMetwork
pOpticsManager
pOverloadSceneManager
pParticleManager

pPhysicalWorld

pProfileLogSystemn

pProtectedFunctions

pRemoteCommandManager

pRenderer
p5caleformHelper
pSchematyc
pScriptSystemn
pServiceMetwork

pStatoscope

YV
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gEnv->p

pScaleformHelper
pSchematyc
pScriptSystem
pServiceMetwork
pStatoscope
pSystern
pThreadManager

plirner

@
o
@
@
-
@
@
-
-]

pUlFramework

Gl S ol o ol aulyi g La asbulis (ol 5l oloes wyp 4s
s X0 eolaw § Sl s Lyil o (g9, 5l Le asbulS 5 aolss ol )

ol 00uiS

Cel jewd cphacwl 1y jews el wl L g3 yo lo) 2! ce s
J—oe smogd >l g5lo o laa b 5, jly Ve A S 050
28l e slasl FastMotion

gEnv->pTimer->SetTimeScale(\-,-);

e R L A = e S U e

55i oo 465 SlowMotion
gEnv->pTimer->SetTimeScale(-,));

s9i oo Lzl (Normal) sole & a0 a5 loj 5 y5ms b
gEnv->pTimer->SetTimeScale(),.);
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gEnv->pTimer->SetTimeScale(-,-);

sTrue o5 als L (g5l 5o (JosS slo pliy 5 Olygiws JousS Gialed
3 ooliiwl false goldS aalS 51 (o5b o JgmaiS oo s (gly
gEnv->pConsole->ShowConsole(true);

0313 g9 5| PPE pls Lo iite Sy () ;5 o)Ll pygie 5l oalitul L
ain, ;5 o Ll 5l ool wl Ly s g 0sS iy ,as IParticleEffect

S 50, o as pladl o lg o (BENV) (ool &l ygi s colod 4y
s G556 0,5 0] g Assets Browser o, > o pieaw S50
4 aily e 3 GetEntity() 5l eolawl L alasles ¢ L= Entity o
il asls owyiws LoadParticleEmitter b
TParticleEffect *ppe = gEnv->pParticleManager-
>FindEffect("fire.pfx");
m_pEntity-
>LoadParticleEmitter(-, ppe);
5 ool slote gl Lol jo + sace a5 coul o) Sl 5 e Sl 4355
J=S554 05T 5 (omnin Joe 05 (sl slote 51 lejen o ily o Lad
S ems o plowil | 55 Jas Sy Lys SIOt o a8 1y jeasS oolinu
S plonl | (cwain Jae 35 v 9 JS L 09 oo plojen wales o
sl sloty 5 waie Jae o9 gl slote g as,5 , L s slot 40wl
S S8y Jle dnpts IS5k oY)
m_pEntity->LoadGeometry(- ,
"MyModels/Grenate/grenade-\.cgf");
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IParticleEffect *ppe = gEnv->pParticleManager-
>FindEffect("fire.pfx");

m_pEntity-

>LoadParticleEmitter(\, ppe);

dw Joo 3g) Joe loseraS oo, SIOTY 4 ) sae g Slote a4 - sae
290 ;8 g9 o plol firepfx s L 1S54 09 9 (Su,b 0) (g0

Qg g0 00l isles gl LB

pParticleEntity->FreeSlot(-);
Syia pll oo jlaie L S1Ot: (gjlusls]

pParticleEntity->FreeSlot(\);
Sgiee aloul SO laie L S1OTY (gLuals]

o8 Sy o3 558 S
gEnv->pYDEngine->SetSunColor(Vecy(Ydde.));

5 0,8 S, L gslo Limloi ama o g9,,—0 Ahmad  Karami gl
g S A S By YV osgd olasl Lo y=00 g X=Ve o Cx8g0
ByGreen __» GyRed xR sLoayll L, ColorF(R,G,B)
Voooe ol oo JLad 308 sl Jlaie bxil jo g el BlUue
SO U ao o o el aw pe s ol e ezl sals ooy ol
5 anb Albsl o gl 4 0 sS cdaums platsl g liel sae
ol Lasls S Lime oyl aneaisl o5lo Update o sl as golay, 5o
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gEnv->pAuxGeomRenderer->DrawyYdLabel(\--, &-, ¥,
ColorF(y, -, -), false, "Ahmad Karami");

L o5l o amw sload jo g e S gl L S5 G 0,5 S o
Z=YY 5 y=F) g X=F-

gEnv->pAuxGeomRenderer-

>DrawSphere(Vecy (- £V ¥Y),V,ColorF (-0 ));

SS o ;ST eaes (e pladl ) 5l 0 ol (B Bie ee jgies )
ooliiwl L g o ls o,Lul GetEntity L5 o Id 4 GeEntityld() 5w
4o, 5 o,Lul L pEntitySystem a_bls 5l RemoveEntiy oo

28l o 3 s ol (BENV) (sl il jgiws soled &

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

=Y oae 4 WY sae o8 o jlade ladls s
gEnv->pConsole-
>ExecuteString("p_gravity z -\");

S s ol Jles
GetEntity()->EnablePhysics(true);
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0 S, S 09,5 Jlad s
GetEntity()->EnablePhysics(false);

(Alpha) coslas JUIS L (oo S0 9,5 i
GetEntity()->SetOpacity(a);

QL YOO U+ oo g)lisl gous wily w @ lade
GetEntity()->SetViewDistRatio(d);

ﬁA_Cl_g‘wL‘u 6‘)—’ YOO L5 - O)L)QHM)J o< d_:‘yu_Ad)‘s).M

Sy oo 00 (el d ) sy b )l céls Slaslb b iales
Sy oo 00 b ol d 5l e bl Cdlew ST

GetEntity()->SetPos(Vecy (-, Y, Y));

ols walem sy X=+, Y=V, 2=V Slaise 4l Casdge
GetEntity()->SetName("Grenade");

Sy (o ol (S
m_pEntity->SetScale(Vecr(y, ¥, Y));

Sl o8 (owhde) o3l s
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(New Structures) wu> b ,Lsle

oo i gliS o ;0 AS S s 055 0 dode o lelu b S5,

bl ool 5l (S idie |y damlo o) i pl 00, 57 o a5 Cud]

cSlw gl el Les Component 4 Les Entity el 4 by o >l

se=wol J 3l as b g5l (b le) jo as) (5L 0 eolawl 5 ENtity »
b0 asleccwl ( *.h) 5B joie S Blas> a5l (Gl sl =5
50 9 %k o y—) py—as o FirstPersonShooter L. s bullet.h

95 (58 (oy 2 Jye (ol (som Juad
(e = | Components

m Home Share View

&« v A « Templates » cpp » FirstPersonShooter » Code » Components v O Search Ct
MName Date modified Type
7+ Quick access

[ Bulleth 22/2017 11:38 PM  C/C++ Header

& OneDrive *++ Player.cpp :37PM C++ Source
I This PC [ Player.h 37PM C/C++ Header
*++ SpawnPoint.cpp 38 PM C++ Source
[ Desktop

[ SpawnPoint.h 2017 11:38 PM - C/C++ Header

ol e YU o a5 4l usle entity L component & cslw G5
Jyorn S Laid g g ogd o ooliiul g5l o Ladd a S ad oL sl
s S (s Ol i s el adpe b 0 g 05 h e sl
0l (g9 Cwad Lo cOMpoOnent i s ,o Create Object o, =y ;o
component 4 olou aS 5l sg2g S0 o ol y S (Jol J= ol el
ay el 615 yemal L3l o g ads e il sl als e 5l entity
s ;o Create Object o, >0 0 ool wyiws
Al e g eilw gl aS cul oo (gui cwd La cOmponent
ye=ol JSs jo eolawl) ad> e =) Le; )0 cOMmponent L Entity
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(*.cpp) b o e Sy () L ae SO (e S5
Ay pgd Jo ol am Jmbe (gum Jad g Jad ol po)ais wiejls
PSS axgi pj sle Jle an(el

ye=mol 4 s olsu! Prefab g Schematyc o JLs cognls S sl
(S S0 |y Jle ol BIS £5,5 gl Ladd)

PSS s (55yy— 9l cedS o oLl CPP g Header L 40 lol
J—b notepad Gl e g NEW a5 (59, 9 00,5 SIS el
[N P EPSRCIN PRI L o' JIEECINNY N E JCCNEIRVEL gy RS | [QREEON
ot Ay s g 32 o5 TLh g Fepp a | Rkt e |6
S S Robotlsland\Code\Components

| & = | Code
m Home Share View
v » Robotlsland » Code v o
-
Name Date modified Type Size
3+ Quick access
Components 7/10/2018 217PM  File folder
@& OneDrive CMakeLists. bt 7/8/2018 10:40 PM  Text Document 3KB
8 This PC *++ GamePlugin.cpp 7/4/201811:42PM  C++ Source 5KB
[ GamePluginh 4/23/2018 4:26 PM C/C++ Header 3KB
I Desktop o
. *+ StdAfx.cpp 9/22/2017 11:38 PM C++ Source 1KB
Docurments [ Stdafch 5/2/2018 453 AM  C/C++ Header 1KB
* Downloads
| < | Components
l File Home Share View
- & v A » Robotlsland » Code » Components v O Sez
-
Name Date modified Type Size
st Quick access
*++ Bullet.cpp 7/8/2018253PM  C++ Source 2KB
@ OneDrive Bulleth 7/9/201812:21 AM  C/C++ Header 4KB
4 X f29/. B
5 This pC C4Bomb.cpp 6/29/2018 :58 AM  C++ Source 3KB
C4Bomb.h 5/2/20181211PM  C/C++ Header 6KB
[ Desktop
*++ Grenade.cpp 6/29/2018 1:58 AM  C++ Source 4KB
Documents Grenadeh 7/8/2018 11:43PM  C/C++ Header 5KB
¥ Downloads ++ MyBoxEntity.cpp 7/8/2018 236 PM C++ Source 2KB
B Music MyBoxEntity.h 7/8/2018255PM  C/C++ Header 1KB
=] Pictures ++ Particlel.cpp 7/9/20181:53PM  C++ Source 2KB
1§ Videos Particlelil.h T10/2018 217 PM C/C++ Header 3KB
bl 7/8/. 07
2., Local Disk (C:) Player.cpp 7/8/201811:07PM  C++ Source 36KB
Dot (D Player.h 6/23/20182:34 AM  C/C++ Header 6 KB
i :
= Data (D) ++ SpawnPoint.cpp 4/3/20181215PM  C++ Source 1KB
= Downloads (E) SpawnPointh 4/8/2018 1234 PM  C/C++ Header 1KE
= Downloads & Software () ++ TriggerAreall.cpp 6/2/2018 2:54 PM C++ Source 2KB

- Other&GameEngines (G:) TriggerAreall.h 6/3/2018 2:31 PM C/C++ Header 4KB
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taS ol 1y 5 sleas MyBoxEntity.h oL L Header LG Jsls
#pragma once

#include <CryEntitySystem/IEntityComponent.h>
#include <CryEntitySystem/IEntity.h>

class CAK-y final : public IEntityComponent
{

public:
CAK-\V() = default;

virtual ~CAK-\() {}

static void
ReflectType(Schematyc: :CTypeDesc<CAK-\>& desc)

{
desc.SetGUID("{A-CBY-Ea-9fBD-fVYFf-AB¥f\-

E-\CYAYEDCYF}"_cry_guid);
desc.SetEditorCategory("Ahmad-Karami");

desc.SetLabel("SpawnPoint-AhmadKarami-\");

desc.SetDescription("This spawn
point can be used to spawn entities , Ahmad
Karami ha ha ha ;-)");
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desc.SetComponentFlags({
IEntityComponent::EFlags: :Transform,
IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

}

public:

void SpawnEntityAK-\(IEntity*
otherEntity);

}s

1S b 1) 5 sleas MyBoxEntity.CPP oL L Cpp LG =1

#include "StdAfx.h"
#include " MyBoxEntity.h"

#include <CrySchematyc/Reflection/TypeDesc.h>
#include <CrySchematyc/Utils/EnumFlags.h>
#include <CrySchematyc/Env/IEnvRegistry.h>
#include <CrySchematyc/Env/IEnvRegistrar.h>

#include
<CrySchematyc/Env/Elements/EnvComponent.h>
#include
<CrySchematyc/Env/Elements/EnvFunction.h>
#include

<CrySchematyc/Env/Elements/EnvSignal.h>
#include <CrySchematyc/ResourceTypes.h>
#include <CrySchematyc/MathTypes.h>

#include <CrySchematyc/Utils/SharedString.h>



7 Juad
- 9 CHt ¢5)9351) A Ve¢
¢sApI

CryEngine
static void

RegisterSpawnPointComponentAhmadKarami-\(Schema
tyc::IEnvRegistrar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

J

{

Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC MAKE_ ENV_COMPONENT (CA
Ka))s

// Functions

{

}

}

}

CRY_STATIC_AUTO_REGISTER_FUNCTION(&RegisterSpa
wnPointComponentAhmadKarami-\)

void CAK-\::SpawnEntityAK.\(IEntity*
otherEntity)

{
otherEntity->SetWorldTM(m_pEntity-

>GetWorldTM());
}

guid ool aS o)l 04 >g 5 ks MyBoxEntity.h Job6 o a S o s

a4 o pale s o | las ol o ails g0 L sl 4 s
PRle=> T2y ) o= gt S) O
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I, Create GUID 435 500, 5 a a0 gogiul Jlg5—g ,0 TOOIS (540

RVELINIE 53]
desc.SetGUID("{A-CBY-Ea-4fBD-fYFf-AB¥f\-
E-\CYAYEDCYfF}" cry guid);

toads yalb e,y

Create GUID — >

Choose the desired format below, then select "Copy™ to
copy the results to the clipboard {the results can then be

Ez?;d into your source code). Choose "Bdt” when New GUID

GUID Format

()1, IMPLEMENT_OLECREATE(..)

(C) 2. DEFINE_GLID{...)

() 3. static const struct GUID =1 .. }

(®) 4. Registry Format fie. foooccoccoo: .. 2000 §)
() 5. [Guid("eoccceeccon ... 000"

() 6. «Guid("ocoomoemooe: ... ox")>

Result
{1E277C14-DBCD-4FE0-BEF-43CFATARISAT)

5 9SOl |y cewl o,z a3 a5 1) Registery Format a5 oL

DS e ke a5 00,5 S sasas gUId B oS Gl
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CryEngine
desc.SetGUID("{Vv)d-AABA-FaBY-fYAY-AYA4-

fA-$EADOVAFAY" cry guid);

header JoU o Jolois wsjlw o a5 Entity y» a5 w5 céo
d—LENtity ,p g el CPP Wigmuny Ly CPP S b Sy 9 N Wiguy b
S a9 ol y A Al Ailo 1) 0 58 4 jmazio gULd
Yo Ghg)y b dmax BUID S s bos sl | um v Entity

o59,— J—b 4z |, MyBoxEntity.cpp 3 MyBoxEntity.h clLa J ol
J—=bam )y b gldae Ty Job 9o ol ol G 5 0iS G3LS
9 0SS Jos 50,8 99,5 la,olS 4 4oy LiouS aslol CMakelists.txt
I, Rebuild Solution a5 05,5 4 x>0 Build 40 a s , 51 o

RVELRRIE SN
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Selution Explorer :

-
2
e
rs

Game

References

Mew ltem...

Ctrl+Shift
Scope to This

Mew Solutio

Properties
Components Filter Properties

generate.stamp is up-

ol CMakelists.txt L alal, jo 5 loie plag 039, S5 JolalS 5l ow
a8 ol 1y Reload All ass's sl e § 05 oo



File  Edit ject Build Debug Team Architecture  Test  Analy; indow  Help

G- Debug - x ~ P Local Windows Debugger -

CMokelists ot My yBorEntity.cpp
“Components/C4Bomb . cpp
‘omponents/Grenac
"Components/Particledl.cpp”
“Components/Playar.cpp
Components/SpawnPoint .cpp”
omponents/TriggerAreadl.cpp” nt.h
omponents/Bullet.h TriggerAreall.cpp
"Components/CaBomb . h [ TriggerAres01.h
"Components/Grenade.h"
“Components/Particlesl.h”
“Components/Player .h B) ¢ oaasin
omponents/SpawnPoint .h™ GamePlugin.cpp
omnonents/Trisserareagl h” File Modification Detected ]

SpawnPoint.cpp

Components/MyBoxEntity.
"Components/MyBoxEntity-cpp” The project ‘GameLauncher’ has been modified outside the environment.

Press Reload to load the updated project from disk.
Press Ignore to ignore the external changes. The changes will be used the next time you open the project.

end_sources(
Reload All Ignore Ignore All

CryEngineModule(Game PCH "StdAfx.cpp”

Rebuild All succeeded A Publish +

example01.cry - CRYENGINE Sandbox - Bulld 164 - Project 'Robot Island’

» Transform

 Flowaraph
Open  List

> Entity Links.
+ Add Component

~ SpawnPoint0AhmadKaramiot

ransform

sssssssssse

oS o oonliia I, JL5 Entity oSy Lo b Loyl Solsil 3Ll a >
Jedos a8 e dlS el L Entity glssl el sl ol oS cplaiu o
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< ,o I, MyBoxEntity.cpp s MyBoxEntity.h | slba by e sloa s
oy |y ol byt 5 i S o £, MyBoxEntity.h |1 5l 1ol s
D e

#pragma once

Saze iy ya5 5l (6 S 9z (glym 5 Lo DS daome i 1 5l (6 S 9 (sl

6‘)_: Qj_m ) 44._.994“)9.»4 ) ool |nCIUde oJ_:)L))., u,o....\_’ l; > JJL‘B)M

S oolaiwl Hgws ol 5l sl 61,5 ;0 component L, entity oLl
plosl jgiws (al by oIS iy o5 JLSs b s g Jolbjoe cayyed LSS Laid

Sgls (50

#include <CryEntitySystem/IEntityComponent.h>
#include <CryEntitySystem/IEntity.h>

aolS ;o5 oS eailoy Gy Sliglwdesd (e g9 d B LA g
Slals ol 5l Sl og 5 ol o Sles caslo i Ol jgiws
S5 oo el ou S e oolaiwl a sl ol jlaS 8y 5 ol include
ool Lo asluliS sl 5l s aeS Jaie ylos o5, 4y ls ailsls
asluls 5ol o,ue 5 Sinx , Cosx , EXp aslys 5l oolaiwl (gl M ncpusS
|y b, S¥olns 5 alss a8 4 sbulss ol oS osli .l Math.h
b, aslls si#include Math.h g o 5l eola ol Ly ol use)ls
Shhgiws g alg jleslaiwl L bLs ) sinclude bz g cpleasS ool ul

el cilize slo EnNtity 4 e Component csls sl
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class CAK.\y final : public IEntityComponent
{

¥
o el el CAKY sl Ly modlS el L Ll o s o]
S 58 oIS el sl By 5 055 (e £9,5 S5 C LT sl el XS
(Interface) Loy 5l CAK Y (oDLS cblyg pgpie 5l ool wl L g (el
2 S el 0 505 o 5 ,— &, IEntityComponent
Slals jloolaiwl b 3o S Jzlowg dalem (6,5 &yl g (g3kw ooly aiss)
35m JS gyt Bl 1, i 5 s Ol (oo 5 s0elS
oINS g g ya5 e ol 0 a S W L ke, 0 (5l ) PUblic
L aolgs g Lauaie g aiil adls s yiws Lyl an o ily o 500 sl
Sl 25 BB 5 5 s BB K00 sla OIS
Gy i ol o a S W5 L ke e (eu—i o bla>) protected
o yid Ll a0l o il aplgs: o, &l aS ola WS e b
diplos s B el g La st 5 WIS JSls el g an sl as il
S
oIS gl i yel mhaw ol 94 S WU L ,ake 0 1 (ogas) private
Lo ol g Lo ¢ il il (s s LsT ey 0l (oad 5500 gl
s ool LB LIS 5l
virtual / override 5 a5 ol S o, 3T 0l (o) final
final a_ols a5 (LS ol 5l asly ed 500 (S g 09— o Fi i
A0S g ) s ooliul
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public:
CAK-\() = default;

virtual ~CAK-\() {}

Do ylodie 5l oola sl g 009 (6l jus WS d (s ywsd £45 45 ol
Sl i LSl Ml i g WS sl sl ool g9 0 5,8
audazg b Lel aes sl oe Wlginas Ba> Entity a5 84 Mecec oS
QNMH)?’U"}‘MMQJOQHS{}C_A)’chl_}.l,:.]a_‘;)bd.il.l‘
S5 g { S5l (g2 055 alssil las(oas el (b jo-laie)

Sl 59>

static void
ReflectType(Schematyc: :CTypeDesc<CAK-1>& desc)

{
}

oo iy a5 (Static) bwl o304 ReflectType o b
Schematyc s ySandbox s ulg o WL Sl (plaas o plssil
oS wlwl ,mentity L, 3 component as Lixe ol 4 iy sl
e CTypeDesc o_us ozl 1y (oS ol aS ol g ot ansls
el CAK-Y joLs Schematyc  4Sandbox ,s cs ol LS

2yl 0gmg g bl b ol e Ll g
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CryEngine
desc.SetGUID("{A-CBY-Ea-4fBD-fYFf-AB¥\-

E-\CYAYEDCYfF}" cry guid);

» Entity) s, » Registry Editor) jausced =i o
Ail adls (99,8 A pamie oS Wl 5l 0 (B 2 g 0ed cS Wb ik
S sl @Bl o s oyt (oo a8 GUI 58 4y pamie oS (ol 4y oS

2ol CAK-Y S s entity

desc.SetEditorCategory("Ahmad-Karami™);

L olole Entity o, Ahmad-Karami U L SJLsls o s
, Create Object o, > ;0 505w —» L= component
28 ovaline aly o 1, ol Components s

desc.SetLabel("SpawnPoint-AhmadKarami-\");

, L g Sandbox , Lk—us Component L, Entity
54 dalss SpawnPoint-AhmadKarami-\ oL L Schematyc

desc.SetDescription("This spawn
point can be used to spawn entities , Ahmad
Karami ha ha ha ;-)");

ols Component L, 4 (Ls Entity 4, Sbe o o ily o b
S Oygo an |y T ailys el slesaly glm bads plaes plais
o by bylw 5L g ad> e olslb sl, component L entity
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desc.SetComponentFlags({
IEntityComponent: :Eflags::Transform,
IentityComponent: :Eflags: :Socket,
IentityComponent::Eflags::Attach });

dapas 4w Je owl Component L Entity sl ole oz, Lol
o> = olerwl zol, Transform s L a s ulde g (i3 e adge
5 ol ol an Lael usyls 044 5 Socket 4 Attach o 6,58 sla

Gl 00 0 )Ll Sl S g o ,Shas

public:
void SpawnEntityAK-\(IEntity*
otherEntity);

Lg)_.f)‘)ﬁl_a Entlty)_&oj_?ut\jg}_»ﬂ 03— ;u)xsaw)_&‘sul_,
550 5 &l ol gyl oalgasS o el | (gos 4w slad s Entity
Jmb U alal) 10 mdgs an Sy Yo g 098 s plosl CPP Ul ,o aolys

: <l MyBoXEntity.cpp

#include "StdAfx.h"
#include " MyBoxEntity.h"

5423 CPP sl Jo b ol ;o SEAAFX. h s U aiy, yoo Jb
ol 0 y=Sdos 4 01> palgs Fumdg Jmy B il Lo atasly 5o lasiedyfo
20 S Fin (il o 2l 9 S ilen (g iy (GLB pdo 9 S

g (20 Gy 25 JByan ol
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CryEngine
&l S wwgiaS g olsul |, MyBoxEntity.h ;oo J L as Lol

MyBoxEntity.cpp J—b ;0 o5l l, oloa J 56 I 5l component

Fbjoe slo Sy mleids o a5 5l oolail gl g 0SS 70 3

Hgiwd 5l Al (ad Al g5 g delp awgd) codmn ot L et
sla Job jaa aslsl s sl solawl Hinclude aols L sosjlo s iy

t Gl odal Jas g0 ol aslsl jo a8 s 5 (6,500

#include <CrySchematyc/Reflection/TypeDesc.h>
#include <CrySchematyc/Utils/EnumFlags.h>
#include <CrySchematyc/Env/IEnvRegistry.h>
#include <CrySchematyc/Env/IEnvRegistrar.h>
#include
<CrySchematyc/Env/Elements/EnvComponent.h>
#include
<CrySchematyc/Env/Elements/EnvFunction.h>
#include
<CrySchematyc/Env/Elements/EnvSignal.h>
#include <CrySchematyc/ResourceTypes.h>
#include <CrySchematyc/MathTypes.h>

#include <CrySchematyc/Utils/SharedString.h>

entity cos ol ilise sla asbulS ol oo La b j0a ool 5l i
)| @b U_" )‘ rm‘w‘ USL’A.._M.’ 9 Solow— BN component 9
kL slS slallas cmake gvisual studio L.y solution oJgsb

aolgdee ST o a5 |y aaas 7, sod adeijh mloe an —w wd pac o
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A o awd pae 3l oad o dgib slalas aoloans i | oS ol

REERY b kua

static void
RegisterSpawnPointComponentAhmadKarami-\(Schema

tyc::IEnvRegistrar& registrar)

{
}

G Oy d S baiw § Sl Lo e ;s cOMpoNnent s s,
L bl o Jes plogad oolaiwl Lws! mls ol 5l ol e oS
J3lsccwl MyBoxEntity.h o L YU sois ca ya5 o S5l 5L (55l50

: w’)lo 3929 ) .la}.la} é:l; ua‘

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IlEntity::GetEntityScopeGUID())

)

{
Schematyc: :CEnvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CA
Kv))s
// Functions

{
}
}

Ol Ly piile oy Oas aS o)l 092> SCOPE oL L (sl oogame x|
plosl 1) oS el Joe ol UL 5l oolawl L 0 o ploul S5 g a0
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CryEngine

2 e Closd plasil 5o g (g iom; Glod Ly joatug ;80 )0 LS et

Sl el o g WShaiw s entity j component e s Ly a sl

033310y o 3l oolaiwl Ly Lol 5 090 (o ploel 3 Sl Lo s
g_i:_’{l,\“ IR\ sA> G ?9.:.0[5&< ‘#de'Fine ‘505)5[_0
CAK -\ T { L N W (SCHEMATYC_MAKE _ENV_COMPONENT)

L alaly jo i ool Yhaisl) coul ol fgam ol dsay g aS e ol
(Sl Slows [0 calizee slaogl sl

CRY_STATIC_AUTO_REGISTER_FUNCTION(&RegisterSpa
wnPointComponentAhmadKarami-\)

I, component s entity cc 5 | oc ouijloy iy 9,SLe g s

(“'\"'"“"L’ 0\5)5 WL! C,u.u)\) ‘) L@.).S)f‘ CL»_».”) Mﬁsnﬁl:;u‘ 9.AL)

MyBoxEntity.h L5 ,0 s o ceiwcw e ols S a5l ol 4y , S
S (gl ooly iy bglas laugi |, QT Wl Yl 5 09 00l Dl

void CAK-y::SpawnEntityAK-y(IEntity*
otherEntity)

{
otherEntity->SetWorldTM(m_ pEntity-
>GetWorldTM());

}

as Jlej gl CAK:Y [5LS o SpawnEntityAK-\ oL
Drag & L asxo Jsbayl, Component L Entity

s a5 Lol g S (L, 5 p—uSy) Drop

el
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o s o aBge IENtitY sl , S o,lulgss i otherEntity

G A gldd o b CmBge Sy )0 9 0SS e Al

oS 3l , Folalh wg) oy b wa 8,5 GetWorldTM

b dalss (658 gan aw glad jo L 5 (M_PENtity
5t b el 5 o0 an g pdoy |, ENTIRY (ol ams o5l
S5y S5 cdaws s Lol oS s L gl |, dga cslalis L
Ol dm o b 50 5 oS s g an e |y Slhgiws bl as Wl

S0y paly> mie

 Console Variable sl
gl e lmanil ol (T 0ok et a5 (6,500 sla ©)lge 3l (S0
f¢—w.>Console Variable Llo—.lConsole Variable
o=l 59, 51 a5 jshil ea JgwuiS Lo, L COnsole Variable

PR TP ] Iy SN Sl PNERIWES SR WL SR VoS Sy V) PGSV, K VRS S I
585 Oy Splym (oo (285 Lot Mieeis & (o Fls1E 3k o b Shas
Jlic g oo, S aaxlne_TimeofDay Js S , e aawns , 5,
oley L gy oley 45 ams o olais! 1 an gooe JgudS [0 piio oyl
o=l slaal joiccul g5l Ho et Sl el a5 VY sace Do cul
CHt o308 g o oo sleslawl Lo aS sauw, ol 4 ey YL >
pasbFhle o ag*.cpp Job sloa S aJS a S sols m o4

228l 25 s > COMpONENt 4y, Jls
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CryEngine
CRYENGINE o.f\Templates\cpp\FirstPersonShooter\
Code\Components

Bl ) e 0
RobotIsland\Code\Components

*.hils LBosg*.cpp Job sloos ads 0,5 adlol og o puiomen
build ; cmakelists.txt 4 o, 5 @l ol g gpogiwl Jlg—g 4
dos plal 1) ood ool oy Sl e ol a4 ol shawssgel 1) T 0 S

S ey O] e S5 5l 5

o2 o zeog |, MyCVars- -y . h LG ol
#pragma once
class CAhmadKaramiCVars

{

aily aS S o s, CAhmadKaramiCVars UL 1) oS
Gl JguS piie G ol T s

oS sl 5L oealw s public i sua a4 gl

e 5 Lo oaijlw , 51 >SS o oLyl CAhmadKaramiCVars
QS G |y il ol Lo wuaas pll 1) Les

public:

CAhmadKaramiCVars() A{}

sl CAhmadKaramiCVars ools o L saiuS oo 56 S e 5
55 Sl aads pladl 1) cles o 45 > onijle (i (9iBiensS oo

@l 5 0o S e IR c\%jfl‘u; M éol oMol 1 S eaS

7

e 9 S Sy Jee g cul oo G s UnregisterCVars
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g 4 )S e )0 (3k cS b sl aladle o 5 alddl agy
~CAhmadKaramiCVars() { UnregisterCVars(); }

g iy el b g0 Wl public iz o V>
el 55 o 1) (JgiS yite & Joe s ol : RegisterCVars
DO °

21y JoiS x40, 5 Sy Joe o5 ol :UnregisterCVars
2o oo plxil 55k

void RegisterCVars();
void UnregisterCVars();

}s

awy o MyCVars-\.cpp LB 4 cog Y
#include "MyCVars-\y.h"

ol ploa, S cay pai Jo S it 5 (S Ly bl jae SO o5 ol
Al Ll ol hbya o g oS oslinul Jo oS e LS o
oS oo i, MyCVars-y.h

#include <CrySystem/ISystem.h>
#include <CrySystem/IConsole.h>
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s9& ooliwl ICONsole.h g ISystem.h

ezl JyusS ,mie S oS Joe RegisterCVars oL |3 o
sasile ol0

sl a s, lass )l ol , JeusS , xie S - RegisterString
S dalgs alh, o Glgime a5 05l o Sl

S dalgs o lael sae ] slgize aS 540 oo Sl

sloul ol e, olass )T bl o JgiS ie S : RegisterInt
sl a s, LSl wlwl 0 JgiS , ae S : RegisterIntss
S¢ ..Ubb} s ¥ Tutuo dde QT &\9;22.4 aS gl (R NN

—ie oLl o RegisterString o w ol i (o Lol jo

oS oo ooliul JguoS

void CAhmadKaramiCVars::RegisterCVars()

{

ConsoleRegistrationHelper::RegisterString("Mes
sageAhmadKarami","I Like CryEngine C++
Programmer",VF_RESTRICTEDMODE, "this is a test
for send float value...");

F—wiS e S RegisterString v plsa e > L
9d g0 Cad p) gle GlegS,l el
FoiS pxie oL : MessageAhmadKarami
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FoiS pio glgime : I Like CryEngine C++ Programmer
oA iy 85 ek vy (6l oo : VF_RESTRICTEDMODE
o :this is a test for send string value...

Ogr Alg> dube luo g deliy gl a5 Cnl 0uls b)) JgusS yusio gl

——ie S 0,5 Sy J—wcUnregisterCVars oLs J s
35 (0 plil (JguiS

void CAhmadKaramiCVars: :UnregisterCVars()

{

IConsole* pConsole=gEnv->pConsole;
pConsole-
>UnregisterVariable("MessageAhmadKarami",true)

J

L JsS pae UnregisterVariable o vw plsasa =g L
545 oo SL MessageAhmadKarami U
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CryEngine
By 0boad oy i JoS itle (0 )L a5 ool (6l o
oS i x5 GamePlugin.h s 1,MyCVars-\.h

#include “Components/MyCVars-\.h”

CAhmadKaramiCVars* m;

oS i o5 |, CAhmadKaramiCVars

,switch g wsaya>g Ly GamePlugin. cpp J—b el o
S L ESYSTEM_EVENT_GAME_POST_INIT « Ly ., Case
m—‘-{@h@l)’d‘))ﬁ}if

if(Im)
{

m=new CAhmadKaramiCVars();

slswl |, CAhmadKaramiCVars L L oS SoM e 4 asg L

m->RegisterCVars();




p— -

VY 9 CHt ¢5)9%51) &5

CryEngine ¢swApi

el ay=> Susey L‘wl)Jo)LZl&P}\m)_:x;od_f@l_?ﬂ}\
L Jy S e g ai il —wyiws RegisterCVars

7

34 oo Slw! MessageAhmadKarami

}
4SS 3l g oS 1=l g5l goginl Jlgimg ,o Bulld ad> o 5l ow Y
;,)l PR =S oolax .| Jj S ul 2l 4 ) O é) 6‘4 y ~

J—31s 09 29,5 a5 oS I, MessageAhmadKarami
ools yisles I Like CryEngine C++ Programmer s;L

Sgl (50

CryEngine Ci1i Programmer [RESTRICTEDMODE)
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selmCamnnnent

SCums> deltaTime ¢ Time

Py ol J=08 oUlg ool bzl azdil (61,57 50 o)l am gl
G ol o plej 5 09 (oo a3l a5 ENTITY j0 5 a il i ibs 5L
ped a8 5 il o o 1) les hoslan il og o wilyzy wnl wsly axils
e el b o8 =l 5l Sl gl LhasS Co pas | Ol sl
ool Tl delta sl L as coul o hSiis SogS b slo iy
Las bsldelta pgpie L JL,50l g il ins Glas 50 DB Lbogd
6l i 5l 6l degame Lol jo 5 ol golo Ll |5 od pogie ol g
4l oo azlgeols woalys 1y La il LSCas g wigd (oo go polo (Sloj
o ool 5 e we jldeltaTime sl o ol o) Jlie jo 5 coul
(struct),bsl ool g4 51 PCEX sl Ly (6,5 o, il jxite Souog—is
ol 0l o ezl oo o ;a5 SENtityUpdateContext

5 Syl Olio o LaldeltaTime s aos e ol 4 (6,500
ojllc sl oo 0035 0 PCEX ol Sl S S, 5 —Sj90] Lo pg, 8
e 3l g el gosjlevent Lyl joacil e lm ol (o aupo
J—xS L=l o g ol SEntityEvent (struct) sl ool
5009 deltaTime Ll_sa snParam[-] el ol 0 ol

s o plil |, SEntityUpdateContext tsls 4 oo jlais

SEntityUpdateContext* pCtx =
(SEntityUpdateContext*)event.nParam[-.];

cast J oecgoosay,m , 5o lilges sl pPCEX ,—mie a5 Lol )
Lg' ‘5’[_0) u»)_a Aoy je—wd )‘ ool l.ick.a._u." 03l fL?u‘ e )._uu.o Sy
il aualgs owyws deltaTime e
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sBEntity el Y1
§ M=

¢sComponent .
pCtx->fFrameTime

s Jolis 550 S sl as olssl 5 98,0 60,8 4> g ws ol Ll
il bt Labadesjls oage 1) (s5le 0,5 5o (smote 2 Oley 9 <ol o)
plasl ) Gis 2 e (28 a0 Mieeas )l glcat lej an Lo iy
obea L Shej sl (o el 00,95 0,5 0loj b (25 )2 Josaas (o0
a2 o plsil |y a5, > Jac a5 o S J3b b deltaTime
ol 00 oy ey LS header sl o o5 jgws « 89 oolawl asb

P oy Jhe
OnUpdate(pCtx->fFrameTime);

o ly oley sla (o, a8 5)ls 55 >90nUpdate L L ol G Lral o

—e J—w)l ol Ta pCtx->fFrameTime L o5, &)y o

el L =S 2l jo 1y YU sods Gy o ol aslie |y lo aalol joe (650
P Sl 5o Sley G leslil L

void MyBox::0OnUpdate(float deltaTime)

{

GetEntity()->SetRotation(GetEntity()-
>GetRotation()*Quat::CreateRotationZ(deltaTime

*¥))s
}

L. deltaTime )L lois ONUpdate sboso o aS el o
aSulasasg L gosS eaddl ol g lacl jlea L Float eols g4
o leolawl L g oyls o sl b 50 & 4 GetEntity , 5. Ll
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selmCamnnnent

o B Hloie ylea L Set gl o i3, > Jec SetRotation
L e 5 i gl 28,5 s deltaTime ol 4 azg by oS
GetRotation L L asyly oo (o oloml Z jome agly oyo
Bl asZ o e 3 boa boloulagly wgoa a8,y b 5o
aS L, aS o e asS cds Slog i JLw,l SetRotation

o Ll oS i Gis e ol sleml jo plejedsd (o o= 4l
Sy9l o cemw LX 5, Y, Z sla e (b angly (A (i laolss
9l oo 2yt 1l Ve, by (Sl oy SO Beb Z 970 gl s

g pll Z j9mme 3ubo aygly odgi Jae b

TS olml 1) aliso ol g) digRa 9 Comsy (3185 ) Slasg,

= Slygiws 5l gl acgams gl el 4S5 pls Gldes plodl sliis a
gy oo 0Lk 4o 551 45 (Badgd (o L2l (551 45 (89 Miscogls
ok (Byeog—d (o sl odgazma 3)ly ohy (Bgeol 2l Lo 0 5510
oyl 9998 (o0 T (sl esgume

Cmwd 4 0920 Lolidig—ds o Dl ygiwd 5l (gl Acgommo gl Gel aslas,
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uintsf CPlayerComponent::GetEventMask() const

{
return BITsf(ENTITY_EVENT START GAME) |

BIT#f(ENTITY_EVENT_UPDATE);
}
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void

CPlayerComponent::ProcessEvent(SEntityEvent&
event)

{

switch (event.event)

{
case ENTITY_EVENT_START GAME:

{

// Revive the entity when gameplay
starts

Revive();

}

break;

case ENTITY_EVENT_UPDATE:

{

SEntityUpdateContext* pCtx =
(SEntityUpdateContext*)event.nParam[-];

// Start by updating the movement
request we want to send to the character
controller

// This results in the physical
representation of the character moving
UpdateMovementRequest (pCtx-
>fFrameTime);

// Process mouse input to update
look orientation.
UpdatelLookDirectionRequest(pCtx-
>fFrameTime);

// Update the animation state of the
character
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UpdateAnimation(pCtx->fFrameTime);

// Update the camera component offset
UpdateCamera(pCtx->fFrameTime);

OnUpdate(pCtx->fFrameTime);
}

break;

}
}
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virtual uintsf GetEventMask() const override {
return BITsf(ENTITY_EVENT_COLLISION); }

virtual void ProcessEvent(SEntityEvent&
event) override

{

// Handle the OnCollision event, in

order to have the entity removed on collision
if (event.event ==

ENTITY_EVENT_COLLISION)

{

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

Ly o) i 9 ) o 05 (o=, law ENTITY da g a4y cugs aslol o
0 o |y Sler 5 ety pp Oj50 4 adlS CigalS SO bl e drngs
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59, . . J 515 4 ;Bullet.cpp
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#pragma once

L1117 0777777777777 77777777777777777777777
/111717177
// Physicalized bullet shot from weaponry,
expires on collision with another object
[I7T77777 777777777777 77777777777777777777/77777
/1171717177
class CbulletComponent final : public
IEntityComponent
{
public:

virtual ~CbulletComponent() {}

// IentityComponent
virtual void Initialize() override

{
// Set the model

const int geometrySlot = -.;

m_pEntity->LoadGeometry(geometrySlot,
“Objects/Default/primitive_sphere.cgf”);

// Load the custom bullet material.
// This material has the ‘mat_bullet’
surface type applied, which is set up to play
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in Libs/MaterialEffects
auto *pBulletMaterial = gEnv-
>pyDengine->GetMaterialManager()-

>LoadMaterial (“Materials/bullet”);

m_pEntity-
>SetMaterial(pBulletMaterial);

// Now create the physical
representation of the entity
SEntityPhysicalizeParams physParams;
physParams.type = PE_RIGID;
physParams.mass = v.-...f;

//m_pEntity->SetScale(Vecy(y, v, Y));
m_pEntity->Physicalize(physParams);

// Make sure that bullets are always
rendered regardless of distance

// Ratio is - - yoo, Yoo being yv--v
visibility

GetEntity()->SetViewDistRatio(Yao);

// Apply an impulse so that the
bullet flies forward

if (auto *pPhysics = GetEntity()-
>GetPhysics())

{

pe_action_impulse impulseAction;
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const float initialVelocity =
Vool

// Set the actual impulse, in
this cause the value of the initial velocity
Cvar in bullet’s forward direction

impulseAction.impulse =
GetEntity()->GetWorldRotation().GetColumny() *

initialVelocity;

// Send to the physical entity
pPhysics-
>Action(&impulseAction);

}
}

// Reflect type to set a unique identifier
for this component

static void
ReflectType(Schematyc: :CtypeDesc<CbulletCompon
ent>& desc)

{
desc.SetGUID(“{BovAsALF-FYVA-FYCB-AYCY-

BVEYYaC¥\AYA}” cry guid);

desc.SetEditorCategory(“Game”);

desc.SetLabel(“Bullet”);

desc.SetDescription(“This Bullet can
be used to spawn entities”);
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desc.SetComponentFlags({
IentityComponent::Eflags: :Transform,
IentityComponent: :Eflags: :Socket,
IentityComponent::Eflags::Attach });

}

virtual uintsf GetEventMask() const

override { return
BITsf(ENTITY_EVENT _COLLISION); }

virtual void ProcessEvent(SentityEvent&
event) override
{
// Handle the OnCollision event, in
order to have the entity removed on collision
if (event.event ==
ENTITY_EVENT_COLLISION)

{

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());
}
}

// ~IEntityComponent

public:
void SpawnEntityBullet(Ientity*
otherEntity);
3

slas crul oY 5L o component L entity , o 5 laie jLel ol -

9 Sl ool )L»_M.u &;‘5.‘ u_;| 5)05\59_& ool e Lisra | o v é_)bs
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virtual void Initialize() override

{
i g (e 5,b G (e 0, Sdee 090 il an am g L ol 0l

S5 (5
const int geometrySlot = -;
JBé (h)lade g 05 oo iy i geOMetrySlot o Ly ine S
g oo 00lo olasl ol sl yho jlade g ol Cul g s
m_pEntity-

>LoadGeometry(geometrySlot,
“Objects/Default/primitive sphere.cgf”);

Lo s,L=entity o, m_pEntity L L Il , §,,L 2l
el aS asS o olo |y (08)) 6,05 ,L jews S (5, component

ﬁl 3 l 3 (L_> am) LSAX 0 a ) JAX 2 gS S Qj " Q

(&

Assets o,— =i Slot. s primitive_sphere.cgf
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auto *pBulletMaterial = gEnv-
>pyDengine->GetMaterialManager()-

>LoadMaterial(“Materials/bullet™);
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Home Share View

&« v » Robotlsland » Assets > Materials v B

Mame - Date modified Type Size

sF Quick access

[ bullet.mtl 4/24/20183:53PM  MTLFile 1KB
& OneDrive |7 bullet.mtl.cryasset 4/24/20183:53 PM CRYASSET File 1KB
I This PC [ firedt.mtl 4/25/20181:40PM  MTLFile 1KB
_- Desktop [ firedt.mtl.eryasset 425/2018 1:40 PM  CRVASSET File 1KB
) [ grenade.mtl 6/2/2018 1:22PM  MTLFile 1KB
Dacuments [7] grenade.mtl.cryasset 6/2/20121:22PM  CRYASSET File 1KB
4 Downloads [ objects.mtl 9/22/2017 11:33PM MTL File 1KB
D Music [ smokedl.mtl 4/25/20181:52PM  MTLFile 1KB
=] Pictures [ smokedl.mtl.cryasset 4/25/20181:52 PM  CRVASSET File 1KB
B Videos D terrain.mtl 9/22/2017 11:38 PM MTL File 1KB

m_pEntity-
>SetMaterial(pBulletMaterial);
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aw Jos 59, |, bullet JLs e ool jiules J—oc SetMaterial

// Now create the physical
representation of the entity
SEntityPhysicalizeParams physParams;

ools ezl ge 5l (Struct) o ksl

IEntity.h Jt,a

a=b 1, physParams sl oxie 4 by e polie a5 o )ls 04>
NS

e S a5
s SEntityPhysicalizeParams
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2,0 4

physParams.type = PE_RIGID;
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physParams.mass = Y.-.-.f;
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//m_pEntity->SetScale(Vecy(), Y, Y¥));

o 009130 oyl b an s phaes ;i ol e |y (b lide

cdls 5l s 51 Lal ass aaless JuloolS abgy e las aS Line oyl 4y o
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M _pEntity->Physicalize(physParams);
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54i oo pmil Jos ol Physicalize

GetEntity()->SetViewDistRatio(vao);

ol |y 5l e YOO a ol Ls |, o SetViewDistRatio ol
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if (auto *pPhysics = GetEntity()-
>GetPhysics())

{
L_gj_fo)ulj_g;ﬁ&_i61)_34_.55504@6[_5145&5@@»”4&5@1
sl =i Ll el oo plssil , 519 el oo plssl pPhysics o
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const float initialVelocity =
Veooof;
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Ola e Ve oo e g oLl initialVelocity
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impulseAction.impulse =
GetEntity()->GetWorldRotation().GetColumny() *

initialVelocity;

impulse oL impulseAction g bl e a Sulay a>g Ly
WOrld s, wlpw 55 5l Gid y > daras 38,5 5l oolawl L asb axsls )
5 095 plosl GetColumny jlesla LY oo Gub Lis > ol g
0SS LS ogs wyoinitialVelocity oo e as ol
3¢l cod impulse oLs L impulseAction ¢ tsle paw
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pPhysics-
>Action(&impulseAction);

Action ol LuaSops g9 5l pPPhysics e jleola wl Lo YL >

238 oo by sl Bib 4 )l (285098 (e L2l g el WSS



b
.. I

selmCamnnnent

\
YAY ¢sEntity

5

}

}

G0 ol same medg 5l 4 ol (8 Jad IS5 A4S aties 5,500 bk

po,S ks

if (event.event ==

ENTITY_EVENT_COLLISION)

{

95 Sy 4 st (sikms A Joe) aglS S ST aS WS oy et

a> (Collision) oS 0,45 cor pmhaw 4 (ol IS Wl
S5 plil )8

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

b &g 0 anaS Id 4 a5 L RemoveEntity o wlowly adgls
aJglS (59, g 09— o B3> GELENtiItYId L vy oo, 5 il o
5 9,9 =l OLSS sltl 9 0,5 walys 51 (o )ls S s oS sLdl ()
SIS o el LT (o, 5,80 s sl s S5 o8 ol
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}

Ol o1y 5 aS gosS olsul |, Bullet.cpp  sLL I oS SO

#tinclude "StdAfx.h"
#tinclude "Bullet.h"

#include <CrySchematyc/Env/IEnvRegistrar.h>
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#include

<CrySchematyc/Env/Elements/EnvComponent.h>

static void
RegisterBulletComponent(Schematyc::IEnvRegistr
ar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

J

{

Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CB
ulletComponent));

// Functions

{
}
}
}

CRY_STATIC_AUTO REGISTER_FUNCTION(&RegisterBul
letComponent)

void
CBulletComponent::SpawnEntityBullet(IEntity*
otherEntity)

{

otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}
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#tinclude "Bullet.h"
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#pragma once

#include <CryEntitySystem/IEntityComponent.h>
#include <CryEntitySystem/IEntity.h>

#include <CryParticleSystem\IParticlesPfxy.h>

#include <CryParticleSystem\IParticles.h>

[I7777777 777777777777 7777777777777777777777777
/111717177

// Spawn point

[I1177777 7077777777 7777777777777777777777777777
/111717177

class CParticle-y final : public

IEntityComponent

{
public:

CParticle-\() = default;
virtual ~CParticle-\() {}
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virtual void Initialize() override
{
const int geometrySlot = -.;

m_pEntity->LoadGeometry(geometrySlot,
"Objects/Default/primitive_sphere.cgf");

auto *pGrenadeMaterial = gEnv->pYDEngine-

>GetMaterialManager()-
>LoadMaterial("Materials/bullet");

m_pEntity->SetMaterial(pGrenadeMaterial);

// Now create the physical representation of
the entity

SEntityPhysicalizeParams physParams;
physParams.type = PE_RIGID;

physParams.mass = V& ; //Y----.f;

// m_pEntity->SetScale(Vecy(-:,\, -\, +,\));

m_pEntity->Physicalize(physParams);

IParticleEffect* p.veffect = gEnv-

>pParticleManager->FindEffect("fire.pfx");
GetEntity()->LoadParticleEmitter(-, p-veffect);
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// Reflect type to set a unique identifier fthmmMMMf

this component

// and provide additional information to

expose it in the sandbox

static void
ReflectType(Schematyc: :CTypeDesc<CParticle-\>&

desc)

{
desc.SetGUID("{A-CBY-Ea-4fBD-fYFf-AB¥f) -

E-\CYAYEDCYfF}" cry guid);
desc.SetEditorCategory("Game");
desc.SetLabel("Particle-\");
desc.SetDescription("This Particle-\ can be
used to spawn entities , Ahmad Karami ha ha ha
37075

desc.SetComponentFlags({
TEntityComponent::EFlags: :Transform,

IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

}

\
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5

virtual void ProcessEvent(SEntityEvent& event)
override {
if (event.event == ENTITY_EVENT UPDATE) {

SEntityUpdateContext*
pcx=(SEntityUpdateContext*)event.nParam[-];

OnUpdate(pcx->fFrameTime);

}
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if (event.event == ENTITY_EVENT_COLLISION) {

// You type Code
// gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

}
}

virtual uintsf GetEventMask() const override {

// Listen to the enter and leave events, in
order to receive callbacks above when entities
enter our trigger box

return BITsf(ENTITY_EVENT_UPDATE) |

BITsf(ENTITY_EVENT _COLLISION);
}

public:

void SpawnEntityParticle-\(IEntity*
otherEntity);

void OnUpdate(float deltaTime);
float sum=..f;

}s
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#include <CryParticleSystem\IParticlesPfxy.h>
#include <CryParticleSystem\IParticles.h>

s JSG55k @l 5l iz g ead sla Ty pled an h s g0 o
—y2 1T e ws Lslag, g9 9o ProcessEvent cew ol o

Oy b0 —093 Update Sy A Q“-’*—,’,j) &Jj|‘09_$ W
OnUpdate oL L, L 5 Update sl ol Collision

pcx->fFrameTime jo o Ly Jlo; sla (o, g cowl oo casyas
dmals o 0zl e Sl az s Jo31s 53 5 958 e Sl @5 (s
= Collision sy, ;8-S s —=,» Particle-\.cpp
Ol 6lm ol g cmal oas el slays, ol Lgas 5 ol o Slisl s
aS Cloanl S e S5 an oy S Ll g el i oy
by 4o S =l 9 (// You type Code) ass bl lolaas

(=

i ol Gl Sl ax 5,60 entity o, 5 ol a5 o)l

st 25 (61 o e 9o 35 GeTEventMask ciww ol o
L, Update slas, Jols asly o 45 osls X ,» ProcessEvent
entity o a5 swe ol Jlode g0 ol gosb Collision sy,
y olasg, 99 ol oles oo acidle,S solawl slog, g0 o 51 lss (=0 S50
Sl drgd 55 Sl g ohhgy Hlezr b olag) aw

void SpawnEntityParticle-\(IEntity*
otherEntity);
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Wl oo ol 4 IS5 )L entity ¢lp X,Y,Z cusbye anass
void OnUpdate(float deltaTime);

s el sae &y o as (deltaTime) Slaj sla o, s loie il
Lol 00— o Jw,OnUpdate c o & nls a (float)
0dgd e 40 &S a il ;o Ly Bl mlaS 05l o el public 4 s
S oS B d 355 b 0 LSl 7L a—sb public

plos,gl private spublic wlds ;Lo g eoliw

float sum=..f;

ool g9 Ly (deltaTime) slaj sla b, so gl 5 it S
P35 e g lael goue
21y 508 gasS slswlly Particle-y.cpp L LT s B

#include "StdAfx.h"
#include "Particle-\.h"

#include <CrySchematyc/Reflection/TypeDesc.h>
#include <CrySchematyc/Utils/EnumFlags.h>
#include <CrySchematyc/Env/IEnvRegistry.h>
#include <CrySchematyc/Env/IEnvRegistrar.h>
#include
<CrySchematyc/Env/Elements/EnvComponent.h>
#include
<CrySchematyc/Env/Elements/EnvFunction.h>
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#include
<CrySchematyc/Env/Elements/EnvSignal.h>
#include <CrySchematyc/ResourceTypes.h>
#include <CrySchematyc/MathTypes.h>

#include <CrySchematyc/Utils/SharedString.h>

static void
RegisterCParticle-\(Schematyc::IEnvRegistrar&

registrar)

{
Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

J
{
Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CP

article-\));
// Functions

{
}

}

CRY_STATIC_AUTO REGISTER_FUNCTION(&RegisterCPa
rticle-\)

void
CParticle-y::SpawnEntityParticle-\(IEntity*
otherEntity)

{
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otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}

void CParticle-\::0OnUpdate(float deltaTime)
{

sum+=deltaTime;

if(sum>=v)

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

}

039 dxzlpe 8 Jad an Lai> g plodg i ol J8 Jad oo LU o o

= 9 e blje alize glo sy ol jo5 anS aalllae bare 1) Clas 4

Sl ool oo ) pan Leis Lol jo g pl 00god oy & LB o (2
: o3l o »;OnNUpdate

void CParticle-)::0OnUpdate(float deltaTime)
{
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Slacie SO Jelss g el oo cay a5 CParticles ) oS o s oo
Sy>g 5 Liel goae ools g9 sl deltaTime U L Slej b syl b
o,ls

sum+=deltaTime;

2 L 0oz g dlwgn Oy50 an ) Slaj sle b SUM s 5l eolatul L
A8 sl o 46 Lol o iy ol 5 0 oo paz

if(sum>=y)

alyss >l o s ails 8, b b as Sl U Ojganl e 00

gEnv->pEntitySystem-

>RemoveEntity(GetEntityId());

Al dles Bd> il YL b s o), 3L g s ol sl eolawl L

o e JSC3,L 4B Y 51 55,5 9 a0 Y ol L SUM s —imy
IRWARTPEE R C P IV PV

= 9 Sl adlr Jold po, S (cangiaS 48 IS, a5 el ;S5 an oY
l,Bullet.cpp sBullet.h  sleos s by ,00S bgiw osilys
p2lopl 00l b9y 38 B Slxao 0 aS snas 0S5 b s oljes 4
sParticleV.h glaa 5 5 4pl0s, S S
(fire.pfx) —uslas oo ol sy pols I, 8Particle-\.cpp

Iy 650 oS adgh oo Lamiiengds oo (ogels sl ¥ 5l aey g 0,00 43> a5
et 3,0 a3l a8 (g ol JSs b an isT Sl sle an oS s
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o O ey am Jad ol j0) oS eoliwl C++ o Properties
sParticle.v.h Ll L 5L , Ko o5 S Lo (pylo,—
s ylomiil a1y S LL ams 09 g oS olswl Particle-y.cpp

SV

IParticleEffect* p-yeffect = gEnv-
>pParticleManager->FindEffect("fire.pfx");

S 90,5 0,65 xhaw g3, o LiST AT Sl 9yl Cewgd 4SS g0 0
S Jwé ¢ Particle-y.h

// gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

ol L L L aws 75 4ol 6,50 sle B wily o Ll

as.u.,

gParticles\.h ) Jols g0 ol 4SS 39t uy L g gmol 4
Ce—u o—sb CMakelLists.txt ;o Loi> yo (Particle+y.cpp
0318 Zrmid gl (kB Jmad o 1y ¥ h g ¥ Cpp o el ogmica—S
L entity ,» 4y guus GUID oS vy ol sl amy cu—izron 9

390 o) dm ailgny WS yo LS upd pluais| wsb component
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059 ) - ,» Grenade.cpp sGrenade.h

S - 5 Robotlsland\Code\Components

S ol 55 slas L, Grenade.h o6 L S b 1,00

#pragma once

[T 7777777777707 7 777777777 77777777777777
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// C++ Code by Ahmad Karami Y-\A

L1177 i i rrr 777777777 7777177
1117171717

class CGrenadeComponent final : public
IEntityComponent
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public:
virtual ~CGrenadeComponent() {}

virtual void Initialize() override

{

const int geometrySlot = -;

m_pEntity->LoadGeometry(geometrySlot,
"MyModels/Grenate/grenade-\.cgf");

auto *pGrenadeMaterial = gEnv->pYDEngine-

>GetMaterialManager()-
>LoadMaterial("MyModels/Grenate/grenade");

m_pEntity->SetMaterial(pGrenadeMaterial);

SEntityPhysicalizeParams physParams;
physParams.type = PE_RIGID;
physParams.mass = v.-...f;

//m_pEntity->SetScale(Vecy(y, Y, Y¥));

m_pEntity->Physicalize(physParams);
GetEntity()->SetViewDistRatio(yao);

GetEntity()->SetName("Grenade");

if (auto *pPhysics = GetEntity()-
>GetPhysics())
{

pe action impulse impulseAction;
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const float initialVelocity = \.,of;

impulseAction.impulse =ahmadval *
initialVelocity;

pPhysics->Action(&impulseAction);
}
}

static void
ReflectType(Schematyc: :CTypeDesc<CGrenadeCompo
nent>& desc)

{
desc.SetGUID("{BaAs--VY-YDDf-fAY)-AAQq-

Bv-EBsFYDsDB}" cry_guid);

desc.SetEditorCategory("Game");
desc.SetLabel("Grenade");
desc.SetDescription("This Grenade can be used
to spawn entities");

desc.SetComponentFlags ({
IEntityComponent::EFlags: :Transform,
IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

}



Y ¢Juad
- ¢sREntity eslw Yoo
9 N>

¢swComponent
virtual uintsf GetEventMask() const override {

return BITsf(ENTITY_EVENT COLLISION) |
BIT#f(ENTITY_EVENT_UPDATE); }

virtual void ProcessEvent(SEntityEvent& event)
override

{
if (event.event == ENTITY_EVENT_UPDATE)

{

SEntityUpdateContext* pCtx =
(SEntityUpdateContext*)event.nParam[-];

OnUpdate(pCtx->fFrameTime);

}

if (event.event == ENTITY_EVENT_COLLISION)
{

// Type your codes

// an example : when you throw your greandes
to forward , after collision on surfaces spawn

a particle system like a bit dust ©
repeatCollisionCount++;

if(repeatCollisionCount==\)

{

SEntitySpawnParams spawnParamsDustParticle;
spawnParamsDustParticle.pClass = gEnv-
>pEntitySystem->GetClassRegistry()-
>GetDefaultClass();
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spawnParamsDustParticle.vPosition =
GetEntity()->GetPos();

const float ParticleScalef = . )yof;

spawnParamsDustParticle.vScale =
Vecv(ParticleScale¥);

TEntity* pEntityDust = gEnv->pEntitySystem-
>SpawnEntity(spawnParamsDustParticle);

pEntityDust-
>CreateComponentClass<CParticle-\>();

¥
¥

}
// ~IEntityComponent

public:

void SpawnEntityGrenade(IEntity* otherEntity);
void OnUpdate(float deltaTime);

float sum=..f;

bool Once=true;

int repeatCollisionCount=-;

}s

gl Lol sl ;550 sl Jlte 4 oS by bas sl 45 gy Slxedss

Py b Jeadl (lg o0 Of 50 3 g0z Sl 5 poe slo
GetEntity()->SetName("Grenade");
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impulseAction.impulse =ahmadval *
initialVelocity;

StdAfx.h Lua | 3l 0 cul (sl ,—) vecY g5 5l a5 ahmadval

Pl 00,8 Gy p bt O jgo @
static Vecy ahmadval;

L s e o Sl g yloie ;s initialVelocity

L gy axlg)ass o o))y K=ot as ahmadval s o e o0
(Sl (g5 o 2 20 321y Ly &S 225

OnUpdate(pCtx->fFrameTime);

o Jlwyl o g3 as | Slej sla i, OnUpdate oo e &b
&S

Py 25 eSS 5 pilan pL SO L (cetnn 8 005 S5 pidlyh (oo (e
Lg‘)_’ ‘))_:) 6LQA.§YL‘>~¢§)‘~.\56_ALQ_MOA_Q.C)J ‘))l_fu_)‘ LA‘ f""L‘” C)«) QT
: duin CO111is3i0N olayy,

repeatCollisionCount++;

repeatCollisionCount mo o5 6wl ,iie 4 a1y S

o3 e yloie repeatCollisionCount aew S o a2l

33,50 Sy ol g 05 (o0 00938l Ty axly SH LY g0l 1) yao
if(repeatCollisionCount==\)

{
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S ,—lprepeatCollisionCount , e a S S50 0 9040

dgs plxl 5 Sldes Al
SEntitySpawnParams spawnParamsDustParticle;

ools ¢4 5l spawnParamsDustParticle oL 5L , e S
plos,S s SEntitySpawnParams s lsL.

spawnParamsDustParticle.pClass = gEnv-
>pEntitySystem->GetClassRegistry()-
>GetDefaultClass();

oS )t 5 aiSe (00 Hlada |, pClass L L abg e aldihas o)l

= P e oS O Sl cl B as el o8 ey
ald 4y o, LS g 09— (SPAWN) 355 (S=u,b) ¢, L= entity
b elais pClass

spawnParamsDustParticle.vPosition =
GetEntity()->GetPos();

5 0iSae o20,lade | (CmBge) VPOSITION s L abog e oLbilas oyl
sl (6l @NTLITY) Somi )l Jad Comdgo i,l0e

const float MyParticleScale = -)yof;

S yed gl (59,5 Ll 010 Sad (6,505 S5, o5lasl (59,5 ymitie (]
SIS salys b S
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spawnParamsDustParticle.vScale =

Vecy(MyParticleScale);

ol el (el L) (oo ol O jg0 44 X, Y, 2

TEntity* pEntityDust = gEnv->pEntitySystem-
>SpawnEntity(spawnParamsDustParticle);

pEntityDust ~U UL IEntity tslo b , 5o Lol ges 5l o uiio

e ol Iy S5k =0 e gplos, S a5
Sl oS o a5 ol SpawnParamsDustParticle
e d |y o e plal ) S5 L, 3SS Jae 4S5 S wpol sl

sls elaxs! pEntityDust

pEntityDust-
>CreateComponentClass<CParticle-\>();

o pll |, S5 )L 35 Jee ol as CParticle«y s w0
iS5 5,6 Y g oo ools plais! pENtityDust e 4 aas
S5y Sl 5 998 S Sow )b olS e 4 (ae (pml 4 ad ales

ab salys iS5 CParticles) IS oS 0,95 5 b
}

—S ICParticle) (LS sl asosblbsas coul oo
o S0, pl e 0], S 50,5 , iST Jae 45 oS ool
CParticle:\ s asle Lads WS plogs Iyl ey an b zglaw
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pEntityDust->CreateComponentClass<CDust-\>();

bool Once=true;
s |l 1) oS LSS (gl Ladd ¢ jlowl Condg (o) Sl o (00l
S,5

int repeatCollisionCount=-;

logd (oo Sy Syl 4 alia sl o g5l aS ite

2 Sk ©yse an (SLoge,S LSy i a0yl e 05y A |y e
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// C++ Code by Ahmad Karami Yv-\A
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#include "StdAfx.h"

#include "Grenade.h"

#include "Particle-).h"

#include <CrySchematyc/Env/IEnvRegistrar.h>

#include
<CrySchematyc/Env/Elements/EnvComponent.h>
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#include <CryParticleSystem\IParticlesPfxy.h>

#include <CryParticleSystem\IParticles.h>
#include <CryEntitySystem\IEntity.h>

#include <CryEntitySystem\IEntityComponent.h>
#include <CryEntitySystem\IEntityBasicTypes.h>
#include <CryEntitySystem\IEntitySerialize.h>

static void
RegisterGrenadeComponent(Schematyc: :IEnvRegist
rar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IlEntity::GetEntityScopeGUID())

)

{
Schematyc: :CEnvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT(CG
renadeComponent));
// Functions

{
}
}
}

CRY_STATIC_AUTO REGISTER_FUNCTION(&RegisterGre
nadeComponent)

void
CGrenadeComponent: :SpawnEntityGrenade(IEntity*
otherEntity)

{
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otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}

void CGrenadeComponent: :0nUpdate(float
deltaTime)

{

sum+=deltaTime;
if(sum>=f.f && Once)

{

TEntityIt *it = gEnv->pEntitySystem-
>GetEntityIterator();
it->MoveFirst();

while (!it->IsEnd())

{
TEntity *pEntity = it->Next();

float x = abs(pEntity->GetPos().x -
GetEntity()->GetPos().x)*abs(pEntity-
>GetPos().x - GetEntity()->GetPos().x);
float y = abs(pEntity->GetPos().y -
GetEntity()->GetPos().y)*abs(pEntity-
>GetPos().y - GetEntity()->GetPos().y);
float z = abs(pEntity->GetPos().z -
GetEntity()->GetPos().z)*abs(pEntity-
>GetPos().z - GetEntity()->GetPos().z);

float d = sqgrt(x + y + z);
string s= pEntity->GetName();
CryLog("pEntity->GetName() :"+s);
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CryLog(ToString(strcmpi(pEntity->GetName(),
"Player")));
if (strcmpi(pEntity->GetName(), "Player")!=. &&

strcmpi(pEntity->GetName(), "Grenade") != . &&
d <= o6.f )
{

SEntitySpawnParams spawnParamsft;
spawnParams¥.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParams¥.vPosition = pEntity->GetPos();

const float ParticleScalef = -.,yof;
spawnParams¥f.vScale = Vecv(ParticleScale¥);

IEntity* pEntityf = gEnv->pEntitySystem-
>SpawnEntity(spawnParams¥);

pEntityf->CreateComponentClass<CParticle-\>();

gEnv->pEntitySystem->RemoveEntity(pEntity-
>GetId());

}
if (strcmpi(pEntity->GetName(), "Player") == .

&& d <= o.f)
pEntity->SetPos(Vecy(so.f, oo.f, vvr.f));

}

if(it->IsEnd())



p— ‘o

Y.q ¢sEntity Cslw
§ A

selmCamnnnent

gEnv->pEntitySystem->RemoveEntity(GetEntity()-
>GetId());

Once = false;

sum = -.f;

PublicPlayMySound("bullet impact");
TEntity* pParticleEntity=nullptr;

if (IParticleEffect *pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx",
"Particles"))

{

if (!pParticleEntity)

{

SEntitySpawnParams spawn;

spawn.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();
pParticleEntity = gEnv->pEntitySystem-
>SpawnEntity(spawn);

}
if (pParticleEntity)

{
pParticleEntity->SetPos(GetEntity()-

>GetPos());
pParticleEntity->FreeSlot(-);
pParticleEntity->LoadParticleEmitter(-,
pEffect);

}
}

}
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t o3l o Greande.cpp Ll slaas Slesgs 4 V>
#include "StdAfx.h"

sla paie 5 wlgeols 4 cinclude sosjle i jeiwo 5l eslawl Ly

#include "Grenade.h"

sl o 5 plgels as cinclude sossls i jews jleola .l L

il o yisd Gl oo Grenade.h LG joa o ool iy a5
#include "Particle-y.h"

sla paie 5 wlgeols 4 cinclude sosjle i g 5l eslawl Ly
Cils o yiwd Gy oo Particle-y.h LB jue j0 oo ciy el

J=b o o g 0o 0 G 8 S oyl 5l i b P B o

5,101y 095 &ilgh g b yuiio

void CGrenadeComponent::0nUpdate(float
deltaTime)

{

oM 5 s0nUpdate ol 5 s i o5 sl » 0y
540 oo l,o CGrenadeComponent

sum+=deltaTime;
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if(sum>=f.f && Once)
{

2 ab 4l F S5 L F ggbas (SUM i) Sla b o 5]
SeSe el (09t (e yomiie a6 F o Sl s (a8ly slss
ad> 10 10 0990 slaentity e bl o 5 algws (ONCe)
So,6 48 05 o dlsul pemdd ol ONCE e 5l oolaiwl b wods |,
al> o ;0 35250 slo @NtITY codd LSS Lews g 09 yoniie LSS Laid

WSS 8L yo 1y () (ad

TEntityIt *it = gEnv->pEntitySystem-
>GetEntityIterator();

Bl ostruct gy s 5laSpeo, S a5, 5ol ol , e S
<l IEntitySystem.h

abuls o GetEntityIterator wl 5 51 eollax L

@4L;AgEnvL,;mugrsups_%}_wo¢dwj)opEntltySystem
b Caws () al> 0 40 39240 sla @NTitY JS o

it->MoveFirst();

1t e ;5 o lal wyol g o,k o,lil ad> e @ntity dglas s ol

while (!it->IsEnd())
{
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TEntity *pEntity = it->Next();

xie diile 35 ymite ol g pl oo, S s e |, pPENTILY S o Ll e
ol g el IEntitySystem.h Llu_» ostruct ¢o s ;lit
P o entity a L dly 0 gusS o Jom 095 01 o 1t
float x = abs(pEntity->GetPos().x -

GetEntity()->GetPos().x)*abs(pEntity-
>GetPos().x - GetEntity()->GetPos().x);

by ST L (6,18 BWShaS o dulne 135 Jgo s ek 05 Las ]
LgL(b entlty g.,_w.J O (= entlty alags L: Xy > 6‘
o A BlE X e 3ol jobi> S b entity a s L al> e

x = (Ipx — gx|) = (Ipx — gx|)

float y = abs(pEntity->GetPos().y -
GetEntity()->GetPos().y)*abs(pEntity-
>GetPos().y - GetEntity()->GetPos().y);
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slaentity coud o gowentity abily 5o s ol

— & ‘ny J’.',b‘w |)) ’a’>? b 7:",)1,3 entityd_bﬁal—’d—bﬁ

y = (Ipy — gyD) = (lpy — gy1)

float z = abs(pEntity->GetPos().z -
GetEntity()->GetPos().z)*abs(pEntity-
>GetPos().z - GetEntity()->GetPos().z);

sla entlty SR PPN\ -3entity aldi Ly Z 5000 e o (4l

oo AN Z e JBlsic ] joi> Su b entity abs L al> e

39

z = (|lpz — gz|) * (Ipz — gz|)

float d = sqgrt(x + y + z);

aS el 8(X,Y,2) s P(X,Y52) Sloatsen oo s alols Jon )8
5= oyls 059 ol o PENtItY a5 el Slahe jolae P 4k
alais g (Cewl 0990 al> 0 slaentity o pas sleentity
4 8 abhiicwl 55 >g0 ] ;o GELENTILY a5 il Slan 5 bie g

3l oLl S ) alais

d=,/x+y+z
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string s= pEntity->GetName();

Slgom entity ol aS slos, S cas,m STring gos 5l e SO
&S e opd s> ol bentity cod

CryLog("pEntity->GetName() :"+s);

2 ad> e 0 05250 glaentity e pentity slos s oL
bl e g 15, o) 095 o o0ls Ll cOnsole L output o, =

(w9 ‘L“U)-f LS‘):’

CryLog(ToString(strcmpi(pEntity->GetName(),
"Player")));

— smlaily ey console L output o, = o 5505 s
bl cg B, 0) a5 L conl b ) (o sy >g0 €NTILY LT as aas

(u**iﬁ-’ d'-‘°L;)-.’ LS‘):’

if (strcmpi(pEntity->GetName(), "Player™)!=. &&

strcmpi(pEntity->GetName(), "Grenade") != . &&
d <= o.f )
{

st Player wlbes > entity sh)
asb Grenade Wbk s,l> entity sy
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SEntitySpawnParams spawnParamsft;
spawnParamsf.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParams¥.vPosition = pEntity->GetPos();

const float ParticleScalef = - yof;
spawnParams¥f.vScale = Vecy(ParticleScale¥f);
IEntity* pEntityf = gEnv->pEntitySystem-
>SpawnEntity(spawnParams¥);
pEntity¥f->CreateComponentClass<CParticle-\>();

Jos a5 ol by JBaa o a0l 0gd o i 5 anaS s Y
s e plil |, CParticle ) sbL (oS o s

gEnv->pEntitySystem->RemoveEntity(pEntity-
>GetId());

entity ssi o Bis Vlasentity as o oloan bs ool
aS aiiwd Sleentity o> 40,5 B> 1) Lyl olss o oS ol oo
oo Lo dny Lo plel iy LSl s i as 5 05 Sy (sl
el ;s 45 g Sl Sl as 09 o B> a S entity a5 uS

S5 285 p b
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if (strcmpi(pEntity->GetName(), "Player") == .
&& d <= o.f)

Cowd o gleentity 5l ool alol aS oS o cwyp byd oyl
e eleentity ool o golwn b 58 al>,0 slaentity
entity c_.J s lsentity L) Player.s; Player
X=F£0 , Y=00 , Z=YY Gow aw glad Cesdgo dn (ad> 0 slo
3ms el Lo 0 D (gl Ly 528 alols 5 Sl 51 iy Jie
Sed Jiie X=80 , Y=00 , Z=YY Slatke 4 b
pEntity->SetPos(Vecv(sa.f, an.f, vv.f));
}

if(it->IsEnd())

slaentity cood (Lb au it ;5 6,Lal ;514 wiSew pwyp byd ol
S9h B 15 Seu )b entity wbaew,; do s

gEnv->pEntitySystem->RemoveEntity(GetEntity()-
>GetId());

Bi> a0 40 75 Syl —w entity ,5Ta5 05 8 o el b oyl

(39 oo (HMie 0b priie Sl da S5, (97) 29
Once = false;
sum = -.f;

ol 00 00ld sy Lo Shae LS 55 SUM g0ONce slo e

PublicPlayMySound("bullet impact");
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O ity sl g pl oo, S i s STAATX . h 0B e o ols o]
S S el g ool Ly e senSin]
Audio Controls Editor ., =y ,cbullet_impact
mpy  sle Job 0,5 o)l L alaly jo A8 sla Jad )0 5 il sg2 90 il
Olxbgs LS (al o oyt il g el S 4, WAV, 088

ploa,S ol sande

static void PublicPlayMySound(string
TriggerName)

{

oS slEentity) o SO s p3Y oS o Jes entity

&L A (3 bl e 9 08 Sl (2B (o (o s 9 S )0)
&l bt 0ilgy e 059, o o 0 Lol Al i

5l yloie yiol )l s phasS Jle51,51, PublicPlayMySound

S 505 S pls ol gl )l el g o Ko |, STPiNG g4
asb (TriggerName)

CryAudio: :ControlId const MyTriggerId =
CryAudio: :StringToId(TriggerName);

—xe ControlId ;lesla ol g CryAudio sls oloas 4 a g Lo
S5 So e L ais, 4 pl oo, S iy s MyTriggerId oLLI, ool
W5 oo s % Td S w ) s

gEnv->pAudioSystem->LoadTrigger(MyTriggerld);
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gEnv->pAudioSystem-
>ExecuteTrigger(MyTriggerId);

g Ol ddles i S L dwgeige oo 55 5 anh 0ed 1oy

Al delez el (3L o

}

gEnv->pAudioSystem-
>UnloadTrigger(MyTriggerld);

s ) il | iy ;S5 53,5 I 5 59,5 25 e sl
Sgs oo oolau!

gEnv->pAudioSystem->StopTrigger(MyTriggerld);

L hegeiige Gty pos g (Fao N5 hdsi gl aS Conl S5 ey
Sgs oo ool Hgrws ol 5l 58 G jg0

TEntity* pParticleEntity=nullptr;

ools sl gg— 3—b pParticleEntity oLl , e S
plos,S w5 |, IENtity.h LB,us o struct
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Sl ulgs (0 4S (5l 03lg 9 GudlS aolS b WL s Sl

C++ lp aslols ,o Lo CryEngine gls asbuls o 4ol
aols’ (T30l L5 aS SlS aalS (695 ComadlS ] o iy y25
9005 S Cwly aolS yLod gy w g 95 ablol 1y bl
Sl a0l 69y Ly v oLzl 1, Peek Definition 4§
Alt oSy ld 4o g oS ablol 1, sl aels o1 ,06 b us

dupd HLAS 1) S axbo 59,0+ FIY

l* npanticloEntita—

@  Quick Actions and Refactorings... Ctrl+.

Rename... Ctrl+R, Ctrl+R
Generate Graph of Include Files

Insert Snippet... Ctrl+ K, Ctrl+X
Surround With... Ctrl+K, Ctrl+5
Peek Definition Alt+F12

Go To Definition F12

Go To Declaration Ctrl+F12

oy 5 =5 b YL g plon, 5 Gl [ IENTitY aals oo Loyl o
J=b e gogd o 3 6,50 ol S v o g S Joe YU slo
ool g iy o5 (Sip Sz 02 5 ol aalys L e sl |, TENTITY. D
» s LEntity.h | 6 o » o, TEntity ol swla oIS g5l

PO (P ) Ry
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LEntity* pParticleEntity-

(IParticleEffect *pEffect = gEnv->pParticleManager->FindEffect("fire.pfx",

"Particles™))

if (IParticleEffect *pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx",
"Particles"))

{

aS pEffect sL L plos, S cay i |y 6,5 o Ll iie 05 las ol o
O oy 3b g 0SS o loy I, fire.pfx e L s S50 SO
s S5 il 45 5 3 5 0wl Lo B F Sy ISl o

3,5 aeless >l 1, 1 Sy yo 55 A JPVRKIR AR KV

if (!pParticleEntity)
{

pParticleEntity , s goo i iy, bz ol 0aS byo b

ab salss 1l S0 1F Sshecad 5
SEntitySpawnParams spawn;

oﬂ.i,,.oo%.cﬁl)ﬁii?k}n.co)loafdholo@sbww\
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spawn.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();

LSS5 Jee B oS il o ool |y (oS (5,8 iy Jacie pClass als
25 el 1) s S5 1 (5”5

pParticleEntity = gEnv->pEntitySystem-
>SpawnEntity(spawn);

— plesl pParticleEntity e an !, (oS , 35 Joe s o]
220 bl e ol oyol elalp 1) (6,855 Jos 2l g a0

}

if (pParticleEntity)
{

G IS (s YU > pParticleEntity , a5 oL sl )
Lol 1F Sl I 508 o Jom 555 o 1, ;555 Jos 5l 05,9

O (50

pParticleEntity->SetPos(GetEntity()-
>GetPos());

pParticleEntity , st jloos , 5S5 g oo gy WS Cadye

LS)L—> entity o 3159_,@ a 3 X,y, Z ‘SAX =X} a N le @9 )Q
G dged g o, S o aly> 5 (GetEntity()->GetPos())
(SetPos) cs, valys wus
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pParticleEntity->LoadParticleEmitter(-,
pEffect);

Ao laae ol Lesl jo 4 S coul (g lade 09 sl o oola o0 2SS S
e 0 JS )y b U")'{‘ 909 (0 (B u"’)”T =550 Oy

J_..._ia U"M BRI, J_it.’)l.: slot- BEN) Sl S¢—>g0 pE'F'FeCt
pParticleEntity , s slsentity asoo o Jo 5400

RWARVPEN

sGrenade.h ) U5 g0 sl S gt wy L gigmol 48
Ce—u§ o—0lb CMakelLists.txt o L_oi> 45 (Grenade.cpp

OO‘QW?QTL?BM)OU*-hg*.Cpp ‘S'JD-\JH_QOSR-;‘-\—‘;S

ol




V Juad

Yyy sBENtity &sle

9>

sInCamnnnent

9 a0 8 com i lad S5 ol b B asS o SeS o a aS IS
SpawnPoint LS oS fpnd (o) ad> 0 y0 1) 55l £9,—b 4l

20,10 )18 5 e 0 g el

CRYENGINE_o,f\Templates\cpp
Saes ol oS eds Shecul 5 slbas ls SpawnPoint.h L6 joe
SlolS 5 L g ol MyBoxEntity.h J 6 oo Las Jolao Jobb

J— g SpawnPoint.h |1 o, Slee g ol a=8L a5 4 S el
J—b oo L3 J—ad o 5 cwl LS5 Ml_5 MyBoxEntity

(&

9 J=b e ol same Sluogs 5l eepols m—og5 5, MyBoxEntity.h
SpawnPoint.h J b a5 8, o SpawnPoint.h |6 oo
u.ul_w‘)_’LE.O.a QT)QJ_J.-g \59_«»6_4 oola_ul Lg)L»)LC]d_E.O.’ ey 6‘)—’
SpawnPoint LS 505 5L 4o g9,—5 SpawnPoint LS

3o wlys sy |y ()] (sam Juab o 5 05 e ooliul iy (S o
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#pragma once

L1777 777 7777777777777 7777777777177777/7777/77777
/1117111717

// Spawn point
[11777777777777777777777777777771777777777/77777
/1117111717

class CSpawnPointComponent final : public
IEntityComponent

{

public:

CSpawnPointComponent() = default;

virtual ~CSpawnPointComponent() {}

// Reflect type to set a unique identifier for
this component

// and provide additional information to
expose it in the sandbox

static void

ReflectType(Schematyc: :CTypeDesc<CSpawnPointCo
mponent>& desc)

{
desc.SetGUID("{f \v\#\YY-AAVE-¥-VY-B-CD-

AYfYFDYDYE4-}" cry guid);

desc.SetEditorCategory("Game");
desc.SetLabel("SpawnPoint");
desc.SetDescription("This spawn point can be
used to spawn entities");
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desc.SetComponentFlags({
IEntityComponent::EFlags: :Transform,

IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

}

public:
void SpawnEntity(IEntity* otherEntity);
}s

L <l MyBoxEntity.cpp J—U oslea ;s SpawnPoint.cpp |-
ol Slee Lol asil azbly ,ois a5 ol SlalS 5l (am bass sl olen
S EP A PN NN S 9 N U [ B 93 B

S ,la5 3,0 SpawnPoint.cpp

#include "StdAfx.h"
#include "SpawnPoint.h"

#include <CrySchematyc/Env/IEnvRegistrar.h>
#include
<CrySchematyc/Env/Elements/EnvComponent.h>

static void
RegisterSpawnPointComponent(Schematyc::IEnvReg
istrar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())
5

{
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Schematyc: :CEnvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONEN
T(CSpawnPointComponent));
// Functions

{
}
}
}

CRY_STATIC_AUTO_REGISTER_FUNCTION(&Registe
rSpawnPointComponent)

void
CSpawnPointComponent: :SpawnEntity (IEntity*
otherEntity)

{
otherEntity->SetWorldTM(m_pEntity-

>GetWorldTM());
}

S X, Y, 7 bl csdes L 0 SpawnPoint (entity) cosg>ge
45 GLSe ;0 il o LT Jse ail LS ;o p0 il e S0
Eg i Se o] o kel SpawnPoint LSS 4 by . entity
9 (50

gSpawnPoint.h ) Jsl g0 ol 4S Sois 0y L Ghgmol 4
a— L CMakeLists.txt ,o L_—_oi> ,5 (SpawnPoint.cpp
Qi (o Jmd ;3 1, % LD 9 % CPP (lauS Cd oS

el ools




V Juad

YyYy ¢sEntity Cslw

9>

selmCamnnnent

R _ I E_
Libs
| Wy Wy .

Sz )leds les il g (Sox sle b Gdle 45 wtwn SLS 5 S
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aiged Ly oligig ) 6 mls CF lo iz aS oy o, CF o
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90 o=l g 9 obeml ]y (Bl (o (o O g 0l ) (BB jue la) s
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#pragma once

[I7777777 7777777777777 77777777 777777777777777
/111717177

// Physicalized bullet shot from weaponry,
expires on collision with another object
[I7T17777 7777777777 7777777777777777777777/77777

/111111717
class CCfBombComponent final : public

IEntityComponent

{
public:

virtual ~CCtfBombComponent() {}

// IentityComponent
virtual void Initialize() override

{
// Set the model

const int geometrySlot = -;

m_pEntity-
>LoadGeometry(geometrySlot,”’MyModels/CfBomb/C¥tB
omb.cgf”);

auto *pGrenadeMaterial = gEnv->pvDengine-

>GetMaterialManager()-
>LoadMaterial (“MyModels/CfBomb/cfbomb™);

m_pEntity->SetMaterial(pGrenadeMaterial);

GetEntity()->SetViewDistRatio(vyao);
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GetEntity()->SetRotation(Quat(Vecr(ys- *
hit.n.x, v#- * hit.n.y, vs-*hit.n.z)));

}

static void
ReflectType(Schematyc: :CtypeDesc<CCfBombCompon

ent>& desc)

{
desc.SetGUID(“{-FyrFyoC-fvBA-fBYC-aYA) -

0s#OAYASBAAD}” _cry_guid);
desc.SetEditorCategory(“Game”);
desc.SetLabel(“CfBomb™);
desc.SetDescription(“This CfBomb can be used

to spawn entities”);
desc.SetComponentFlags({
TentityComponent::Eflags: :Transform,
IentityComponent: :Eflags: :Socket,
IentityComponent::Eflags::Attach });

}

virtual uintsf GetEventMask() const override {
return BITsf(ENTITY_EVENT_COLLISION) |
BITsf(ENTITY_EVENT UPDATE); }

virtual void ProcessEvent(SentityEvent& event)
override

{
if (event.event == ENTITY EVENT_UPDATE)

{
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SentityUpdateContext* pCtx =
(SentityUpdateContext*)event.nParam[-];

OnUpdate(pCtx->fFrameTime);

}

}
// ~IentityComponent

public:
void SpawnEntityCf(Ientity* otherEntity);

void OnUpdate(float deltaTime);
float sum=..f;

bool Once=true;

}s

G s sl Jos D90 an L CF piineosd Jloel (69,5 (g0 4w Jow

GetEntity()->SetRotation(Quat(Vecy(vs- *
hit.n.x, v#- * hit.n.y, ¥#-*hit.n.z)));

Sy abais 4y azgr Ly (NAT . N) Yooy o, ollyy oS s o]
G dw Jo olea L g )lsentity g4, ,— 1, 25 ,> J—e Raycast
O > Joo wlwl , »SetRotation sls g8, Ko o) Cf
50 995 e plaml (5100 s EMa S g a S e 4 wlxe |, Quat
e ol 89y eeds=t e S Sl o bnly 2SS cles
e 45 (6l Aoy (o b5 4 Dg 3 CF gl asgas Lal 0,5 LS 550m
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Joe au o, S Attach Joe fpiomen g conns adls> clyls oL CF el
Loy CF , oS5 Joe adly oy od plasl |y ois e 50 gl Boa
— sl , o5 L Instaniate Joe SO Ly g og—i o plssl b
L oo 8 05 S yls 0525 Sz )b entity ;o aS asul o slecdl
a1, deltaTime 45 s ls 54=>4 Cf entity ,o ;s OnUpdate oL
A e Sl b Bl

Sl LSS Sels S, entity ,o CfBomb.cpp Job o 5 sleas
o=l g oS ol Cals g o, SleeeiSan ot o] Some Sleogs 1,5 5
CHt 5l ainds ceamg Yo oy o g diwd oo 4 b ,Lws La entity
&,las 1, CryEngine

‘fogc_a).u*h FBjoe  Slas coul il o us Gasl,d ol as ol =SS
sle Job oS 15 anles cayymi 53 1, o Ll *.0PP Lai> 0 orwea S
o, ,o La entity L La component s o oS o SeaS Lt 4 *.cpp

o yid J—6 L5 sl CreateObject o ., 3 Schematyc
S b 1y alize gla iy 45 0S 0 SS Ll 4 )15 (sl
Bl Ls a8 olosl jlanss cloayjlas | plale 5L Sy 5 5 9
J=b yoe aoly g La el soliwl o_ad YU g ol asLw |, CFBomb.h
S g 5leslawl L oL o ls |, CF.Bomb.cpp ,o CfBomb.h
J=b 0 g 05 Jlise jo aS aoul JiewsS cas s | linclude sassls

: a0 CFBomb.cpp

#tinclude "StdAfx.h"
#tinclude "CfBomb.h"

#include "Particle-).h"
#include <CrySchematyc/Env/IEnvRegistrar.h>
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#include

<CrySchematyc/Env/Elements/EnvComponent.h>
#include <CryParticleSystem\IParticlesPfxy.h>

#include <CryParticleSystem\IParticles.h>
#include <CryEntitySystem\IEntitySystem.h>

static void
RegisterCfBombComponent(Schematyc: :IEnvRegistr

ar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

)

{

Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC MAKE_ ENV_COMPONENT (CC
fBombComponent));

// Functions

{

}

}

}

CRY_STATIC AUTO_REGISTER FUNCTION(&RegisterCftB
ombComponent)

void CCfBombComponent: :SpawnEntityCs(IEntity*
otherEntity)
{
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otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}

void CCfBombComponent: :0nUpdate(float

deltaTime)
{

sum+=deltaTime;
if(sum>=5.f && Once)

{

TEntityIt *it = gEnv->pEntitySystem-
>GetEntityIterator();
it->MoveFirst();

while (!it->IsEnd())

{
TEntity *pEntity = it->Next();

float x = abs(pEntity->GetPos().x -
GetEntity()->GetPos().x)*abs(pEntity-
>GetPos().x - GetEntity()->GetPos().x);
float y = abs(pEntity->GetPos().y -
GetEntity()->GetPos().y)*abs(pEntity-
>GetPos().y - GetEntity()->GetPos().y);
float z = abs(pEntity->GetPos().z -
GetEntity()->GetPos().z)*abs(pEntity-
>GetPos().z - GetEntity()->GetPos().z);

float d = sqrt(x +y + z);
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string s= pEntity->GetName();
CryLog("pEntity->GetName() :"+s);
CryLog(ToString(strcmpi(pEntity->GetName(),
"Player")));

if (strcmpi(pEntity->GetName(),"Player")!=. &&
d <= o.f )

{

SEntitySpawnParams spawnParamsft;
spawnParams¥.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParams¥f.vPosition = pEntity->GetPos();

const float ParticleScalef = -.,yof;
spawnParams¥.vScale = Vecy(ParticleScale¥);

TEntity* pEntityf = gEnv->pEntitySystem-
>SpawnEntity(spawnParams¥);

pEntity¥f->CreateComponentClass<CParticle-\>();

gEnv->pEntitySystem->RemoveEntity(pEntity-
>GetId());

}

if (strcmpi(pEntity->GetName(), "Player") == .
&& d <= o.f)
pEntity->SetPos(Vecy(so.f, oo.f, yvr.f));



Y Jwad

e e
9=
selmCamnnnent

Once = false;

sum = ..f;

PublicPlayMySound("bullet impact");
TEntity* pParticleEntity=nullptr;

if (IParticleEffect *pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx",
"Particles"))

{

if (!pParticleEntity)

{

SEntitySpawnParams spawn;

spawn.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();
pParticleEntity = gEnv->pEntitySystem-
>SpawnEntity(spawn);

}

if (pParticleEntity)

{
pParticleEntity->SetPos(GetEntity()-

>GetPos());
pParticleEntity->FreeSlot(-);

pParticleEntity->LoadParticleEmitter(-,

pEffect);
}

}
}
}
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o TriggerArea-\.cpp s TriggerArea-\.h sl o sl L1, J b g
¢ ——5 Robotlsland\Code\Components o5, o o

SiduasS el 1) 5 oS TriggerArea-\.h 56 o s |3l Yo oS

Initialize , oo aolg an Lol aivn 5|, S5 oS ool , 50 sla

aS | cilos! paly 5 385 a5 ProcessEvent , GetEventMask

g 090 dwler Ol b o ld gl Laiz gus o 02 0] oo cmlo

piloy oo TriggerArea-\ . h w4 ol

#pragma once
#include <CryEntitySystem/IEntityComponent.h>
#include <CryEntitySystem/IEntity.h>

[I17T7777 0777777777777 77777777777777777777777
/111717177
// Ammo Trigger Box!

L1171 07 7707777777777 7 77777777 77777777
1111711117

class CtriggerArea-\ final : public

IEntityComponent

{
public:

CtriggerArea-\() = default;
virtual ~CtriggerArea-\() {}
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virtual void Initialize() override

{

// Create a new IentityTriggerComponent
instance, responsible for registering our
entity in the proximity grid
IentityTriggerComponent* pTriggerComponent =
m_pEntity-
>CreateComponent<IentityTriggerComponent>();
// Listen to area events in a vym”~Y box around

the entity
const Vecy triggerBoxSize = Vecy (Y, ¥, Y);

// Create an axis aligned bounding box,
ensuring that we listen to events around the
entity translation

const AABB triggerBounds = AABB(triggerBoxSize
* -.of, triggerBoxSize * -of);

// Now set the trigger bounds on the trigger
component

pTriggerComponent-
>SetTriggerBounds(triggerBounds);

const int geometrySlot = -;

GetEntity()->LoadGeometry(geometrySlot,
“Objects/Default/primitive cube small.cgf”);
auto *pGrenadeMaterial = gEnv->pvDengine-

>GetMaterialManager()-
>LoadMaterial(“Materials/grenade™);
GetEntity()->SetMaterial(pGrenadeMaterial);

}
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static void
ReflectType(Schematyc: :CtypeDesccCtriggerArea-)
>& desc)

{
desc.SetGUID(“{-DfEYsaC-CBYC-¥F-Vv-afDo-

AAFFFEVVASFA}” cry guid);
desc.SetEditorCategory(“Game”);
desc.SetLabel(“CtriggerArea-\”);
desc.SetDescription(“This CtriggerArea-) can be
used to Trigger entities , Ahmad Karami ha ha

ha ©”);

desc.SetComponentFlags ({
IentityComponent::Eflags: :Transform,
IentityComponent: :Eflags: :Socket,
IentityComponent::Eflags::Attach });

}

virtual void ProcessEvent(SentityEvent& event)
override {

if (event.event == ENTITY_EVENT_UPDATE)

{
SentityUpdateContext* pcx =

(SentityUpdateContext*)event.nParam[-];

OnUpdate(pcx->fFrameTime);

}

if (event.event == ENTITY_EVENT_ENTERAREA) {
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// Get the entity identifier of the entity
that just entered our shape const

EntityId enteredEntityld =
static_cast<EntityId>(event.nParam[-]);

if (gEnv->pEntitySystem-
>FindEntityByName("Player")->GetId() ==
enteredEntityId)

{

HKeyAmmo += o-;

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());
}

}

else if (event.event ==
ENTITY_EVENT_LEAVEAREA) {

// Get the entity identifier of the entity
that just left our shape const

EntityId leftEntityld =
static_cast<EntityId>(event.nParam[-]);

if (gEnv->pEntitySystem-
>FindEntityByName("Player")->GetId() ==
leftEntityId )

{
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}

virtual uintsf GetEventMask() const override {

// Listen to the enter and leave events, in
order to receive callbacks above when entities
enter our trigger box

return BITsf(ENTITY_EVENT_ENTERAREA) |

BIT#f(ENTITY_EVENT_LEAVEAREA) |
BIT#f(ENTITY_EVENT_UPDATE);

}

public:

void SpawnEntityTriggerArea-\(Ientity*
otherEntity);

void OnUpdate(float deltaTime);

float sum=-;

int r;

}s

CogralSec—wloadas —wgi B 5 gilome g0 a pl S
4 ol 0 aS ues o saaks |, gow 4w olas IENtityTrigger
999 Lol Glides mg—b 0)ly () ang g S5 gam L
Sy plen ol @ly jowsd 12l ;508 Slikes mus-d )l o 5l o5 52

el ;55 03

virtual void Initialize() override

{
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IEntityTriggerComponent* pTriggerComponent =
m_pEntity-
>CreateComponent<IEntityTriggerComponent>();

Lo ools g5 5 pTriggerComponent L Lo , 5oL ol o, i

S b3 ple Wl TEntityTriggerComponent ools laslw
Sl oo 1) S5 g9 5l igals

const Vecy triggerBoxSize = Vecy(y, v, Y);

—w A clas L, triggerBoxSize sls s g, xioa S b5 o
it 5l e olawl shosl (e 5i8 g 5 ol S50 oS/ e
e A gum aw slade (Const) wole walys Sl k5 fga g ol

S92 wals> Cull 5 Sl @ o

const AABB triggerBounds = AABB(triggerBoxSize
* -.of, triggerBoxSize * .nf);

y=xie L AABB sols leislu g ,tslo L) gom 4w slad oS s ol
aw lad g 0S o wisas triggerBounds fU L col g i g
S yiio ol dialdg aalgs MAX sox 4w slas gMin (§9—=
max U min (=V,-1,-1) osgamme g olalanas el goye cuse
Gl 00y Cia Moe Lad oy salgs (V)o))

pTriggerComponent-
>SetTriggerBounds(triggerBounds);
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3,5 salys »s,luie triggerBounds

const int geometrySlot = -;

e Jlaie g oS o 4o |, geometrySlot L L s b5 o
3,5 dalgs s

GetEntity()->LoadGeometry(geometrySlot,
"Objects/Default/primitive_cube_small.cgf");

ols walg> (1,8 5>

auto *pGrenadeMaterial = gEnv->pYDEngine-

>GetMaterialManager()-
>LoadMaterial("Materials/grenade");

So an by JU e phosiSin 55 1 oact b 8 51 JL te b3 oyl
5 o, e 2l 0 e b 0 Lo e g cnl S zu,b L e
8,5 salys |5 pGrenadeMaterial

GetEntity()->SetMaterial(pGrenadeMaterial);

90,5 snlys >l ) S o 4w Joao 69,2 JLo e 50,5 09 bz (0l
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virtual void ProcessEvent(SEntityEvent& event)

override {

if (event.event == ENTITY_EVENT_UPDATE)

{
SEntityUpdateContext* pcx =

(SEntityUpdateContext*)event.nParam[-];

OnUpdate(pcx->fFrameTime);

L g ael p dawgi ool alligh g (sodmmmw e ol 4 S aiy oo bl o
o Jlwyl s g3 a1y Sl sla (s, 45 o, 5459 ONUpdate oL

$S
}

if (event.event == ENTITY_EVENT_ENTERAREA) {

WS o ey ) s Sinygy Jee I S L aag LS b3 )l
aeib ass) 9,8 5 5 odgae g Lad J3ls aaS o)ls 54>g €Ntity LT oS
L=l o bshd el iz (ol Sl oot o)ly 150 5 0dgame an Ly
RWARYPES
EntityId enteredEntityIld =
static_cast<EntityId>(event.nParam[-]);

el L typedef 4l x5 ools laslw Eo— 3l o Sk 0l o
asentity a by 0 Idgplos, 5, enteredentityId

e —te el Ko p |y 08 (e K05 0y
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il oldee Ls o sl 6 L Id Ly usb enteredEntityId
Sedeis iy i,y 1F Sely Flocas plosl |, Le aslul U asl ol Glas
S ;5T Moy oo ploml Glzs ialidlog o K 5 o))y a5 entity
PS5 Sy 05b Sl (Slage dopar olan) S5 By by S
d—oe (=l J peeg— (o plasil Glis il Blog 5 o)y (Slsge aezr)

pl 03,8 655 ol

if (gEnv->pEntitySystem-
>FindEntityByName("Player")->GetId() ==
enteredEntityId)

{

A5 05 on sl e chogd ;K5 0 ls o oS Gy 1F Sl cal
slaes slssl |y oyl p awslio 0 , 50 lgas entity Id L L Id
Sobcewl b Id len oo s , S5 0)gas entity  Idas ol

o dalgs 1>l 1
HKeyAmmo += o-;

FUESUYN EL SUPREPY-| M) I W 5 N V- O\ KPS PR W Py R W S Sy
a9 Sl oo oy a3 STAATX. D LB,ua |3l ;0 HKeyAmmo
ra‘ oé;;ﬁ.i).s.? cS.uL.w‘ O yg0

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

gl o,lul s l>entity (leal, , 554 GetEntityId oLs
aSbels o RemoveEntity wl 5 by, K580 > | o




V Juab

- ¢sREntity eslw Yeu

9 N>
¢swComponent .
oo pl=l =il g1, ST BENV Gl e ws aiy, o pENtitySystem
2%
}
}

else if (event.event ==
ENTITY EVENT_LEAVEAREA) {

EntityId leftEntityld =
static_cast<EntityId>(event.nParam[-]);

e L typedef asil s ool ladlow g9 5 e Seas 0l o

slasentity as by s Id gples, S ,x leftEntityId

L otolea s o lys o lod ela Sl Ko 1) 050 o g)ls 505

ey o i cmgpls s lasentity Lol b aS LLKap

PR3 aS o 4 bon e Slygtws LS 48w 7S aly (oo LedieasS
togd Ll s 1F Soly bawgi 1) 098 o )15

if (gEnv->pEntitySystem-
>FindEntityByName("Player")->GetId() ==
leftEntityId )

{

S5 Olgwdwgh gyl ;K5 lasentity ;e a5 o alys o, Sl
© oS Gis YL I Sl aglys o g 1,2
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virtual uintsf GetEventMask() const override {

entity , » o ProcesskEvent i Lo o sb coiw ol o]

(S
Ses o (i 95 Lo il S Ly g Sl S jg0 4 b (nld)ls S92
22 o sl ProcesskEvent Lo ob lp 1) 6,108

o Soe 2 1) ) oateiie slaolayg, b oo jlade aw &5

o 555 Jee dlag, =l L ENTITY_EVENT_ENTERAREA
LT asS oS o oy olosg, (plog i o pbeil o @Ntity aca ulol
2 a S BLe fa sy cr o K5 0)lgaS o)l 0g =g ntity
entity ;1 Id g o ol Jlad ooy, (phog—i 555 0,lgentity
Al Ko o |y el 0as 0 )lg 55 @ aS

O 555 fee ooy, ol Lo« ENTITY_EVENT_LEAVEAREA
LT asS oS o omwyp olosg, (plogi oo plnl o @NTILY aen ulul
2 aS alKia S L cwl oo g5 , K5 5laS o b oy =g entity
O Td 5ot o slys L sy, caloy—b o 5 S5 jl entity
il Ko |y el oo 7,15 K 5 5l as entity

Oy a1y Slosy, ol J—ad vl o ENTITY_EVENT_UPDATE

r:‘ ) 64...05.: J.elf

return BITsf(ENTITY_EVENT ENTERAREA) |
BIT#f(ENTITY_EVENT_LEAVEAREA) |
BIT#f(ENTITY_EVENT_UPDATE);

}



Y Juad
- ¢sREntity eslw YA
9 N>

¢swComponent

void OnUpdate(float deltaTime);

S bl o]y Gloy sl o) dble by dS et s &b
float sum=-;

oz i ol LS008 ey o Jlaie a5 (g licl ool g 5l ke SO
By by 1y e 4l b ol by slo ip b loo)d

int r;

J—b b gowla 85 o bea S mor 0 ools g 5l e S

i e Gyl LSS awles a8l o |, Jla_de TriggerArea- ). cpp

Gl (S5,0) Slogo dun> i > C>

o=l oSl asueslsy o TriggerArea\ . CPp w4 Yl >

ey (oo Mo

#include "StdAfx.h"
#include "TriggerArea-\).h"

#include <CrySchematyc/Reflection/TypeDesc.h>
#include <CrySchematyc/Utils/EnumFlags.h>
#include <CrySchematyc/Env/IEnvRegistry.h>
#include <CrySchematyc/Env/IEnvRegistrar.h>
#include
<CrySchematyc/Env/Elements/EnvComponent.h>
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#include
<CrySchematyc/Env/Elements/EnvFunction.h>
#include
<CrySchematyc/Env/Elements/EnvSignal.h>
#include <CrySchematyc/ResourceTypes.h>
#include <CrySchematyc/MathTypes.h>

#include <CrySchematyc/Utils/SharedString.h>

static void
RegisterCTriggerArea-\(Schematyc::IEnvRegistrar

& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

)

{
Schematyc: :CEnvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CT
riggerArea-\));

// Functions

{
}
}
}

CRY_STATIC AUTO_REGISTER_FUNCTION(&RegisterCTr
iggerArea-\)

void
CTriggerArea-)::SpawnEntityTriggerArea-\(IEntit
y* otherEntity)
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otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}

void CTriggerArea-)::0nUpdate(float deltaTime)
{

sum+=deltaTime;
if (sum >= v)

{

sum=-;

r=rand() % Y;

}

if(r==.

GetEntity()->SetRotation(GetEntity()-
>GetRotation()*Quat::CreateRotationZ(deltaTime
*Y))s

else

GetEntity()->SetRotation(GetEntity()-
>GetRotation()*Quat::CreateRotationZ(-
deltaTime * v));

}

#include "StdAfx.h"
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BByan 15 La asl ol sla pite Gloie 4y aS atwa glowite a5 Sl
Jl o Lo asll sla piie ol 5 ol oas o del g oy o5 STAFX. h
005518 s iy 3 eolai ol s Ly g o oolail TriggerArea-\ . cpp
TriggerArea-\.cpp J—t o |,StdAfx.h Lb,o_»include
pl 03,5 iy ye3
#include "TriggerArea-\).h"

(i (SB0lag; g Lo yiie 5 ol pf g (oot gy 45 Lol
as Job cplee il sas (Dlel g o ,as TriggerArea-\ . h oL o a o
entity a ca by alal, ;0 g9 og0 (phoul ailg TriggerArea-\ . h
Col B0l Kgds oo 4ol CH+ L aS Lo
void CTriggerArea-\::0OnUpdate(float deltaTime)
{
J=b o e sOnUpdate v 2 ol 3l 4 Slo; sl o,
TriggerArea-\.cpp J—b 0 3045 — J_w, TriggerArea-\.h
deltaTime ol Ly i o Bl o losS,l o904 Lol jo —m
& Sldgd (oo ez SUM 1iie lawgs g Cl Sloj sl (2 ol
o3t o)lagde 0b 4l ¥ (olme L T 51 5555 Sloy slo o0 L Le i
395 (o0 plmil S oS Joo 9 358 (0 5o SUM
sum+=deltaTime;
if (sum >= ¥)

{

sum=-;
r=rand() % Y;

Az P e J3s s (oo 0,33 Cgr i e I it Sl oslinul Ly
Ly g oo Ko S Uy oo ey |y dolad sae S rand s $5,38 o
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Syls 881 gom Sk

=l P STaS 0SS o oy aS 3,0 092>y if-else &5yl S Lol
J—oe (il ja o @l P, S &yg—an] e o g aib o, el ol
dgs o el i >

if(r==.

GetEntity()->SetRotation(GetEntity()-
>GetRotation()*Quat::CreateRotationZ(deltaTime
*Y));

else

GetEntity()->SetRotation(GetEntity()-
>GetRotation()*Quat::CreateRotationZ(-
deltaTime * Yv));

X 5, olate gle,gme wlwl o leentity s, > Jas ol 5kl o
s Ol dozme Slmogi 5l g plos, S s JolS ©y50an Y, Z
2 e Sedle an aargi L o Sislw e a8 Cl 58 @ p3Y LadbeiSes
- oo o,—oa o CreateRotationZ ol s L_os5 )
o fuel ol i, >a S S, o 0 gc—wldeltaTime * Y
S pgal Ohge 4|y 5 a5 Yl salys Bi>  aie Cwdlecaily
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a— L CMakeLists.txt ,o Lo 1, (TriggerArea+\.cpp

el oold mudg

L ailys (o Ladiogs dae B0 jlacie Ly La S )b il o ol s S5 0
J— b yTriggerArea-\.h J NERRY a 5l oola )|
Sloge glgsl cdl o gl 1) 6,508 sle,5 5 TriggerArea- ). cpp

Sl (B 3L amwgs sl aly Jle STl (i giaS
g Lo ysie iy yad g5 g aw, o StAAfX.h Lljo o | s 4 cog
GolS A alST SBga il ool ul 0B La (LS o o as Sabiwl algs
Lo odlSda pxite 5l oolawl xe dnogds e 00, LS a4 (SCslkewl) static

GM)'{—“ )‘J_S.o Meoemla U»‘)U Ao O (O J—’L‘a P S C‘"ﬁ" L!
L s oy a5 Sisbwl & js0 4 il o HealthPlayer ,so U b
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slesleul glm 9= sl Jliw Lol jowns ol S, b
3 it S50 Lot L cl saal StAAfX.h Lo s o alss 5 Lo puiie
el a5l static oS a S Ly STl gl sls pitte Gy
5 —itu g Wy axxl CMake/Visual Studio g Lo »
Splys 4Bl pugs 4l y g oS (6,500 it g ol ead gl s

P o
// Copyright y.-y-v-\# Crytek GmbH / Crytek
Group. All rights reserved.

#pragma once

#include <CryCore/Project/CryModuleDefs.h>
#define eCryModule eCryM Game
#define GAME_API DLL_EXPORT

#include <CryCore/Platform/platform.h>
#include <CrySystem/ISystem.h>
#include <CryYDEngine/IYDEngine.h>

#include <CryNetwork/ISerialize.h>

il Jold g el oo olom] B8 i Ojgoa s Y 5 0>
s@dnclude) ;o =l oI5 o a L sLaAPI Ll 5 (define)

o5l

static Vecy ahmadval;
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e (prles ;S iy s @hmadval ol U son a6l Sl o

A;fsaoﬁééo?)o|)ﬁl¢&e‘?5a)|owé|¢i¢]a’5
static ray hit hit;

00,5 iy a5 Wit s L (Raycast) o, 95 » sla an il bl e
ay asdul SUs acbaiie aselul & e o Sglite slas )5 e cplal

o)...c 9 g.;l.o.ero dl.wl...w‘u,‘.a) SS9y dodlwl & ‘:Lwl.o.wsdd.(b
static int FKeyAmmo=\-;

) Slote yJoie a5 FKEYAMMO s L pee o sue g 51 Ssbiwl ke
xia ol lai o0y oS ama o F aaSs 585) uS w0, 033 0585 0
Lol j0 g 0sS o J—os shotgun a=l_ul ol — 59— o oolai |

(Sl oy alats (g lxasl
static int GKeyAmmo=o;

) Sloge yJoie a5 GKEYAMMO s L peeo sue g 51 Ssbiwl ke
i Gl 3o 00y adS a0 G aaSs 85 ) 0S e 0,3 095 o

(Og.w ° Lg)l.wl} Cry [PN) ‘09.(:: ° oolazl
static int HKeyAmmo=v;

I, Sloge Jloie a5 HKEYAMMO s L e sue g5 5 SCliwl i
i ) 3o o0y adS ama o H aaSs 85 ) 08 (e 0,8 095 o

(098 o0 Dby Syl 09l 0 oolaiul
static int JKeyAmmo=\--;
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static void PublicPlayMySound(string
TriggerName)
{
CryAudio: :ControlId const MyTriggerld =
CryAudio: :StringToId(TriggerName);
gEnv->pAudioSystem-
>LoadTrigger(MyTriggerlId);
gEnv->pAudioSystem-
>ExecuteTrigger(MyTriggerld);
//g8Env->pAudioSystem-
>StopTrigger(MyTriggerId);
//gEnv->pAudioSystem-
>UnloadTrigger(MyTriggerld);
}

A.:.:So.)Lé.’J..»‘Lasuu)lS(sALoﬁ)o@lSQ..’.|5La>ﬁ.§.7.n~.\.:.§Ln5v\.3.ZSooLﬁ
oy bt 90 a5 Wy b e oS s aw ol Jels L StdAfx.cpp b
S5 zo oolizd SLAAFXN L j0s 5 45 055 o bl b 5

// CryEngine Source File
// Copyright ©, Crytek, \39a-Y.\f

#tinclude “StdAfx.h”
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4o 7 ,—i5 |, Player.cpp s Player.h Lo » saly 5o a4 Sl 5l |3
|, CMakeLists.txt | a S o sls o o V(o0 o JoS g0 g |
R Tl gl
= Lal ol aales alig 9 6)ws gan 21 ol slo 25w yiien
D90 4 45 laaS 505D Slalig aal Lepiie a5 05 0529 LB
5 oS i e L aslal bl el le b o o o b b L6
s o 9 Lo hjae laaS gl asgeze Ly Lo CigalS 5l ol 09 S
9 o9l Jlgsg 4 Jolb (phasS slonl il sla aiigy obnl b o L
9% plxl 3k 03sn RlelS 5 ol Joo 6555 &5 w55 (o0 el SIS

cmake _minimum_required (VERSION Y.,».Y)

— 2 P 1 e3sm d=belS sl Sbs 355 (s (S s

oS oo ookl s 4 YLV dses 5l Lo aliseligtcaus
set (CRYENGINE DIR "C:/CE u.f
Final/CRYENGINE_o.f")

set(TOOLS_CMAKE_DIR
"${CRYENGINE_DIR}/Tools/CMake")

set (PROJECT BUILD 1)
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set (PROJECT_DIR
"C:/Users/GameEngine/Desktop/RobotIsland")

= sl Jlosms o | oS oo )L 01 65,2 45 65l s 035 b

>

L5

include("${TOOLS_ CMAKE _DIR}/CommonOptions.cmak
elI

plosl 4ol 039, JnlalS 0520 45 ansS (oo moginl Jlgimg 4o s

add_subdirectory("${CRYENGINE DIR}"
"${CMAKE_CURRENT_BINARY_ DIR}/CRYENGINE")

1y wShais Ly BLS | (gl ezl 61,5 €XE s 4S (6 pono bas oy

include("${TOOLS CMAKE DIR}/Configure.cmake")

=1y 039 J=belS sl oo S Sl 5 oSy 0520 s o

25 o Ol ol Jlsis
start_sources()

Sy gogiwl Jlgimg 9 mgs by lawg CHt slaa s L oS bl 4,0
&5 =) J.aL..oLf oolol \) 00U

sources_platform(ALL)
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add_sources("Code uber.cpp"
PROJECTS Game
SOURCE_GROUP "Root"
"GamePlugin.cpp"
"StdAfx.cpp"
"GamePlugin.h"
"StdAfx.h"

wb g aload osbul gogivl Jlghy bwgi lo bl o (o (o 9l LU 08 0l
2 oo JoSid 1) g5k o5y

add_sources("Components_uber.cpp"

PROJECTS Game

SOURCE_GROUP "Components™
"Components/Bullet.cpp”
"Components/CfBomb.cpp"
"Components/Grenade.cpp"”
"Components/MyBoxEntity.cpp"
"Components/Particle.\.cpp"
"Components/Player.cpp"
"Components/SpawnPoint.cpp"
"Components/TriggerArea-\.cpp"
"Components/Bullet.h"
"Components/CfBomb.h"

"Components/Grenade.h"
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"Components/MyBoxEntity.h"
"Components/Particle-).h"

"Components/Player.h"
"Components/SpawnPoint.h"
"Components/TriggerArea-\.h"

"Components/ItemComponent.h"
"Components/ItemComponent.cpp"”
"Components/ItemProperties.h"
"Components/MyCVars-\.h"

"Components/MyCVars-\.cpp"

el Jlo o ladas 8sisd (oo ol lonlins 5 (Fmwd & 50
ol o e 9 S jae g o La cOmponent L Ls entity
s D90 an Lyl o 0l ot Jolals Sl Jod i S (cesinS |,
Jos g 9 9 (om0 )5 Sy (e Yoy 50 A4S asml Lo Lo
Sl adaly ol Joate Dlxbgs L3 Jad jo anes (s pladl ) LSS

-
end_sources()

S (CMakelists.txt) J o6 ol oo S oy w g ol o
sle bboa sl eS sl Player oL L1 aig S diow,ls
sloul |y calites sl aig wuslys o 3 00 sle cOmponent L La
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Jlgs0s 0 Components oL L gl aig a5 ain ooy pgad ;0ensS

Sg—=9 Qi)ou&@@@wgb&bjd_{b soled a5 10 gz g gr0giul

o,ls

Solution Explorer

e

o~ E |-
4 i@l Project
4 %] Game

=B References

t* N External Dependencies

4 ] Components

b Bullet.cpp

[ Bullet.h
C4Bomb.cpp
C4Bomb.h
Grenade.cpp
Grenade.h
[temComponent.cpp
[temComponent.h
[temProperties.h

) s01.h
Particle1.cpp
Particle01.h
Player.cpp
Player.h
SpawnPoint.cpp

|EP R Ev - E I L - 7 B S £ [ Ev I B S EP

SpawnPoint.h

P
!
P
P
P
P
P
P
P
P
P
P
P
P
!
P
P
P
P

TriggerAreall.cpp

CryEngineModule(Game PCH "StdAfx.cpp"
SOLUTION FOLDER "Project")
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target_include_directories(${THIS PROJECT}
PRIVATE

“${CRYENGINE_DIR}/Code/CryEngine/CryCommon

»

“${CRYENGINE_DIR}/Code/CryEngine/CryAction
“${CRYENGINE_DIR}/Code/CryEngine/CryS

chematyc/Core/Interface”
“${CRYENGINE_DIR}/Code/CryPlugins/Cry

DefaultEntities/Module”

)

3 059y 5 1y ezl 6, S CH+ slo Jobasn v oS b5 o> o
Sled (oo (B g il 5 y2 ) 5l O)jge

# Set StartUp project in Visual Studio

add_library(GameLauncher STATIC
"${CRYENGINE_DIR}/Code/CryEngine/CryCommon
/CryCore/Platform/platform.h™)

set _target properties(GamelLauncher

PROPERTIES LINKER_LANGUAGE CXX)

if (WINYY)

set visual studio_debugger command(GameLaunche
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"${CRYENGINE_DIR}/bin/win_x#¥/GameLauncher.exe"
"-project

\"C:/Users/GameEngine/Desktop/RobotIsland/Game
.cryproject\"")
endif()

M‘)LS)L"’)ﬁ)—")—>|)*—‘“'°5‘)—>‘6§‘5—i>9‘)—>‘°9—7”4—§‘h—>4—“>u—"
a8 oo oo pogiwl Jlghg lp €Xe 0k L )90

add_library(Sandbox STATIC
"${CRYENGINE_DIR}/Code/CryEngine/CryCommon/Cry
Core/Platform/platform.h")
set _target properties(Sandbox PROPERTIES
LINKER LANGUAGE CXX)
if (WINyY)

set visual studio debugger command(Sandbox
"${CRYENGINE_DIR}/bin/win_xs¥/Sandbox.exe" "-
project
\"C:/Users/GameEngine/Desktop/RobotIsland/Game
.cryproject\"")
endif()

o ly 6L ojem ol jin g Iyl s3> g 1,2l 0400 05 a5 0>
WS (oo Ol gl Jlonag sln Shonw ;o X@ 0L Ll )50

add_library(GameServer STATIC
"${CRYENGINE_DIR}/Code/CryEngine/CryCommon/Cry
Core/Platform/platform.h")
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set_target_properties(GameServer PROPERTIES
LINKER_LANGUAGE CXX)
if (WINYY)

set_visual studio_debugger command(GameServer
"${CRYENGINE_DIR}/bin/win_xsf/Game_Server.exe"
"-project
\"C:/Users/GameEngine/Desktop/RobotIsland/Game
.cryproject\"")

endif()

WS oo Ol gl Jloag 6ln 4l cov @XE gyl LU ©)se

set _solution_startup_ target(GamelLauncher)

if (WINvy)

set visual studio debugger command(
${THIS_PROJECT}
"${CRYENGINE_DIR}/bin/win_xs¥/GameLauncher.exe"
"-project
\"C:/Users/GameEngine/Desktop/RobotIsland/Game

.cryproject\"" )
endif()

aly b ojorm el e g ol (955 g Lyl ogon oS la s o o0
o ol ol Jlgimg Gl (S VY O 4 Xe g0l JJb e
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#BEGIN-CUSTOM

# Make any custom changes here, modifications

outside of the block will be discarded on

regeneration.

#END-CUSTOM

ool =y eleoS adly (o Lol Oyl 5 5o il Sjgo )0 s et
35S Gl ool b (Fhg ;K0 5 b (2 Sl SUls L ks

oS 5 4l slaas SSis 4 S 5 ls 35> Uber g4 55 55 039 o
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<5 Components_uber.cpp sl Lo g 4ol sloos S_Sas
Components_uber.cpp J—b ;o ;5 sloas ;o a5 a ol o slecsles

SOW PRTIREIR

// Unity Build Uber File generated by CMake
// This file is auto generated, do not
manually edit it.

#include <StdAfx.h>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/Bullet.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/CfBomb.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/Grenade.cpp>



Y Juad

- ¢sREntity eslw AR

9 N>

ahCompon.ent
#include

<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/MyBoxEntity.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/Particle-\.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/Player.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/SpawnPoint.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/TriggerArea-\.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/ItemComponent.cpp>

#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
Components/MyCVars.\.cpp>

sleas 55,18 55 >9 Code_uber.cpp sL L 75 asl sleos S Job
plod 9 Conl o By yai 5 s Wiz D90 4 )

// Unity Build Uber File generated by CMake
// This file is auto generated, do not
manually edit it.

#tinclude <StdAfx.h>
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#include
<C:/Users/GameEngine/Desktop/RobotIsland/Code/
GamePlugin.cpp>

S0y A5 Sl 5l BF il (615 Silows 53 Jobb B g1 iS5
=0 olimw] Silonw Gl s p o g 5 31 uSbdw S50 50
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590 Visual Studio lu—=o ;o Assets Broswer ;5 oolow—uw
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MyModels MyTextures
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Microsoft Visual Studio

Exception thrown at (x00007FRACBERFCIC (CrySchematyc.dil) in Gamelauncher.exe:
. D COD00005: Access violation reading location Ce00007FRACEISOFSE,

If there is a handler for this exception, the program may be safely continued,

Break when this exception type is thrown
Break and open Exception Settings

Ceontinue lgnore

CrySchematyc.pdb not loaded

CrySchematyc.pdb contains the debug information required to find the source for the module CrySchematyc.dll

Module Informatio
Version: 5

Original Location: 4 Final\CRYENGINE_5.4 i rySchematyc.dll
Try one of the following options:
- Change existing PDB and binary search paths and retry:

B Microsoft Symbol Servers

: o3l 0 GamePlugin.h LB oa 31 slaaS v, p 4 V>

#pragma once

#include <CrySystem/ICryPlugin.h>
#include <CryGame/IGameFramework.h>
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#include <CryEntitySystem/IEntityClass.h>
#include <CryNetwork/INetwork.h>
#include "Components/MyCVars-\.h"

Bgs oo g9, INCLUDE 4 olS L aS Lo oosjlop ium 5l s o> ol
Paaes o oS |y oS 5l o )8 okl lp 1) 50 lee 0l 9 bl

oa &l ligh sl e O 9 Sl Cwd 4ot Al bgi sl SO
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class CPlayerComponent;

gsPlayer.h | 6 o agjla S|, Player o s L ol
DS ol 5l g 0 e i a8 i |y el sai solawl Player. cpp

D¢ oo ooliiwl GamePlugin.cpp L 5 LG o ol o

class CGamePlugin
public ICryPlugin
, public ISystemEventListener
, public INetworkedClientListener

D9 d g dd (oo JSi5 ) b o 5l 2 sl 09,5 (e
aSbulS 0 905, S slswl CGamePlugin LS 5l 5 S Sskegs!
OS5l oslit Ly Sy a5 5By e b e (5,05 ,b 53l
o Al g gilwbpass , <, L, S, CPlayerComponent
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{
public:

CRYINTERFACE_SIMPLE(ICryPlugin)
CRYGENERATE_SINGLETONCLASS GUID(CGamePlugin,
"Game_Blank", "{FCaBDAAf-Y¥aDE-ffaf-aDs¥-

VAVVYFBBBYEY}" cry guid)

5955 oo zlzwl ClassWeaver.h JLb o e jla S bz g ool

WS o obml 3lomy o 1) gam aw 5 I slas
virtual ~CGamePlugin();

sl el L 3L aS Sle; ;0 CGamePlugin oS so S o 5

RE

virtual const char* GetName() const override {
return "GamePlugin"; }

Ogls (o0 oolatul (g3b 4o a4 cul G,.S)L, el el o &ly G!a.uls L oyl

virtual const char* GetCategory() const
override { return "Game"; }

o w5 (55 SYUL o as coul 5L p cdlyo gl awly a3 ]
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virtual bool
Initialize(SSystemGlobalEnvironment& env,
const SSystemInitParams& initParams) override;

a2 (oo plaiBl ) s5be et (sl adsl polie

virtual void OnPluginUpdate(EPluginUpdateType
updateType) override {}

elasl Gl dan guS e aS o) aes e plsil |, dos s ol ol
5 b as Flaiay Glasl (S adaw o Sl 5o, a0 L cl ouid ool
l— 5L e OnPluginUpdate s L obs So o WS e

als aslez alil 1) ezl 518 b (25 o) Jas

virtual void OnSystemEvent(ESystemEvent event,
UINT_PTR wparam, UINT_PTR lparam) override;

Slagy wed o L2l (g3l oy ctlw lax a5 golag, oyl
cwl ONSystemEvent

virtual void
OnLocalClientDisconnected(EDisconnectionCause
cause, const char* description) override {}

aS—b ahb a5 L XisOnLocalClientDisconnected sl
Lo bl o slagg, (phog—i o =l a8l —» slasl disconnect
cwl Local Client

virtual bool OnClientConnectionReceived(int
channelIld, bool bIsReset) override;
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o9 —al, >l LLSia OnClientConnectionReceived slay,
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virtual bool OnClientReadyForGameplay(int
channelld, bool bIsReset) override;

aS oy i ol Lo OnClientReadyForGameplay sla;,
Slaie Lol j0 g el 0,5 (g5lu eolwl oo Client S iy

virtual void OnClientDisconnected(int
channelld, EDisconnectionCause cause, const
char* description, bool bKeepClient) override;

S aS oy i ol L Xw0OnClientDisconnected s,
540 oo a8 Client

virtual bool OnClientTimingOut(int channelld,
EDisconnectionCause cause, const char*
description) override { return true; }

Client S 4 S o as —wo)L>10nNClientTimingOut slo,
ezl ) og i s Jlw)l (=4S WLXa ol time  out J .o
Jee a5 058 e ool ojlal 55 0usls 5L TrUe Jlaie o8 jaaas
sk false Job. , S1o,s anl , £ 054 & plldisconnect

Sgi oo aile &5 aslis o Client
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protected:

std: :unordered _map<int, EntityId> m_players;

Sl s o 45 9 o iy o ey sl oS SO it ) 5 elid b
9995 o plL=lOnClientConnectionReceived slog, o1,
Cowl a8 5 (8L ,0 JUS Id lea oS

CAhmadKaramiCVars* m;

Ls—m)lfm)‘o&?_:w;m‘)_’])mlal 5 ) (s ’)ls)_a..xuou_i_a
clw o bl o a S el oo cay x5 CAhmadKaramiCVars
L}Méuwwucgﬁuw‘fhﬁ&d)djw‘gwébw

pb‘b).a

}s

t o3l oo GamePlugin.cpp il 0 3o slaaS w)p s aslsl yo

#include "StdAfx.h"
#include "GamePlugin.h"

JSo Yl g ot (w3 Glxa o 0 GamePlugin.h J oG o e

Sgd (oo oolaiul blae pl e ¢ wiles 51 LB
#include “Components/Player.h”

J—b ,o_» ,s CPlayerComponent LS ool asls ol 4y , 5
Player.h Llu sa s e ullsVYsas s ,» GamePlugin.h
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#include <CrySchematyc/Env/IEnvRegistry.h>
#include <CrySchematyc/Env/EnvPackage.h>
#include <CrySchematyc/Utils/SharedString.h>

Seilagm )0 lads (glo Ciguals [lSlos 5 (30 <o b bl )l o lo L joe ()

#include <IGameObjectSystem.h>
#include <IGameObject.h>

sl U i S aS olS aea S e oolaiul bljan g opl 5l a5 oK
Iy kB sl golang, hljoa g0 ol sleslaiwl L o uS ool ) 6
L L Entity o leslay, ool jlalsn Ls oS e i o o] (6l
sL_sentity a Jslsl coioga S ool WL Component

Cowl ba3 g0 ol o e component
#include <CryInput\IHardwareMouse.h>

Sl gle 5l oolazil 0gow b o)l o LB joa oyl
#include <CryCore/Platform/platform_impl.inl>

Joe oS o adg sandboX sl 1, bz sla D11 oS Las )l
09 oo ploul 090 oo obml aS (s A1 o o LS, lLaid

CGamePlugin: :~CGamePlugin()
{
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gEnv->pGameFramework-
>RemoveNetworkedClientListener(*this);
gEnv->pSystem->GetISystemEventDispatcher()-
>RemovelListener(this);

if (gEnv->pSchematyc)

{
gEnv->pSchematyc-

>GetEnvRegistry().DeregisterPackage(CGamePlugi
n::GetCID());

}
}

b L bls)l oas |y g o CGamePlugin DS sa s o5
i e (plasls $0 RAM o 1) adadls o lisee oo 5 0, e oy 5l ol

bool
CGamePlugin::Initialize(SSystemGlobalEnvironme
nt& env, const SSystemInitParams& initParams)

{

5 By oo HLS an eolal cole 5o (550 @By e (6l i lise slaslay,
Nl 0l Wb s Ko 9 CVar byl soled b s al> 50

gEnv->pSystem->GetISystemEventDispatcher()-

>RegisterListener(this, "CGamePlugin");

Dgd o plomil 05 L3 ol b laslaug, audS s Lol

gEnv->pGameFramework-
>AddNetworkedClientListener(*this);
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return true;

ools m—ogs GamePlugin.h Lbu o oo s h 5 ol a5l o ke
Sl 00

}

void CGamePlugin::0nSystemEvent(ESystemEvent
event, UINT_PTR wparam, UINT_PTR lparam)

{

Sgds oo 1yl (g3l oyt oloul 1 as slayg, oyl
switch (event)

{

25— 3y 99 oo plonl (logd dzr a5 12 48 08 (e L V>
oS 0 ooliul switch

case ESYSTEM_EVENT_REGISTER_SCHEMATYC_ENV:
{

auto staticAutoRegisterlLambda =
[J(Schematyc: :IEnvRegistrar& registrar)

{

Syle g 0g-d o oolaiwl M ol J S A S Le cognlS aen o
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Detail::CStaticAutoRegistrar<Schematyc: :IEnvRe
gistrar&>::InvokeStaticCallbacks(registrar);

}s

if (gEnv->pSchematyc)

{

gEnv->pSchematyc-
>GetEnvRegistry().RegisterPackage(
stl::make_unique<Schematyc::CEnvPackage>(
CGamePlugin: :GetCID(),
"EntityComponents ",

"Crytek GmbH",

"Components",

staticAutoRegisterLambda

)
)5
}
}

break;

oloos L e ol L e 48 5 3igd oo Lol Silogus gl oS ]
L8 5 OlsT (e 4N )50 anaS (e lay (LSl eSha
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case ESYSTEM_EVENT_GAME_POST_INIT:

{

9055 calymlas g, i laCVar og) g ald> 0 05 5l ae g5b Glaiapols
O S o Misws slodl Lol jo 1) ol Jlaia s a s Sloss ool Lol

if (!gEnv->IsEditor())
{

gEnv->pConsole->ExecuteString("map example-\",

false, true);
gEnv->pConsole->ExecuteString("e TimeOfDay
IR I

gEnv->pConsole-
>ExecuteString("sys_DeactivateConsole \");

gEnv->pConsole->ExecuteString("r_DisplayInfo

")

CryLog("gEnv->pConsole-
>ExecuteString(e_TimeOfDay \,Y¥) ;-)

GamePlugin");

if(!m)

{

m=new CAhmadKaramiCVars();
m->RegisterCVars();

}
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bool
CGamePlugin::0OnClientConnectionReceived(int
channelld, bool bIsReset)

{

bl g 093 (e sloml oling; by ;o 4 by e CisalS 5 oy S0
;L poe o as false Joiogo s ocslbol,client

ol s 0,5 (g5 94U b LS )|

SEntitySpawnParams spawnParams;
spawnParams.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();
spawnParams.sName = "Player";
spawnParams.nFlags |=
ENTITY_FLAG_NEVER_NETWORK STATIC,;

if (m_players.size() == . && !gEnv-
>IsDedicated())

{

spawnParams.id = LOCAL_PLAYER_ENTITY_ID;
spawnParams.nFlags |=

ENTITY_FLAG_LOCAL_PLAYER;
}



Y ¢Juad
- ¢sEntity el YA
9N

¢swComponent
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Ole—e Lua by flag jLes sy ai Ll =) , 0 ol id ,_5
id g9 ea 8,5 , L o ENTITY_FLAG_LOCAL_PLAYER
G g i3 o ales LOCAL_PLAYER_ENTITY_ID .
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if (IEntity* pPlayerEntity = gEnv-
>pEntitySystem->SpawnEntity(spawnParams))

{
35 g0 w88 yely glp ;iS5 Joe 1F jys

pPlayerEntity->GetNetEntity()-
>SetChannelId(channelId);

, channelld ;ulL Logass s JUS 51, id SO b ol o s ol
LS ° oolawl dia_w "

pPlayerEntity->GetNetEntity()-
>BindToNetwork();
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CPlayerComponent* pPlayer = pPlayerEntity-
>GetOrCreateComponentClass<CPlayerComponent>()

\
YA ¢sEntity
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3¢ oo oloul yuly V> 08 s I L

m_players.emplace(std: :make_pair(channelld,
pPlayerEntity->GetId()));

aS el oo, QT Cogi Yo 30,5 oloy! JUI gl m as id 5 0dS 5ub
m.;So)lj m.‘;.&l.wc\fk_;h\bﬁ&bql)ﬁli

}

return true;
ools oy GamePlugin.h Lo s oo S s ol a55b o ke

}

bool CGamePlugin::0OnClientReadyForGameplay(int
channelld, bool bIsReset)

{

s 2 a S Slag p0 eSS Lol aSl s 1) Lo s les o 0lagg, ol b
Cewl 550 oole!

auto it = m_players.find(channelld);
WS o lag |, JUS1d g1t e

if (it !'= m_players.end())
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if (IEntity* pPlayerEntity = gEnv-
>pEntitySystem->GetEntity(it->second))
{

Sg- dloul aS s o el JIp 8 aS ol A5 0S o oy oS k> oyl

if (CPlayerComponent* pPlayer = pPlayerEntity-
>GetComponent<CPlayerComponent>())

— |, CPlayerComponent S a4 dabg e eyl oS bz o\l

Sy, o PPlayer ;s 30 0 90,5

{

pPlayer->Revive();
9 oo |zl PPlayer uyws b 5 o lil cud s Revive &b

}
}
}
return true;

ools oy GamePlugin.h Llu o oo s b s ol a5 ok
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void CGamePlugin::0OnClientDisconnected(int

channelld, EDisconnectionCause cause, const
char* description, bool bKeepClient)

{

P oS L oy b e g5 aS—s I Player L. L Client 3,
Bic> slea b entity Gis Jecwsd o ahad Jlasl asi U L)

09 (o0 plonil al> ye (g9, Al g a5l
auto it = m_players.find(channelld);

A e lag |, JUlS id g it Lz
if (it != m_players.end()) /
{

Lol gom 1 je s ol sois plod 8,8 092945 wdd o lal 5

KWARVAPPS
gEnv->pEntitySystem->RemoveEntity(it->second);

e sloml A Csts Sl 1,5 45 6,y 45 WS o oy oS LS )l
Al Wilgs co Coned G5 )0 5 09 Wale S pluaS
m_players.erase(it);

Sei oo B3> Client sl b b

}
}

CRYREGISTER_SINGLETON_CLASS(CGamePlugin)
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#pragma once

#include <CrySchematyc/ResourceTypes.h>
#include
<CrySchematyc/Reflection/TypeDesc.h>

#include <CrySchematyc/Utils/EnumFlags.h>
#include <CrySchematyc/Env/IEnvRegistry.h>
#include
<CrySchematyc/Env/IEnvRegistrar.h>
#include
<CrySchematyc/Env/Elements/EnvComponent.h>
#include
<CrySchematyc/Env/Elements/EnvFunction.h>
#include
<CrySchematyc/Env/Elements/EnvSignal.h>
#include <CrySchematyc/ResourceTypes.h>
#include <CrySchematyc/MathTypes.h>
#include
<CrySchematyc/Utils/SharedString.h>

by sl sois cay a5 INClude sosslo,y o LiaS Lo Ll jan ol

oolaiwl Lo bl o ol jlas el a¥ 50,8 5,,LS La component

enum ItemGeometrySlot

{
GEOMETRY_SLOT=-

}s
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o5 o S 5 i Jao 535

\4
YAV ghEntity

5

struct SRenderProperties

{

Lo L1, properties s struct ool gl 5l eolawl L
o dan olaadyda S o S ey e SRenderProperties

inline bool operator ==(const
SRenderProperties& rhs) const { return
-==memcmp(this,&rhs,sizeof(rhs)); }

ol pod 4 |y abidl> o aki Joe iNline o dS jows 5l eolawl Ly
sl gl gs—ww Operator L.l _ulp o e oSl w g0l =l
oSS Lo a3l cples Ko i s SRenderProperties

Slie s (ase s eosl 51,5yl o Properties oo s oS
cel adls 5 property

inline bool operator !=(const
SRenderProperties& rhs) const { return . !=

memcmp(this, &rhs, sizeof(rhs)); }

ol jod ay |y abidl> arasy Joe iNline o dS e ws ool Ly
sl sl @l e operator ol _wlp o e el w g ol =
o S5 Lo ay sl ke, Xw , i s SRenderProperties

Slacie eudd Lande i sl g1, a0l o Properties o s o 0ss
Ll a8l 55 property
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RenderProperties.|

n+
RN

operator==

153
. |

operator!=

sGeomPath

L ©

shlaterial

Schematyc: :GeomFileName sGeomPath;

o, ,o textbox S ol vl ¢l ,— sGeomPath sl Lo o,
assets o, =i 0 gow 4w Jos S ogd sl g properties
GeomFileName sols g9 3l , xie (plpe—S o i ,a5 Drowser
Soslos—ws 50 55 1) ol ailyy oo los Lo (ol a0l Sloow sliiie

S oolazwl el

Schematyc: :MaterialFileName sMaterial;

o, o textbox s sl ¢l sMaterial oLs L o,
assets browser ., =y o JL e S 09J I, properties
MaterialFileName 03l E4 5 5l ke ol eu S o i yaS
kS.:SLot_u:)D}_.:.;‘)QTM‘?@MW&‘L{Q}‘Q&W;L&M

S oolatwl g0l

}s

static void
ReflectType(Schematyc: :CTypeDesc<SRenderProper
ties>& desc)
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{
desc.SetGUID("{BffaDYEv-Davy-fBAY-AYEE-

OYBCAYEYOECD}" cry guid);

desc.SetLabel("Render Properties");
desc.SetDescription("Render Properties");

iales 4 wSbaiw o1y oS ool Wl Sal | oc ReflectType s
o= ,o Render  Properties i su sl oladw i8S -
&l iz sle textbox v slgn U o, 5 . 15 ,o Properties

S ool 1) gaw dw Jow 4 JU e plais! g gow 4w Jow o4

desc.AddMember (&SRenderProperties: :sGeomPath,
'geom', "GeometryPath", "Geometry path",
"Geometry path of this item", "");

ool 0, Ko ;i o —wain Joe 09 sl |, Textbox oo bs o
0,5 iy x5 SGeomPath oL L YL yo a5 ¢ e

desc.AddMember (&SRenderProperties: :sMaterial,
'smat', "MaterialPath", "Material path",
"Material path of this item", "");

}

po,S iy x5 SMaterial oL YL jo a5 e

struct SPhysicsProperties

{
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S struct ool el jloslar Wl ksl 0 ST oo >

oS e i, SPhysicsProperties oL L, properties

ol 5 b ol Akl oS
o|)_.o..® 4 ‘) a_lssl> ua._,a:u J_.o.c inline LSA_JS P )| oola l_:
Sl gl gs—we Operator Lol _ulp o e oSl w g ol =l
SaS Lo a3l ol (oo =Xee 15,0 SPhysicsProperties

a2 s i3 ol g1, S e ol s Properties o, s 0 0 s
Lol a8ls a5 property s

inline bool operator ==(const
SPhysicsProperties& rhs) const { return . ==

memcmp (this, &rhs, sizeof(rhs)); }

as |y aldl aiwss Jeedinline o ds jgws jleslawl Lhoylugs g

LSSl sl,— wll s operator b wly o sl w g olsul ol oo
S8 Lo a Jslw ool qoo Xew - 1a5 0 SPhysicsProperties

a2 s 5 ool 5|, S e ol s Properties o, o o0 o
Cowl a8L 35 property lads

inline bool operator !=(const
SPhysicsProperties& rhs) const { return . !=

memcmp (this, &rhs, sizeof(rhs)); }
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sPhysicsProperties.

fMass
operator==

operator!=

float fMass;

&l oae e L UpDOWNBOX 5 slse! ¢l TMass oL L (s mrie

float colo Eo 3l yrin CplieuS o a2 (GO A o) g p >
o

}s

static void
ReflectType(Schematyc: :CTypeDesc<SPhysicsPrope
rties>& desc)

{
desc.SetGUID("{CB-os-AY--#EA-¥CB--ACAY-

\VYarsAYEFaD}" _cry_guid);

desc.SetLabel("Physics Properties");
desc.SetDescription("Physics Properties");

il 4 WSbaw jo |, oS ol Wl Sal Joc ReflectType oUs
o, ,0 Physics Properties _isu gl !, olades,lds
3,5 4 by e UpDOWNBOX oilgu L5 0,5 - L5 ,o Properties
a8 oloul 1) (Gom 4w Jow) oz 0y sl go0e 9,8
desc.AddMember (&SPhysicsProperties: :fMass,

"fmas', "Mass", "Mass", "Mass property of this
item", -.f);
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Jae) oz p > lym dae 5,5 5 )ls sl |, UpDoOwnBox & s oyl
s 25 TMass L LYL o as g e by 0,0 15 0 (w4
PSS

My Item Component Ahmad Karami ;-)

3

dde 45 oS CBo L o )leds bl S5 045 sle olS g abogy o poad 4
Pl gl 48 00 B slaa S 0 ¥ S 0,5 elS sae 5V () 0,5 0l
Physics s Render settings sleo i sua
Sy) )ol_f dac 45 cl Odu—u L)id‘—’ M—)y Yl_’>5 S Joa.gfo Settings

Ny T A )

struct SItemProperties

{
inline bool operator ==(const SItemProperties&
rhs) const { return . == memcmp(this, &rhs,

sizeof(rhs)); }
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oyt 4 |, abibl> a ki Joe inline o JS oo 5l eolawl Ly
sl o gl sl —ww Operator Lol _ulp o e oSl w9 ol

s Ll 0 STtemProperties

inline bool operator !=(const SItemProperties&
rhs) const { return .- != memcmp(this, &rhs,

sizeof(rhs)); }

o\)_osb A \) a_lasl> R—RSs J_,o.c. inline SIS P )1 ool il L
sl gl WL _seoperator L _wlp o e el v g ol =l

e Ll o STtemProperties

SRenderProperties sRenderProperties;
SPhysicsProperties sPhysicsProperties;

}s

GetProperties()-»

operator==
operator!=

sPhysicsProperties

sRenderProperties

static void
ReflectType(Schematyc: :CTypeDesc<SItemProperti
es>& desc)

{
desc.SetGUID("{saYsoBYF-BaAY-fvaq-aACa-

YSAYAVWYEMVAQY" _cry_guid);
desc.SetLabel("Item Properties");
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- ¢sREntity eslw ARE
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Component
¢ desc.SetDescription("Item Properties");

desc.AddMember (&SItemProperties: :sRenderProper
ties, 'renp', "RenderProperties", "Render
settings", "All Render settings of this item",
SRenderProperties());

desc.AddMember (&SItemProperties: :sPhysicsPrope
rties, 'phyp', "PhysicsProperties", "Physics
settings", "All physics settings of this
item", SPhysicsProperties());

Sioles a Sbaw o1y oS ol Wl Sl | oc ReflectType oUs
slL_aé sRender  Properties i suv sl 1, ol a8 3
L5 0,5 - »bi oPhysics Properties i sv ¢l 5,50
Ja—sas Properties s, =y ,o|,UpDownBox L, L _» TextBox

S5 (0

:ItemComponent.h LG,0s

ek g COMponent L g entity o3l ooly ol aalsy Lo a o0l
s ltemComponent.h Lo o T cslo Jls o aS cul ol oy
e ltemComponent.cpp b

#include
<CryEntitySystem/IEntityComponent.h>
#include "ItemProperties.h"

L6 » ol NP .1, ItemProperties.h Ll,o =
S oo 28Lol 1) IEntityComponent.h
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struct SItemComponent final :public
IEntityComponent

{

public:
SItemComponent()=default;
SItemComponent: :~SItemComponent(){}

55 5 05w g 00, S a5 | STtemComponent sl L, DS

oS (oo iy S |y LIS ol eaiss’

virtual void Initialize() override;
virtual uintsf GetEventMask() const override;

virtual void ProcessEvent(SEntityEvent& event)
override;

static void

ReflectType(Schematyc: :CTypeDesc<SItemComponen
t>& desc);

GetEventMask .Initialize ols pls Ly st la slas,

J—ad oS i, ReflectType ProcessEvent.

i |y ol dilises sla Jlie g laslang, ool b atal) po Joad ol g S
‘o.b;
|b

static void
RegisterItem(Schematyc::IEnvRegistrar&
registrator);

Les properties « Is «5 J o RegisterItem .. sloy,
s o el |, @ntity L g component 1,
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SItemProperties *GetProperties() { return
&sItemProperties; }

5 b pate wles 4 GetProperties sbL 5ol ol g4l aar as oyl
s, ItemProperties.h LG,us o a5 b gla Properties
G5 aelS L a8 3 DLl ululp | abgpe jlade 9l (o s 23S

&l ,Xw» SItemProperties s g return

SItemProperties sItemProperties,
sPrevItemProperties;

sPrevItemProperties ;sItemProperties sl oL L pae go
glgl as a S ol 005 sy x5 STtemProperties ool Lol o L,
3,08 owyiwd plos,S iy yai a5 |, ol Properties

SRenderProperties sRenderProperties;
SPhysicsProperties sPhysicsProperties;

sRenderProperties , . oL, ,Properties s,

G A Joo (sl S yie 5 (gom dw Jus 0 4 a8 S o iy
—tin ol | — Properties E— e——iTrad 9 3,0 s
4w Joe) o p > &S i S o, SPhysicsProperties

3,10 g s (G

void LoadGeometryy();
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w23 (oo plowl [ gam 4 Joe 4 Jb e olais!
void Physicalize();

soce bl p 1y adl> Joe a s Physicalize sU L oivwpd o

}s

: ltemComponent.cpp o5 LB

sm_.w).a..c 9 6‘““‘_‘"‘"“"’ LSLQQ‘J._ag) 9 é—"j-’ 4_...15 as oy L)T 4 u_ay Yl
ool Lol ol o, S i ya5 ItemComponent.h Ll,o_a oo S
S 5l

#pragma once

#include “StdAfx.h”
#include “ItemComponent.h”
#include “ItemProperties.h”
#include <urlmon.h>

d‘)du&jju_ola_wyo&.wwydbdjd_:hu)_nYl_aduJals)db

sl bbjoans & o Job sl 0) 5L gla ool ol 5
axi_o o> |, ItemComponent.h  ItemProperties.h

pols medgs S

static void
RegisterItem(Schematyc::IEnvRegistrar&
registrar)
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Schematyc: :CenvRegistrationScope scope =
registrar.Scope(Ientity::GetEntityScopeGUID())

J

{
Schematyc: :CenvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT(SI
temComponent));
// Functions

{
}
}
}

5 Siloww 5,0,5 L, wluly oS s RegisterItem ob ;i oolawl b
e b oo iy pa5 Ll ol oS plogis o Ll Properties o =y
9,5 5l oola Wl b cuil b cognlsS SO &30 4 STtemComponent
s g9 09— oo >l g 4wl SCHEMATYC_MAKE_ENV_COMPONENT

&S e obxl |, wasentity L component

CRY_STATIC_AUTO REGISTER FUNCTION(&RegisterIte
m)

b cilkien slo (s b b5 a5 by bl,an 10 baaS ol des sl coles 45 4
s RenderProperties) co & o, =5 Lo Properties
adlog—i ools il Properties o =y o (PhysicsProperties
s RenderProperties _. ., La Properties .| s ,»

Sws ItemProperties acgoxe »; PhysicsProperties
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void SItemComponent::Initialize()

{

LoadGeometryy();

=l Lo ¢lo hssas Initialize cww slang, 4 asg b
by o o, >lentity L, gcomponent col v a s 0 904 i
LoadGeometryy sls L ( oot pul) g 4l Lo wgs oo ai g

Physicalize();

=l LSS glo hssas Initialize cww slang, 4 asg L
by s o, >lentity L, gcomponent col v a s 0 904 i

Physicalize sls L (et pué) (s 4ol b oo i 4t i

}

uintsf SItemComponent::GetEventMask() const

{

return

BITsf(ENTITY_EVENT_COMPONENT PROPERTY_CHANGED);
}

, UpDownBox L Le textbox polie ol Sew a5 ol )
JoSo s GetEventMask oo slayg,asS .35 e Properties
LI, la properties sls aaad ow Joe a5 o5y (oo pto ol (63l
ENTITY_EVENT_COMPONENT_PROPERTY_CHANGED <« L 5

Bles o Sh5lo
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void
SItemComponent: :ProcessEvent(SEntityEvent&
event)

{

switch (event.event)

{
case ENTITY_EVENT_COMPONENT_PROPERTY_CHANGED

{

Levent ,us, ;event g5 s Processkvent i slug, 4 asg L
el Ll properties o jlaie a5 Ll aS 040 oo ow,,» SWitCh jgius
case ,o ENTITY_EVENT_COMPONENT_PROPERTY_CHANGED
@ ol g aS ples S cay s |, 1f Sob O bril jofcanl oolisl 5lasl oLl 5,94

Cewl & yg0 oy

if (sItemProperties != sPrevItemProperties)

{

sItemProperties , s lLlaS oy b o cw,plf Sob ol o

¢ el SPrevIitemProperties s calle
o Sl 00L81 3las] ((euols 7,5 YL o) Operator!= . sl @bk S
l,>IPhysicalize ; LoadGeometryy sls sb b  coduuwpé 2l g0

e s3s—we SItemProperties , _+:. , 51 Lol abs o o
wols 7,5 YL ,0) Operator== _., sil sPrevItemProperties
= I,>IPhysicalize s LoadGeometryy sls 5 o wl ooldl ksl (

Qg
LoadGeometryYy();

Physicalize();
}
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}

break;

}
}

static void
ReflectType(Schematyc: :CTypeDesc<SitemComponen
t>& desc)

{

desc.SetGUID(“{aA-v#CE--BBYA-fFCA-AEF--
aYYAVsBsY--F}” cry guid);

desc.SetLabel(“My Item Component Ahmad Karami
©”);

desc.SetDescription(“Base item component”);

sl ReflectType Ssliwl g (coiwaw @b @ a9 b olSal o 51 V>
My obLcomponent oy oo pj po—ai Gub a5 jshilen 5 aidl o
SYsb al (nl wilase 5 ol Item Component Ahmad Karami ©
LS e pdd Hgamme g 99 oo Cule, Caly (oS el el o asliwlbie Ll cul
B oS ol 3 JS0 a0 &0 12 50 1035 oolain] el slo oy 10 pogs ol

s |, My Item Component Ahmad Karami @ coswsls sl
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s/Default/primitive_cube.c

mymaterial. mtl

desc.AddMember (&SItemComponent::sItemPropertie
s, 'itep', "ItemProperties", "Item settings",
"all properties of this item",
SItemProperties());

}

Lg dCgomo y) 90 6‘)‘0 9 05—"‘" = asl_sl Itemsettings g.«_.g‘l.e(: )99
cwl Physics settings jRender settings sl ol

void SItemComponent::LoadGeometryy()

{

string sGeometry =GetProperties()-
>sRenderProperties.sGeomPath.value;

sl GetProperties «_aas oS o 85, SIVL >
g Lo i a0 ily e 3,k ool 5l g 0,8 —wyiws La properties
OS5 hgel ean b ails wyiws Lo properties gl polis
aolS 5l Lo el uSboiw J31s 0 textbox ¢l)ls a5 o, a s
, 3 SGeomPath.value ok o

S eola .l o1 4, value

S8 sGeometry s j0 09 sl o dw Joo S0l s coly

S S
if(sGeometry.empty())
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return;

— a—ob @empty) JLs sl i. sGeometry s a S S0y
aolS 5l oolawl s ogis ool plais! T4 com aw Joo Job e
S oo S lea i o pless |, >l aalsl o , s slaa_S return; oIS
e ladesgd Ll properties [ sb o o an Jooo =B ol

Ngd oo >l b yo S ad 5 cus JI SGeometry

m_pEntity->LoadGeometry(GEOMETRY SLOT,
GetProperties()-
>sRenderProperties.sGeomPath.value);

ol ) o aw Job oglasb bsl ol bt gm0 S 5
)Q GO— 4w J_>L9 g0 g 00— g_.a_:J.:.: enum )d GEOMETRY_SLOT

s s plxil |, properties

auto *pMaterial = gEnv->pvYDEngine-

>GetMaterialManager()-
>LoadMaterial (GetProperties()-
>sRenderProperties.sMaterial.value);

s elai] ool 0sd sum aw Jow an L e SO s 0 S s o)
59,10 (i S e puano 4 00 i a5 Prroperties bl pass
34 oo a5, PMaterial aw J3b o

m_pEntity->SetMaterial(pMaterial);
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elas! sowaw Jowa SetMaterial s L.y pMaterial

Sgd oo d9d abgy e JU e (som Aw oo (59,50 5 99d (o0 00ls

void SItemComponent::Physicalize()

{

SEntityPhysicalizeParams physParams;
physParams.mass=GetProperties()-
>sPhysicsProperties.fMass;
physParams.type=PE_RIGID;

a4 >y L gphysParams co oGy, wea 4 > Ly

d b Sjd g TMASS e wlwly oo ools properties
sq walgs PE_RIGID culi L rigidbody & se

m_pEntity->Physicalize(physParams);

ooy agdlr Jae M_PENTItY o )l S anazg Lculys 09
> 5 awlxe physParams - Lless ;1 L (Gom 4w Jos) oz p >

o o 2 Ls 15 L 5 3500 el Bl 4y Yl By sy e 5 00
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component L La entity colo b ccul s, o Joad ool g5090 0,51
solawl g ENtity ;o colu gl m g Wgis o oolaiwl g5 yo Lid oS sl
29 el @S senel 2l e s L 5l (b (b 0 a) ke o
— ywd J—8 Lo Components s ,s Create Object o, =
Bullet.h LG os asbecc—nl ( *.h) 56 joe SO Blas as 5l (Censs

i 2 g poas o FirstPersonShooter el ,o

| |£] = | Components

Home Share View

« v A <« Templates » cpp » FirstPersonShooter » Code » Components v O Search Ct
MName Date modified Type
& Quick access
[ Bulleth 9/22/2017 11:38 PM  C/C++ Header
& OneDrive *++ Player.cpp C++ Source
[ This PC [& Player.h C/C++ Header
*++ SpawnPoint.cpp C++ Source
[ Desktop ) )
B [ SpawnPaint.h C/C++ Header
=] Marimen to

c;‘__l.;.o;;)o Bullet.h J{Lé)\ D A 3.b3 ) yo <LJ"‘)5 )

2S5 e ealine o ,0 |, FirstPersonShooter
#pragma once
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Sl 058 oo Aogigd oo oolaul include cosjle y i Lla 500
S eolawl jgiws ol 5l ezl g5 ;0 component L entity slsl
plosl jeiws (ol b (S ca o L) Lo s g hlsjas cay yed LSS Ladd g

S5 (o0

class CBulletComponent final : public
IEntityComponent

{

Lo, les, S s, &,lCBulletComponent oL L S5 S
oS 0w, |, IEntityComponent

public:
virtual ~CBulletComponent() {}

3929 Lgd_f{} ‘_J_‘>L> ‘)_’) bx_:wb_«“aL;c.;\ ‘)‘;LQL@.Q&)[S odS o S
0diiS 35 ay IS a0 LS o v cladle a0 a5 jghailens o

J)‘b u).e(.o u*’%

virtual void Initialize() override

{

Sl plKin 3 g0 1, > LS, Initialize o slog,

component L entity .o, 5drag & drop lXeal oL
54i oo lyxlInitialize slag, WShocw J3bs o

const int geometrySlot = -;
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ol Jho plpaS oS o i, geometrySlot g laie el

m_pEntity->LoadGeometry(geometrySlot,
“Objects/Default/primitive_sphere.cgf”);

Pl o wmaw Joo oS m pEntity oL > o

Sy S) oS oy Jslot. s, primitive_sphere.cgf

(595 (50 39
auto *pBulletMaterial = gEnv->pYDEngine-

>GetMaterialManager()-
>LoadMaterial("Materials/bullet");

59 gl aS cewloas cas s pBulletMaterial (UL e S5
Sgi oo 23 lade DUllet oL L JU e S

m_pEntity->SetMaterial(pBulletMaterial);

(©55) o dw Joo (59, |y 00 09 JU o M_pENtity o l> o
s o, 8 slot. o

SEntityPhysicalizeParams physParams;

sols g5 i physParams sl i | ) e K ;
34 oo iy ,as SENtityPhysicalizeParams

physParams.type = PE RIGID;
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, PE_RIGID ct L, rigidbody ¢4 5 4 physParams ,

Sgd (g0 a5 s

physParams.mass = v--.-.f;

39 oo B Mo p,5 Ve oo - MASS uls 4 physParams i
m_pEntity->Physicalize(physParams);

goo—u bL = m_pEntity sl > & 9, physParams , s
pS Yoo grigidbody gljls a5 oL T 5l o maw Jo o

co ol L gam an Jao g oS o b (3L 0 adl> ,3U codicw]

8l oo b a5y 9 ey Bib @
GetEntity()->SetViewDistRatio(Yoo);

S YOO alols s SetViewDistRatio pls anasg L ogs ol

if (auto *pPhysics = GetEntity()-
>GetPhysics())
{

aS ol=l 5l ogs plea L GetEntity o )ls —odf Syl oy aub

05d oo Lzl 1 Sl bolascand b gl
pe action impulse impulseAction;

ools g5 sl impulseAction el i | ) e S

el 00 Ly a5 pe_action_impulse
const float initialVelocity = \-.-.f;
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3,8 g Voo v oyl 4 g9, iNitialVelocity el

impulseAction.impulse = GetEntity()-
>GetWorldRotation().GetColumny() *

initialVelocity;

as sl a,—s ot impulse o Ls L, impulseAction s 5—b
w3 olen Ly )bz (b an GETENtity o Lol oy o)ls oy
GetWorldRotation sl bwg g5 Gid > e 5 0,00 o,
GL L (> 4 5)) Goe Bpb 095 S5 o Sz 9 99D (o0 00l CiS
initialVelocity co b 0 9095 o 4 wlxo GetColumn)

Qwsnu]@‘w‘ t.)"j"’ Yooo 6‘)‘045
pPhysics->Action(&impulseAction);

&= — ;I pPhysics eos a4 =85 e lAction ols b
o Dy g By b fie s Ve ol an gy bogGetEntity

D9
}
}

static void
ReflectType(Schematyc: :CTypeDesc<CBulletCompon
ent>& desc)

{
desc.SetGUID("{BavAIANF-FYYA-fYCB-AYCY-

BVEYYAaCFVAYA}" cry guid);
}
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Sbwl s 0 CBulletComponent LS o o aS jshilcn
S Jls 5o Ll Sl o) Ll el azél LSl ReflectType
Create oy ;0 g el (61,5 Shaiw jo 4 S Lo oyl el
component L, entity = » Components : = ,sObject
el =S Lasa Sy lasoss>gbullet sl
5wl 09>40 ReflectType sl pls o desc.SetGUID
e Les pBullet.cpppelsL L | LS ed

+ ) J A AN

2,10 09>¢ FirstPersonShooter

virtual uintsf GetEventMask() const override {
return BITs¥(ENTITY EVENT COLLISION); }

colb b o 9,5le 0959 40 4> L GetEventMask _civow slosyg,
Cdaw o S 4 0y 9,95 J—ee ENTITY_EVENT_COLLISION
WS oo 6,18 Sule | S

virtual void ProcessEvent(SEntityEvent &
event) override

{

I, 6,05 SCule Joe a5 GetEventMask v slong, asasg U
— JlwProcessEvent o olag, an Jas ol g 00ls plsdl
g b con (b4 op5 Ll aS 055 (o oy p 2j 1T Sl a9
L 095 095 p Joe 2l STCil 00,570,050 (sj 4 b S g Zid
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if (event.event == ENTITY_EVENT COLLISION)

{
gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());
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enum EEntityEvent

{

ENTITY_EVENT_XFORM = .,

sle el jlas el oas oy, EEntityEvent L L enum o
o Wlasl LS sl entity as 8y g ol oon LSS 5 golonyg,
35 bl A yzeamBse (pols 1,8 liae L (g il Ly (Home &j50
S s nParam[ -] alwg as g 090 aales soliwl JoB olasg, cplass

5gs dalys EENtityXFormFlags ¢4 L slo o>

ENTITY_EVENT_UPDATE,

aazg loentity o e le g8 Sl oy am gl sl 0
— pl_—==il SEntityUpdateContext ,tsL__.. ynParam[ -]
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ENTITY_EVENT_XFORM_FINISHED_EDITOR,
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39 oo plxil Jos oIl MouseButtonUp

ENTITY_EVENT_TIMER,
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ENTITY_EVENT_INIT,
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ENTITY_EVENT_DONE,
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ENTITY_EVENT_VISIBLITY,
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ENTITY_EVENT_RESET,
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ENTITY_EVENT_ATTACH,
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se walg> child entity «
ENTITY_EVENT ATTACH_THIS,
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ENTITY_EVENT_DETACH,
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ENTITY_EVENT_LINK,
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ENTITY_EVENT_HIDE,
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ENTITY_EVENT_UNHIDE,
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ENTITY_EVENT_LAYER_HIDE,
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ENTITY_EVENT_LAYER_UNHIDE,

Slasg, cploil oo e 4 mha w0 Swls entity a5 Lo
29 (o0 (Slo>1,8
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ENTITY_EVENT_START_LEVEL,
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ENTITY_EVENT_ MATERIAL,
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ENTITY_EVENT_MATERIAL_LAYER,
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ENTITY_EVENT_ANIM_EVENT,
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ENTITY_EVENT_COMPONENT_PROPERTY_CHANGED =
ENTITY_EVENT_EDITOR_PROPERTY_CHANGED,
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3163 ol sllsnParam[ « ] 5 ouS soliiul slas, o=l 3l asbass
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ENTITY_EVENT_RELOAD_SCRIPT,
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ENTITY_EVENT_ACTIVATED,

Slag, cplego sl ol Laentity jlewdas centity a5 3,

ENTITY_EVENT_DEACTIVATED,
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ENTITY_EVENT NET BECOME_LOCAL_PLAYER,
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ENTITY_FLAG_LOCAL_PLAYER
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REE b
ENTITY_EVENT_ADD_TO_RADAR,

S8l e 3] slagg, plogd aBlal jlol, 4 entity wbas 3
ENTITY_EVENT_REMOVE_FROM_RADAR,

Al o BT slagg, oplegds Ba> bl slentity wlas 3
ENTITY_EVENT_SET_NAME,

D¢ ooliiwl Wb olag, cplogd oo laie @NTILY (ul a5 84
ENTITY_EVENT_AUDIO_TRIGGER_STARTED,

Anb slomg,y ol hasS (o and GheSu 4 g9, b (See y 5 S &S
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ENTITY_EVENT _AUDIO TRIGGER_ENDED,
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ENTITY_EVENT_SLOT_CHANGED,
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ENTITY_EVENT_PHYSICAL_TYPE_CHANGED,
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Player.cpp 4 Player.h sla sl L wy5 Jold 90 oy p am g Y]
clow glm g s SVl jly oS bolas glls B g0 (plos, oo
1 d= 50 0T laas’ bslasaaijlo 0 )LS iy Lo jgd plaan Ly 1y S
Sg—rge oS Gl dae—d 10 DVD (59, L Jlio alSioiS (oo (o2

uw
ol g 700 4 Player.h LG

#pragma once

#include <array>
3,15 oage p 1y calies lo ools ylaitlo g o Wl iy a5 oS Las oyl
#include <numeric>

sbe potie L ooz gla by, 5l esliiul 5 gouse glajlisln w5 Lz o)l
WS ooy | alizre

#include <CryEntitySystem/IEntityComponent.h>

L oS o s e |, EntityComponent soos pivcw oS bs o
ooliiwl ;b mha v o eNtity olsol glm cilise slo cognls 5l aslgn

LS
#include <CryMath/Cry_Camera.h>
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#include <ICryMannequin.h>

@ lizs slo it 5l oolaiwl gl sl 61,5 j0 1) jenol (SOle piaces
3 Ol i A i 0 LS o s g0l 0y LS La sSTS 6l
55 o ol o SIS

#include
<DefaultComponents/Cameras/CameraComponent.h>

S9d (oo pdy OlSel 0 a3 (nl b (98 CigeelS” olom]

#include
<DefaultComponents/Physics/CharacterController
Component.h>

0S5 bs ol bl ey S pd Sl 5 ol 28 > gl (SSgmelS Sl
S9d (o0 pdy B
#include

<DefaultComponents/Geometry/AdvancedAnimationC
omponent.h>

WS s ol bz pehw o ad iy sl il gy CigslS olx
S9d (o0 pdy Sl

#include
<DefaultComponents/Input/InputComponent.h>
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class CPlayerComponent final : public
IEntityComponent

{

L, ;iCPlayerComponent oL 5L o558 ol o5 D5 S
AS oo w50, 1, TENtityComponent

enum class EInputFlagType

{
Hold = -,

Toggle

}s

oIS g )3 48 @S (e i S ) BNUM 55 05 Lo s w0 0
3,10 0,5 0lS ambo dliwgy ok S > (gl g All ool iy yaS

typedef uintA TInputFlags;

d_au_a‘)| &°9)9 p?ﬁg_{_’u‘j_‘.cbwy.c 05“&-’6—":"/\ oo‘oéﬁ_’buﬂ)b
5gs dlys oo aisls TINPUTF1Ags sl L g oo cay ya5 o

enum class EInputFlag
: TInputFlags

{

MovelLeft = \ << -,
MoveRight = \ << 1,
MoveForward = y << Y,
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MoveBack = Y << ¥

}s

= G S aa o Ll S > (6995 oo ool gidee LSl
o degla o il o A Comw 4 Glo &S > 4 S 0g

Spdy o el G Slaslre L e

template<typename T, size t SAMPLES_ COUNT>
class MovingAverage

=l b ) S5, aS 05l (e (6510 e Sl g 00l (DS Lot

Al E S g s 90 Gl sl 0 5 0dS Az o (Slawle
Sy o

{

static_assert(SAMPLES COUNT > -,

"SAMPLES COUNT shall be larger than zero!");

public:

MovingAverage()

: m_values()

, m_cursor(SAMPLES COUNT)
, m_accumulator()

{
}

MovingAverage& Push(const T& value)

{
if (m_cursor == SAMPLES COUNT)

{
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m_values.fill(value);
m_cursor = -;

m_accumulator =
std::accumulate(m_values.begin(),
m_values.end(), T(-));

}

else

{

m_accumulator -= m_values[m_cursor];
m_values[m_cursor] = value;

m_accumulator += m_values[m_cursor];
m_cursor = (m_cursor + \) % SAMPLES COUNT;

}

return *this;

}

T Get() const

{
return m_accumulator / T(SAMPLES COUNT);

}

void Reset()

{
m_cursor = SAMPLES COUNT;

}

private:

std::array<T, SAMPLES_COUNT> m_values;
size t m_cursor;
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T m _accumulator;

}s

asly JS 9 0 e sl st 5l sl |y sl S 2 Vb &b s
N, 0 p g |y ugle &5 > QLS @ilg (plols oage p ) Lo

public:
CPlayerComponent() = default;
WS ooy 1) L8038 iy e eadile gl IS
virtual ~CPlayerComponent() {}
3l 095 Jls o Slawbre bl ool (i ya5 00isS o 50 (WIS
virtual void Initialize() override;
09 (oo 12l JLSG 9 00,5 gy p WS 1, 0l oyl
virtual uintsf GetEventMask() const override;

‘) LSMM‘“’ LgLQQ‘».\_'{j) 6)‘*5 S wle J_QLB (mbjj w)).a)/l.«_‘) ‘) Q‘J__’j) U'.’.‘

virtual void ProcessEvent(SEntityEvent& event)
override;

WS oo o3y 1) ead (6 S Sule Jos g 00,5 o,y p B 1) 0layg, o)

static void
ReflectType(Schematyc: :CTypeDesc<CPlayerCompon
ent>& desc)

{
desc.SetGUID("{s¥FfC-Cs-YYAF-YACB-AFB- -

ovDYoDDYSYYAY" cry guid);

desc.SetEditorCategory("Game");
desc.SetLabel("MyPlayer");
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desc.SetDescription("This Player , you can
use");

desc.SetComponentFlags({

IEntityComponent: :EFlags::Transform,
IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

}
a2 (oo iuled S hasw
void Revive();

) osgm aialy ks 4 a5 plo eyl g Lo st 3,5 Jao 5 (50,5 Lo
N R X R V- VO E PR AN
protected:
void UpdateMovementRequest(float frameTime);
WS oo (Slyiey wly sl &S > b
void UpdatelLookDirectionRequest(float
frameTime);

&S o Sleyiey a ) b Com &b

void UpdateAnimation(float frameTime);

59y 4o el (SSle i Ladasl) o 1) by slo doasl &byl
&S (o

void UpdateCamera(float frameTime);
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void OnUpdate(float deltaTime);

S (oo Sy @l k5l 658 Sldee &6 (nl
void SpawnAtSpawnPoint();

gameplay L=l 5l o aS el gl adais U alal) )0 oo iy yms &b ol
WS oo g0 15 5k

void FKey();

39 oo oolawl bl ko 00 OIS amas (55,0 F asSs a5 K
void GKey();

39 oo oolawl b (! ko 00 oS dman (55, G asSs &5 K
void HKey();

39 g0 oolaiwl Wbl kol 00y WS dis (55, H aaSs a5 K
void IKey();

39 oo oolawl Wbl kol 00y WS dis (55,0 I anSs &5 K
void OKey();

39 oo odlatul b cpl slals 005 OIS Amin (59, 0 daSs a5 WK
void JKey();

39 oo oolawl b (! ko 00 OIS aman (55, T AsSo &F K



A (Juab

-

ik ey

void ESCKey();

ooliwl @l ol 5hasd 003 olS axio (59, ESCAPE aaSs 45 oKin
Dy (0
void YMouse();
S (oo i @l (pl b Gusle sl (s3g0e &S >
void XMouse();
39 (oo i yal b pl b ugle sl (881 CS >
void MoveBack();
Sy (oo yad by (ol p Cdie G 4y 2S5 >
void MoveForward();
S9d (g0 e g Sl oy Com 4 25 >

void MoveRight();

S oo iy ply sl Cnl) o 4 25 >
void Moveleft();

S (oo yai iy slp o G 4 S >
void DefineInput();

B8 () 53 o iy e Sy 5585 155 50 b (6395 sl ol CigsalS
59 oo Jlad

void DefineAnimationModel();

sl ol ol iolad lm s ol 21 ould Gy o yuiio 45 4z g5 b
&5 o=l =y sl gl IS (o s sl 018 (0,5 Ty 5 ST
Dg oo ool

void LoadAnimationClips();
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void DefineCharacterController();

Character el Lo b Sosd 45w gl e Sgls sl
ol 4 oo, Sl plaisl 3 Controller

void DefineCameraPlayer();

s odlo plaisl Lls ol s eald iy yed o sie g CAMEra CoiswlS sl

D¢l
void ControlFKey(float deltaTime);

) slo; sle 3l L o dS amio (59,0 F aeSs o,k 5l e Sl J 8
.o)b oa.e.c).g
void SpaceKey();

s oo plodl &8 o gz Guled p 1y el o Jee
void AllShiftKey();

Axa o (59, Shift GloaaSoe 0, S Lla, g 8,5 L,y &5 > Ceyu

Bb (oo pRalS g Lli8l s
void ShowWeaponAmmo();
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void SimulateExplosionRigidbody();

hgb‘od._ng;lﬁ_&\ 9= RS_’JJ Slwlxe U)HM)W‘J—Q&&)L»W
s Rigidbody
void SpawnParticleSystemHit();

5955 (oo ploml g J S35 Jee Hit 555 abiiay axgi Ly

W o)l.o.& é.gl.? u.:‘
void SpawnParticleSystemHity();

5 055 oo Pl s S5 25 o HAT 055 ol oy s
Sl 00uis solaiw! C?)L’ 590 c;l; u.*‘sw‘ Y O)Lo.»it @L? U"‘

void SpawnParticleSystemHity();

5 99 (oo Ll i S5k 25 Jme Hit 5,555 4l s 2295 L
el ¥ O)Lo.»it é.sb U"‘

void HidePlayer(bool hp);

L amlwl g9 SO aslyy oo o yed lymesle lLas U b lg oy s
09 e ol ccdl o Ll a S osS adlol oL a4 aseine olis jlode

555 s ol o)lss 4l 10 M <3S L
void SetPlayerOnceInit();
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void AKShooting();

= L g1y T asd il Uy GSe oS )Ld, oolys e ool ol yols s jo

0 (g3l a5 T aslwl 059 oyl j00asS (g3l a1y o

void CreateWeapon(const char *name);

03,555 o0l asl ml5 sl 51 Cpmedgis onliial asl ol glssl el (sl i oyl

=1 50 o8 i Ojao an cpliacul Oljgiws 5l Il s G opl g
Conl 39250 CHt+ slaas 10 0,F ool (6l ,S clos

void HandleInputFlagChange(TInputFlags flags,
int activationMode, EInputFlagType type =
EInputFlagType: :Hold);

il ool m ol Lo dS a0 slo anSs (10,5 o, 5 oils 455 oo

Sy (5
protected:
Cry: :DefaultComponents: :CCameraComponent*
m_pCameraComponent = nullptr;

m_pCameraComponent sl L )50 csbgunlS g4 5 it S

Sgd oo oo iy by sl

Cry: :DefaultComponents::CCharacterControllerCo
mponent* m_pCharacterController = nullptr;
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oL L CharacterController coy  olS g45 5l a0 S
Sgd oo iy ol sl m_pCharacterController

Cry: :DefaultComponents: :CAdvancedAnimationComp
onent* m_pAnimationComponent = nullptr;

slpm_pAnimationComponent b b ool Cognls g45 5l rio SO

Cry::DefaultComponents: :CInputComponent*
m_pInputComponent = nullptr;

fulawgugd_tlfmdu Ko 59959 “"_’5‘“"[565—’)‘ i &_’

Sed oo i yes ol sl m_pInputComponent
FragmentID m_idleFragmentId;

ool eSS oy ,mm_idleFragmentId s L e S
Sl olais! T wb | Idle i) asks
FragmentID m_walkFragmentId;

ol S oS e e m_wWalkFragmentId s L e S
Sl plasl ol wb |y Walk pioes! axlad
TagID m_rotateTagld;
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Id S5 hasas oS »us,sm_rotateTagld UL e S5
Sl plaws! T4 wb |, Rotate L iz ,> 4 b ye
sl LY L Le el g Le S anl s 4 il ols jem0l Sl
Ol J=ol 7 i g sl oz ol L Lty oLl e GBS oloy| calizes
e PlS ol s adb e ) 650 sloeialy Al A S et
S ol sle JSA oS
Iy it el oy LB slo il a s ol S5 0o (o
S>3 4S5 el slo asSo L adly o le S plans oo Gisledailo
Gy Adgy dilgl o Lamding Qigd ol pgadigd Bdsidig adlslo o
a0 bl ) b cpias! (gl calire slo

Mannequin Editor

File Previewer Tools

Fragments
Context: FirstPerson
Current ADB: FirstPerson.adb
Sub Folders

Show Empty

e Delete... F Edit
—
= Delete ID. .. Edit ID...

Tag Definition Editor...

Idle [<default:>]
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it iy

aw slad o sy B sle ineddl g gom aw Joo b s ol iy
s el Gl Sl e Se g pulbiain o ) 50 Heuol (SOl suns

Sgds oo oole oled oyt ol yo

Fragment Editor : Idle [<default=]

0.00 8.00 0.680 Angl=

oyl gla Y o la o doe! (i (Time Line) glej s
alio YU G sloaS L1y La K5 g Lo ¥ ol L3l ols oo 45 aui

P30 oo i Jad cpl dalol jo 0y pl Slrisg asasS

2 Anim Clip Properties
Animation

.
Firsterson(FirstPerson):

ThirdPerson(ThirdPerson):

rifleAim_idle_3p

AsS odplive ) paal o 1, ol S o el (SOle sles
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Yva

s eslyw

FirstPargon(FirstPerson):

ThirdPefsan{ThirdPerson):

059y ey USEP a g aily o 8L , x5 ol Layout go,45 w40
MQ»M@J&)_\AS@TJM

= | Robotlsland

Home Share View

e > v » Robotlsland »

Name Date modified Type Size
7 Quick access
Assets File folder
f& OneDrive bin File folder
E This BC Code File folder
I Desic Editer File folder
esktol
P logbackups File folder
Documents solutions File folder
¥ Downloads user File folder
B Music [ editordog Text Document 53 KB
[&] Pictures u Game.cryproject CryEngine project 2KB
m Videos D testlog.log Text Document 0 KB

i Local Disk (C:)
- Data (D)

- Downloads (E:)

D380y o8 L > s Layout wlelas

TInputFlags m_inputFlags;
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A em_inputFlags e sl L (694,5 sl ol vy iy o5

9 (o0 425

Vecy m_mouseDeltaRotation;

J :;‘11\ ‘al 5 l 's L}Ojl Q L}‘}J ‘? 6[ D LJLJ 3 « é 1)43
S50 o ws ;o gom g Jls, 1 g4 5 5l M_mouseDeltaRotation

MovingAverage<VecYy, \->
m_mouseDeltaSmoothingFilter;

Pl e o S5 ools ga L gl e i S > S
ol Ls 04 & o oy ,ms m_mouseDeltaSmoothingFilter

Sl adls JyuS Gugle (35> sl (o 9,0

const float m_rotationSpeed = -,.-vf;
&,e0 4 M_rotationSpeed e sl L wols id > Ceyw
Sg (g0 Ry ol

int m_cameraJointld = -\;

el 0oy iy 5 M_cameralointId

FragmentID m_activeFragmentId;
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How)oT)_@Awl)owlMJb)odﬁlid)L?LrlaéMI
.C».».u‘o..\.»i:

Quat m_lookOrientation;

Gr—n ol L Quaternionesls gg 5 0 , Lol o g
Lol oo Ly x5 M_lookOrientation
float m_horizontalAngularVelocity;

<, M_horizontalAngularVelocity L5 L o, 5o e
S (oo s ol sl (BN )00 ) (sl agly SlLd oS Zelons

MovingAverage<float, \->

m_averagedHorizontalAngularVelocity;

UL (S5 s
aS Cewl 00y iy 25 M_averagedHorizontalAngularVelocity

WS oo og ol Qs b sl gl aygly oS o Sl
private:

bool KillPlayerFire=false;

S, Jls o b ULlasaas —»lesKillPlayerFire
oS dewgi g x| Gl ladicwl ouis eolaiwl (g5 jo st ool sl

el 00 955
float sum=-;
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float sumy=-;

WS se 03 03 o |y Sy b SUMY s
bool isFire = true;

i Cplicenl SGls s o asbul LT aS aas o les iSFire
»l,false L true o osly o lgs 9053 Boolean g4

Lol TPUE pste ol adgl JloiecdsS 0,055 095
bool bRayHit=false;

(Raycast) o9 5 parsllola s oS o, bRayHit , s

€5y ool o0y Jlad

void SetPositionPlayer(float x, float vy ,
float z);

ol 00l oy 23 X, Y, Z el 4w Ly SetPositionPlayer s
WS e (20 Hlade (gam aw slad ol Ll CoxBge aS
float moveSpeed = v-..f;

4 ¥V e,0 jloie Lowsl jowes o i 1) b e, moOveSpeed
aeS 505 L aS sy e Jad ol aalsl jo Ll sl suis sols plazs!

0,5 p V0 lade 4

float viewOffsetForward = --\f /* - A0f */
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esib eslyw

—h o ullyg e viewOffsetForward s L ol oo

Aol aily Fes Cz o e s
float viewOffsetUp = . ys¢f;

—_5 e e aly e viewOffsetUp e U b g0
Aol aslo YL cge o K
bool isAKActive=false;

Sl Jls saml Lol a s o as —» Ll ISAKActive ,
L true jlais ol o Lgs g o049 BoOlean gos 5l e ol

ol true pae ool adgl jlaiensS o 33 045 0 1, false
void AttachOneObjectToPlayer();

ol |, & S uly — AttachOneObjectToPlayer oLs
bz ol 4 (Gl ool )55 G Lxis) 098 61)7

public
string pNameClass = "";

oS sl suis iy 5 pPNameClass L L as a5 5l (6 o

| |9.‘2.>m
IPhysicalEntity* pHitEntity;

ole Sopd aS g sbalaily o pHItENtity o, 5o, il , e
Lol 45 oyl ol g asS —mo w0l |, (Collider sRigidbody)
(oo Raycast L, ,o oo G add)asS Lai> 095 0 )
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TEntity* pEntity;

I ojlo)‘L:.Sc\_fl)L;;L:_&‘@_;)_as..uljS‘_,’_a pEntity G ol e
..).;SGaso w)oi

IEntityClass* pClass;

lyoyls s aS 1y (—dS g9 o aly o pClass s, 5 o,Lal , e
QS 20 ol

IEntity *pParticleEntity = nullptr;

093 01y b g9 o ally e pParticleEntity ,5.,Lal
oled L 20 (ol g el i S50 Boe Lol oS Lo
IEntity* m_pPlayer;

Lol 048 oo oolawl ENtity , & o5 w0l sl,ocm_pPlayer , .
oa—is oola_uwl leaS 30 )._M U‘"i| 9 Ca] )_aJa R w)d] L?u.i‘ 3o K-S

void GetDirCamera();

o ol S eawlxe ) o s 90 cg- GetDirCamera b

el VO1d g4 5l o1 (79,5 sz S S o p |y G 2
CPlayerComponent *cpc;
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cpc oLs Lo CPlayerComponent .S sols g9 51 e S

void RayCast();
B0 (e plil ) (S50 0,05 1 sl axil Slawlxec RAyCast b
void DoingKillFireCondition(ray hit hit);

—,» hit sl oLl , s DoingKillFireCondition sls
05 b ol 0oLl sl S5 9,55 andl LT a5 015 oo
void DoneKillFireCondition();

l, 63,93y ax_ilaS L =il jiDoneKillFireCondition oLz
I,DoingKillFireCondition L3 ol —Sg,0 by—o ol uly
2 = 9> 5o Sldescculoolidl 3Lisl 0,55 5 9 0 (oo (o) 2

545 oo plwl DoneKillFireCondition wb
void SpawnMyPlayer(IEntity* otherEntity);

sl b g 553 e plsil SpawnMyPlayer U L b iS5 Joe
S5 3 yiSs Lyl o oy 5 s plsdl OtherEntity oy

}s
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=2 T d g Sl (Ve b Ly g e slaay gl Player.cpp J—t

1wl

#include "StdAfx.h"
#include "Player.h"
#include "Bullet.h"
#include "Grenade.h"
#include "CtfBomb.h"

#include "Particle-y.h"
#include "SpawnPoint.h"

Loy sl calises slo Jla Ll Lo fljae D8 oy o ay jsl ol a4y S
055 o0 ey o Saze Blesg 3l gl 00,5 Lo

#include <CryParticleSystem\IParticlesPfxy.h>
#include <CryParticleSystem\IParticles.h>

A alize slo pin FS5L (g5l ool 5 a5 sl 2B jae 50 )
Sl O il (]S ased o ¥ sl (6l,S a0
#include <CryRenderer/IRenderAuxGeom.h>

Jl&w‘ u..»_mf 9 (s &.1)'.\_3) ‘-g'l v )| oolai_ul 6‘)—’ La J_ll.@ PR U—l‘

3,0 5 I8 Lol asmian Slasuice il ;0 ¢ (gow dw cwdin
#include <CrySchematyc/Env/IEnvRegistrar.h>

#include
<CrySchematyc/Env/Elements/EnvComponent.h>
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s eslyw

Syl 8518 Soleww

#include <CryPhysics\physinterface.h>

oxgep |y o (owiia JKal g o] Ll pled b So3ud i iy po5 b 00
2S5 (o

#define MOUSE_DELTA_TRESHOLD -.,-.-\f

static void
RegisterCPlayerComponent(Schematyc::IEnvRegist
rar& registrar)

{

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

)

{
Schematyc: :CEnvRegistrationScope
componentScope =

scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CP
layerComponent));
// Functions

{
}
}
}
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Sl oy Player cogwls o Jaspl ools g |) a5 ! M8

CRY_STATIC AUTO_REGISTER _FUNCTION(&RegistercCPl
ayerComponent)

AasS eolawl oS s Cpl 5l Wb el Sl CdguelS ol ioled (gl

void CPlayerComponent::SpawnMyPlayer(IEntity*
otherEntity)

{
otherEntity->SetWorldTM(m_pEntity-

>GetWorldTM());
}

d._{g.a._.g.s‘u)w w‘@uio)_ij.o&u‘ r:loolo c:._..ay)L;_Bbc.:L_, u..s‘
D23 o 18 o5b gom aw lad o 1) sus olwl entity

void CPlayerComponent::Initialize()

{

&L 0t oo 12l JSag 0K oige 1) oais Jladie i 45T (b (sl
0dds Al o o oy, L ol ool el ccwl Initialize

Sl
DefineCameraPlayer();

S oo iy |y ey e &6
DefineCharacterController();
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WS g iy |y diay So3d il ol
DefineAnimationModel();

WS ooy | gl el gla Jaw &b oyl
LoadAnimationClips();

.M@@ﬁb%éb&%‘éﬂﬁjbd&ebt}ﬂ
Definelnput();

MovelLeft();

WSS ooy iy Glp ) ca e 4SS > b

MoveRight();

WS ooy oy ol ) sl Cas 4 28 > 6
MoveForward();

S oo iyl sl ) sl G 4 S 26
MoveBack();
XMouse();

S oo s el Gusle sl | (GBS > 2l e
YMouse();
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S o @ yni iy ugle lp 1) oges &S > Rl
ESCKey();

Axb o (69 Esc 5o del_gd_b)ao)‘uid._]abd._g‘))gl}:d"fr*éy éfls o2
Qils Ko aulS
FKey();

o Sl g Jlad FaslwloldS ama o (9,0 F aaSo 05 L s o0l b
(ShotGun) 545
GKey () ;

o Sl g JLx8 G amlwholdS ama o (59,0 G asSs o3 L ol ol b
(CtBomb) 552
HKey () ;

= Sl g Jlad H asl ol IS ama o (59, H a oS 05 L s o0l
(Grenade) sqs
IKey();

e ey Joe 5l s 900 S ami o (g9, I a.ss ooy Lol cnll
(Jol £39) 9> 0 alold
OKey () ;

e ey Joe 5l s 9000 JS ama o (9, 0 aSs oo L &6 ol
(P90 £93) w20 oo alold
JKey () ;
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= Seli g Jlad J aslwl (IS axi o (g9, J 4y oy L als ol b
(Fire)oss
SpaceKey();

plol s i SIS aio (59,0 SPACE asSs o5 L s ol b

g (g0
AllShiftKey();

ey 45 0S o JLab 1y 0dS ami o (59,0 Shift sle o U5 &b oy

Revive();

= Aoy b L L)l jo jhis g0 el L g pustie polie aJS &6 (0l
05&: )L€-~‘ c)l.gﬁo).;l; aQ Jayfo ul.«.Lo.CLa &S

SetPlayerOnceInit();

aS 5 ol Ko 1 3l slel adaii a1 1oy cadse JLSH Lo id o 0l
OlS ami o gl mlgadl e slasl Lo loss Initialize ol
Ngd 1>l aduen Initialize oluy, Jsb
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N2 yuly S5l ACA

sk elp

ol sl L sl S APT jla Sl e Solwa L
I, StartPoint __uola S o S soliwl FindEntityByName
JUA(;’MOQL&&)MQJL&U‘MQ]4_."))_5.1.;55\_15‘5\1.;41})&)&

S Jloel & cnl 218 g s 1) 25
IEntity* StartPoint = gEnv->pEntitySystem-

>FindEntityByName("StartPoint");
GetEntity()->SetPos(StartPoint->GetPos());

HidePlayer(true);

ool plasl wls as true jluade as Jley oS o b5y ol &6 0l
Cncss h5t0 g 0 00ls yiuled g ooliwl False jlais 514040

// if(gEnv->IsEditor())
// return;

oy Sl 5l ST Ll ciol (s S5, L m)) gemdgd 4z STl s g0 oy
)0)5\4_7&6_&6_“))., i'F )sl_mo)ocM)‘dﬁ ‘)// U_A)LCG'JUOW C)L>
oo sl PETUPrN | aciomdg ((mSbaiw) ozl 61,5 jouol | Sls

O Lzl ]y gam Slygiws b jgws b 9wl &b slel (o

//  const string wy= "W\";
lgsiome g 0,10 093 ;0 [, WY jlaie 5 0090 aisy g9 5l aS WY L L yuiio S5
= Ty S las oy ools ,si 0 S 2l L 5D ol s g = 1y

(o0
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// IEntity* pChild = gEnv->pEntitySystem-
>FindEntityByName("W\");

S Lo 4l alo po 3o a5 0S s ciy s PChild oL L e 5,
= o2 oy e Bl A o sl ,STa0s 5 o WY plLentity
S5y o bgtas 4 ST 008 ol 5 o Ll £a ) e 4 S |y 50

g god 1> g ailnd pusgl Sl S dils

// pChild->SetPos(VecY(-.Yo));
2 G dw slad cadge ol o s g entity Ll LWY s
aes oo 8 X=e Y=Y, Z=) Olase

// pChild->SetScale(Vecy(-.,0:,0:4,0));

s ygmo 4 g 39 oo 00> uliBe ,xi oo low entity ke LWY o

X=00 5, Y=-0 5, (VeCY) gls,m oshul b Gelide ;i s ye
D55 o0 413 Z=20

// GetEntity()->AttachChild(pChild);
>l Jls 0 aSas gl baseaslog entity LWV Y-

Dgdh oo 4Ll g slall @NTity ) el

//CryLog("GREENLIGHT");
2 Ls syl Jlgsg gy oymiy ;o GREENLIGHT o L plsy S

Ogd o0 00ld iulad ezl (615 WShasw JgusS 0y
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void CPlayerComponent::SetPlayerOnceInit()

{
GetEntity()->SetPos(Vecy(so.f, oo.f, yvv.f));

plelly ;o5 J—sc SetPlayerOnceInit ol o s o aS jshilon
slad cadse o1, (—b) GetEntity jlea L g)le —b:oms
as oo I3 X=P0, Y=00 , Z=YY by Slabee b gow 4w

}

void CPlayerComponent::HidePlayer(bool hp)

{
if(hp)
GetEntity()->SetViewDistRatio(:.);

else
GetEntity()->SetViewDistRatio(Yoo);

hp , S1a 505 s —w,php sl wlulp,HidePlayer oLs
LI, G—b) GetEntity Lo L, ol —owg true gly o o)l
50 g 05— e ool Ll s SetViewDistRatio ol ;i eola .l
ol Lo )= —aaslb False ¢y e Glshp , ST a
SetViewDistRatio ol 5 jlesle il (L) GetEntity

Al dlez ool isles

== player.cpp J—b ;o Lo sl olalslc amss cds s
Cowl yuls lod GeLENtity I joliwoinigd oo
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void CPlayerComponent::JKey()
{

m_pInputComponent->RegisterAction("player",
"J", [this](int activationModey, float value)

{

m_pInputComponent . ;L o JL =8, s JKey ols J 5h
Ll S5 L ads SO ool (uglo g adS ami o (5095 slo oo (ol
J a5 ¢, RegisterAction sls Lo oo slog, 5l eolar .l

Sles Cod 0l axbo (55,

if (activationModey == eIS Pressed)

{

03,8 ] aaSs LyTa s 0 S o e activationModey L,
5o oo Lol 1F Sglieaisl ous 05,28 51 aSecenl o

isAKActive=true;
o5 I, true Joa. isAKActive

}

if (activationModey == eIS_Released)

{

oo La, J auSo Ll as oS » wes activationModey ,ulL
59 oo 1yl 1T Saliail ooy la, 5T aSecel
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isAKActive = false;
58w, false jai. isAKActive

}
1)

m_pInputComponent->BindAction("player"”, "J",
eAID KeyboardMouse, EKeyId::eKI J);

J 4 Ss g5l pbo Joe BindAction eivwslong,asasg L

:;':A )“ oolé: 1‘ l 3 =\ lééb )Q Y :l{ 4;!6 =) 65})

7

sei oo pll M_pInputComponent

ool G y2i EINputState jlenum L alul, jo pteo jlmn 4SS
Gl | woloo § 0mdS amio sld aoso IInput.h L, 0 4o
L activationModeY u S 09 ol 48 o ;LS 4 s

pal adls 1y py b cdl> wilgi 0 activationMode

dgmis plmil (yoiy (40 yiidd JosdoSD 59, P9 : €IS_Pressed
g (o0 plil Joe (01 USG9

g Ot o0 plxilidnSd 40 5 Lo, J—oc a5 84 :€IS_Released
S0 (o0 plnil Jos (2l 5LSC




A Juad
——

s eslyw

08 355 Loy 1y (] 9 ol 00 00 piind 4o 45 Jiloj b : @IS_Down

plosil Jbu—z g (roe wSlg (o Jos (nldgh (o0 plmil Jos (2l
diled 0 Lol 9 Sl 0ulid 4B 10y Olangy ool A OUS (] o9k

dS ool gu b sudlive gl CryLog ¢ if jgws ;I

void CPlayerComponent::IKey()
{

m_pInputComponent->RegisterAction("player",
"I", [this](int activationModey, float value)

{

m_pInputComponent .« ;L JLss, s IKey oL J 30
Ll S5 L ads SO ool (ugls g adS ami o 5095 slo ol (ol
I . 5 sl,—RegisterAction sl L ot slag, 5l eolaiul

Sles Cod oS ambo (55,

if (activationModey == eIS_Pressed)

{

oo, 28 T aoSsLulas uss o e activationModey il Ly
05-»» = ‘).‘>| if J}L‘..\.wl.: AW oo)..i..é Jf‘ aS el 00l

viewOffsetForward=- Aof;

el a2 AD ojlasl e o sum aw Joe d Gl oy g0
Sleo olais!
viewOffsetUp=-ys¢f;
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ela YU an e+, VF o3l an b (gom dw Jow 0 Cand s 90
Sleo
CryLog("IIIIII...");

Slgme L ozl 61357 S haiws JgiS j0 L googinl Jlgsag j0 pln S
D9l o o3l yisles ITITITITII..

}
})s

m_pInputComponent->BindAction("player"”, "I",
eAID KeyboardMouse, EKeyId::eKI I);

I aoss g5l pio Joec BindAction e vwslog, anasg b

e 3l eolis T Ldl pa LS ami o),

7

s9i oo plsl M_pInputComponent

}

void CPlayerComponent::0Key()
{

m_pInputComponent->RegisterAction("player",
"0", [this](int activationModey, float value)

{

if (activationModey == eIS Pressed)

{
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Kgd ooyl Ol gt gl 00 ,pid oS axan 59,2 0 asSs 31
viewOffsetForward = -\.f;

&L@blg_ﬁsa\_g)_;o\o}lplpﬁliéo_gukjugwﬁlioﬁ)jo
(03 oo e T aaSs ol 00,08 4 cod) Wl

viewOffsetUp = \sf;

welazl YU as ;5 V2 o3l an ;o (sum dw Joo 0 Cand s 590
(09 oo FYL T aaSs o 00,8 4 Cennd) wleo

}
})s

m_pInputComponent->BindAction("player"”, "0",
eAID KeyboardMouse, EKeyId::eKI 0);

}

0 asSs 3w puio Joec BINdACtion _ciwow slosg,asas>g L

IS )l oolas ) 1 s 4 Lol BRI AS" axa 2 59y,

7

D9l oo ol m_pInputComponent

void CPlayerComponent: :HKey()
{

m_pInputComponent->RegisterAction("player”,
"H", [this](int activationModey, float value)

{

if (activationModey == eIS Pressed)
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=zl 5 1 sle Solog b 00, 8 0 IS ami o (59, H 4SS
g cwlos i e, StdAFX.h LB,u» o HKeyAmmo ,

99 il oo (Golos Ly y—aS HKEYAMMO , 5145 55 ive o) yr Lot
s Null_AmmoHKey o, 55 o L oo S s plssl | jgiws
= 1 So b ol >l by o a0 0l HKEYAMMO e o g 990
S,k s amd ol bxighag—5 i 5o cul JLs 4§ aslul aile glow
Audio Controls o, =y ,ol, 6,55 loo o ly el
Slaco L crul sais plos o)l onled isu 4u 45 oo I, 8 Editor
L 5 pl 00,5150 oy Sl 4 loco sy as bgyye b Logh jidy nud

38 ol 1, Null_AmmoHKey ol « by o Sgo ;505 b
if (HKeyAmmo <= -.)

{
//PublicPlayMySound("Null AmmoHKey");

HKeyAmmo = -;
}

// PublicPlayMySound("ThrowGrenade");

lyloco ool as by 5 anb limi oS o 25w ThrowGrenade
el anly, bs ol gosS sl Audio  Controls Editor s
plosyglys medg

L =5, HKeyAmmo , e , S1a S 09 o omwyp o5 1F S5l o
: ‘59....: |).‘>| ) u‘)ga.wbcds.m LS.! LSBL‘“‘“
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if(HKeyAmmo>=\)

{
HKeyAmmo--;

S5 (o AwlS HKEYAMMO ,iio o (g03s slgiome 5l oty S
SEntitySpawnParams spawnParams;

Oldes ;vie ol L aS 555 o olu] SpawnParams ~U L e S
S o0 (20 ol 1) Somi )b piss

spawnParams.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();

Gy S £950,500 0 S s a0 S b WS sgzg dn azgi L
9 plowil ;2SS Jae Wb a5 05 so i ) (008

spawnParams.vPosition =GetEntity()->GetPos()+
VeCV(’s"Y‘);

agles 90 gl (o dw glad o oal slom] (5,8 e LS Cusdge
29 o0 pll (omls

2 b o890 4y GetEntity () ->GetPos() uls o Sglee)
A5 o oplil als ey Jad Slathe

e A 45 3l 0 )Ll (gom dw Hlo s an VeoY (fe ) ls aglesY
3yl glay )|

a5 390 (oo gox Z jyme gLi)] e an b uly (led ConBye areis
Syl 5l Slaw ol 4 0,8 i IS S 04l o ol

spawnParams.gRotation = Quat(Vecy(-, -, -));
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Mo bl e wlsana g Lady Jlo jo (LS 25,2 Joe
OIS 0,5 D plKe jo0 Smdgd e (0 lade ;oo e L ZErO
ol sLogly 9 ail ar sl gl angly med ooi aJg entity.w g Jl> o

2l yhe
const float GrenadeScale = \,-f;

slGrenadeScale s L (Jloche od (pae (9o yaiine) (olyioe i

Dg oo RO Sode g i SOl g Ll 0ols Eg

spawnParams.vScale = Vecv(GrenadeScale);

=y oy L osladl pla sl an bl gl ojlasl ool aJgy Jls o WS
Se—i n Bl he X,Y,Z sloa,eme 0 VecY(GrenadeScale)

Cwl X=V o, Y=Y, 2= o

TEntity* pEntity = gEnv->pEntitySystem-
>SpawnEntity(spawnParams);

5 am |y LS abaS plos, S i s PENtItY o L e S
S8 e ol o dg Sl jo (b ol 5ol L5 (Entity)
DS
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pEntity-
>CreateComponentClass<CGrenadeComponent>();

S Sl o jo |, LS cplew—S slsul |, CGrenadeComponent
—,2@Grenade.h , Grenade.cpp sla Jol g Lbun o
dgs oo Sloul Soui )b bz I b g oS

}

} // if spwan

1)

m_pInputComponent->BindAction("player", "H",
eAID KeyboardMouse, EKeyId::eKI H);

H a5 g5l potio Joec BindAction v slasg, ana>g L

IS )l oolas ) 1 s 4 Lol BRI AS" axa 2 59y,

7

39i oo pllm_pInputComponent

void CPlayerComponent::SetPositionPlayer(float
x, float y, float z)

{

- ___sstrue Sa—8e KillPlayer‘Fir‘e, Hod S Si9 o O
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sk elp

Ol g wsail asls true JaasKillPlayerFire , s Slog o
Sl g g e 0 g 0S5 HealthPlayer oL L st

(oo HealthPlayer . jlois 5l ol o8 8
if(KillPlayerFire)

{
GetEntity()->FreeSlot(-);

s S5,k 05 e U oS o1 ol ol n 1y s1ote U jao GlSs
395 plox

IParticleEffect* pEffectPlayer=gEnv-
>pParticleManager->FindEffect("blank.pfx");

e 43 g 040 e gz Dlank.pFX L L JLs i S50
34 oo B w0l pPEffectPlayer 5.,

GetEntity()->LoadParticleEmitter(-,
pEffectPlayer);

)Losgoj_.b‘j_or:L?dlﬁ,L;)oSlOt~ 3 S s J K556 05 Jae
25 oo Sogels i3l

KillPlayerFire=false;

if s LL 50,5 —-false o_s.KillPlayerFire ,

595 |yl Ioaza
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}

GetEntity()->SetPos(Vecv(x, v, z));

3 SlosS )l cadse a1y Vecy(x, y, z) Sl sbeyie)ly G—b
505 ;b SetPositionPlayer &b g3l 4t

}

void CPlayerComponent::DefineCameraPlayer()

{

m_pCameraComponent = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CCameraComponent>();

sl b gl e S DefineCameraPlayer oL s
A g a S o oloully 90 S g a5 m_pCameraComponent
= el Gimgs lm Slwiey 4o s il dee e Slegl )90

355

}

void
CPlayerComponent::DefineCharacterController()

{

m_pCharacterController = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CCharacterControllerComponent>();
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ik olr
Pl L, e DefineCharacterController oL s

SIS S g09—8 —o 2 ,m5 |, m_pCharacterController
9 (oo Sl g S

m_pCharacterController-
>SetTransformMatrix(Matrixyf::Create(Vecy(y.f),

IDENTITY, Vecy(., -, 1.f)));

e Vooslastan g pus gSLLS bl sl aaly SLSo S0 le SG e
as oo olaisl

}

void CPlayerComponent::DefineAnimationModel()

{

m_pAnimationComponent = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CAdvancedAnimationComponent>();

P I s S DefineAnimationModel L s

e s S

Gl bL3 L o 00l

=5 |, m_pAnimationComponent

m_pAnimationComponent-
>SetMannequinAnimationDatabaseFile("Animations
/Mannequin/ADB/FirstPerson.adb");
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s eslyw
Mannequin Editor
File  Previewer Tools
Fragments
Context:
Current ADE: FirstPers
J '\.lsd ‘xo\ 3 r:" ")95 .().)93 ‘51 D A “':9_; P Aé .L)

2O A, s @ (gl e sla il FirstPerson.adb

m_pAnimationComponent-
>SetCharacterFile("Objects/Characters/SampleCh
aracter/firstperson.cdf");

aw Jooc Tirstperson.cdf LB a oo s oi5 g 95,08 o 0 azg5 b
Character o, 0 5058 000l (ol aidl yiie 400 K, gam
s¢>¢ thirdperson.cdf , firstperson.cdf J-Ls Tool

S oS 5 S el
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it oly
> Character Tool

All Types

Hame

¥ Characters

* Animation: ations/motusanims/)

» Compression (Animations/)

m_pAnimationComponent-
>SetControllerDefinitionFile("Animations/Manne
quin/ADB/FirstPersonControllerDefinition.xml";

seeol (Sl o Idle , Walk el slo odS 5 (cidoos! slo a0Y oIS
FirstPersonControllerDefinition.xml sbL JoLs S5 0

09.,..; o Q[_,,_,] )9_,_“)] OS_,LQ Ja...uy J.;L% u." 9 el 00l ool )‘).9

m_pAnimationComponent-
>SetDefaultScopeContextName("FirstPersonCh
aracter");
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esib eslyw

L (ot Jgl gom 4w g5 5l a5 Jas CcONtEXT g9 105 ngad 3L
slasbcontext gV oo S h s (Ll ogs anlys o b pow
&S cwss FirstPersonCharacter

@ Mannequin Editor

File Previewer Tools

Frag ts

m_pAnimationComponent-
>SetDefaultFragmentName("Idle");

Do Sl s ) il SOl st gle S o s a g b
Ol oz ol as d gl Lo led 2!y ol ol a8 (oS Olsall 5,8
Ol (S 5 (5,8 ey Dy 4y 9 99— oo 00 il os Idle
il sy (Gl (6500 laa S a Sl Ko salys 12 o s
o=l am o by das 0 a s 8, ol ) el Jregd i e S0 gl

2310 oo Al

m_pAnimationComponent-
>SetAnimationDrivenMotion(false);

Sl Lomal joeogis plowl S o S b asgs a5 08 o J S b

s sl false jlobe oo cowl oot Jlad e Lo Jlasl blis 4y by ye
ol oo ooliw 3 SetAnimationDrivenMotion

m_pAnimationComponent->LoadFromDisk();
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52l Lo el sl s5adl 5S5e 5 TS slm o0ls (59,5 09 b 5,580 Jas

9% (o0 pll ba>
}
void
CPlayerComponent::LoadAnimationClips()
{

sla IS ss I 5 la5,L J—c LoadAnimationClips L
Syl oage 1y s i

m_idleFragmentId = m_pAnimationComponent-
>GetFragmentId("Idle");

el 4 o yiws oyl M_idleFragmentId s « as>g b s oyl

m_walkFragmentId = m_pAnimationComponent-
>GetFragmentId("Walk");

4 syl m_walkFragmentId, swaasg L s o
ICL PR VNS Y e LWalk cpices!
m_rotateTagld = m_pAnimationComponent-

>GetTagId("Rotate");

S5 dn cmwyiwd oyl m_rotateTagld ,swasasgl bs o
&S oo by b sl 1, ROtate b L o5 >
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}

void CPlayerComponent::DefineInput()
{

m_pInputComponent Ll , . S DefineInput L
amio ol (58959 Lo olwd (sl (6999 P S 9 0IS (oo
m_pInputComponent = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CInputComponent>();

}

void CPlayerComponent: :MovelLeft()
{

m_pInputComponent->RegisterAction("player",
"moveleft", [this](int activationMode, float
value) {
HandleInputFlagChange((TInputFlags)EInputFlag:
:MovelLeft, activationMode); });

m_pInputComponent->BindAction("player",
"moveleft", eAID KeyboardMouse,
EKeyId::eKI_A);

enum ol b oz Cow 4 b o5 ,> Joe Moveleft o 3l jo
5O 03 pufe ol g o9& e a5 EKeyId: teKI_A L LA oIS
enum ool og>g 9 J,—5 am 4> L BindAction oL L 4 Lil>
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ey ool Lakal, o M38ws s plsl @AID_KeyboardMouse
pl oo S &l s Sy (LS Slxano

}

void CPlayerComponent::MoveRight()
{

m_pInputComponent->RegisterAction("player",
"moveright"”, [this](int activationMode, float
value) {
HandleInputFlagChange((TInputFlags)EInputFlag:
:MoveRight, activationMode); });
m_pInputComponent->BindAction("player",
"moveright", eAID KeyboardMouse,
EKeyId::eKI_D);

el L cly o as b oS> | ec MoveRight s J 51 o
oot 2ol g 095 o iy a5 EKeyId: :eKI_D s LD o_ds enum
coli 0y 9 9 JuS au a>g5 L BINdACtion oL L alibl> o sui

Lo atal) 0 Wby & e plol €AID_KeyboardMouse enum
pl oo ,S &l e Oloresgs (L8 Slxan jo milgs ()

}

void CPlayerComponent::MoveForward()

{

m_pInputComponent->RegisterAction("player",
"moveforward", [this](int activationMode,
float value) {
HandleInputFlagChange((TInputFlags)EInputFlag:
:MoveForward, activationMode); });
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m_pInputComponent->BindAction("player",
"moveforward", eAID KeyboardMouse,
EKeyId::eKI_W);

S oo 0, Ll Lsecanl oo asl)) BLS Sl bg oS bk ol b akal, o
Lo b sl W oIS U o> 4 oS > | oc MOveForward b a5
WS (o

}

void CPlayerComponent: :MoveBack()

{

m_pInputComponent->RegisterAction("player",
"moveback", [this](int activationMode, float
value) {
HandleInputFlagChange((TInputFlags)EInputFlag:
:MoveBack, activationMode); 1});
m_pInputComponent->BindAction("player",
"moveback", eAID KeyboardMouse,
EKeyId::eKI_S);

S oo 0, Ll LSl oas asl)l LS Sl sg oS bghas pl b alal, o
o Lo b 6l 1, S oS L e 4 oS > Joc MOveBack b a5
&S

}

void CPlayerComponent: :XMouse()

{
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m_pInputComponent->RegisterAction("player",
"mouse _rotateyaw", [this](int activationMode,
float value) { m_mouseDeltaRotation.x -=
value; });
m_pInputComponent->BindAction("player",
"mouse_rotateyaw", eAID KeyboardMouse,
EKeyId::eKI_MouseX);

se Gk |y oy 90 5 s Gl 5 2 Jee XMOUSE L
5O 8l S S > g aps o ol a3l g o mouse_rotateyaw
xie daS S By Shecwl ak s MLl S eKI_MouseX enum b
aad e plsill) i3, > X ,4 = 3L M _mouseDeltaRotation
S ) (e A AT ) o ® (90 g ,dg S SSTILS a S a oS a8

sws Player ol L aio, entity

}

void CPlayerComponent::YMouse()

{
m_pInputComponent->RegisterAction("player",
"mouse_rotatepitch", [this](int
activationMode, float value) {
m_mouseDeltaRotation.y -= value; });
m_pInputComponent->BindAction("player",
"mouse_rotatepitch", eAID KeyboardMouse,
EKeyId: :eKI_MouseY);

=0 b ) ey rey90 9 1l l— i = J—es YMOUSE £l
CeS > g apd o pl il 605 o o g> o moOuse_rotatepitch
8o Sl wl jax e ML S eKI_MouseY enum ¢l 5 so5—os

I, yid —=>Y ,4—>0 Db m_mouseDeltaRotation , oS
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A A ) By j90 g ,dg S SSTLS a S 0 uS cldo apd o pladl
swe Player ol b ass, entity O o om

}

void CPlayerComponent::SpaceKey()
{

m_pInputComponent->RegisterAction("player",
"Space", [this](int activationModev, float

value) {

03, a8 oIS axa o Spacebar o_Is 4 5 sl SpaceKey sl o

bg.[;)‘sa‘).?‘).l)' if S glsed g

if (activationModey == eIS_Pressed)

{
Gdm A0S 35 e 5952 PlAyer [ STas s oy p; 1 Sl
S ol

if(m_pCharacterController->IsOnGround())

el leslawl el 03 (59— b (Y e Sla s a =g Lo

(W

—=M/ST o sy L a il jedme o , e e o olis AddVelocity
=0 Sl (gom dw o gl e olom! Zjgme i gL )] e ol

S oo i ek 905t (oo Jlusl ey Ve L Ol g 05
m_pCharacterController-
>AddVelocity(Vecy(+c-0+));

}
1)
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m_pInputComponent->BindAction("player",
"Space", eAID KeyboardMouse,
EKeyId::eKI_Space);

ol 00 00ls sy SLE BindAction «b

}

void CPlayerComponent::ESCKey()
{

m_pInputComponent->RegisterAction("player",
"ESC", [this](int activationModey, float

value) {
if (activationModey == eIS_Pressed)

{

SetPositionPlayer(so.f, oo.f, yvv.f);

}
})s

m_pInputComponent->BindAction("player", "ESC",
eAID KeyboardMouse, EKeyId::eKI Escape);

S axa o (55,0 ESCAPE 4 oSy , 5145 0S5 o —w,» ESCKey &b
Csdge 4 SetPositionPlayer obs jloolawl Ll i oo,
a2 8ly ol Jlaml sas ools sl ylogS,l (an aw sl

ol S g0 & o Al oaSoeols o _a8ge L, position

Gl 00 00ls s SLE BindAction
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void CPlayerComponent: :Gkey()
{

m_pInputComponent->RegisterAction(“player”,
“G”, [this](int activationModey, float value)

{

if (activationModey == eIS_Pressed)

{

Pasdl oo 3] 55 Jlasl sl g0 00,88 WS ambo (g3, G oS 45 B
if (GKeyAmmo <= )

{
//PublicPlayMySound(“Null_ AmmoGKey”);

GkeyAmmo = -;
}

Cf o l— StAAfX. h Lb,oe 0 0o (i pni ,ite a aog5 Ly
Ao s3lan U 305 GKEYAMMO o , 5145 oS o oy p 1T Sl
s ;o U JU Clas 6,55 shs 5 coul JU Olas o
o GKeYAMMo e 5 045 oJgs Null_AmmoGKey LU L 5,50
25 oml el s sl saslys oy b (65505 leows S

a8 olwl Audio Controls Editor o
//  PublicPlayMySound("InsertCfBomb");

5 el saal o o9 > 4 InsertCfBomb oL L o, 5 5 oo
sl=slAudio  Controls Editor ., = ol, , 55 olosb
gt LS 0 CF a5 0SS oudg |y olao qas Jlad b bas cplass

Dgh (0 Gl
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if (GKeyAmmo >= V)

{
Vecy pos = GetEntity()->GetPos() + Vecv(-, -,

Y);

J=1o e ol Lgas a5 098 o 0lonl POS s L (g lo p (dore i S
= O pmmie ol 1T So b 5l 2 L5 g el oo aslis iF Syl oyl
fCnz POS o J21o Lileog,

WS oo drmline ) (gan dus (glad jo yuly Coxgen)

Gl o ¥ Z yeme ol p )] el as gawm aw jloy SG-Y

S g Wgd (e ez ool (gam dw o g sy CBse sla aigles Y
355 (50 355 POS ik 13 |, opadse

int ObjType = ent all;

ent_static |  Jels auly e sbdl oS o o83 ool
ent_sleeping rigid | ent_rigid |
ent_living | ent_independent |

L ent_terrain,

const unsigned int rayFlags =
rwi_stop_at_pierceable | rwi_colltype_any;

JLad 1y (68,95 an il sla o> 5 Cwl ol 5 e rAyFlags
WS (o0
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gEnv->pPhysicalWorld-
>RayWorldIntersection(pos, ahmadval, ObjType,
rayFlags, &hit, V);

aS cul 69,55 p axil 05 Lea RayWorldIntersection U
Ll sbe ploss,l an azg Ly 5 055 o a8 55 Raycast ol ay
105y o W1t i o Lol entity plea b (5 g5 5 9,55
Vels,llo b cnasadl o o0 b oy i, iie a4 295 Ly POS
Sl (69,95 p alali £ 00 e
Ol am ok g0 aS ceul chee lea U gl 4 g, cg> - @ahmadval
Sl (53,55 2 alas glozil g WS (o oSS
Lo entity olulis gVL e iy 5 4 4> Ly : ObjectType
395 (5o Jol> (63,95 p andl 51 5
anil oy asd) LS an ooy eei¥U ;iie (o yad 4y 495 s PAYFlags
WS (o0 dlime (6395 5
20 905 o J—ol> (63,55 p ax il oL 45 SLeMbl acgome: hit
E9453,95 p abais 51 L céle alewdg i o 0,3 Wit e |30
ey o pesom aw (sloddyd (63,55 abiici iz (69,55 €NTILY
w9 (5,95 p abads 3l odls Jol> g au
So vae Jolwogd ools s woll g cwl Cull aiien S sue: \
Sy oo Jolin 1) o s g0 3l abais o ST 6 (60,95 p adaits 51,0 Juol>

if (hit.dist <vof && hit.dist >= - yf)

{
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255 a5l ol aliols ;51 as oS oo oy e 1F j5s Sl s
Sl B 5 ;e V5l pSare S5 e (Bl Ve (g5l Ly 55,50 (5 05050
g planil 5 Sllecwg o

GKeyAmmo--;
Sgd oS CF cn lis jlasly S

Golwlz gum aw slad 5l (LS S o |, CF cay 8y a5 pls wad e
aw clad o o LSe o] jo aS 548 ools | EPNJUPEL O NPU Jp JUTAN- N U %
Cf Bomb " lose s i So g ol oos g5l CF ca (gon

540 00ls il "here

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();

3 ldd g oS i s APD s L 1) 15 o il st S S sl o

Dialed ami o o Loyl Lad ol g oo olars! o] gl |, RAM a_Liil>
dgs oals Jioles (55

iPD->Begin("EnshaAllaha", false);

OlesS,T L g ol ails gylahe ;o ally oS aid) oL gam b o
aw b oy ioled g9, Joe Bedwl sai ools plasl false

g lel sun
iPD->AddTextyD(hit.pt, v, of, ColorF(-, v, V),
6.f, "Cf Boom here");
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S8 e ol aalys gills CF cas aS” Sl )0 g (gom 4w sLad

=

Wy S

Jol> g el oo ool il ol 4 (68,05 p anilas SLse:hit.pt
oold ol o ) jo e ol a S el (gaw aw glad )l gl adais o]
Lo yo Mad alais oyl Lokd )5 aalgs |18 LS led j0 75 CF Caidgls
dgs dalgs odls 0ols inled ye lgie add 4

ojlaslail ol job> sorw aw lad jo il Job e ool Y,V OF
APVIRVAPES Y of Cagd o3l lea b oyie

Sl @l ol Soil 4 e S5, a8 oS e w5 &b opl: ColorF
b=V (ol 5w 83V 5 P=r sed il 4 ez o 5l lesS T 4
S peS (9o dn a 0ls soue sla plagS )T b a5 b e 5 Cond
A aplgs eols yioles

o a5l o e ailiniy a8 08 e e Sl ol 0L F
395 0 Ot 3 e Al Bl amy e 5 398 03l ol

9750 &l a8 Cul (e lgse plead lasS T 0l CF Bomb here
D 03ld yioled (gom aw slad ;o Wb CF s (s5lul>

esib eslyw



A ¢Juad

———

ik ey

“...odwc,éoiPDgo)b ey 55 s led Ay 005 ey i YUy aS
Jolss milgs (plasS adlal g5b a1y . g bohd cwain slo S0 alyy oo Lol

DAl o g il

virtual void AddSphere(const Vecv& pos, float
radius, ColorF clr, float timeout) = -;

virtual void AddDirection(const Vecv& pos,
float radius, const Vecv& dir, ColorF clr,
float timeout) = -;

virtual void AddLine(const Vectv& pos), const
Vecv& posy, ColorF clr, float timeout) = -;

virtual void AddPlanarDisc(const Vecv& pos,

float innerRadius, float outerRadius, ColorF
clr, float timeout) = -;

virtual void AddCone(const Vecv& pos, const
Vecy& dir, float baseRadius, float height,
ColorF clr, float timeout) = -;

virtual void AddCylinder(const Vecv& pos,
const Vecy& dir, float radius, float height,
ColorF clr, float timeout) = -;
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virtual void AddyDText(const char* text, float
size, ColorF clr, float timeout) = -;

virtual void AddText(float x, float y, float
size, ColorF clr, float timeout, const char*
fmt, ...) = «;

virtual void AddTextyD(const Vecv& pos, float

size, ColorF clr, float timeout, const char*
fmt, ...) = -

virtual void AddyDLine(float x\, float v\,
float xv, float yv, ColorF clr, float timeout)

//  iPD->AddSphere(hit.pt, -yf, ColorF(\, ),
=), \WYAF);

C"L_’ A s—.&h)):bﬁ-\-’h) 6‘)__’ 00 ).su ,._M“‘" )| |) 6,__%/“0 JL_.-.A —o
Sen ol sasl )3 (S5 w) oy o> 4y a5 AddSphere

1S (oo o) (531 5O (oo sLaS Jo 1) Gum A 0 Sy b

b g el 00 o0ls il ol as 60,65 axila S JlLSL:hit.pt
9 o= O S~ Ty

omlas ol 50 o a0, 5wl aS cwl gam s slad gl atads

3¢ 00lo

s eslyw
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G dw o; &wa oj‘..\.?‘ N ,Y"F

o) Foil d> gam dw o, S S5, aS oS e e &b ol - ColorF
e o 3l logS T A Jolis 55 gl a4 a S il pial )b aw (gllo &b
nguo)jsw‘b:‘@ij }f_mg=\5 r=\ J_A)9M|)M

S (oo ey 8,5 ST,

dw lad 0 gam a w0, S aglous a5 oS o e Jlll ol ywoaf

395 0 O )l o,S Al Y, lam e g 05 ool iuled (gom

SEntitySpawnParams spawnParams;
spawnParams.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();

spawnParams.vPosition =hit.pt;

const float CfBomScale = -.,yof;
spawnParams.vScale = Vecy(CfBomScale);

TEntity* pEntity = gEnv->pEntitySystem-
>SpawnEntity(spawnParams);

pEntity-
>CreateComponentClass<CCfBombComponent>();
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aS h o> polball sa oS a s, 8 Joad Ol oy Sl
)ot\jp.._fuLu > Q)HA_:LA‘ rn‘ osls AJ‘)‘ ‘) Ls.g}éﬁJ..a.ﬁA Qbu.,oy
oM Ssy >ga a4 5L CreateComponentClass

25 o ol CCYBombComponent

} // if GKeyAmmo
} // if spwan

} // if check press G key

1)

m_pInputComponent->BindAction("player"”, "G",
eAID KeyboardMouse, EKeyId::eKI_G);

0ols oy gl &0 a8 amio o> 0 5 BindAction U
o oS ama o (55,0 G a S b a S Sloj ably ol
1295 (oo bl pj slo)Seas;

o hit e 0 g00s awlbre by S aBgo g (68,95 p anil a_ladi-)
Sgh o0 a5y, player.h L e

Cf Bomb here ;lsgie L o S5« ol lome g hit e 5 b-Y
Ded on 030 yiolad (69,95 o aladi (o

30 (G A 0,5 SGdS C)l—‘; o—og 3, AddSpher‘e C‘:’l—’ LSk

Do (o0 ) (63,95 p Ao
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}

void
CPlayerComponent::SimulateExplosionRigidbody()
{

as |, Lol g5 a s SimulateExplosionRigidbody «Ls
Paes (o pll &g g0
e Sy il alai o oLl 60,5 Sy U ) ol K38 sl (95
el
L) 08 (oo g jlomail adais po il &j50 a1 et S-S5 )0-Y
(WS 0l jlomdil pinns IS5l G 04l (o0

pe explosion pee;

I, pe_explosion ;luslw Lol g5 51, pee sls Ly , e S

plos,S iy
pee.epicenter = pee.epicenterImp = hit.pt;

P 43,5 55 )3 (50,55 5 4

pee.nGrow = Y;

ol oo, wdais ¥ osae bl ol )il 0y o5
pee.rminOcc = -,.vf;
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r:‘ odls )‘).9 P 90 <, Y J.g‘).g |) )L?Ub| A-Jy Sy JBL.L>
pee.rmin = pee.r = -,;

O Gl b e 5l O Ojgo ) Jloail aalos o |y lxail glals J8las>
pl 03,8 welais e

pee.rmax = \a;

plas § Loy o 2 V0 plp |, jlxil glad iSTos
pee.impulsivePressureAtR = vo-.-;

L plae s 1ol o e YO o v ol |y Lol adadi ay (gl 4,5 (g9,
PlaiSl ) (6,68 G, dls (e bomBieind &y Sga B 5 ;e oLl
Caon Lo 88 Lreiplo oSG ooliwl 5ol ¢l slael 5l a s o sS cdowas

gEnv->pPhysicalWorld->SimulateExplosion(&pee);

aSbxls o SimulateExplosion ol 54 a4 >gL YL -

LENV L ol ol 5 &l g ws plos 4o, ,o pPhysicalWorld
il o Gl el s

U 5l wle U e o (s, lemiil ShOLEUN laa U F aslwl 4 e Yl
— FKeY sl )y as g oS oolai il pl e Yl o a5 (g Lol
Ss— FaSsas gloys ol ad i el 9, 5 @l Crlpslo —
als L adal) 5o 55 Mgy aalys osliiwl |16 vy e |, 0lS asi o
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void CPlayerComponent::FKey()
{

// Register the shoot action
m_pInputComponent->RegisterAction("player",
"FKey", [this](int activationMode, float value)

{

// Only fire on press, not release
if (activationMode == eIS Pressed )
{

= BB Jloshogd o ools JLid 0 kS 4t 69, F asSs a5 28y
saazsl
i 5 STAATX . h LB,as o a5 FKeYAMMO i 0429 4 amgi Lo
FKeyAmmo , .« jlade , Slols oagep |, Fasl ol Olas g ol oo
s 35 g0 Lyl Joall i 530l yio Gobune by yioS
el L STdATX. h LB joe j0 so b ciy a5 SCsliwl b5 4 a5 Li-)
Null_AmmoFKey ol L 5,5 5 slo—so o PublicPlayMySound
Lol Fraslol B Clas slas les lao cplads aalys iy
A% dalgs a0 FKeYAMMOo ,xte lade -Y

if(FKeyAmmo<=-)

{
//PublicPlayMySound("Null AmmoFKey");
FKeyAmmo=-;

}
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if (ICharacterInstance *pCharacter =
m_pAnimationComponent->GetCharacter())
{

ools g4 slpCharacter oL L , e S ol l> 1 So L
ol wa S oy b a5 ICharacterInstance Lusl .o
355 oo Sowds ) oy (gomr as Jao plea b ST DA gt 5 )l

auto *pBarrelOutAttachment = pCharacter-
>GetIAttachmentManager()-
>GetInterfaceByName(“barrel out™);

als; pBarrelOutAttachment e o o 5l eola ol Lo ) g

(St

Character o, =0 asa>g ULl Le JOIN p L oo ciy s 56 5l (!
o, 5l 48,5 ol pgal K550, 0l ane,S aalys ccél e Tool
Ay i ya Labg e Join oL as oS css Character Tool

Zoal o6 p2 C++ 05 |3l o barrel_out
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Scene Parameters
_I'I:_ Fire
¥ Animation Layers 1 =

v

» AnimEvent Players

Properties

=

L

v Attachments 3 =

» 0. motusBody Skin Attachment
Joint Attachment
Joint Attachment

Modifiers (Experimental) | O =

—e o barrel_out sl Lo by e join Ly a b 8, SL

A S 0y b o wyp s 1f S5 L pBarrelOutAttachment

—xo il wasls JLs pBarrelOutAttachment s S

90,10 04 >9 b Jaw ,obarrel_out ;UL by, join as el
o daled >l 1 ol sla Jondl)gms

if (pBarrelOutAttachment != nullptr)

{
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QuatTS bulletOrigin = pBarrelOutAttachment-
>GetAttWorldAbsolute();

codl,ye ol ailby g cowloos iy s bulletOrigin UL s SO
a> Slecwlbarrel_out s L by e JOin L adais Slg> condye
(Robot  Island)ojs,— ol 0 g F aslul o ol oS a5 o>
0, ool 61,5 Lo APT L yiig U5 pols emdgs |, o Ll o loss g0 0,5

SEntitySpawnParams spawnParams;
spawnParams.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();

spawnParams.vPosition
spawnParams.qRotation

bulletOrigin.t;
bulletOrigin.q;

const float bulletScale = -.,.5f;
spawnParams.vScale = Vecy(bulletScale);

5 pogai ol O sl el Sl (LS b o 53 VL o5 s iz
oog—alyd o ls A S gl A SiieiSen iy o) S e 7 g L0y
2O CPP by ,o 09>30 sla template o oYL oS bghsa oS
Lo a b o o5 olsyopnls FirstPersonShooter oy,
60).3)[_{ g.:l_‘s u._" 399 °35)—:f. U—"‘ 9 Gl 00 oolaiul ooﬁ.ol_; jOin
ol bgye sla APT Lsy Slsl gl ueps S o)Ll a8 shalan Lol 5l
polo usei |,
CRYENGINE_o.f\Templates\cpp\ FirstPersonShooter
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true L oL o Lo isFire .l b0, Slasie

if (isFire)

{

PublicPlayMySound("bullet impact");

Sl gloo e asbullet_impact o, %5 L L oo s
cewl Faslul

SpawnParticleSystemHit();

oJg ol LS 9045 w1, =>ISpawnParticleSystemHit ~Ls
Ll (6l s IS5 5L

SimulateExplosionRigidbody();

ol LS 5055 1, >ISimulateExplosionRigidbody ~Ls
isFire = false;

s Slaylsoy s —wfalse ploscisFire | e ol 0
a8lg ol Faslwl L SOl ool lios S5y true o o lade
alen L5 aal alls 0gmg aml il ol sla SIS s Sl s 0l

ol 00,5 (g5l a4t |, (s, lasl Shotgun
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} // isFire
}

}

}

})s

// Bind the shoot action to left mouse click
m_pInputComponent->BindAction("player",
"FKey", eAID_KeyboardMouse, EKeyId::eKI F /*
EKeyId::eKI_Mouse\ */);

sl e sl BindAction

}

uintsf CPlayerComponent::GetEventMask() const

{
return BITsf(ENTITY_EVENT START_GAME) |

BIT#t(ENTITY_EVENT_UPDATE);

}

Sl g 5,155 2l Gl = |, J—oe 90 GetEventMask oo slog,
ol ) JuLS o5 5 b 55 45 ams oo plnil o Josll 2
¢eclb ENTITY_EVENT_START_GAME L 5,1 4,51 o Lo slag,
Oly—e b S0 g Se 5098 (s loa—S |, = LS

ol plSia Ls g5l g9, oloej LS 5] ENTITY_EVENT_UPDATE
s il Ll o Jaallygis olos b oS 55k ol

void
CPlayerComponent::ProcessEvent(SEntityEvent&
event)

{
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switch (event.event)

{
case ENTITY_EVENT_START GAME:

{

Revive();

‘5‘)_*>|.>..\_>u)LcTu.._M5LQJ]uo)_f).o_@al_b)ML;bmémw)ﬁ
o ezl L Ladal, s Revive s L LS baid &0 an )y laas
E9 550 (S 45 09l o Iyl 8g Revive UL ab (plogs

Mb 0l

}

break;
case ENTITY_EVENT_UPDATE:

{
SEntityUpdateContext* pCtx =

(SentityUpdateContext*)event.nParam[-.];

pS <l 1y Sloy sla b b PCEX e 4 a9
UpdateMovementRequest(pCtx->fFrameTime);

Oyo 4o |y Slaj sla i, a5 UpdateMovementRequest ~Us

el yely (Sa3e8 S8 > (il erd B AbbigiS o 2l e ]
UpdatelLookDirectionRequest(pCtx->fFrameTime);

l, Sl—; sle s, a s UpdateLookDirectionRequest L
it oslos oS (699,9 (3 Aoy aS (o S8l po losS )] Sjg0 any

el Cmy90 S
UpdateAnimation(pCtx->fFrameTime);
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esib eslyw

oloesS )l g0 as ], gl sla v, a5 UpdateAnimation obs

el ey el Gl GulS Sl 59, 4 (3 adlsy WS oo 2Ly
UpdateCamera(pCtx->fFrameTime);

il o lesS &g an |y Slej sle o 45 UpdateCamera U
Lk G090 G5 5 Geise GRS Sl Sy 4 O Ay 0S

3,15 ouge
OnUpdate(pCtx->fFrameTime);

o <8l o lagS )T &0 a1y Sle; sl o, 45 OnUpdate U
513 o0ge 1y uly (sl aselul 5l ooliiul 5 Ca e ;S il adnlsg wiS

}

break;

}
}

void CPlayerComponent::AKShooting()
{

i T asl ol U S S s (65w 4 Joe AKShoOting oUs
TP ﬁl;;;! s

if(isAKActive && JKeyAmmo>=\)

{

Jadeasly a5 1SAKActive , a4 >y loif Sy L
goland b , Slec s a g L gasbacsb |, true/false
SS9l Ly 55,5 00l b ,loie a5 JKeyAmmo e ¢ && 51,5

s2s o pll SpawnParticleSystemHity
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SpawnParticleSystemHity();
JKeyAmmo--;
S oo awlS )] 5l oty Sty o JKeYAMMO e aloldd 4

o=l oy e a S jglailamis )l sage 059, ol jo |y @l slo asxl ]
olea Ly s & Jgl ,5l5 Lo %590l Template jla_8,5 059,
ol 61,5 o La Template g ;o FirstPersonShooter
&l a SlesS )T & jg0 an Sley sla (o, o oo a5 jshilencoul
4 UpdateOn oL o Slo; sla o, Y= 5u_s JLu,lUpdateOn
deltaTime ¢l ol g Float o Liclools g5 Lyl ) & y9—0
Juyl b as |y sleools Ly (gl eols OlasS )l as aily g oo 8L,

WS oo Bl b ], gleoslo by glools il g uS o

void CPlayerComponent::0OnUpdate(float
deltaTime)

{

RayCast();

sbos o |, >l0OnUpdate L5 |3l s RayCast oL s

A oo plil b aslul sl ) (59,55 5 slo axisl acwl=e RayCast
AKShooting();

obog o —l, >l0nUpdate oL | sl ,0 AKShooting sl

223 oo plosl 1) 15 23T aSe oS Judia
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//RayCastPoint(deltaTime);

oy o> 4 Lol cwl RayCast ol ;5 RayCastPoint s
xs J=ls RayCastPoint sls gosi oi 2l cmecwl sasl)o
<l OnUpdate

ControlFKey(deltaTime);

bos & |, >I0nUpdate oL | 3l o ControlFKey ~Ls
plol el Slay sla o3 L 1) F aslwl Sl o5 > ControlFKey

WS o 1l g dnbone |y LS 5 50 3B i a8 s
GetDirCamera();

by o |, >I0nUpdate oLs | 5ls ;0 GetDirCamera oLs
—e g S e dwlxe |y Ly w90 <y GetDirCamera

(&

&S oo slwyig, 401, @ahmadval
//DoingKillFireCondition(hit);

OnUpdate oL 5 J sl ,oDoingKillFireCondition L s
oy o> a4, DoingKillFireCondition sbws i ol >
DoingKillFireCondition gbiwy & i l,=l g ol ool
So s ey (B e ST o il a1y iy (88 T > 0 Jee
g 1y ol aslul 5l ool ul ol L 0,55 il 5 plheog s S0y i

35650 (58,5 il s g9y sy 6,500 ausl y2 b T el
ShowWeaponAmmo() ;
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——= !, =>I0nUpdate oL 5 J =I5 ;o ShowWeaponAmmo ~L s
3,08 sage p 1y o amlul Llis ol ShowWeaponAmmo xbisgs

}

void CPlayerComponent::ShowWeaponAmmo()

{

gEnv->pAuxGeomRenderer->DrawydLabel(\-, Y-, ¥,
ColorF(y, -, -), false, "Explosion Point : +
ToString(FKeyAmmo));

cogdojlasl gX=V-  , y=\. asDrawvdLabel U ;loolaul L
Slaie L 6,500 LesS )1 g ColorF OlesS T L 50 8 S5, 5 Y il
e S FKeYAmMMO ;e g olgsds sl L i, g s Talse

'59**’ <? ools OL‘“‘" U“"’L“’ Ao SS9 ¥ F aslol ul.w:> L)‘J“A 6‘3“'7“ l;

gEnv->pAuxGeomRenderer->DrawyYdLabel(\-, Y-, ¥,
ColorF(y, -, -), false, "C¥ Bomb "+
ToString(GKeyAmmo));

coghojldl gX=1-  ,  y=Y- asDrawvdLabel U jleolizull
Slaie L 6500 oLssS )T g ColorF OlesS )T Lo 508 S5, 9 ¥ ol
e S GKeYAMMO s g olg5do (gloima L ais, olge g False
S (g0 00ld e el amio (g9; 2 G ambul Clis (e slgime |

gEnv->pAuxGeomRenderer->DrawyYdLabel(\-, &-, Y,

ColorF(y, -, -), false, "Grenade : +
ToString(HKeyAmmo));
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Cogdojlasl gX=V+,  y=0+ asDrawvdLabel LU ;loslaul L
e Ly 6,500 plsesSyl s COLorF Legs ) TL 508 S, 5 Y
‘y—0 kS_ls HKeyAmmO o 9 ob_ér.‘.) 6‘9—"7“’ Lg A :’) ub_..c 9 -False

09.».: = ools UL.MJ‘ wLo.J Ao SS9y 2 H axlo! ul.w.} U‘)"‘A 6‘9"7“ l;

gEnv->pAuxGeomRenderer->DrawyYdLabel(\-, v-, ¥,
ColorF(y, -, -), false, "AK Shoot Do
ToString(JKeyAmmo));

Cogdojlasl gX=V+ ,  y=Y. asDrawvdLabel U ;loslaul L
Jlaie L 6,508 lesS,1 s ColorF ObesS T L e B S5, 5 Y il
e S JKEYAMMO e g olg s (glgime L aiis, oylsic g False
dgds a 00l lide Lisled axman (g5, p I axlul Clis e glgie b

@ Rebot Island

}

void
CPlayerComponent::DoingKillFireCondition(ray h
it hit)

{
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IParticleEffect* pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx");

L fire.pfX i S5k as g0, 5 Gy s pEFfect s S
&S oo log Asset Browser oo o

if (pEffect)
{

1f Ssbaob asls sy >g Fire. pfX v JS5L a S Sy5—0 50

ol dles Ll by slaaS g 09l o |y
pHitEntity = hit.pCollider;

$8y9—3p an il oyl slsiie a5 el glgime slls pHItENtitY s

S b aS ol o it e jloolar Lo an ol la s el
QS o Jo 09> 0 03l |, rigidbody 4 collider

pEntity = gEnv->pEntitySystem-
>GetEntityFromPhysics(pHitEntity);

— GetEntityFromPhysics ol jleolawl oS s ool L

scollider s s Ll a>a Sa S oo 8bysl;
S pEntity s J30s j0 (b el a sl |, rigidbody
255 (o0

if (pEntity)
{
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G SgalS Lo S s o b pENtity . sea 5 Sy o 0
Sobjlooli wlly ;550 S bghswasbrigidbody 4 collider

o ales | i
pClass = pEntity->GetClass();

2 b Hhis e IS pENtity o jlGetClass ol jleslawl L
5,5 oo, pClass e b

pNameClass = pClass->GetName();

e J3ls o 5 LS sl GetName ol ooliswl Ly uw—
5,5 ,I,6 pNameClass
¥

//  CryLog(“ClassName : “+ pNameClass);

O dn (63,55 p an il aS gl b S plgd Jlad S 55 musgs bas oyl
o,y ;0 Lo gl Jlgiog OULPUL o, =0 jo aib so—d eols iuls
elal i Buae Lanl jow0ed (o ool iales sl 5l S CcONsole

}
if (pEntity && hit.dist >= . && hit.dist <= ¥f.f
&& pNameClass == "Entity" && pEntity-

>GetOpacity() == \yf)
{
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ol o)l yidioy i L g Sl (Vb eSS sl o 1F Sl
t ol Oygo cpl as ol b g Col oo LS5 b s O 51 Sebs
awls rigidbody s collider ;b4 ol & lls:pEntity
b
51 S (gl Byb g §ee) (60,95 p andl | ol alols: hit.dist >= -
Bk he ol b e
B, b g gee) 6,9 panil 5l b al sb:hit.dist <= f.f
REITR JPRUUIR JS(f: e
tos 5 oadl S ;e YL jhoojly o ol as cul (e Gl 50
IRVESR- T
ar il Ly a bl o WS sLs:pNameClass == "Entity"
Wb ENTITY eoi 5wl sl b oo 5l (rbams 1 (5955 (59,55
L b oo dlas: pEntity->GetOpacity() == \¥f
WY L sln e loslaiul Lo,y (09— (550 S8 Ol Gl
iy 351 Lecassd
D ) 3 o Se 755 iy (o Ll s slaSisi sl Sy 5 by 5 0 ol 5]
ol wieless 1l 5 slaaSwils )8, by
IParticleEffect *pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx");

WS (oo b 1) )b S (A8 Jle asibe
KillPlayerFire=true;

—b cmey o —wtrue gl e ¢l s KillPlayerFire , s

GetEntity()->FreeSlot(-);



A Jusb
o—

s eslyw

as I, Blank. pfx 1S5 ,L gm0 ol;T anle S10t: s> asa>g b
el 09 slot: ,ol, 6,58 JS5,L oYl g cils of o

GetEntity()->LoadParticleEmitter(-, pEffect);

b welys 285 55T 4y g9yh ks g 95d o0 09 Tire. pFX IS5

Ao la Sol 510 )0 Lo o 23 00900 g 03[0 &5 usS Cdd
I 5 955095 SLb Soly 515 b ko 4 2 g il Auanly b Sply
L S 9ly 51 yiio Az yi g 39y WiblyS 5 oligS B ke yosi oS
L puiio yaceig—dh diy y5 Ld Soly 51 5 )5 5 0 s alold 435095

R IECN )

}

void
CPlayerComponent::SpawnParticleSystemHity()

{
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el oo ooliiwl 5L ,o SpawnParticleSystemHity L
o2 o 7o ) ol o ,Sles Ll

if (IParticleEffect *pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx",
"Particles"))

{

s I, fire.pfX v S5, L pEffect s ;5145 5,90 0
>l gom if SshecwlParticles slaools 5l pa )] g9 g 0sS

WAV PPS

if (!pParticleEntity)
{

> 9ol JLspParticleEntity , s , S1a S S0 0
Hgd oo 2l 5 sleaSadls o Sl (IS5,

SEntitySpawnParams spawn;

spawn.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();
pParticleEntity = gEnv->pEntitySystem-
>SpawnEntity(spawn);

TR SELECL i J [PYT SOV TR % TR P 51 S Ve Ly
ol 00l salo Guos.’ LQ)L’ 9 LQ)L» )Lé b}b}

}
if (pParticleEntity)

{
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bys wypbgocul JS5L lls YscpParticleEntity , .

Sgd oo 2l 5 loast iF
pParticleEntity->SetPos(hit.pt);

30 G A slad Cdae an asbolo 0429 Yl S sul aJgy IG5 L
Smegs ools JLasl  hit.pt e dwg an 69,55 p anil Olaie

283 oo Cpia i i NITLPL IS & gt JS550

pParticleEntity->FreeSlot(-);

dige a8 5 ) 99, cnm 5l (S Gl S L U ogd e oly] Lo L
(oS ST FreeS1ot wb Ll le oMl a5 ol (55l

pParticleEntity->LoadParticleEmitter(-,
pEffect);

LS5,k Va5 iS5 oSyl oodlS a8 IS ite 5 5io <Dl o

540 oo 09 pPEffect s o fire.pfx
&l s 4 5L | oS5 SpawnParticleSystemHity L5

(&)

Gl a S o S o olp—is.cwsl SpawnParticleSystemHity

2l s S b e L asT L Lol S L 385 Joe plsl
oS4 Slu oS el I SpawnParticleSystemHity

ol 5 s ge WS, a . SpawnParticleSystemHity
sl—zul 0 6,35 S = o SpawnParticleSystemHity
D,la5 0gzg o ISC5 L
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void
CPlayerComponent::SpawnParticleSystemHity ()

{

SEntitySpawnParams spawnParamsy;
spawnParamsy.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParamsy.vPosition = hit.pt;

5 S o e |, SpAWNParamsy U L e SG 0 4L S Y
entity 6‘)_.’|) w)u)_wouulbl_o.cjoo)_fu_sb)al) u»)l_fd_,

ol ools edgi b 5 oyl YU oF Las wim S oo olonl US54

const float ParticleScale = -)\f;

— ojlosl s ParticleScale , e asas>g L J S50 wlibe

S 9y e (st (08 Szs5 5 S5 Lo ol (meog B
3,188 oo 50 S

spawnParamsY.vScale = Vecv(ParticleScale);
TEntity* pEntity = gEnv->pEntitySystem-
>SpawnEntity(spawnParamsy);
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é—’l—’ t\l.z_,..:j a_ pEntity )_a_:.a_,o ool l_> ‘) rﬁ:)\s YL >
o b5 ol entity el o 9 oS o oLl SpawnEntity

pEntity->CreateComponentClass<CParticle-\>();

od—s CreateComponentClass S, 55 a5 5l ool il L

S spEntity , e 0905 o sl =l l,CParticle-\

(&
J—=b o e lCParticle: ) L MSwiss o ooz sloa (oS sl
0,5 o olisParticle-y.cpp jParticle-y.h

pHitEntity = hit.pCollider;
pEntity = gEnv->pEntitySystem-
>GetEntityFromPhysics(pHitEntity);

24 0e b oo Sl g pols gl | 05 s g0 (ol JS Ao win o

So b lhls hit.pCollider so,p 5 panslasas>gloas o

a—sb rigidbody g collider sla cosguls s by s,wentity
3 pSae 13 pPENtity s o lentity oolail

if (pEntity)

{

scollider o Sguls S35 <l,ls pENtity .

>

5

)
7/

A dplgE ase g Syl Ll 5 9 ol rigidbody

pEntity->Invisible(true);
¥



A Jusb

———

it oly

/*
SEntitySpawnParams spawnParamsy;
spawnParamsy.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParamsy.vPosition = hit.pt;

const float ParticleScaley = -yof;
spawnParamsy.vScale = Vecy(ParticleScaley);

IEntity* pEntityy = gEnv->pEntitySystem-
>SpawnEntity(spawnParamsy);

pEntityy-
>CreateComponentClass<CCfBombComponent>();

*/

S5 Josepl 03,9100 S5 Gy dn e S5, L aS oS b o ol
cew b L asentity colo gl !, oM e 5l oolawl Ly WS
Seaasentity ;»caloas o oSS ogel Bas aalgs sl CF

<ol CfBomb . cpp 4CfBomb.h s

}

void CPlayerComponent::DoneKillFireCondition()

{
pEntity->SetOpacity(\.,yf);
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il b b o eS| oc DoneKillFireCondition Us
cloloentity cosle 50, 5 oo da Lol b o8, §
oo 48,5 LS as o9, ol 0 s plaas s plssl SetOpacity
ad g Ledl i usel 6,5 sle APT L oS conl ol po duad Lol ol

Cenl oolis Jlon 3L S0 &b (pl 65,8

}
void CPlayerComponent::SpawnParticleSystemHit()
{
! 5 de 5 L ; SpawnParticleSystemHit L s

eSS S ;e sl g <l SpawnParticleSystemHity

‘5:9_’>4_’)L«J)L«.‘>Lw L')_i“'))‘“) o‘ro.bd_g‘) J_i..:)l.))_a.«_i’ “"‘—’Ler’ )Qﬁu.u){s
Ghls aS 105 020 (o g |y 1 0,go Lol pl odls ad gy oliS ol o
o310 o1 Gl ooy o1 oy &S ol i b 4SS

IParticleEffect* pEffect = gEnv-
>pParticleManager->FindEffect("fire.pfx");

if (pEffect)

{

pHitEntity=hit.pCollider;
pEntity=gEnv->pEntitySystem-
>GetEntityFromPhysics(pHitEntity);

if(pEntity)

{
// DoneKillFireCondition();
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DoneKillFireCondition sl s goe s !, >Iif Ssbau

a5 shilen Lol aas o plowl oy 28,8 25T (ol ol ol axsS Jes
oy o>, DoneKillFireCondition sl 5o s

e el L az Shog b oo oolail 039, ol jo o5 (ol g pl oo 5150
odliiwl ol by am o0t hos @l 03 5 @S ol 39 s 5o
dgs didlg>

pEntity->LoadParticleEmitter(.,pEffect);

J— L. LoadParticleEmitter ol 54 4 >5 L slot: o

395 0 098 (251
pEntity->Invisible(true);

asentity.c_ultrue o JuicasInvisible LUl eola ol L
5 Spbeul rigidbody g collider sl o e Sgnls S b o)l

W IPUERRNVISN =1 o} o & o) VAPU SRV A DRSS RV FESF PO

oLl sl a9 o in )L @ (64 dilibialigh (g ) Cowl yige il
daplgs o TS soliiwl p ) bs I INvisible als
109 o 3l U entity

gEnv->pEntitySystem->RemoveEntity(pEntity-
>GetId());
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pEntity->Invisible(true);
gEnv->pEntitySystem->RemoveEntity(pEntity-
>GetId());

gcollider sls csiguls asentity a sui g i

oo— attach ¢ Gloall £ g ou—is a8L_sl 3,15 I, rigibody
bl o 3l

}
}

SEntitySpawnParams spawnParamsy;
spawnParamsy.pClass = gEnv->pEntitySystem-

>GetClassRegistry()->GetDefaultClass();
spawnParamsy.vPosition = hit.pt;

const float ParticleScaley = .)yof;
spawnParamsy.vScale = Vecy(ParticleScaley);

Tentity* pEntityy = gEnv->pEntitySystem-
>SpawnEntity(spawnParamsy);

pEntityy->CreateComponentClass<CParticle-\>();

.LoadParticleEmitter ol bwg oob o Jg jisljl ué 4
4S5 S e S YL sl Joddlygws sloslel L1y J 0oL SO s
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OphoaS aadlyo 1y a s it adg 5o 0le e g Gl Spd sl
e jlesli L entity o g ol M 5 5o
x5 4SEntitySpawnParams ¢ ;I spawnParamsy
sl >IGetClassRegistry jla__ =55, GetDefaultClass
5 95— (o plonil (OLS ;iS5 e SpaWnENtity oL Lgos s o
5 99— anlys entity slsylcolal 5,5 o il g9 5l pPENtityY s
——w ;) CreateComponentClass S 55 ol 5 c Ll o
o JS5,L entity « 1, CParticle-y L s pEntityy

WS (oo s
}
void CPlayerComponent::RayCastPoint(float
deltaTime)
{

ol Lol ol oais sola ol 059, ool yo 4= 51 RayCastPoint &b
aeils e Lol jo 1y 3 0,0l aS el sl 6,5 3 ate sl APT

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();

ss Lo IPersistantDebug sols g4 5l 5 o, il , e S lol
3,5 ol solaiwl o] 5l oS sams bglas 5 a5 i o iy x5 IPD

gEnv->pAuxGeomRenderer->DrawSphere(ahmadval,
.Y, ColorF(y, -, +));
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sum += deltaTime;

o e—e=> 1, ([deltaTime) Slej sla oy SUM ;s 5l oolinul L

if (sum>. &% sum <= Y)

{

sbe Joall jgiwsw S 8 a sl 9o A oo Slsjejle o SUM e (5
IGIRCTAPEp JCH RS

iPD->Begin("Great Work Ahmad!", false);

S g9, Begin &b sl eolai ol b Yol oads cay i yioled asxao
ol anl, false jloie goms jolass! T asolgsds gl iy

iPD->AddTextyD(Vecy(#-, #., ¥t), v, ColorF(-, -,
-), V-, "Ahmad Karami ;-)");

)L))_g Slaise o as oS P ) ‘) GO dw W"’Q‘ AddTextVD é’L’
Y e Coigd ojlosl aS 0,8 e 3 VeeY (e, £e, YY) om s

Dgls
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gEnv->pAuxGeomRenderer->DrawyYdLabel(\--, o&-, ¥,
Colorr(y, -, -), false, "Ahmad Karami");

Ahmad s L son 90 ie S DrawYdLabel U 5l eola ol L
Y=0+ gX=V e anasg b Giuled ama o LuS, olaike o Karami

cewl False as ooy (lasS )T L 50,8 cpie S5, g oy ¥ gd ool

Sgu (50 o e

gEnv->pAuxGeomRenderer->DrawSphere(Vecy (-, #-,
*Y), V, ColorF(., Y, -));

Vecy(f+, sow 4w o olake o DrawSphere o« a>g b

M)Lguud‘o]j‘wotw‘w&_a)jdrm\&L:_usi’, YJY‘)
Sy (50

}

if (sum >= ¥)

{
SUM s 0 Sl sl (o, aaz o dw (g5l Ly ol =5 ,e L
ab dalgs 1>l 1 ol

sum = -Y;

Dgd oo SUM=-Y e
iPD->Reset();

S 1PD s lReset ol jl ool wl Ly wase JS il 5 5o d o

Mg (o0
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}
}

o8l o Ce e ol 00 WS di o (69, shift aoSs Slajyas
b oo 2ol Ll ey by Shift ass a5 Sl g b oo

void CPlayerComponent::AllShiftKey()
{

g ol asll oIS ama o 5l sl ul gl SLS Sl oy L8 Oli o o
3 ole RegisterAction ot o Sles

m_pInputComponent->RegisterAction("player",
"LShift", [this](int activationModey, float

value) {

if (activationModey == eIS_Pressed)

{

03 OlS amio (59, ez Coow SNITE 450 a5 Jlojas s ol o
&S pws Vo0 4 b)laie mOVeESpeed e

moveSpeed = \-.,0f;

}

if (activationModey == eIS_Released)

{
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ik ey

Lo, 0 dS axa o (69,0 2z Coomws shift a.ss aS Sbyas s pl o
35,5 o p Vo0 4 b laie mOveSpeed ;s

moveSpeed = Y..0f;

})s

m_pInputComponent->BindAction("player",
"LShift", eAID KeyboardMouse,
EKeyId::eKI_LShift );

o> Shift 4 oS o5l peio Jae BindAction mbs sl eoli ol L
D9l oo pll 0lS axio (59, 2
Sy (o0 Sl y o ShIFE auSs @ cog V>

m_pInputComponent->RegisterAction("player",
"RShift", [this](int activationModey, float

value) {
if (activationModey == eIS_Pressed)

{

S dmi o 59,0 Cely Cww ShITL aSs a S Sljus s ool o
&S 5 V0w hylade MOVESpeed e 0o;

moveSpeed = \..f;

}
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if (activationModey == eIS Released)

{

S ami o (59,0 cnly G ST aSs a s Jlojus s ol o
355 oo p Vo0 a4 b jlaie MOVESpEed e o
moveSpeed = Y.,0f;

}
})s

m_pInputComponent->BindAction("player",
"RShift", eAID KeyboardMouse,
EKeyId::eKI_RShift);

cewl, Shift aSs g5l pubio Joe BindAction obs jlsolawl L

39l (o0 plml 0lS axmiao (59,

}

S ami o 59,0 F 4o bwg Lo SLs J,us ControlFKey U

305 oagepr |y el Slej slo,es b L

void CPlayerComponent::ControlFKey(float
deltaTime)

{

sumy += deltaTime;

o plasl ) el Gl dlalb L) Slsy sba (= aen SUMY it
Lrgleog—d oo plosl adgls Lo LSy a il V.0 o0 Loyl o Macans
Sgiams (&5l (5 lxasl ShotguUN aslul
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if (sumy >= v, & isFire==false && FKeyAmmo >=
V)
{

by sawsl cwpbigobog>gb,saw if Selbasasgl

Do wale> 1l Sobs cpl jo b Josdlygiws

Al V0 5l i ,STosum e (o Glo) (o) ez s SUMY D= Y,0

A dalgs true b oo ol

iie i 4 JolS S 59 e a S L s :iSFire==false

ab alg> true b oawst false o, isFire

obea b g lzast shotgun olis oli—w ,51: FKeyAmmo  >= )

aalgs true b, _saob S& ggbn L S& 5l =5, FKeyAmmo s

K%

Ngd oo 2l 5 b Josdlygiwse Y b pd s (18 5 ol Ceyo b
FKeyAmmo--;

b oo L2alS il shotgun e L F aslul Clis 5l osly SO
sumy = -;

A SBYOL gus ol po gl sle o aex lea b SUMY ;a0
s delsss plonil dolS LS e (nl 052y 4 4z gl b o
isFire = true;

18 SUMY it Ly el Glos o3 L5 o9 oo bl atglf (S 5o ne

...).w).g
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Sy >gasa > Lol , L oS ,~UpdateMovementRequest ~Ls
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sl frameTime b b Sbey (e sl s &b cplass

void
CPlayerComponent: :UpdateMovementRequest(float
frameTime)

{

if (!m_pCharacterController->IsOnGround())
return;

99 25 ol =l s Lae 59 L 2 )0 s 4 SS9 2,3

a Sl J—Jso Im_pCharacterController->IsOnGround

Leol PEEUPN G & le 045 ol
Vecy velocity = ZERO;

Lol s oo a5 1y ol (ol 8 > oliss velocity )ls,my ,iie
=2 05 ool L8 ZERO & le U g ol oo Lol jo adgl ol
Sgr anly> Vecr (o)

ok 5 0y Shee I Soly ;2 g 0 S o 0yeSp ;S o I Sl L
il 2 cad 4 OB > el (oo 2l g ailoa |

2 S > ooy 0 aS el Sle; iy olens FrameTime L,
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meter 1 meter
%k =
second second Second?

a (velocity) =

oS o L2l ek oS >
meter
5 st s cwimovesSpeed i los  ——n il 5 aie Lyl o
. \
w,lframeTlme,mngLease(wnd
if (m_inputFlags &
(TInputFlags)EInputFlag: :MovelLeft)
{
velocity.x -= moveSpeed * frameTime;
e (5l e Ly X L Jgl amaras 5l ez o a5 > gl
oS oo oolasl velocity
}

if (m_inputFlags &
(TInputFlags)EInputFlag: :MoveRight)
{

velocity.x += moveSpeed * frameTime;
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oS oo ooliwl velocity

}
if (m_inputFlags &
(TInputFlags)EInputFlag: :MoveForward)

{

velocity.y += moveSpeed * frameTime;

oS oo oolaul velocity e

}
if (m_inputFlags &
(TInputFlags)EInputFlag: :MoveBack)

{

velocity.y -= moveSpeed * frameTime;

Silw o LY L pgd dacas 5l oo ang, Ly o Coamw 4 &5 > (5l
oS oo oolal velocity e

}

m_pCharacterController-
>AddVelocity(GetEntity()->GetWorldRotation() *
velocity);

,» GetWorldRotation mlseosa s squat o, asa >

ol L ol os a8lsl awlre g 99 (o w0 Velocity ,
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C SealS oS> ebgey i o, >IAddVelocity

&b aelgs ., ChatacterController

}

< 4> UpdatelLookDirectionRequest L5 jlosla il

L Glej sbe (o hlo 55 0 ulantS (oo Lzl g dnslone 1) 5y 090
cwl frameTime il b

void
CPlayerComponent: :UpdateLookDirectionRequest(f
loat frameTime)

{

const float rotationSpeed = .,.-Yf;

e 90 9 ool Jlade L |, rotationSpeed e ;e lol
ol ey j90 Sy e pr patlo (pl SIS (oo yaS

const float rotationLimitsMinPitch = --.,0ff;

l,rotationLimitsMinPitch , & ;00 gl i o

39> G Sl a5 Gudgame Ol jrie (0l LS 5 oS (o0 Ry

Ry JE pltCh eSS aBly 100l 0429 bie 503l 0 s
P B X (e jeme Glea b

const float rotationLimitsMaxPitch = \,0f;

l,rotationLimitsMaxPitch , & ;o0 g ol e oo

o090 i sl a8 Shogamme (e mite (il LS g 005 e i piS
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if (m_mouseDeltaRotation.IsEquivalent(ZERO,
MOUSE_DELTA_TRESHOLD))
return;

Mpaugw)ﬁayﬁolﬁdwwo)sTﬁ if Sl oyl
4_».9.:09_&: C,‘_f):> Jb)o)ﬂ?wl C,‘_f)} JL‘>)Q 99 l_,Tswl m))_f
— |,—>lUpdateLookDirectionRequest sl 5 olyg o

&l 5 Ol yen 1 g Y| JUV N R )
o wnly> 1>l UpdateLookDirectionRequest

m_mouseDeltaRotation =
m_mouseDeltaSmoothingFilter.Push(m_mouseDeltaR
otation).Get();

s 5 Ll b A5 (S sl o Gl Yk oS s
a2 oo plasl 1 0,5 Blo g oyols lis gl 50,5 aule

m_horizontalAngularVelocity =
(m_mouseDeltaRotation.x * rotationSpeed) /
frameTime;
m_averagedHorizontalAngularVelocity.Push(m_hor
izontalAngularVelocity);
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G > e, y o 5> 9m_mouseDeltaRotation.x

—s m—is TrameTime Sl.; slo s, , 1, rotationSpeed

WS o S wgle &S > jo |y sl gl Sisy pl lawgte (e g S

Angy ypr =
CCamera: :CreateAnglesYPR(Matrixyy(m_lookOrienta
tion));

agly ool jo wals (89,9 Sl sl oy 31 4 S o ib a sl a5 0l
Gl o a5 5le Lol jo g 09— dsslme b (90 (6lm o

Sgd (oo dmle ply (10590 Glp G o asgly g i3 Jee

ypr.Xx += m_mouseDeltaRotation.x *
rotationSpeed;

S sle G g S S Co e b pusle (Bl jpome sl o
dgu o0 domlee  JuSn )50 oSl jo ugle &S >
Ypr.y = CLAMP(ypr.y + m_mouseDeltaRotation.y *

rotationSpeed, rotationLimitsMinPitch,
rotationLimitsMaxPitch);

g lode pytaS s Al LB CLAMP g SLoasa > oS a5 0l o

s Oey90 0 OS> ol S L gl (g99ee IS (gl jlade o i
Ol 3,5 Le ] (6l 40 ais (5055 sl lagS T o w05 duslons wl

ypr.y + J—p ol — bl o
m_mouseDeltaRotation.y * rotationSpeed
e R a2 S e R e R  —

clb Ly jid > jlade o 35,5 g rOtationLimitsMinPitch
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C S > el e0sb o pl=il rotationLimitsMaxPitch

Sgl (oo S by 90 Slp wgle (SOgese
ypr.z = -

S0 2k 4S5 PlS S)lae o ;e o las 0 LS 1y (e e Zj9ee

m_lookOrientation =
Quat(CCamera::CreateOrientationYPR(ypr));

5393 S sl ;0 Y (3505 9 X (8l slmygme 4y by e qUAT VL

598 oL G Lol jowgi 4o, lookOrientation . 4
34i oo e CreateOrientationYPR &b L b sl

m_mouseDeltaRotation = ZERO;

Iobio)logs 9058 (o i wile (i (i, jladecsS b plaaxg b
g o5 b o ole; sl Uiy Ly &l i ey Bl YU Sleaslono

a2 (oo Sl 90 Slp 1) egle S8 > pgpte bl

b sl doesl Sy, a0 wldec UpdateAnimation ol
ol was bl frameTime slo; sl o, el ol il

SSole ad, don docess] e Lo L5 | o UpdateAnimation

RGPS IR
void CPlayerComponent::UpdateAnimation(float
frameTime)

{
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const float angularVelocityTurningThreshold =
SAVE;

e bl b dedlgla gl S, ol Ll
o485 L sangularVelocityTurningThreshold

Sl 4l jo Lol, ] oy a5 04

const bool isTurning =
std::abs(m_averagedHorizontalAngularVelocity.G
et()) > angularVelocityTurningThreshold;

Sl s 6l gl (gl angly Ol lawgio Lrc:_el OB > e s axgi b
S5 b el oolidl last iSTurning is > Jee

m_pAnimationComponent-
>SetTagWithId(m_rotateTagld, isTurning);

Ltrue b ow aliwl sy g a0 ang Uy opdues] Ol s oS las o]
A by 0 K5 905 —wo s isTurning , . o false

5 pSe a0 cpdaesl ] 4 bgrye 1A L 1 o]

if (isTurning)

{

const float turnDuration = \,.-f;
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a0 a5l S ol turnDuration el L o does! o s e

Sgd oo 85

m_pAnimationComponent-
>SetMotionParameter(eMotionParamID TurnAngle,
m_horizontalAngularVelocity * turnDuration);

ol ol d—dnedl a5 > Jae ol plil gl oS a5 ol o
G 4 , 1, SetMotionParameter

Sl e g 250 15,0 eMotionParamID_TurnAngle
m_horizontalAngularVelocity , o o) o iadl

bl oo

}

const auto& desiredFragmentld =
m_pCharacterController->IsWalking() ?
m_walkFragmentId : m_idleFragmentId;

0% e el o ol Ll 08 (esd aS s e ol amy g Vs
aalol g, ol anl asl o) pad el 31845 L el IsWalking
sl as Ly W o dS 4SS 50,0 g 0g-d Lo, W adS a5 Sy b ol ails

Sy sy Idle hes pives! gom cll>
if (m_activeFragmentId != desiredFragmentId)

{

m_activeFragmentId = desiredFragmentld;
m_pAnimationComponent-
>QueueFragmentWithId(m_activeFragmentId);

}
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5 b el (i o o (A8 L o)l el (Lo 35750 slo (e
ke 51 (m_activeFragmentId != desiredFragmentId)
S aoaly (b dedl ples oot a8 Sl o (el a 3L
s g (M_activeFragmentId = desiredFragmentId)
ol o5ealS alinsgy 59,500 18 (il Glo GolS ao o (Jled ]
A3 dalgs isw QueueFragmentWithId b alwg
Angy ypr =
CCamera: :CreateAnglesYPR(Matrixvy(m_lookOrienta
tion));

Ul 695 9l G l 0gl (o pladl Sz a S g Vs
g asb asl asblwalk b idle il jula b Jeoe ol 0,105

Sgd oo el X jgome ol 56 (4l

ypr.y = -,
ypr.z = -;

const Quat correctedOrientation =
Quat(CCamera::CreateOrientationYPR(ypr));
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GetEntity()->SetPosRotScale(GetEntity()-
>GetWorldPos(), correctedOrientation, Vecy(),

Vs V)

ooliiwl L (wlodie g (23 y2eleadse dn by pe ol anl Lk )0 (izees
sl,— GetWorldPos ~Ls L L sl,— SetPosRotScale ~Ls |
5 i —=> sl— correctedOrientation , s jloie Lowcoadss
e g awlxe wlide sl VecY (Y, Y, V) asly LS Yo b

s o] el 5l a5 jslail_a AttachOneObjectToPlayer ~Ls
Sgds oo oolainl pbh 4y & 0,8 WSl gl pecl
void

CPlayerComponent: :AttachOneObjectToPlayer()
{

TEntity* pChild = gEnv->pEntitySystem-
>FindEntityByName("W\");

Joe U ocab asls og>g WY s Lentity oo wb a> e J5ls o lon
o Ll ,ate ;o 9 09 plssl FiNdENntityByName s L oo, 5 los
2,5 1,3pChild 5

pChild->SetPos(Vecy (-, Y, V));
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X=+ , oS ksl e, 5, 85etPos oL 5 gum aw glas o
Sl Y=Y, Z=)

pChild->SetScale(Vecy (-0, -0, +.0));

5 S o 5,05 wliie SetScale b aasg LW ol
L;A)_Iéﬁ)ox=‘,a ) y=‘,a ) Z=‘,al_36_x.gfobL:.g‘u.§_iQ)5_@4_g

>

531

m_pCameraComponent->GetEntity()-
>AttachChild(pChild);

GetEntity L= = jJAttachChild ols alwgas colys o
—b WY g s o plas pChild e s LIy LasS )T
355 oo ALl 1l 4y g a5 alss o plen b 3l

}

Oy 0555 § e y9d LS > Slwse, 4o sl UpdateCamera U
ool Sles sbe G b g Sl Goglos (69559 sl o3ls ulowlyy (99
sl bL5 )0 frameTime )L

void CPlayerComponent::UpdateCamera(float
frameTime)

{

AttachOneObjectToPlayer();
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J—3 olxi o o a5 gl oo AttachOneObjectToPlayer ~Ls
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if (gEnv->IsEditor())
return;

S50 oS by s ol >l 5l (return) s,.855 1> olo abg e if So b
>l ( gEnv->IsEditor ) _Slaw o gibas sl e el

D9 (o0
Angy ypr =
CCamera: :CreateAnglesYPR(Matrixyy(m_lookOrienta
tion));

g o Jmol> gl slSiws 3l (699,9 Lo sols pp 31 0 aS asl 5b
et > S (Gl o A oS5 ls g a9 (gl S0 a gl ol
plodl oS balas aolol o WSG Sle ) JLES] g 09—l dilore (90

D9

ypr.Xx += m_mouseDeltaRotation.x *
m_rotationSpeed;

- AYT;
\,0f;

const float rotationLimitsMinPitch

const float rotationLimitsMaxPitch

ypr.y =CLAMP(ypr.y + m_mouseDeltaRotation.y *
m_rotationSpeed, rotationLimitsMinPitch,
rotationLimitsMaxPitch);



A Juab

———

it oly
ypr.z = -;

m_lookOrientation =
Quat(CCamera: :CreateOrientationYPR(ypr));

m_mouseDeltaRotation = ZERO;

ypr.Xx = -3

Sl b | g pl osls ashl LS Sl sgilaas by bs ol Ly alal, o33

maled (o0 2 O] duze

Matrixys localTransform = IDENTITY;

398 plwl guzly So (28 S slo @l

localTransform.SetRotationyy(CCamera: :CreateOri
entationYPR(ypr));

B2y osd o plasl YPP joiiie L (rjso 52 Joe il o
A3 salys elxil SetRotationyy

3L S o ol el oV Lo S il J—ol5 5 yo (gl y—
S asllan 1y s giss 1o 63k L
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if (ICharacterInstance *pCharacter =
m_pAnimationComponent->GetCharacter())

{

S8 e ol o 1 sle o iel Loy pCharacter _aw b
KUV PP L] CRIL SRR S VEON PPN SR L OW) [PG SWUURI Ul LRCSVL W0

const QuatT &cameralOrientation = pCharacter-

>GetISkeletonPose()-
>GetAbsJointByID(m_cameralointId);

G aw sl 38l o 5o oy ol ples o 5l Cnyo g ol
9> GETADSJOINtBYID b a>g L Jlasl adais g 09 o bl

Sg o a8 S |8 aiae g

localTransform.SetTranslation(cameraOrientatio
n.t + Vecv(-, viewOffsetForward,

viewOffsetUp));

o JoSis cndl o L plad 1) g0 5l dy (sam a Joe alold o
g a2l JLa! 90 ¢l o SetTranslation o L ool Lad cploas
4w o, S Ly cameraOrientation.t 0 oo Slaike
z= sy= viewOffsetForward ;u,L 45 05 o xo o

<l X=+ g el ViewOffsetUp

}

m_pCameraComponent -
>SetTransformMatrix(localTransform);
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J— sl WS L o &l 5 al. . m_pCameraComponent

sei i SetTransformMatrix
m_pCameraComponent->GetCamera().GetViewdir();

L g 00,5 il o GetCamera ol jloola wl L1y o)l s jeo fol
0,5 oo L3 ahmadval glsp pae ;0 9048 oo dlxe

b el ) LS e i 4 S a5 ool s s3> RayCast oL
LY e BT Alting 1S Bas sl @l ko (s Ll
g oad azul sla (WIS 9 el idon @ 8ly jo09-d (oo ool g S )b

Vgl o0 5, L8 RayCast b o GLS ¢l 50 oo solazul

void CPlayerComponent::RayCast()
{

Vecy pos = GetEntity()->GetWorldPos() + Vecy(-,
i) Y))

2 Z=Y el )l el U Sy olake 35, 5 6l POS ()b, e

Vecy dir = Vecy(ahmadval.x*\).--..,
ahmadval.y*\...., ahmadval.z * \....);
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int ObjType= ent_all;

3y p an il L1y g5 y0 slil awo g ol xe ObjType , s

ent_static | = Jels asly o sl plasS o 23 0]
ent_sleeping rigid | ent_rigid |
ent_living | ent_independent |

asb ent_terrain,

const unsigned int rayFlags =
rwi_stop_at_pierceable | rwi_colltype_any;

JLad |y 60,55 an il sla o g cowl el g e PAYFlags
WS (o0

gEnv->pPhysicallWorld-
>RayWorldIntersection(pos, ahmadval, ObjType,
rayFlags, &hit,)\);

©dy5—p anil w5 L RayWorldIntersection L s
L o 95 9 9,95, bliiy sl el )b a0 a>g5 Ly a5 el (Raycast)
103, oo NIt Le o b glpl,entity ke

YaLéJ)H_’)_ngc,_.,;éijlg)ooq_&qﬁ)ﬁ)_gaa_ga_?jsl_g:pOS

Sl (6995 p Al £ 00 e
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Lo entity olols g5V ,iie cay 05 4 4> Ly : ObJjectType
S9d (oo ol (63,95 p axdl I 5o

Al o lyad; LS ay ooy £93Y jsie oy i a9l b rayFlags
WS oo deloe (69,95

20 905 o J—ol> (63,55 an il sl 4 S SLeMbl a_cgome - hit
E953,95 p aladi 5l L Cllus ailewd gl o 0,5 hit s Jsb
A I8 pegam dw slodd e (60,55 p Al > 50,95 ENTLTY
g 69,95y il jlond Jol> Jlo g un

S vae Jolwogs ools i asll g cewl ol dinenr S vac: \

Sgds oo Jolis [ lo w0 5l adas (316 (60,95 0 alaits 5l e ol

pHitEntity = hit.pCollider;

3,9 p an il 1 i 4 S c il olg e slls pHITENTitY , e
Sopd aS ol hit e jlosla ol Lo an il (T a S el
&S oo Jo 095 ;0 w5le |, rigidbody 4 collider

pEntity = gEnv->pEntitySystem-
>GetEntityFromPhysics(pHitEntity);

— GetEntityFromPhysics b jleoli wl oS s ool
9 COllider‘ Y s)_d A\ !L) ( oo A S o S s o Ca éL{)Q ‘) 6‘
S pEntity s J30s j0 (b il a il |, rigidbody

55 o
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500 e y9,w Lal 0 ool mosg RAaycast cisle | 8axi o o>

=l g1, S s RayCast uls S yo a5 15050 (5,900 o) Glbw—og

if(pEntity)
{

scollider ¢ gelS S 58 sl pENtity % 5

o sl 1l s sla Jeadljgiws 9 1 Sbasl rigidbody
string sss= pEntity->GetName();

= 0,=d |, PENTItY & vl < SSS (ol ai i, , ke iy a5 4 ax g5 b
&S

if (hit.dist <v,of && hit.dist >= .yf &&
GKeyAmmo>=\ && strcmp(sss,"Player")!l=.)

{

:f"'&f"cs“’)):’

asazry Lol al L o0 Sy an cand ol S hit.dist  <vof
305 13 e VL0 5l 1eS alols .o ObjType s

ey Llall oS as e b Sl-hit.dist >= . xf
375 A s ¥ 5l 58,5 alols ,o ObJType e

3,5 B SS sgbae b 5,5 CF s lzs 31: GKeyAmmo>=)

a4 >g L oas ool anil ,51: strcmp(sss, "Player™)!=.
wil el e g ails yuly So3b 053 ObJType s
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IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();

5 6l 5 S iy APD AL L 1, 5 o)Ll ite S S ansb lal
oinles amio o Lol Lad ol g 00 olasl o1 gl |, RAM o_Lisl>

3¢ oals ioles (550

iPD->Begin("EnshaAllahf", false);

S A g, Begin &Ll ool vl b Yloewl oo cay o5 ioles asxan
olasl, false oo goos olasl ) asolgsds gl abyasS

iPD->AddTextyD(hit.pt, v, of, ColorF(-, Vv, V),
-,-0F, "Attach Cf Boom here" /*+sss*/);

oy slaitu 10 48 0 (o oy |y (gom 4w (e AdATeXEYD b
e Cagd ojlasil aS 5,5 ol 8 hit.pt 0,55 5 an il gom a s
54 oo 00ls yiules Cf Boom here
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Attach C4 Boom here

}

}
else if (hit.dist <vof && hit.dist >= .yf &&

GKeyAmmo >= \ )
{

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllaht", false);

iPD->AddTextyD(hit.pt, v,of, ColorF(., Y, V),
-,-0f, "Attach Cf Boom here" /*+sss*/);

}
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Attach C4\'Boom here

01y B oad ools Gl sy elwlp |y s gle 1T So b wle oy Y
Gl 00l Jlows ba IF Soly ol S j000 .5 s

if (hit.dist<=o.f && hit.dist>=v.)
{

IPersistantDebug *1PD=gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllah",false);
iPD->AddSphere(hit.pt, -,f, ColorF(y, -, ),

°p0f);

ly o, 5 So o ol AddSphere U L alal, 0 oS msg S Lai
Slg—zme Ly jmtin 19 0,5 oy (5,0, Sloais alail 5 05 0 o)
9 = +,) i Lo, S g 090 anlys (60,95 an il Wbl . hit.pt
Al ye O 5l o e g CBld wleS oy Loy Al ¢ 0 g 5 B ST
S e yd adall SO Dm0 a0, (phd; aales Sl (gom a0,

Sg g0 00ld yiules
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iPD->AddTextyD(hit.pt, v, of, ColorF(y, -, -),
-,-Yf, "Distance : " +ToString((int)
hit.dist)+" meter");

ools lis jue axlg L (60,95 pan il g s o al ol 35 0 S bas pl o
YN0 cogéoslosl L distance:  / meter . 55,5040
g i B 50 oS balas a_biog anles 0,8 a il 2,0 ley b ol

Swd 00l

if (hit.dist <=).-.f && hit.dist >o.f)
{

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllahy", false);

iPD->AddSphere(hit.pt, -,of, ColorF(-, v, -),

.”af);
iPD->AddTextyD(hit.pt, v, of, ColorF(-, v, ),
-,»Yf, "Distance : " + ToString((int)hit.dist)

+ " meter");

}
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00l Hiuled S, o adadl SO &0 4y S e 0,5 45 W o0 Y
Sl o S5, 4 s distance: / meter wgoos

if (hit.dist <\o.f && hit.dist > \..f)
{

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllahy", false);

iPD->AddSphere(hit.pt, -yf, ColorF(-, -, V),
-0 F);

iPD->AddTextyD(hit.pt, v,of, ColorF(., -, V),
-,-Yf, "Distance : " + ToString((int)hit.dist)

+ " meter");

oé‘éwboouj_’)tfa‘id_]am&_:u)s_.ad_’c_{_s)wio)_{djd_wb_cyl?-
cusl o S5, 0 distance: / meter e gous
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if (hit.dist >= ‘o.f & hit.dist <s-.f)
{

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllahy", false);

iPD->AddSphere(hit.pt, -yof, ColorF(-, -, -),

-0 F);

iPD->AddText¥D(hit.pt, v,)of, ColorF(-, -, -),
-,»Yf, "Distance : " + ToString((int)hit.dist)
+ " meter");

oo‘oqumx_i_a)oL_lea.qu_’U)MM&_J)OL_‘»O)_TASM‘SAYB
Cowl ol S5, 0 s distance: / meter g oo

if (hit.dist >= s..f)
{

IPersistantDebug *iPD = gEnv->pGameFramework-
>GetIPersistantDebug();
iPD->Begin("EnshaAllahs", false);

iPD->AddSphere(hit.pt, v,yyof, ColorF(., -, -),
‘N F);
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iPD->AddTextyD(hit.pt, v, of, ColorF(y, Vv, -),
-,»Yf, "Distance : " + ToString((int)hit.dist)

+ " meter");

Distance : 62 meter

oals inlad S5, 0,5 adall S Oy 4 S5, 0,5 0,5 45w o Yl
Cunl 3,5 K5, 4 o distance: / meter s gous

void CPlayerComponent::GetDirCamera()

{

ahmadval= m_pCameraComponent-
>GetCamera().GetViewdir()*y....;

oy oy LS Ve o wlwlp |y a9 oy GetDirCamera ol

5y, o ahmadval s 3o 90,40 o

}

void CPlayerComponent::Revive()

{

SpawnAtSpawnPoint();
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esib eslyw

Sl 5 g9t alais s 5l a sy SpawnAtSpawnPoint oUs
cwl CSpawnPointComponent IS sg>g gubo b

GetEntity()->Hide(false);

5840 L dgds  isee ;o 45 (uiS e e Hide mls jleslaul Ly
sbccwloa s a5 b s False Jloae U ol ol olesS,l a5 oLl

GetEntity()-
>SetWorldTM(Matrixyf::Create(Vecy(y, Y, V),

IDENTITY, GetEntity()->GetWorldPos()));

1 el oeily S Slas sl oy o L Jlisl sl oSy le 5l
ab el |l g dwlre 56 ol o by o ol gl p (gom aw glas
m_pAnimationComponent->ResetCharacter();

l3aoxe g 00 oo yo—00l il oo o Lo ydoced] ol it polis
s dalgs b ol el ol idy solel

m_pCharacterController->Physicalize();

cews, CharacterController cogwls au ccs > 5 andl> S5

Al dalgs (6.8 5 4 g | aldnlon ooz 5 0uls oo S
m_inputFlags = -;
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D on aidS Hlas o
m_mouseDeltaRotation = ZERO;

2 ey sao ol ies sln esle G52 Sz sl G
m_lookOrientation = IDENTITY;

ab aslg adsl jlade yly 00 Sy g el oS gz
m_mouseDeltaSmoothingFilter.Reset();

Reset wli L ol (reyse Slo 5 o5 S o gl sl Sz sl (i
m_activeFragmentId = FRAGMENT_ID_INVALID;

Lol o= (2 loie jaals Jlase U i ol ol citieddl oS gl SO
cedS g 09— ooly oy A G o Jlaie He00l SOl eoliul Ll (o

35 1yl g (6,108 K ollS aman wlulp  cdoed]
m_horizontalAngularVelocity = .,-f;

S9d (oo o iz Sl ousle (Bl alsy Sl
m_averagedHorizontalAngularVelocity.Reset();

358 (oo 4l

if (ICharacterInstance *pCharacter =
m_pAnimationComponent->GetCharacter())

{
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Lo oydomadl bl el ) abogy o 2STLS. oyl AF gt s 5l oolinal Ly
S o 50 el iy aba e 4 g 0 e b |, heAd les

Sgus dass alads 1 5 g0 U

m_cameralointId = pCharacter-
>GetIDefaultSkeleton().GetJointIDByName( "head"
)

}

}

— oo b sl 1) g5l g9, abais SpawnAtSpawnPoint s
Ay

void CPlayerComponent::SpawnAtSpawnPoint()
{

if (gEnv->IsEditor())
return;

4S 8y 09 =l ol o laas ;50 o A If Sol o us bl

auto *pEntityIterator = gEnv->pEntitySystem-
>GetEntityIterator();

entity sl cwdaGetEntityIterator obs jleslawl s
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sk elp

pEntityIterator->MoveFirst();

ool Ll og>g gl >a I>0 ,0asentity ., J

e ) oolax | | 2> ol MoveFirst

) ?9

3,5 o518 ol g0 S ool pEntityIterator

while (!pEntityIterator->Istnd())
{

rol_ojc\_f‘j’u)’ud_fm_ﬁww)ﬁwhile aal> 5l eola_wl Ly
3g 1yl adl> cpliasl 00,55 Giolow |y al> 0 sl @ntity

IEntity *pEntity = pEntityIterator->Next();

(e o (G entity 4 LE)L?' 4_1.‘>J.a o Next (':al_) )| oolai_ul l_:
oLl ylas , 5oL al pENtity , e ool wl Lo g o ils punly 5

3,5 saly>

if (auto* pSpawner = pEntity-
>GetComponent<CSpawnPointComponent>())

{

L aS o055 e ol pSpawner oL L e So gyl 1F Solh o
o5 S GetComponent S, 55 sl 5l esla —wl Ly g ol
oLl , e 0 g5 o 8l ,0 |, CSpawnPointComponent

53, o= PSPAWNer (s 3

pSpawner->SpawnEntity(m_pEntity);
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g9 (b)) L Sec SpaWnENtity ol jleola A
8 ol o o b g 098 (el b s, (SpawnPoint)s ;L

=

S S

break;

}
}
}

sla_Js L5, HandleInputFlagChange sl s jl ool .l L

P2 9 S (e ot 03,5 Lay g (18,5 jo 1) alS i o 5 (gl
Al aalys weSae L reset L set laods pl slo

void
CPlayerComponent::HandleInputFlagChange(TInput
Flags flags, int activationMode,
EInputFlagType type)

{
s TInputFlags ,s so—s e =5 €num g typedef ;loola ol L

58 Lt i olg 5 —w SWitch sl 9,0 EInputFlagType
Ly el oo HOLd ugls sl SIS Ly oS amio slo oS LT as
¢l TOggle

switch (type)

{

case EInputFlagType::Hold:

{

if (activationMode == eIS_Released)

{
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l_isetLQ&JQLQHKW%HWBG)L?i'FJjJ%}‘OQLM‘l_;

ol 003l 3last by SAS L laalS 58,5 Lo a5 Slojedsd (oo sSias
m_inputFlags &= ~flags;

}

else

{

m_inputFlags |= flags;

}

}

break;

case EInputFlagType::Toggle:
{

if (activationMode == eIS_Released)
{

o reset Lo SIS L oo dS o o Candg s)ls 1T Seb l eolaul L
Sl oolidl sl s SIS L oo dS™ (10 S oy Jas a5 Slojedgads

m_inputFlags ~= flags;
}

}

break;

}

}
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Ol 61,5 a0 4 S 0y, e ,LLaul 5 ol GameSDK 4 CryAction
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S8 sloml ol 00ld s b 1) 55,005 slo Al ;00 059 4o (Soran
43S g oS SdS el Al sy J2ls o Jls gl SO 0 e
S5 Text Document 4535 59, (o 9 05 oLl |, New
el g Xxml a1 5l Wgeogd slom! ¥Xt wiguy L e L L ass

aao a5 Navigation « |, L

Folder
Shortcut

Microsoft Access Database
Flash ActionScript File

Contact
View > Microsoft Word Document
Sort by LeoMoon Persian TTT Editor Files
Group by > Microsoft Access Database
Refresh

Microsoft PowerPoint Presentation

Microsoft Publisher Document
WinRAR archive
Rich Text Format

Customize this folder...

Paste

"

Paste shortcut

S
g [ Gl = a2 B B |

Text Document

. N i
Share with > Microsoft Excel Worksheet
New > | B WinRAR ZIP archive
Properties
| s lal
Home Share Wiew
&« - 4 » Robotlsland > Assets » Scripts » Al
-
MName Date modified Type Size
3 Quick access
[] Factionsxml 9/22/2017 11:38 PM XML Document 1KB
@@ OneDrive [7] Navigationxml 9/22/2017 11:37 PM XML Document 1KB

& This PC

e 9 05 b Navigation.xml o6 Jsls 1, 5 &l jgws YU
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a3 welys Navigation Area Entity

<Navigation version="¢" >
<AgentTypes>

<AgentType name=’MediumSizedCharacters”
voxelSize="-\Ys, -,\Yd, -\Y8” radius="f”

height="1¢” climbableHeight="¥”
maxWaterDepth="A" >

<SmartObjectUserClasses>
<class name="Human” />
</SmartObjectUserClasses>
</AgentType>

<AgentType name="VehicleMedium”
voxelSize=".y., -y-, -,¥-” radius="\¢”

height="\.” climbableHeight=""%"
maxWaterDepth="s" >
</AgentType>

</AgentTypes>
</Navigation>

odd s Szl 6|, # asus ;o Navigation bl o440 Xxml o1
ookl (5500, (b Hleis (glym a5 WS o Gy |y Jsle g9 g0 4 S
s,ls 84 >¢ MediumSizedCharacters L L J sl g4 Soug



- e

e yan Jigh o

ooliiwl ylia—ios adi hlwg sl,— a5 VehicleMedium oL L , s
9 (5
i Terrain J 5l an aS 0,0 0459 S, it Elie SO ) paad yo
9995 (oo Jold [ (rots &S > 3gamme @ Bly p3 clie (plicnl a8, 558
3 asles el (pemd g A0S SIS > ilgT e ke ) Sl o Lead el
4 laul Navigation Area a>U SO olou! glpwsis g )l e lio o
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oS oo oy |, AlFollower.h 16,00 ol
#pragma once

Sazme iy 3l (6 S gl sl g Lo DS sazme iy 15 5l (6 S 5l (5l
oS eola ol jgws ol 5l cessl 6,57 ;0 component L entity slsol

plosil joiws ol L GodlS i o8 LSS Ladd g hlsyae oy yei )LSG Lads g

S (50
#include <CryEntitySystem\IEntitySystem.h>

Jbjoa ol 5ol asas component L entity el ol

p.z.ls o.)l.é.?.w‘

#include
<DefaultComponents/AI/PathfindingComponent.h>

ge—is wpath  finder gos 5Lisnls SO sloul ol o JB,0n ol
WS o 1) lhosd oo el A 0l dales

#include
<DefaultComponents/Physics/CharacterController
Component.h>
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Character Controller coyals S& slsul gl Jlun ol

Sgds oo ool

class CAIFollowerComponent final : public
IEntityComponent

{

&l IEntityComponent L, jlas ojlw !, olas oo S

._\.M:la oo).f LS)'.’
public:
virtual ~CAIFollowerComponent() {}

Slon! Silegil & ygmo dny g Sl 00 oy a5 00 e WS sl o 4> S
odd i pxd LS a5 LS o v Cladle L oS oS o B Ll 0gd 0
&t_ﬁ{}CA—AM—CBOWGJ‘)J“)’A_QJLroﬁﬁl_?d“)s)lj@:_ﬁu‘ﬁ.}_w‘

55 3y shoall s

adgi g =0 Gl adidls aas WIS saijlw 45 adla |y s 4SS
00 S 55 g o pll |, (cOmponent L, entity) s

w23 oo plnil ) alidl> g5l Sbg (2B Gon o NS

virtual void Initialize() override

i_aJqukgr%5o}dxu_nb_ﬂ)ngInitializeQ;Q_M#A@LJ
Dragq & O y9—0 4) wWSbhaiw o (COmponent L, entity)

S olaiwl olaygy oyl 5l el o3Y (DroOp
const int geometrySlot = -;
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o=l 9 S oo i Hao lacie Ly geometrySlot U L el G
sls ol slot jleolacul ol ol

m_pEntity->LoadGeometry(geometrySlot,
"Objects/Default/primitive_sphere.cgf");

oS =l o GetEntity Lm_pEntity) g,ls —sasasg L
ool ASSETS Browser s ;o gom dw Jow wydleuS

auto *pAIFollowerMaterial = gEnv->pYDEngine-

>GetMaterialManager()-
>LoadMaterial("Materials/bullet");

— <=5 pPAIFollowerMaterial L L (*), 5 oLl e S

oo 53 J yie oyl qeeds o ool |y Joe o LOadMaterial
cwwl Assets Browser

m_pEntity->SetMaterial(pAIFollowerMaterial);

Sl —van !, JU e ,aeSetMaterial s a4 g L Y

Sl o b gomaw Joo 59y 2 LS a0 e S
Sgi 0aniS g culS s 8,90 JU e pAIFOllowerMaterial

GetEntity()->SetViewDistRatio(vao);
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sauo SetViewDistRatio ol b o, YOO alolb U s ls &

A anlyss os (o)l (SBegd yiin alald ST 090 (o
m_pPathfindingComponent = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CPathfindingComponent>();

CPathfindingComponent LS S s)ls b4 a>gb Yl
(CPSED. D i G+ g5 S I G S ¥ S N V' 3 VS S—y
Jlay g oS ool L a8 5 GetOrCreateComponent

w3, s M_pPathfindingComponent .

m_pCharacterController = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CCharacterControllerComponent>();

o S o)l o S5 lsasre

S—— 55 b3 b1, CCharacterControllerComponent
Sl a g oS ool L a8 5 GetOrCreateComponent
=, < M_pCharacterController ,xw.

m_pCharacterController-
>SetTransformMatrix(Matrixyf::Create(Vecy().f),

IDENTITY, Vecy(., -, V.f)));

Moo L (@) glas ) wlwly , e Socm_pCharacterController
| S ol 9els o boieusS oo LI |, VECY (2, -+, Vo)
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aods o |, SetTransformMatrix

}

static void
ReflectType(Schematyc: :CTypeDesc<CAIFollowerCo
mponent>& desc)

{
Gcl g oS o Joe OS5l Jii o ReflectType st il obs
o,— = ,0 CAIFollowerComponent S5 gl ogoc 3

oS sloaS Ll Sl e ol o0l a8l og—i o properties
o Uinles il gl S e wol o |, CALFollowerComponent

ADO
desc.SetGUID(“{DaAdANfY-#BaA-¥C-Y-BAaD-
FYAYDYYaDasA}” cry_guid);
o—JsRegistry  Editor ,Laelo joongobwlac s , 8o 0

o ol > DAABAYEY -#BAA-FC- Y-BAOD-FYAYDYYADAFA

(&3

4 amie oS SO an jLs component L entity ;a4 S, 00

3 905wl Jlg5mg y0 a8 Wgdh Sd il (|, S jetol o a S aSle 0,8
loodS ol as oilys s Create  GUID a5 Tools g4t 5,b

Lol 00l 00ls prnsgy Cllae (pl 29 4 F Jad jocandl iy ow s

desc.SetEditorCategory(“Game”);
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~Sbaiw o component L, entity S oly 5 a5 5

ol 5 S ] el 4 S e bl SIS Suevg ools sl
Lol Game oS s

desc.SetLabel(“AIFollower™);

o) i) WSbar . scomponent L, entity .
AIFollower el 5 | , (CreateObject->Components

S oo 03l ol

desc.SetDescription(“This AI Follower can be
used to spawn entities”);

b j00e s e olul 4S5 s component L entity ¢l Slbu_oy

ol ezl 1S 08 5 g sl pleal) 6l Ao (nlee S (o0
desc.SetComponentFlags({
IEntityComponent: :Eflags::Transform,
IentityComponent: :Eflags: :Socket,
IentityComponent: :Eflags::Attach });

o,y 40 0o slsul component L entity c s ¢l,— ol o>
aS ot i liie Lo v, ool g o2 =50 a5 0 0L |, properties
Position , Rotation , (|- Transform .>, Lxul
Sbeog ;508 sle vz o sl SnlS ax Slaig s e eoliwl Scale
sl Socket Jie vz aals olly Yool Ll cul 00, S5 ,—2iia |,
38 6l ol &S gl |, sa—s slsul component L. entity
l, .50 sla component as ceul ol sl Attach s 50,5 s

ples adlol ol ou ol @entity L component 4
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virtual uintsf GetEventMask() const override {
return BITsf(ENTITY _EVENT UPDATE |
BITsf(ENTITY_EVENT DONE); }

o 45 slag, 5,05 Sl ¢, GetEventMask o wow ols
auly eolay, Gl lo coliail albw o sl sy Jl> oy
ol 9o adly oS Jl_w,lProcessEvent o pls

oo es - SeProcesskvent ;GetEventMask . .
ol slo el J o> GetEventMask ols Lol jo g o wn
sl 19) S 6 s ENTITY_EVENT_UPDATE

<l ENTITY_EVENT_DONE

virtual void ProcessEvent(SEntityEvent& event)
override

{
u 6. ProcessEvent _u o 2ol ;
— o3l sevent ;L 5 ,b I, ENTITY_EVENT_UPDATE
s bl 1y s (e Glizee golang;y sla cobidaas ol (glmg 050

WS o Lzl g iy e (o5l caies axugs
if (event.event == ENTITY_EVENT_ UPDATE)
{

ole 8 ca Lisee Sl e ated g3l 3l o a5 Sl )
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SEntityUpdateContext*
pCtx=(SEntityUpdateContext*) event.nParam[-.];

JCES Y EEOPN N S S5 S ol pCtx e
sl 3l o Lo event sl Lo g SEntityUpdateContext

S9 oo (B3 el b 5l sl T[] J3ls yao) sl
OnUpdate(pCtx->fFrameTime);

pCEX- Gl e L SL_»s5,I OnUpdate )t &l
oo Ly Slo; sla pyna So S waidl,el, >FFrameTime

5o ol Jls o Lails 65 sl po,8 ails jocl deltaTime
a2 oo plowl 1) Slaloes ol Lol 25 45 el Lo o)

}

olemd ads o 01y 090 o aiiS A4S Slie—io slawi polstese o Yo
oS oolai_wl ENTITY_EVENT_DONE solog, ol 5l ol Guepslos
o5

static int KillEnemy=-;

Sl a8,y o 5l oo LT a5 0iS o (mypr oy 1 j5ms V>
if (event.event == ENTITY EVENT DONE)
{

&uw‘wow)wd__aubi_»ry)__uu 3)‘”)()"‘ :"é)_j‘
Ssbwl Gl pusio oailos ol a5 jghilenwgs o a8Lsl KI11Enemy

KillEnemy++;
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}

Player.cpp J—b a oy o Sl il ;i polo (talod (sl
oS 8lg 1y 25 ,9ws ShOWWEapoONAMMO wbi o § oS an>l e

gEnv->pAuxGeomRenderer->DrawvdLabel(\-, 4., v,
ColorF(y, -, -), false, "Kill Enemy "
+ ToString(KillEnemy));

@ Robot Island

o ool lzd |y oo annS leio slass Gioled das (59, 4L ol b
G > p0a B Vol ol A iS liedo dlaad a5 Sl pioren g 090
& o lyas ol gaaS sgd adly ey ol cewgs aS glal> e o L
S oly o iS5 7,0 Player.cpp J -6 ,o OnUpdate
sl gho J S 5 Lo paie Gialod 5 5l 05 a5 aisS slonl (LS

el oolis Yl )5 cplems ploxil 1) g (65 S35 J S o5k

if(KillEnemy==Y)

{

gEnv->pConsole->ExecuteString("map example-\",
false, true);
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CryLog("LoadMap;-)");
KillEnemy=-;

public:
void SpawnEntityAIFollower(Ientity*
otherEntity);

i § oS o 2= SpawnEntityAIFollower oL L, s

oS 2 s |y ol o Slee

void OnUpdate(float deltaTime);

O 0y Shos I 9 muiS o iy s ONUpdate oL L oiasw e s
g 5l Slej sl oo L deltaTime sl ol cpleiS (o o i |,
&S o il e |, float

Cry::DefaultComponents: :CPathfindingComponent*
m_pPathfindingComponent = nullptr;

—o i, |, m_pPathfindingComponent oL L. , e S

S wSbaw o Navigation Area ol_uly , e CphpsS

.»))‘Q |) LS’L’)M LSLQ’ r"-‘-’)}-i”

Cry: :DefaultComponents::CcharacterControllerCo
mponent* m_pCharacterController = nullptr;
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— <, |, m_pCharacterController oL L , s S

O,I0 1) pedd S5 pd A0y Bl e Q-.’.“M-‘S

private :
float sum=-;

Ol 31y Slej sle Ghym gz 45 00iS (oo iy SUM U Ly i SO

}s

e5lsn o AlFollower.cpp L o)y 4 055
#include “StdAfx.h”

H&P‘Q)ostdA'FX.h)boX 5 Iy & 3‘5391 & pxio
s duly> wyws B AIF1lower.cpp

#include “AIFollower.h”

J—b = s AIFollower.h oo o a5 ol s Lo, ais
s duly> wyiws LB AIF1lower.cpp

#include <CrySchematyc/Env/IEnvRegistrar.h>

#include
<CrySchematyc/Env/Elements/EnvComponent.h>
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e e el IEnvRegistrar.h s EnvComponent.h Ll o
dalgr pShoiw § SSlaw ;0 0o Entity L o> Component

static void
RegisterAIFollowerComponent(Schematyc::IEnvReg
istrar& registrar)

{

RegisterAIFollowerComponent sl ol pl5a e >g5 Lo

al wles Ll (o anl b was il ) cud Jas

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(Ientity::GetEntityScopeGUID())
5

{

o b, 1y GUID oS Jlodewcasd Joae ol 1>l gl pSCOPE yxie azg5 L
s

Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (CA
IFollowerComponent));

// Functions

{
I, CAIFollowerComponent .S ;s componentScope ,xis
A0 Sl s Soilor— )3 (i (Sl b wpar SiseelS ) o ol

S o
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}
}

CRY_STATIC AUTO REGISTER FUNCTION(&RegisterAIF
ollowerComponent)

BRYCEER CUPE 30.57) | BIFEN WP CUGE 0N L I Wl U NGO S DN L] VA S

void
CAIFollowerComponent::SpawnEntityAIFollower(IE
ntity* otherEntity)

{

otherEntity->SetWorldTM(m_pEntity-
>GetWorldTM());

}

L sl S, SpawnEntityAIFollower oL

Jlo)l 0 ool an o 4w slad o a5 ianl g 0)ls otherEntity
m_pEntity) olo o oles e (L s coul ), 8 a5 cuaslans
GetWorldTM sls Ly cdae 58, 5 L (Gl fpaid jotaie Lol jo
5 CaBgo , o Gl e SpawnEntityAIFollower obs Lol
Sl oml Heols plosl ;s il SO b 1, Ks olSe 4 Jla!

ol pUblic acgoma

void CAIFollowerComponent::0OnUpdate(float
deltaTime)

{
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— o8l 0 I, deltaTime (Ls L sl S a5 OnUpdate ~ls
Dby pod e (5 088 (50,5l g (Sl gy 4o Gl adeligeass

if(!gEnv->pEntitySystem-
>FindEntityByName("Player"))
return;

aibe oS 5l by las a 550l 5l asbessb o €rash 5ol sl
LS’LA) FELERWILY = ) i‘F )53_».:;3 l_?u." ).)“3._:_35 oolazu! 959, i'F )9.1“.:;)
STy ol asl sg>g Player _oolas oo aalg 1>l oS asll
return; L s el wl L oS adcc sl og>9 Player sl

RWARVEYICR P

Eolon ot Sl S5 999 (oo b CPASh 5l 655l 5 Lo DUE 5 655l
S9h (o0 wgme 11 (65l (magi aslip 5

m_pPathfindingComponent-
>SetMovementRecommendationCallback([this](cons
t Vecr& recommendedVelocity)

{

LL___s,l ,c SetMovementRecommendationCallback ~L s
plo o el Soa s cwl b By bay e bo oS > ey Lo
&S 0 3,y 6 3o 4 1|, recommendedVelocity

m_pCharacterController-
>SetVelocity(recommendedVelocity);
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W o azg L oS>ty ol olas! ¢l SetVelocity U

“!"1\ )“ 9 b} W) s Q o‘)lo’l 4‘ L‘)_A WL ( .‘.}'.:3

7

=

gl g, 5 sol_asm pCharacterController
=55y 0,5 L) bl U Ly bLs,l o recommendedVelocity
Maximum Jase gpathfinder e senls L (a5 ol

ool properties o =y o # o, Acceleration

1)

O g 2 Lijeal s an anas e b cdle jlws SIS S5 olg5us
coolif-time ail>

Sl 1T -time ail> V>

DS By Ol gt A
sum+=deltaTime;

AS o g 1y Sy sle i pdeltaTime juwl)l & a>g L Sum e
if(sum>=v)

{

WS oty 5 sle b 5l Seb ol a il Y golue L 5550 SUM s 3

if (m_pPathfindingComponent -
>IsProcessingRequest())

{
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EvY o yhuan ign

20 9 yrnn (95 o gS Sldee Ll aS 055 (o oy 1T j5s 3o
s JdsProcessingRequest slsaua > L So wl ol =il JL >

399 oo 12l (sam beaal Lzl o s anl cpl o8 5590

m_pPathfindingComponent-
>CancelCurrentRequest();

s ) B a o) Sl e 25 oS o ) om Sldes LS
el ool CancelCurrentRequest ol jloolar ol JJow =S s
iz alse 5l g ad; alise 6o s an wSly o sl &5 ] a8
Sl g o (T 0l5sS A S 0l e Gl ali i (pla S jgc
Bl g0 —ba wbrw oo e, —wo b, Ao a

CS > Joe 4 S oS S5 Lo« CancelCurrentRequest

Sy aBly ;o0 5 05— ploul @y (65500 oy b B b A el
e 3 b e by e e S el S8 S AL
59 Sl 59, 4 2w M_pPathfindingComponent

}

m_pPathfindingComponent->RequestMoveTo(gEnv-
>pEntitySystem->FindEntityByName(“Player”)-
>GetWorldPos());

—— 5 RequestMoveTo wl 5 A A > g5 | ‘
—b By ba i oS > Jwem_pPathfindingComponent
gEnv->pEntitySystem- Lo laa > 904 i o ploxl
>FindEntityByName(“Player”)->GetWorldPos()
Gemd g 89— g 00l8 e ls 4l ] Sl Clabuw g 0 o loy L
S ol 1y
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sum=-;

bbazme L0 (o yaowsS (oo oz |) Gloj slo (o 45 SUM it
plosl ol Byban ;500 Sl Ly 5500 4l ans B (p0dis (ol e Jos
\)Q—ldjwlifggﬁ@@@&bgdj.bgj_iw\wdmop
o3 45 (Gley L g 009 plej (bl o adlo ol g pl 00,5 (65l 4
- il 00,6 il 1) iy oo L oo s oo 511 1 i g 010 9959

o salys 1>l time

Vecy playerEntity= gEnv->pEntitySystem-
>FindEntityByName(“Player”)->GetWorldPos();

ool 4 @S e iy | playerEntity fU L (e i S
oz ol b wlask FindEntityByName L L g v ol
90,18 o)Ll peiy il an 5 GETENTItY § oS 00,53 5L
2 =l g e AloB X, Y, Z slo e po ok slo Jo—eyd bl

Dgd o kB, X, Y,y Z e la e

float x = abs(playerEntity.x - GetEntity()-

>GetPos().x)*abs(playerEntity.x - GetEntity()-
>GetPos().x);

x = (Ipx — gx|) = (Ipx — gx|)

float y = abs(playerEntity.y - GetEntity()-
>GetPos().y)*abs(playerEntity.y - GetEntity()-
>GetPos().y);



p— -

gve Ghguan ugh

y = (Ipy — gyD) = (lpy — gy1)

float z = abs(playerEntity.z - GetEntity()-
>GetPos().z)*abs(playerEntity.z - GetEntity()-
>GetPos().z);

z = (Ipz — gz|) * (Ipz — gzl)

as el 8(X,Y,2) 5 P(X,Y,2) cloathe 5o o Al ols Jpo 8 o
yelaie 8 ahaii g o9 >9 ] o Player as cul Slaise 5 lae p alais
a bt a8 ahiiiiwl og >0 ] ;0 GETENtItY a5 el Sl aise

S,ls 0 Lal el g

float d = sqrt(x +y + z);

d=J/x+y+z

Ll 5 e Al ols , STa S 05 b oy B s o
e (o (0 S0 s 0 ]y ey a8 L JLS00, 5 Bl jo B S
Lol ) AF Soly gloos by baswg o ¥ golame Uy 20 ¥ 5l a8 d v

NVLY
if (d <= y.f)

{
gEnv->pEntitySystem->RemoveEntity(gEnv-

>pEntitySystem->FindEntityByName(“Player”)-
>GetId());
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o o ) il B> | e a5 RemoveEntity ols 4 a>g L
Jas b idaasg gl elaws! )l 4 asl SlogSylams o pll
ol e ol i —inlea Sl o b g GetId ol
Blholid go s el le gl —1, —LFindEntityByName

Sph oo B> ply g a0 oo )8 il Bl Bl LS

GetEntity()->RemoveAllComponents();

oo slo cigals wles GetENtity —w )ls a4 asg L

gEnv->pEntitySystem-
>RemoveEntity(GetEntityId());

s e « RemoveEntity ol dis ol asasg b ey
oo 1d i GETENtityId L1, uls ol fless,l g 050 i sl
&b dales B 5 (pedd g S Sl

}
}

J—— 6 o1, AlFollower.cpp 5 AlFollower.h Gl > | )6
S g o—s5 Rebuild 1) 059, o 9 05 a8L_sI CMakelists. txt

s 3 35S oLzl |, Reload All ass's 505 & e 00ls Liulai plag
)—md“)—’ﬁf‘ ool G‘_.oy J-QIS? J_a_"))b bwdka_uf Play ‘) 0)5)_o
95 plwl Wb *.CPP LB (o (2 o 9 T L j0a
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0 50 g Gl oo b ools ol el ol o ol pi Ao
o—l L o Ssls S, Create  Object o, ,o components

ce ,—w Lo pathfinder oL L cSguls S g5 ls 04—=>4 AlFollower
o, ,» Maximum Acceleration ol L, wlwlpf ol oo S,>
el S L g il 1) e s Cae p 0l e 45 0)ls 59>4 Properties
4 o,ls 04> Character Controller s L , 55 cgnlS S& g oo
2 500 sl el )l g 00g— Physics iso 0V ol Mass s o] o=
L oces 5 |, o] e oo lpiin 45 oS > = Movement zs

.Q)J S ds 63U Ls>|/.la o 5y (6 s s
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05l Jlie (il Litelae g pess 18 oo 9 )90 1) o Jlo S0 ke Y-
o ;5 60,8 il 6, S o I G Ly aS s o il 8] Ll
Create o, = ,o (component &, » 4 ) entity S o bas .5
a S bl o3 AlFollowery sLs L, Components s ,» Object
S O Aold )3 5 oS (oo cmiad | jody g Sl Aoy L B
555 L |y cpas sl a st dhasS o Sl adlS 8 bay g oaliul
Sislw ol j0 ;K00 oo g pl 00,5 5 ame IS5 18 s EntityFaceAt
b a a S 8y Lalaes o plsdil ) M lan a5 5 )ls 55> CH+
95 3 ookl ganr 1y oy A ades S ol )90 elwlp 9wt e
Robot o35, s> o alass |, =15 e _iwe EntityFaceAt

A dunlg e jelate d>gie i ISland
2ol Job jue ke S o o, |, AlFollowery.h i1 0 o ozl
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Home Share View

&~ v o s Robotlsland »

#F Quick access
f@a OneDrive

& This PC
[ Deskiop
Documents
‘ Downloads
,f Light Velumetric

[

#pragma once

#include <ICryMannequin.h>

#tinclude

<DefaultComponents/Cameras/CameraComponent.h>

#tinclude

<DefaultComponents/Physics/CharacterController

Component.h>
#include

<DefaultComponents/Geometry/AdvancedAnimationC

omponent.h>
#include

Code » Components

MName

*++ AlFollower.cpp
[l AlFoliower.h
++ AlFollower2.cpp
[ AlFollower2.h
*++ Bullet.cpp

[ Bulleth

[® BulletEnemy.h

*+ C4Bomb.cpp
™ oL

Date modified

8/12/2018 2:38 AM
8/14/2018 12:01 AM
8/14/2018 1:40 PM
8/14/2018 1:40 PM
7/8/2018 2:53 PM
7/9/201812:21 AM
8/14/2018 115 PM
7/14/2018 2207 AM

T ANAD LT AR

Type

C++ Source
C/C++ Header
C++ Source
C/C++ Header
C++ Source
C/C++ Header
C/C++ Header

C++ Source

e

L Juad
e I

<DefaultComponents/AI/PathfindingComponent.h>

5o ez sl o g algy 5las 0 o SIS Lo YU 51 joe wix
i )5 g oS Sl 8 | LasliensS solanwl la 1500 ol J5ls

class AIEnemy final : public IEntityComponent
{
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iy s S )l g 5 2l ©pe0 an ATENREMY fL L T S
il o3l ool l,— IEntityComponent L, ;| oS

MGAGQLM‘LQCAHUBLQ
public:

AIEnemy() = default;

0 oo o0l default aulS L 55 iey Soso |y LIS ol
virtual ~AIEnemy() {}

S (o0 iy (G3lme Dy o s |y IS 00l o 59 jelatien g
virtual void Initialize() override;

l"l_; [ (Sg—2 (o 4 oS — el &’l_’ Li)cs" o Ol 29)
o el da e Ciy a5 Caolt L g5loe &y30 4 |, Initialize

virtual uintsf GetEventMask() const override;

iy S0l b gl &y a4 |, GetEVeNntMask o slosg,

oS o el daze
virtual void ProcessEvent(SEntityEvent& event)
override;
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G yes Cools L (g5l Oy50 4 |, ProcessEvent o s,

oS oo el dae

static void
ReflectType(Schematyc: :CTypeDesc<AIEnemy>&

desc)

{

39 w)l_( M)JJ ;,&Lu‘sal.._m.s‘ Re‘FleCtType o s ala 39
o ,—=u ,o Component Entity o 09 000l Sl
oW oalss Components i s o Create Object

ospd oo plaisl ReflectType o « |, ALEnemy
desc.SetGUID("{DvfDAC\C-4)-C-¥DFC-BaYA-
VYAFAQAAB-a0}" cry guid);

Create a5 69, y— a8, gl Jlgimg ;0 TOOLS oo ay
Registry Format g5 ;IGUID S 5 oS o 42>l,0 GUID

o2 oo 1,5 desc.SetGUID Ls o piS oo o5 § ol
desc.SetEditorCategory("Game");

Mg cd ols component L entity el o SJUL 4 o
o SIULE sl 6,550 pL 51 Ll sas soliiul GAMe SlLslS Lo
oz oMy AT L SPYUE oS sl My AT o sl
sl—sul wSbas—w ,o Components i s o Create Object

KWARVAPES

desc.SetLabel("AIFollowery");
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b e aS el Lol o Sosl 4> s component L entity
cwsl ALIFollowery ol a5

desc.SetDescription("This AI Follower can be
used to spawn entities");

el sl JLs> 0 a5 component L, entity ol Sbw—og
Sl glotaly Caz bro Dl (pliel 4285 L

desc.SetComponentFlags({

IEntityComponent::EFlags: :Transform,

IEntityComponent: :EFlags: :Socket,
IEntityComponent::EFlags::Attach });

21, el JLs o component L entity ol olea oz, Lol jo
QS YL Lz O g0 a0 b &S 4 K a3
}

void Revive();

5 Lo Coiguls Jlos!l 5l (B p aule 0,5 Peset ¢l, Revive U
w@)_mh}_a.éwluloljol)@uwloj_iw ‘opw&ul)b)ﬁiu

=S
void OnUpdate(float deltaTime);

—o oLy |, Slay sla », »OnUpdate v , & ol s

protected:
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Cry::DefaultComponents: :CCharacterControllerCo
mponent* m_pCharacterController = nullptr;

Character Controller

Physics

Movement

S— el I, m_pCharacterController oL L. ¢,
Cewl oo iy 25 CharacterController g4 5 SGé coguls

Cry: :DefaultComponents: :CAdvancedAnimationComp
onent* m_pAnimationComponent = nullptr;
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Advanced Animations

Render and Collider
thire

Rendering Settings

Disabled
DBIFirs

Physics

Coigls SO el gl m_pAnimationComponent UL ,

ol 0 iy a5 426 iy prand] £33 5] e

Cry::DefaultComponents: :CPathfindingComponent*
m_pPathfindingComponent = nullptr;

Pathfinder
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o olssS g sim_pPathfindingComponent oL L , s

el 08 Gy Gy led) Bos Bk a4 e
FragmentID m_walkTagId;

walk sl o ds 35, 5 o, m_walkTagld - L e S
ol 00 @ a5

FragmentID m_IdleTagld;

G P  pxl
FragmentID m_activeFragmentId;

S o8, S ¢l,_om_activeFragmentId Ll , xS

w]awwﬁMJb)Qd)bW‘
float sum=-;

Syleielools go 5l g 0o 00, LS Slay sl b aax> 5l SUM s
cwl Float
bool isOnce=true;

LissaSaas wl, pmeai ol boolean ools g4 5l isONCe , xs
Sgi |2l satin aS saze b b oy LS

}s
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Robotlsland\Code\Components

#include "StdAfx.h"

5o bl a5l ool g a5 6—3‘93 (S AW PP T SUEL SRS IRV PP sa)fl
include o Js a s L, ;T asbasS ool wl STdAFX . h LB ,oa
Sl 059y aciay bljae i bljas plasS glall (U b edgn 4

#tinclude "AIFollowery.h"

L bl o hljacs ol s mo,S el bljaca ool 1o 1) asles 5 Lo e
J ERSORN L & g5 g & | AlFollowery.cpp | i
oS 55l ool AlFollowerY.cpp

#include "BulletEnemy.h"

el BulletEnemy.h Lls,o_a o1, La altels ay by anlys 5 Lo e
— & L ool BulletEnemy.h LGu_a o 5 51) aslg ol g 20,5

25 p o BulletEnemy.h m a5 a4 b ool aslsl joiesS

#tinclude "Particle-\.h"

o a g g Lo pane o be il (LS jlesli il (o,
ol Glall o390 & [, Particle-y.h

#include <CryRenderer/IRenderAuxGeom.h>
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L L jam —wain o JSTi 5 e ialeseSi 00, anlss 5l oolaiul gl
owles 3lall o395 4 1, IRenderAuxGeom. h s
#include <CryInput/IHardwareMouse.h>

peS Glall o9 4 ) Ll jae cal ol Gugle jleslinnl sl
#include <CrySchematyc/Env/IEnvRegistrar.h>

sAIFollowery.h oLl o J o ol ool ol g o5 gl
,osCreate  Object ., »u y Sl o AIFollowery.cpp
oS oolawl Lbyas ol 5l wsLComponents s

#include
<CrySchematyc/Env/Elements/EnvComponent.h>

9 AIFO].].OWQPY . h 'aL_» l__» Lo J__>L9 U"—" )‘ oolar 9 hﬁ—A_’ Lg‘)__’
s Create  Object ., =i y Sslee—w ;o ALFollowery.cpp
oS oolaiwl Lbas ol 5l sl psComponents s

static void
RegisterAIFolloweryComponent(Schematyc: :IEnvRe

gistrar& registrar)

{

e S90S boiw § SSlew la e 0 cOMpoONent e ¢l
o cpledgas solizul (Sstiwl Gloa)liwy! @l ! 5 9nl clawsre oo
Al L Yo Gy ed s b LS glee Loy LL5 1 s

105,10 0939 5 bghs &b ol S5l ALFOllowery.h



- hgan ugh ¢AA

Schematyc: :CEnvRegistrationScope scope =
registrar.Scope(IEntity::GetEntityScopeGUID())

J

{

Schematyc: :CEnvRegistrationScope
componentScope =
scope.Register(SCHEMATYC_MAKE_ENV_COMPONENT (AI
Enemy));

// Functions

{

olea L il oy OMas aS o)ls 5529 SCOPE s L (gl ogasms by
ploml 1) oS e Joe b UL 5loslaul L 09 (o ploul S5 g a0
3 Jos oplogi ploul jaaing (6w, Hled L jaaiug 80 0 L puno
Sl el o g WSha—w o entity j component e s Ly a sl
033310 - o 3l oolaiwl Lo Ll 5 098 0 plomil 3 Silow—s Lo oxs
‘&#’,‘l,\" ST I\ s> 39.5@[5 X ‘#de'Fine ‘5;5)5;9
o S ol 5 , (SCHEMATYC_MAKE_ENV_COMPONENT)

30 Gt el Yzl coul s ygum Ol abay g oS s sbx! ALEnemy
(Sl Seslosw jo iz slaogs oloul b alal

}
}
}

CRY_STATIC_AUTO REGISTER_FUNCTION(&RegisterAIF
ollowervyComponent)
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CRY_STATIC AUTO REGISTER FUNCTION(&RegisterAIF
olloweryComponent)

L I,component jentity o3 | sc oS3l jiu oSl ol ug
(0l 00,5 ol cawyo 1) laas” ST adl) aos oo ploul Coidgs

void AIEnemy::Initialize()

{

m_pCharacterController = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CCharacterControllerComponent>();

So m_pCharacterController , .y ls —sasa>g
oS o sul Character Controller cis.ls

m_pCharacterController-
>SetTransformMatrix(Matrixyf::Create(Vecr (). f),

IDENTITY, Vect(., -, 1.f)));

x=\ , y=\ )IDENTITY .Ls5,IL m_pCharacterController
X=- , y=0 3 Z=\ Slabw. L))JBJ*S)..Y‘)L{ 6‘;: Cmnd ‘g_i:j(, Z=\

S (oo A
m_pAnimationComponent = m_pEntity-

>GetOrCreateComponent<Cry: :DefaultComponents::
CAdvancedAnimationComponent>();
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S m_pAnimationComponent , g lo —basa >g L

OSile Gl 5l e (el U oS e Sloml i)y (il CiglS
oS (Sleyiey o ed Gl 90l

m_pAnimationComponent-
>SetMannequinAnimationDatabaseFile("Animat
ions/Mannequin/ADB/FirstPerson.adb");

LJl .’.lé a 3 o\ ) r:’: ~ 5 5 ';)093 le o Q= :.1% Be Q & :la
Sl e lite sla o sal guol oSS ;o FirstPerson.adb

(@

oy a5 m_pAnimationComponent , i o aid, s o
o Syl sg =g FirstPerson.adb |6 Loasas Lol jlogi

oS oo oolaiwl LB pen 5l 50 el (gl

Mannequin Editor

File Previewer Tools
Fragments
Context: Firs

Current ADB: FirstPerson.adb

m_pAnimationComponent-
>SetCharacterFile("Objects/Characters/Samp
leCharacter/thirdperson.cdf");

Jowthirdperson.cdf JLb 4 cos pis 9 95,09 jme 40 a>g5 b
m_pAnimationComponent , s aoos S, gom aw
sle JL Character Tool o, =i 05055 wools plais
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4yl o =>g thirdperson. cdf s firstperson.cdf
asS oy S

<> Character Tool

All Types

Hame

» Characters
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m_pAnimationComponent-
>SetControllerDefinitionFile("Animations/Manne
quin/ADB/FirstPersonControllerDefinition.xml")

J

w»Idle , Walk ol sl S g il sla 4 Y 4 IS
el 5 L N, LR 2 9 53 ol oSSl o
ool I, sFirstPersonControllerDefinition.xml

59— ,» FirstPersonControllerDefinition.xml

m_pAnimationComponent-
>SetDefaultScopeContextName("FirstPersonCharac
ter");
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£ay Eyhas g

Lo (ot Jgl gom 4w g5 5l a5 Jas CcONtEXT g9 105 gl 3L
slasboontext oY pu S h s Ll oy aalys o bpsw
&S cwxs FirstPersonCharacter

@ Mannequin Editor

File Previewer Tools

Fragments

m_pAnimationComponent-
>SetDefaultFragmentName("Walk");

Ot S an ) el SO ol tvedl Gle S o 4 asg b
el sl azr g Ll 2l o) 5l oS s Olsal 5,8
Ol (S 5 (B, ey D0 4y 9 95 (o 03l iulas Walk
O] GiBry slm (6500 oS 4 Sl el anles |zl (]
o o by las )3 a5 (Ll e (el Jrowgd i 5 ;500 sl

pilon oo i 0l

m_pAnimationComponent-
>SetAnimationDrivenMotion(false);

Cndl Loy joe0gs plosl oS > S 58 bawgi a5 0SS o J S b )
s sl false jlobe oo cowl oot Jlad e Lo Jlasl blis 4y by ye

ol oo ooliw 3 SetAnimationDrivenMotion

m_pAnimationComponent->LoadFromDisk();
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S5 (0 plil b

m_IdleTagId = m_pAnimationComponent-
>GetFragmentId("Idle");

el i oyl m_IdleTagld ,swasasg L las

2SS o Lo (pesd gl |, Tdle pial

m_walkTagId = m_pAnimationComponent-
>GetFragmentId("Walk");

clS 4wy ol M_walkTagld ,weasasg L hs o

A8 oo Lo (pesd sl 1y, WALk sl

m_pPathfindingComponent = m_pEntity-
>GetOrCreateComponent<Cry: :DefaultComponents::
CPathfindingComponent>();

s m_pPathfindingComponent ,_xx. g )l —basa>g L

m_pPathfindingComponent-
>SetMovementRecommendationCallback([this](cons
t Vecr& recommendedVelocity)

{

m_pCharacterController-
>SetVelocity(recommendedVelocity);
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}

=Lz ;im_pPathfindingComponent , .4 4 >g5 L YL >
o oolan | SetMovementRecommendationCallback

(&

0520 Ll 05l plosl oy By b ay e did 5l o ()5 0bgS anile U oS
sSetVelocity sl 5, olbs S ol ulwl ;o 1, oS >
oS 0 oolazul m_pCharacterController _ss.ls s

uintsf AILEnemy::GetEventMask() const

{
return BITsf(ENTITY_EVENT START GAME) |

BITs¥(ENTITY_EVENT_UPDATE);

al— gy & ProcessEvent b ¢l 1, Jaie g0 GetEventMask U
s ENTITY_EVENT_START_GAME solasy, cobessls Koy BITFY 4 SLe
ENTITY_EVENT_UPDATE

}

void AIEnemy::ProcessEvent(SEntityEvent& event)
{

switch (event.event)

{

0oiSee oy SWItCh jgius 31 o1, event sl

case ENTITY_EVENT_START GAME:
{
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2| 3L g9, plSin ,o ENTITY_EVENT_START_GAME (sl culi

5,5 anlyz 1>, Revive ol g o4 o
Revive();

}

break;

case ENTITY_EVENT_UPDATE:
{

ENTITY_EVENT UPDATE (soluus, culiccasl L2l Jlo s ot 45 ol b

SentityUpdateContext* pCtx =
(SentityUpdateContext*)event.nParam[-.];

A4S S e iy o POEX AL L e SO Sl sl o il 6l
pleslnParam[ -] iyl event sl g, 0o cast J e
A0

OnUpdate(pCtx->fFrameTime);

J=ls as |, pCEx->fFrameTime Lea L Slej sla oo oless,]
oS Jw,OnUpdate b

break;
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void AIEnemy::Revive()

{
GetEntity()->Hide(false);

ool Hide o5 5l g,ls o aS olssl 5l Sogs ise g, o U]

o algss e gl el False T GleeS T g aiS
GetEntity()-
>SetWorldTM(Matrixyf::Create(Vecy (), Y, V),

IDENTITY, GetEntity()->GetWorldPos()));

(::L, ool pelis lan L (gl b a S p il alls Olaaebl 0l
GetWorldPos ~bs jleolawl L (gow 4w L ;o SetWorldTM
ozl Ly IDENTITY olosS,T 5l sloan oS yilos 5l 5 0,8 (o ),

Sed oo ool X=Y , Y=Y, Z=)

m_pAnimationComponent->ResetCharacter();

e al g a sy STLS qasreset Lo oo e oo e
345 oo plwl M_pAnimationComponent
m_pCharacterController->Physicalize();

JESON al, sy 4 RION 53 A 50 Y ;),,5 “:’lt wlzs

- O

7

sl——Physicalize »L_sL__m_pAnimationComponent

Des oo plol (gam aw glad o o 5 S >
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}

void AIEnemy::0OnUpdate(float deltaTime)
{

O e 2 plaas s slasiOnUpdate b jo !l US| ase oo
cwldeltaTime sbb b sle oy sel,b sl o
sum += deltaTime;

59 oS5 b agl BeasS o oz |y by slo 3, SUM e
if (sum >= \ & m_pPathfindingComponent &&

gEnv->pEntitySystem-
>FindEntityByName(“Player™))
{

aS oy Wed cole, aub aS o,lo 09 >4 b)_smﬁaﬁsmif Sob o
dw 1 loie g ol oad ool Wl && e Land _dhaie , Slec
2gd Ll Sels 3l slaas’ b wis 5 True b b

L assl S0 5l =85 SUM e o Shej sl (o 45 Slej s SUMD=)
Sgds a 00l ciE ptrUE lade il asl SO sglee

CbgalS S8 a S Lol jI:m_pPathfindingComponent
I eeelS ke ol g w5 sloml |y s ay s 0,5 obisS g5
pldg b e ools e i ptrue o sl nullptr jloie g o s
oS (g pdy plotiul ez jiie (il 0929 5wl s 3525 b b2
S wals> 65 szl loj yo e plp po abilie el piie (nl 9 ol
gEnv->pEntitySystem-

Sgs sy d—b aioa: >FindEntityByName (“Player™)

7 (&

Jocie ol aals 0g>g 5145 L o)l 899 ad> 0 .o Player Ll as
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Sy daly> o5b sl e o las plp jo

A Sy Judos "lgqﬁ.ﬂgs‘sawﬁx)|oo5?9},;6)§g‘oéﬁ3iﬁl.§m‘ I slas
AS s Caws aS 4|

if (m_pPathfindingComponent-
>IsProcessingRequest())

{

s IsProcessingRequest ol a =g L Soul plol JL>

399 o0 12l (s Ll Ll Jlo o anld ool o5 5590

m_pPathfindingComponent-
>CancelCurrentRequest();

oxd |y Bad d o) 6l s (5 05eS o 1) gu Cldes s oyl
el ool CancelCurrentRequest ol 5l oolawl JJow S
Bl g oS sa e 4, e o b & ey G,
CS o Joe 4 S 0 S o S5 Lo o CancelCurrentRequest
S8k aSly 5o 5 09 plaml @ s (650 s )3 ly Syl Ay el
e )d LS slo o 4 » by 2 o

7

g Sl 39, 4 M_pPathfindingComponent
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}

m_pPathfindingComponent->RequestMoveTo(gEnv-
>pEntitySystem->FindEntityByName(“Player”)-
>GetWorldPos());

s ;I RequestMoveTo ~ L5 a4 4 >335 Lo
psil by B b 4 cpe 20 &S > JeecM_pPathfindingComponent
gEnv->pEntitySystem- laog 5,1 as ase5 s gop— o
o >FindEntityByName(“Player”)->GetWorldPos()
o e ) el oo 5 958 o0 03l ets 4y o] Sler Slatte g 098 e by

&S

sum = -;

bbazme L5 0 (o yiowsS (oo gox | Gl slo (5 45 SUM it
plasl =k Srb o ;503 Gl e L 5500 458 S U (0l (ol e Jos
ol e el 1l el (o (il adil> S (] aiS ooyl
Ooms a8 Slay L g oog by (bl jm adle (il g pl 0o, (g5l 4
If - ailo 00,5 el 1y ey oo Ly 00, o 31 0T ey 5 9,500 092

A anles >l time

const auto& desiredFragmentId =
m_pCharacterController->IsWalking() ?
m_walkTagId : m_IdleTagld;

e ey 2 &S oo o, desiredFragmentId oL L el S
cS > Jus> ,am_pCharacterController , .l la s oS
s dn a>g Lol oS > Jls o, STas fecul (o) pad s o)
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ol oobiws! LS S 0 g oils oS > JLs o , 51 gm_walkTagId
Ly FragmentId U ool m_IdleTagld , w4 a>g L
cé 5 selys I3 desiredFragmentId ,xw o Lo«

if (m_activeFragmentId != desiredFragmentId)

{

e 5 yoh LS Jls 0 el , S1a S 0 o oy 1T So b
b i Su > e o suesl Wl e desiredFragmentId
h=>lif Se L b 3 g0 olKla—sb s m_activeFragmentId

Kigad
m_activeFragmentId = desiredFragmentld;

by —peIldl_— VO] 7 I J07S S NN gy B
@l x.m_activeFragmentId ;desiredFragmentId
desiredFragmentId ., il jLao ol doosl jwaiiwn

APVIRVAPES

m_pAnimationComponent-
>QueueFragmentWithId(m_activeFragmentId);

il M_pAnimationComponent el S , o a4 >g Lo
oAb g Su Gw ,sm_activeFragmentId s o ol

GLLMJQQMIML;;)\;MJ; ales |8 e
D¢ 0 pll QueueFragmentWithId
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}

if (IcharacterInstance *pCharacter =
m_pAnimationComponent->GetCharacter())

{

~s gm_pAnimationComponent , x4 a>g L if jor o o
g aml ol JLasl a_lai; a5 bone |tsL_...GetCharacter oLs L. )]

G o)l—al e 2 a5 s 8byo ]y e o
Sy, < pCharacter

auto *pBarrelOutAttachment = pCharacter-
>GetIAttachmentManager() -
>GetInterfaceByName(“barrel out”);

aJolS 0 Jgs cel 4 Jlasl alais 4w iws o> pCharacter
el aa>g o s popl pha S o (as ol ]9 5 s
— O, barrel_out L 5,1 L GetInterfaceByName
barrel_out ;L L Jlail Ll asS oS o oy pif jowsopd
pBarrelOutAttachment , . o Jl_ail b Sla S s)ls o9 >
S e Lo it ol 4 S Jy5 o p0 g el ool 0 )l

S,ls sg=g barrel_out Jlal abis _wswosl abw (nUullptr)

if (pBarrelOutAttachment != nullptr)
{

QuatTS bulletOrigin = pBarrelOutAttachment-
>GetAttWorldAbsolute();
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GetAttWorldAbsolute L 5 L barrel_out jL_ala lis
Sgi oo aidu, bulletOrigin s o sow aw glad yo
SEntitySpawnParams spawnParams;

s3ls el gs 5 5l SPawnParams sl (S

- J

0] yite ol a iy g 0 S o i, SENtitySpawnParams
cwsl barrel_out Jlasl ahs ;o cpeis slo dolS 0y glp a0

spawnParams.pClass = gEnv->pEntitySystem-
>GetClassRegistry()->GetDefaultClass();

5 P d im0l spawnParams s 5l pClass o Ls 5.b

s alsl | llS 0des wilsis b petrs plais! T 4 oy oo
spawnParams.vPosition = bulletOrigin.t;

aw sload ol 5004 QUALTS sols ¢4 5 5ibulletOrigin ,

5 eoli Al .1, barrel_out a3l 4 i g, q

e 4o (C——aBge) VPOSItiON o L5 s bulletOrigin.t
o2y SpawnParams
spawnParams.gRotation = bulletOrigin.q;

l,barrel_out JLasl adais gom 4w lad ool 5o i > Joe sl
s o qRotation o—Ls s bulletOrigin.q jlesla il
2 SpawnParams

const float bulletScale = -.,.5f;
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oS oo 55 ojlailbulletScale ol jlsoliiwl b agls ol
spawnParams.vScale = Vecv(bulletScale);

,vScale wlialsls ojlasl sl (onpe (som dm Hl0 5 an ezl b e
S dn adgls gLl g 5 ,ec Job Lo, (e SPAWNParams . ;o
s Ll o5l
if (IEntity* pEntity = gEnv->pEntitySystem-
>SpawnEntity(spawnParams))

{

spawnParams ,_xwe asbe ol Jsb by o if gws s asg LY
2 (] g ol LoesS 35 SpawnEntity ol alwya |,
pEntity , s | sb ol,entity ) wbos—s sl ol entity
35 g0 1zl 5 baseads plnil Coibgo L @NEIRY [25 Jae Shion
pEntity-
>CreateComponentClass<CBulletEnemyComponent>()

J

So anb PENtity e alowg an g cewl ooi slsul Lo entity Vi
CreateComponentClass S > ol b wg 55l S S
Pl Lo gl S LS (-l 5 oS sloml a T8 0 o5 s, —
pEntity , s |3l 0 g ol CBulletEnemyComponent
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4SS S e 0y s S00 1T w4 OnUpdate xls aalsl o

if(gEnv->pEntitySystem-

>FindEntityByName(“Player?®))

{

sy >l 1F So b Jsls Ol jgwaccaslas sg>g Player 5§14 a4

Bl la sl oyl oy >ga >0 o Player a sl o wils gl o
05 0 oolazwl FindEntityByName

Vecy playerEntity = gEnv->pEntitySystem-
>FindEntityByName(“Player”)->GetWorldPos();

A gow aw clad o ly b o adgec playerEntity b, e
3,51 oo Cawds GETWOr1dPoOS &b aliws

float x = abs(playerEntity.x - GetEntity()-
>GetPos().x)*abs(playerEntity.x - GetEntity()-
>GetPos().x);

float y = abs(playerEntity.y - GetEntity()-
>GetPos().y)*abs(playerEntity.y - GetEntity()-
>GetPos().y);

float z = abs(playerEntity.z - GetEntity()-
>GetPos().z)*abs(playerEntity.z - GetEntity()-
>GetPos().z);

float d = sgrt(x +y + z);
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sk g3 g alolh aulxe sl Lo Jso b (L adal) )5 Jad (om0
P9 eS o  Bro T sa e g8l g ah Eeo gam aw gL
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if (d <= o.f)

{

s 3 e alol LT as 095 (oo ) 3 5o 5d it waz gy

J=lo lrasiil cwyo by Slfc il 20 0 gyl L 20 O 31 oS
A aalys ol if Sl

4S by an og b ol 1F Joe JLSo a8 055 (oo (omypp 1T 510 50
asb cww,o 1s0ONCe

if(isOnce)

{

—xie bl . SetMaxAcceleration gl a0 o Joide
A o0 g b o pwl_awsIm_pPathfindingComponent

S| dlgz 5 0,5 valess &S > b B b
m_pPathfindingComponent-
>SetMaxAcceleration(-);

=0 ey &S oa_b iy a5 desiredFragmentId L L el So
e S ,> > ,om_pCharacterController , sl la s o s
e dgdaog Lol oS> Jle o, 5Tas Serul (o) pad s o)
ol oobis] LS S o g ails oS > > o ,S1ym_walkTagId
Ly FragmentId b ool m_IdleTagld s 4 a>g Lo

)5 aalys 3 desiredFragmentId ,xw o bys 4

const auto& desiredFragmentld =
m_pCharacterController->IsWalking() ?
m_walkTagId : m_IdleTagld;
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by . Id! ;s Lol (51 2 yeio 4 5 s =3y
@l x.m_activeFragmentId ;desiredFragmentId
desiredFragmentId ;, il sl oa o,lo o duos! o wn

.)3.3 d&b‘j}

m_pAnimationComponent-
>QueueFragmentWithId(m_activeFragmentId);

il M_pAnimationComponent _tgwls , sue 4 a>g Lo
O e o o m_activeFragmentId s o oL

Bl L Gio o L duas! i Sy (6,065 3cad 5 aales 1,8 o aad]
544 oo sl QueueFragmentWithId
&S o s TAalse 4w isOnce e lae
isOnce=false;

}

S5 b o,lo 0939 by (sl y90 CigualS LT a5 oS

if (gEnv->pEntitySystem-
>FindEntityByName(“Player”)-
>GetComponent<Cry: :DefaultComponents::CCameraC
omponent>())

{
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gz ol el b g direnemy e a4 >g L
)90 CoigmalS 28, S ol FindEntityByName s L entity
Sed oo plxil GETCoOmponent G, Lb L

auto direnemy= gEnv->pEntitySystem-
>FindEntityByName(“Player”)-
>GetComponent<Cry: :DefaultComponents: :CCameracC
omponent>()->GetCamera();

Cyz 8 5 Ldirenemy e wlolp |y Ghylaiec V1o 0 (gom dw pite
SN i 50 e Ve o b ly (oo

Vecy v=direnemy.GetViewdir()*\-..;

e yro plply 2 jee jlade
Quat newRotation = Quat::CreateRotationVDir(-
v);

o ;lCreateRotationVDir sl sqess e 8o o wyoa sy , S
ool aswms e plssil |, FaceAt Les L LOOKAL | «c LeoQuat
= ol e an o a S Sl L ccl ol B b 4y redis Sy 4 Lixe
oL o V jsiie ol (hieeds B (oo g3 o (0 O jgan] 8 oS
ookl LeasS o ol ST pomis a1y a8 Sy bl oy Bl a4y alis
0, S o Solwas e |y JS i ol FACEAT 040 5 81,55 16
TRV PR [ SICOINEN TN AR SO e a Ees

Cesd Jeb 2 el 515 s
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m_pEntity->SetPosRotScale(m_pEntity-
>GetWorldPos(), newRotation, Vecv(), YV, V));

e oL ey ey sl ) e 0 sgline L S alols 4y e a5 2y
B L o Somdgand S (oo Selb g 09, (oo il ok By b an g wS
snewRotation , e Wl ulp oo 25, > GetWorldPos
25 sl cul Sl G VeeY sl L ool S a xpe wladie

345 oo 1>l g awle Joe U SetPosRotScale

N
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else

{

(= oy &S oo i a5 desiredFragmentId L L el So
cS > Jus> ,om_pCharacterController , .l la s oS
e dg a g Lol oS > e o ST aS fecul (o) pad s o)
Al el LS S5 o g omils oS > JLs o ,S1T9om_walkTagId
Ly FragmentId L —coilm_IdleTagld s asas>g s

8,5 salys 3 desiredFragmentId ,xw o bys o

const auto& desiredFragmentId =
m_pCharacterController->IsWalking() °?
m_walkTagId : m_IdleTagld;
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if (m_activeFragmentId != desiredFragmentId)

{

ey i sy Sl 8 el pSTAS 0SS o oy p 1T So L

O e > 0 o deesl e desiredFragmentId
g [l 55 bghs oKlasl Jxsm_activeFragmentId

m_activeFragmentId = desiredFragmentId;

by . Id I ) fons] (sl B ypie & S sl =1 5|
@l sx.m_activeFragmentId ;desiredFragmentId
desiredFragmentId il oo olo o] uiiwa

Dgy dlg>

Quat newRotation =
Quat::CreateRotationVDir(m_pCharacterControlle
r->GetMoveDirection());

o O 5 585 bl Aol eis a5 KanewRotation i« asgb
oS Lo opl s oo plosl oy B)b as FaceAt U LoOkAt | cecc
CreateRotationVDir b aliws 4 Jes (ol 5 aiS 0 o5 ol 4 cpedss
=L ;i m_pCharacterController _iswls ,xie 4 asy5 L
olea GetMoveDirection gbwgss o sl GetMoveDirection
B JS 0 g anS (o a—wle |y iy Bib an e lo Sz S
09 oo 1yl il Bl 4 pelbs Cg rens Joe CreateRotationVDir

m_pEntity->SetPosRotScale(m pEntity-
>GetWorldPos(), newRotation, Vecv(), YV, V));
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m_pAnimationComponent-
>QueueFragmentWithId(m_activeFragmentId);

o—iwassle M_pAnimationComponent sl s | sioda a5 L

O S o o m_activeFragmentlId s o L >

el Lo o le ot jisn 6.5 1885 aales |, 8 o ial
544 oo sl QueueFragmentWithId

m_pAnimationComponent->ResetCharacter();

sl Le el o o Jocc ResetCharacter ol oo
Sl yoo 5l i dad g 0T e daze 0 e g adsl 2o Jlade STIS
Sgd ookl b el o s

}

m_pPathfindingComponent-
>SetMaxAcceleration(#);

—iw 2 Jas. L SetMaxAcceleration sl sa o >g L

lsaze oy By b dy e lo &S 1> Bae By b 4y e (9,5 0ligS  Sige S
355 (50 ]
isOnce = true;
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}
}
}

30 dsde g A Oy de s By b dal edo sl addlS Ol Vs

eilsy o BulletEnemy.h LG ,0s
#pragma once

class CBulletEnemyComponent final : public
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static void
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virtual uintsf GetEventMask() const override {
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virtual void ProcessEvent(SEntityEvent& event)
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<ffunctions>
- «<events:>
<event name="F8" desc="" fscommand="okay02"/>
<event name="FS3" desc="" fscommand="okay03"/>
<feventss
</UIElement=>
< [UIElements>



I Jund
o14 Flowgraph >y )¢ -

i csrogl>
395 o JLs Entity S5 an Lasg 00,5 adlsl ay by e jidu 0 Bl Sels jo
4 a5 69, SdS Ly ably ol 00, S Jog TimeOfDay o5 a1, FSY
48> (o) SlS L g il walss s 55, a5 Gl (oS (eSS

Al aplg 0ol s il 4y (65b le ol

03,5 asLsl Mission:LoadNextLevel s L 045 S (s ) pg—ad )
5531y s o examples ) al> 0 K5 ol 48 (59,0 SIS L aS ol
3gd 09l o L 3 |y (6500 51 6,0 Jolie aily oo lomines S anles
Ao 0 6l g anil He0ol Ho wuls Lol ad> 0 0] o lp S
sl Jloimg baroe 1o L €X@ Loy L 0 15 (295 5L 5l anlesy)

AS oalie |y al> o 09 axS g aS 21y (650



e Jus

- Flowgraph >)ls

riyad shoglx )>

oV

ol 4655 g pold i ol 4aSd 4 g 00,5 adlol 1 ol Shape o zls L jo

oy ACHIONS o, 1o 1) 5 o Sl 05 g 00,5 Ol |

Fl Fle Edit View Insert Modify Text Commands Control Debug Window Help Essentisls = [D |-l®] x |

[
# Scene 1

@
SUB et lEN FC RO S GANL /e VoA A

) symbol 1 44
¥ LneSofS, Col1

[ ]
e, 4SS (59, SdS L g ol algs ools inled yo ) &g do Ao

=t 3k Gl ol 4eSS (59, SIS L g 95 wale> 55, 53k Gley LS
a >0 oglog b o L1 e ol o gl a S slmlhas o alys
Sl aelgss 5l ) olw 4aSs (59,0 SUS L example-



I Jund
ov) Flowgraph > y)ls

read csrogl> O

+ A Component

Point Light

e Y WY WSy WY WS W .

$5995555 5l oslaul b (53b 5o 6,15 Ll sbml (sl Jlo 02 5 00l (5]
SOl o0 a5 &5l 09y B8 o (6,558 ok slesss ¢ cwl Adobe Flash

Selo g ()99 oy b ool S g9 Lol 3,57 a8 B0 QLS (nl )3 baogs

IE0=luw
Home Share View
« © 4[|+ FirstPersonShooter » Assets » Libs » Ul v|o| [ serchul
& Onebrve A Name - Date modified Type Size
R visctions M File folder
UlElements M File folder
I Desktop | T2 M Flash Dacument 5KB
5 Documents [ BFC.gfx M GFX File oKB
{ann\uads "% BFC.swf 56 PM  Flash Movie 6KB
D Music
=] Pictures
B Videos
., Local Disk (C)
Nata )

s MainMenu.xml LBBFC.fla Ll sacewos oo YU IS0 j0 a5 jshilen

SbS pl denes ;o DVD (g4, , ISland RODOt o5 s 0 Koo sl L1

3,15 59>



padl (b

9 Schematyc 33> (b

O ¢5y52d) bumeo



) Juad

ovy 9 Schematyc ()b

T 51952 huzno

S loow 0 20 5 (LS (glod

s e LT & o Sl 5l asis o dgl O sl 61,5 50
azloe Lo olp)ls" Jhiiwl op i b (g ya (o gh aolip dmaz s
Galigisn o an ol oo lad g Sl Sz 5 Lyl a0 Gl
Qla.)’é\a'la“g.g.:.’fl.o.:_w ﬁuLj;}_}})}. ‘:" - cCﬁL\“’< H‘).b ‘) QPO?}" ‘5L®

Lol 090 a8l dewgi Lo CoguslS idu 10 Solaw—w b o)lg o) )LS &
SolS e g3 plelb sl ol ol el gloo a5 ol el ali e
— O, ol gl S sl ozl (6 SO a s S o
S5 bl s Siloo—w Lo eolw (L (5o S (o aidly
el 6B (60,5 juo il L STl Sog Son e Silow—w sl iy
S 00pd da gl pu byl Slogw daze 2k 5L > o e as o )5
Ol=ores Sl S uS gl § 09 pgeo Jls B plipeS e (509
Il 50 plimen Lo g ol CH+ L 5L lahb Jgl cglgl a5 0,5 odlel
gl Beprimnd gz mhaw )0 ol 0,035l il )0 5 Selar—w dnwys
e 5 O Gl g aal Gt (L 05 gl sl 5 Lol a8 0SS



. /~

Schematyc b ovi

¢5)5 bua g

Sl sz B0 b ib oo, 5 LS 5500 S Sl Jlyims sbe ol
Sl 5 Sl (1T Slen—o plojecd S aalysol Ml s ) Silor—u
Slys g SIS Jhaair L bt ol oml b 5 )5m sle 5l el
) Seilosmos pabaily 055 L 0,5 oo ol il oo SI, 5 0 5 il
S5 5o Silorws (0,5 ) lanhacwlof o (i3 oS a2
SIS 5 Seilor S by 4 e 5 S e S 1, O el
3,5 wolys gy 1) 8 ol ¥oepilo sy (o0 OLF (e

535 g0, S a2l TOOIS (640 a4y Siloww i l—
oS ol |, Schematyc




’\ 1 Jusd

oVo 9 Schematyc ()b

T 519300 hazo

degorme S olen dn gyt Sla LS g plosls anwgi ) 059 (il (0
S S0 bt sla Jlie J> Lg el osls |1, 8 DVD jo ogfomg o)ge]

ADO

I, Preview 5 Graph l_as Lo Silow—w j0 caLiswe slo o059, 0
s oeed 9 Sl Lasg | JLs OIS sLas Lol 10,5 aplys 420
3529 9ily o WSy (gl Lad g0 ool il Jad Graph o5 as o
slad Input , Movement sl ole csnls glm Lol ol ails
sloas a8l Input , Movement cssnlS s> ,los 55 >4 Preview
Ol yo g ale 815 s pae CbguelS g0 (plasiwa Preview o s 4w
Yo S 0 b (0,5 aialss oy potde 550 l2l g alo o A0k
Audio , BlueLight , CameraPlayer, ilow slo csgsls ol



1 ¢Juad
Schematyc b oy

55> bya 9

Geom,GreenlLight,Input,Light, Movement,ParticleEmitter
s e | ,Physics,RedLight,SensorVolume,YellowLight

S lass 0,0 el 61,5 ol Al il vy g wly e s SO o aS
Gl ol a8lSl by CogalS 5l g0b

9 dw o Preview s o |, Preview o aw slLas Y psai o
s> SensorVolume gq 5 5l a il g cguals sl L S5, jw 0,5 S
Base[Entity] Lo i 5o Jol o, b WS pyai ol 00l

aS —N , 2 sl, g o—ulVariables 3 ,Components , Graphs

Bl anlyS Serg ddnen 25w bl anS e sl Led
58S o Bro Ly g (o ey Sjsme 4 i ol - Base[Entity]
Sl IS 51,2 ID S
a2 o gl 053 o) Gl slo ciglS iz ol : COmponents
DS (0 )8 G (nl S (oo LN A4S ) (HeelS ya et

L psio g batealys Ly blLs )l g (oS (gl g 4l : Graphs



’\ N Jusd

ovy 9 Schematyc ()b

T 519300 hazo

el sl colid(gs y—wl ) (> L3 g (o) I3 Lo Sl
S o J S g Co i |y sa S il o sl Sl ysiiedls
4ol i (=l s 7 olans; Ojp0 an cul 8 0 S Bl e Al
5 Lo Cignals ailys (o G (s Ly S 0SS gal Bog b (e (sd

e O 4 Solers )0 5 05 Sbml ) b IS
ol 30 1y (8wl ) (L5 g ((—e) I3l Lo e : Variables
et Ailgl (e (Al dalgs ools bl aalol j0) o S S g o
Float , Intyy Elo o Slg ol _aymie oy ol ggid S

olosl lasb o, ¢,IntV#,INt#f,Byte ,EntitylD, Entity , Enum
L Bl e g5 (S So S ls 0429 DS SO jidu (pl jo a5
ailg e aS i ole B b oSl Lo ey dalys  Axe los
o L s aely Lo b aSogs 0l 6,50 le—ome g sbdlolac!

QS oolawl Ll 5l s5b lae yo Wlgn 5L

30 dilgd (o |y (g ymiion Ol b85Sy ] dosous ;o DVD (59, »
a2z oo L L uos Cdl jo —djgel obsiusg b b sy ol b al

Iy 295 L 9ol oy yimiion (oo T Ly (po Crgwigy ilsT &
duS el o




. /-

Schematyc b ovYA

¢5)5 bua g

Wi e ilizee slaogs Ly |, Graph s Ly G185 olas YUy e a4
(L 0,5) 6lasgs Ly S5 &y s cikies glo b b L5 gl JUK s

W 2 70 4 (s Gla JiSwiais (o0 K55 ol
g9 Ly &8ly yo09- £9,5 (g5 48 Wigd e |2l Laogs ol : Start
o cabin Slotoee Sl Mgt (oo 12l LSy ladd JUSe—w (=] 3t

b oS J5ls il (oo o

Slzers L ably joanl awils o5l 4 wis b o 2l laog ol5en - StOp
o y=>5 g slatel 0 )33 Wineng b (e 12l LSy Lo JUSe— 2l 551
Oloj ) 4z Flhaisd oolawl 63l dame gg,-0 0 cwl p3¥ a5 olaial)ly
35 0SS ) b psite Gl ailes (oo 5 5L 2]
o=l g il =l s o o3l aS wigd o >l Laog oL5a - Update
L oSy, cpldisds oo L=l L (pa> (DeltaTime) Jle; anp ,o 40 oy
Seoeazdl o 3Ll oyl oo g, 3 5l 5 et (5l s a5 oK
,o Input s Movement sla csgnlS sl o dS axa o uglo J S

Wgd 3lop wily go JUuSw



’\ N Jusd

ov4 9 Schematyc ()b

T 519300 hazo

ol o)ly — S 85 SensorVoulme c_slS ;o : Entering
= (Omygl ol a1, YU S5 G 0,5 pga) S5 )5 (sLdd o090
e 0390t (al ey (8 S 0,5 L @ Bly joegd (oo Ll JUS (lisgt
a8l o slsl TriggerEnter

5l eoga e ol b S 84 SensorVoulme gl o : Leaving
RS (o Sy 1y (Aol Sl an | YL S5 e 0,5 pgaa) S5 e sl
s 0ogame (ol 5l (8 S e Lo @Sl jo0e b (o ol LS
28l o slas! TriggerExit

Sl g Sl SIS (l G sl g)ls a8 a0y 15 (6,500 e JUS
Sedb o gl Ao OlS (Sl jo SBI Sy, o

S o (6 2515 basl

Ob—) dr—wgs u.g).._w.uq.,q.o] g Selow—uw Sl Sl glds 4

s (2l 2ol 0,0 (il 6l S jo 1) Sile—w S8 Sy 5
OIS i 58 Smgemme 9 Soad (it S3L e L (i 4ol 0o
asd S L 5o ol ol @l 1) 55 a8 it SlS aS el Gl
Ol CH L5 5l g s Slor slm LoAPL 55705 odly jaicen
MalS 5 oyl amy Gl ataio ml jo SlyS <8, ol 4t 50 ogeo

s ol ,a.’?r....m' X

www.CryEngine.com/Roadmap

SS,0,5 6le ol b calizee et A s 1) Sobowws 60,5 Ll pgas o

QS oo e O,Y il 615 50


http://www.cryengine.com/Roadmap

1) ¢ Juad

- Schematyc b

¢5)9%2) haa o

OA

chematyc

aS cul oads LS_es Edit g File oo ol a5 Lol oo — Jsl 250
9 iS5 9 ol Graph , Preview i su o &l s 50,5 0,53 gl
Gl e slogs 5l (64l diges



) Juad

oA 9 Schematyc ()b

T 519300 hazo

Schematyc

Edit

o s L asdlg o5 Bas 0| Lasg aily oo Lol Jol iz 5o
LBl (s yiwd ol g5e yo Lo a3 (il 53 0l amio iles
amio Ly oilgn az e 5l glib S plyie a4 0SS igel Bl
oS b | o il wly (e 55 S LS i IS
Gl Gle)) S Bman 1) 658 plej S aes (o0 D)a8 b 4 b il
Iy oloyes jlaa8o Ve aslyy M b asw Ve s cul i 2o M bl

(X1s,5 5

o, 32l Hlg ipge s
il )5 Solopo L Lo alayly 0isS 0 S5 Lo am a5 Sl sla 13!

S sz sl aSs ol Lo ol 5 ol coladl 358 o pii cplaslo
A0S0 0 Lows] g 000 o ey | Lo aaSy culy 4 e s lipuS

Sl 59>



. /-

Schematye ¢ OAY

¢5)5 bua g

0y aaSs ol Ly ) L odlS aom s ol i pliad 0,55 = ol aaS's
Oed L Le Coignals 9 gum e lad abed lapls pitieds Sl SasS

e 9 & pwedeS S
tle alg bl o le WS plod cncd ol atin b 50,5 5L —pgo 4eSs
golias 45 LS L 03 Sl Loy (bS5l ) ialad &y 45 L]
Ao ;503 aal g Al ;503 ealadl oad L sle i s (S 69iS
29— 150 e S (i o St aales Lo (0850 cslaily 5L
=2k, Oledss ozedisd (oo S eS Lo il s 5o plg 4l )
aaSS cphad pala s ledia i)l la) B ae del (ol 093 o 1) Ll

Syl eage o |y o ddigy Copae bl Cad ol a5 3L o b @

Schematyc

by bl La (S gan SCS& ¢ gilwlas 45 aiy o pgal ol jo
Cel o0lidl 5las! LightenUp 3 Samples sla



) Juad

OAY 9 Schematyc ()b

T 519300 hazo

Schematyc

Lo a_bg ygom calides slo WIS cwd a5 ain s 3= po—al il jo

A DAl Ao pgd daSdinl yiolidl La WS slasy Shacwl ool ools jisla
2,5 dalyr S5 Lo

JoSis e Olylie 5l a8ly o log e sla l0g (10,5 SLi—pgw asSs
Eo bl o |y Lo sly 5l (gl acgommoniiS o oS Lol a4 S Cowl oas
oS sanlive )]

sl (Information L Info) sva Sl bl gsls a5 sla plo-)
5520 JlealS oL

aS ol o sk o we (Warning) Jo_ie ggl> a5 sla sl o-¥
ail ouis oolasuw! jeu Lol Wil ool oy yui

a9l 28, sl b g ams o olei |, (Error) Lalks o5 sl sl -V
g5 Ly anl)l eogae 5l g )ocsho 1 e (gllas aiile aiS plaSl Lol

oolo



N Jusd

- Schematyc b

55> bya 9

oA

ol oo 00ls Lz LOG 5 o aS” Sl, oMbl ply 5 ciules

Py 4050 Al 4 LOG 5 o Lo ply (s Sy 5l ulos

Properties JiL o b log & by e sledas ioleas-f
s LOB o o |y Le sy Giolad 955 9 5, aaSs () o lez aaSs
omlei o, g jo—0ol o ove 3l pla S sl i Lo 1) ol sy g9
3,55 LS yowes Lisles i gl |, cewl Entity slas sl ol slicecas

ol Laseie 108 Sleadass o, S,



) Juad

oMo 9 Schematyc ()b

T 519300 hazo

oLS o Preview b Lo a b, o ol adas ol i -t pomy 4S50

G dw glad gl aie g ca Lo Sl adaya S oo o S50
poe L ioles Jold olendas cplaas o I8 Lol Lm0l Soologw
5 oo L 6555 Leleic SensorVolume sla coigslS jo o iolos
Cigeals a0) Siboww 2k s Slalasiicn ) 8 Galoide Jo
axio Glaa LS i oS o 58 0gmui(0iSS oliih e g0 sl
Input , Movement sle cogwls ai) conl Silaw =l o oS
(0l o po Selons (g 4w sldd jo ba s Blanlad (ploisS olinsl —

35 oolw g e ezl 1S LS L ccl su sols 1,8 oladas ol
=k 5 LS oL > Preview o s Solew (som 4w sLad ;o a sl
L ol S, 5l asly o Lad cplasas slal 1) o coguls Jliml g by (oIS
Jos —i,law sla Guideline L 5,55 olg 5o K5, 0 4 5S>
Ladaly o) Slbwdg o i LS ol denes 0 DVD (g5, pogs

ol 00, a8l sy o)



1) ¢ Juad

- Schematyc b

55> bya 9

oA

St eizmen g Lo (LS sl Lol 5 jolis slass igmiiar — po (A0
Sy i (6995 4 ¥ ased Silaraseaily ol j Yl s (g0 b S
e OBl ¥ ass Sl b 555 sla 5l el 5 pols itigy
S i e L S i sle o wlilys o Lo ladl g polie 1 golamiica]
e L Sl oS Ll o L el 50,5 oy olae el 5o 5 il sl

el S e s Stlor—s el 03,55 O (Sl 4y
Ol po—al 50 Guizredieslall 33 )l (ol 9,5 ALl (6l o St
(=350, l) ol e aldos 5 (—iales g Cwl oo g burn auls
i |5 092y yaie 93 bl jo a8 a s il |, UM pb L polie

StateMachine ,aic 5 (A=) 3l JUSw



) Juad

OAY 9 Schematyc ()b

T 519300 hazo

Slerw cld an g conl B 0 ptege Lanial s 0,5 LGN - ke (A5
rebae e 35T, 5 il Seilee— (ol slos L5 Lrlal oo o g
aslllas 1) Gide (ml CBo a5 0Bl cBlees s sgzg Lol )0 (omgiaS
Qg (03 50y o b s

b ol aBly 000,18 0525 (00,5 Lol Add o5 L (sl 4aS's 55 poess o
sbdl el 058 (oo e gl aw il don il aeSs S
6yl st B ¥ (510) e el LY (3 )) (6l oo
= T=25 1y Gyl po sl cS b ) 15 poal o Soaea Ly (e g
U

5 el ol g 5 ool i 5 aawlejl sl : FOlder asy3s il

3,0 0 I8 slodl cm 0 JSlo b ole andes 050 aseioe
AolS pilys o Lo Lo (o5 c3lu sLss yo: Enumeration au 5 g0
BlueCar=Y , s Mwe oS )l ez pp oo el L) SLIS L



s /-

Schematyc )b SAA
¢5)5 bua g

,o Car.BlueCar ool as a sl las Sloj o g 0—sb GreenCar=y

Y oue i L g cl S dlael juiogd nile Vosae Le U, 5

o plo asgarme dm popie (ml @8ly 005t (B )1 iz el S

Gl By yr0 i (GO0

st Ly ool slaskigs, olos @3l 5o Lo Juw : SigNal 4 f cpnopm

92 $3be 4S5 (ol Mioess 53 (e WS GBI S el a5 s

Sl o |yl Jls j0 (g5l aS ol g Start JLS—w o |, >l ay

0 03ls 555 YL o pual e cplowl >l JL> o Update JLX .

2 DVD (g5, yo (sjgel slagiony an adlys oo o1 ;e S0 (sl 5 o
L mlgas)ls 0525 mls 5 9o g9 50 aBly jo: FUNCtion a5 e ,le>

9 SINX aslgs ale ol ool atdgs o8 5l g diil s coliw 45 olaa e

Jﬁ‘ Q‘A_C‘&A})Ls_nwyw‘) LQ(.J Lo a5 s méji{«) @15.,5COSX

2 99
s o JSi5 |y a el o8 L oLS CH+ o Class a o35 ot
2 Ll By aBly jo g asasl 1, L5 Al L 1,5 ang, wngs asly pealie
Sl |y o addle 0y50 Clasin L) dawgslaS ane8 o L5 @3
3 e glogl il ezl (L 23 jo 1) o Jwgsl oS S oalg>
Se bt Ve g un s o ) 05 aBdle 850 Jomegil 5 0o Lo 25 (0
aS b ool oo oz ol lod i bd8 o)l oyl pbay o5
vz LYl gamle vy slasbyle ang, g anle L L o by o0
Gl adidls plasl oS s SO L gauS o 2lbl) (S o5 ks



’\ 1 Juad

oAd 9 Schematyc ()b

T 519300 hazo

Sl Lo U s i Solew coaujln |y o (= S

oz Lol lojls Syiee any38 wir b el o b psal nl oo s
o bt (SIS B isls 0929 53 Gl 4SO poal o Y 4y 50
b a8 Sl o) (l Gl g Sl (ilaie MalS oo il (w90 0
Ol sl it oy g 20 o 1) (D) (e clotl el
9 S g A bl CSlv e e I d 00 S S (oS
P15 pole g Sl Al 5l )L @ Blge ST jaeded (oo pole gy Jie
5 Slhygiws U Cood aiwe Al |2l oS gl el s 3o &8lge
TS OS2 e 45 (589 9 S pS (e 8 ol ailisds sl slecal,
Ao Aol 48 G oo wljeds lo Slaal) o O jlgiws (pl s 4l
ol s olie @ 8ly paecnn (LA 1w Jlio SO (plogd widls 15 L

Gl 00ls bgi (1A T 0 Ojeo A YU poal 0 aS (LS le
O, 0525 mly pgal j3 a8 ale Ll jslie s a1 les
= M potie ymolie (0l L jon g ol (e Ol koo 1) ol (loa
U1 L 5 ((d510) oo 50 4y 151 sla ol g polic 4SS
L S L el s amlyzn ;ST g Sl A lea L g (2 Olen

() Sl S Ly sl ol aiS 1,5 B ) sil Joss



. /-

Schematyc b 09

G)ﬂblhﬂac,

S0 ol paai oY 4535 0 saoe oyl e S colai
Lgu M;GMC’_«QOL‘?U‘ L;)_»A‘).w sl.a_w‘ colw ‘ae_eé,o).) ‘) gf”’)'{s u>—‘33

Sgd oo Jlaay b S sla ledl g polie sl ol

FSM U L adgl (6 ar cmngs 4ol p pincw 51 S1,u0 - State Machine
o oeble Con 9" a5 L s il 052 g0 Sl 0 45 05

0S oyl 1y alaaS GLS 56,5 s sl a8 canl Msgumme O j5o
=) el 5l S jghailemicl i g WIS (5lo La aie <L : Variable
= oo ol g il il (gly e wlg o itiendsd (o odalis ate
S S oloml ) ole pstie waless oe s Slonmu o At JhasS 55 Wl
S ol yow 0l o b psiaccw]l CONSt Ly el lan Jolae a5 WSS 55
s ol an plet (bl els by o b ds f Sl po i e by
S ygoemild w yiwd QT o o5l zB Gle an aS ol e adlieils
ool Property walio o] sls an g cncs gl ad,> g aslp ool
Jeriacdig s oo alid Static s L Le e 5 (6,500 g9 Qg (o (55l
ot aen Metoeal oy Jols Ll aon ags bl Ly S5l



’\; 1 Jucd

09} 9 Schematyc ()b

T 519300 hazo

s (o ol (b 50 hy LS (Sl Gl 4 ab 4>
Lol U static go5 5l anb T Health U,y sl o)lie bx! jocanils
Slo ool gy 1) pudlae cpl il (61,5 CHt s g dol p jocaisl
FixedDeltaTime L, DeltaTime sL5 L, Slo; sloo>ls Lol : Timer
5l aegazme Minasa 5 (oo goz by pe JUSw bl o laa Sj50 &,
Loaslio ;o ,0 48 asS o adsi |, ,als SO ise> L b DeltaTime
g ail 4l bls 042 g aslwl oS SO Mo S o Jgi 1) Blasla > asl Y o
(Wil JB S oSSl by a) 998 as Sloges dn Sy 4l £+ 2 0

—s ol o U W dboay s o ol:Signal Receiver
aed ol a5 gla JUS S

SleslowloasS a8 g s—a olap L <l > Component
Entity So s o5,Lin L ,olie 0l 5 dedidisi o 315 La Entity
03,5 Jlyon |, Lo (5l el sl o)) asijgl (o sy | aies a8 sla
yole Jollss O0Y il (61,5 o Lo csgualS glgil(asloly jo oyl gwepl
S 53 500 i s Sl ol 0F ol 61,5 0 5wt
o Litalaannnin oo Lo cionals ool slorss jo 1, oligSt zol 8,0 ool
ol wlgs 00y Call dod 0,8 (sl 6,5




s /-

Schematyc ¢)b; o9y
¢5)5 bua g
409 ol o)lgas b ;84S oo an wlusab :SensorVolume

sloa JUXwasl sos wlws b ol g9 4 Listener « ST b, &

Gl i Sygo an |y b 3l ze 5 9 99,9 J—ec LEAVING 4 Entering
Mincd—os o plal ) TriggerEnter , Triggerkxit | . Lids 5,55
DVD (55, = ol (osiomy glo Jlowsds (oo 5Ly joedgd (oo S5 50 4y
Gl 09290 OLS (pl dawos o
G (plelml (sl 1S 50 (SeTes Sped Ll o jetate s S5
o Sl D S g o A ) S s uils Sl a sl (gl ages
doe plasly 055 S aaly s o (54 o, Pl e lel
4l Hadome o o (oD 4 Sl
ascuils o> La 550 5 ol —od 1, csguals ! - Particle Emitter
Canl 03Y (650 o 40 0 mé g dneyliul 23T xisl ale OIS giacw 3929
aS gl b pmay 90 ol elawsl: OrbitCameraController
plamil ]y ad> o mha )3 alisee (Lo ()90 o s g 9 910 Sgd
elad Olog g0 5 puimwd 00l )iy i Sl 6l eoguze jo Miea o
=5 sl 9o a o 5l gl odgamme ;o p0 Lo bl 052 )] 50
ol (@l g5l jadzrad )o (cwyiws o azsS Gy s> b Sl
S el aiags Loyl jo Jesan Sopd 3l 6,500 iz : Movement
eleaisl glebo LS b 5l o5 e sl ) 4l o e e
Gl pdy Sl CigualS pl b sledl yols &8 o anms
Loygicslo 093 13 a5 oluj sloa el )b Lo csgnels ) : Light
S B 9 ) Stz Loy S )b el asdl s Soglitenilize

Sles oo (65l dcd 0gus (i o Lo 6l )



p— o

09y 9 Schematyc ()b

T 51952 huzno

B CSeelS Gl 5o esls 9 0lS a0 JiS g Cu e cInput
ALl oS ama o Ly ugls (2t a S L (252 b (SIS L gl ya)l
SRS (oo Olits SigalS (pl 0g2g 5l sl o

Gk 3 R G an nie glo Joo Ly gum aw slo Jow - Geom
glhada ile ale gla Joos slyd codisd oo 5,005 ,L Cignals ol
koo ale e o |y cim aw sL 3l Sis g La sl Soul, 5 Lazal,
WS o S5 Lot 4y Ciguals

s=lLmpY , wav , 088 slessyuw L ol slalas i : Audio
ol SR 5l e 855 g2y nizres 5 el iy (LS LLS cgalS
Audio Controls o, >u L wiledas a dS U cogunls cplhecul cogwls
el LS| o Editor

&= el sl Jw g Glrmsdyi QLS (ol donous ;3 DVD (g9, 5
9 Gl 39290 (1 o L (9] ygmio 4 b Ciguols yigy 50
= sbp Jw uilgi =0 3= GitHub ;5 ;o CclSl as a0 b

WSl 50 Chguals Wy 4 9 g S igel ol ped 4 o)L

345 0 g Lajelide JuSemuide piiada (pOS plosd S ooy i
as Lot sanlie JoB i 5o ol joa i sols o YU Add asSs
Yo 5 anlen, S b s5b glane 5l alidee slo o 3l gl Olgie
Lo Joce ol g daiee |y Lol alas 52 g0 e 5l oalitasl Ly aslys os
35,15 gl peasled oolaiwl (3L o calize sla Entity & g0 a4 |, ilaie

o)_ywmjd_;o;fw_m|6\)_§GL.a‘o)_>w4_>k S ooliwl o920 g
S—Js components a__.Ss sg,,— 3 ool 42>l,0 Create Object




s /-

Schematyc ¢)b; 0q¢

¢5)5 bua g

ol cond 9 0sS e, SYUL oL ol L Schematye s 4 5wl
abaly ol o oS ol des s 0 DVD (g5, peaiS svalie | ool 0ty
S8 357y gy slo Sbjse]

g9 (oo pLti [y S o a by e SIS i So ol eid s
o aslead Joate g alo 0gmg L oS Joato ceul Jl, 845 1) Slaog
2SS g 0 potdo b (o aslip @ 8ly poeiin a il (oo S
L gy gl (hyselolss (ol daas 0 DVD (55) 1o 5 ol Lisw o
Sl ol oly HLas g oo 0ols syl e slo e

WP oo 4 i (o ) (Rl (2 s LS Ll ok e iy
Ol lii ]y Lo cbgelS 500 g pum 996l )3 piw glgilln jo5 glol
L el bo (S e (o2l el csipnals e (2 lb sl m e
Pl iyl 53 L iseals glanl 5 L LS (o1 (55,0 Lol 55 505
A8 el ;S5 an a3 G iored 5 uShaiw )3 IS 0y 5o 45 39
Sl 00l 0018 syl isw (pl OLS L8 las

Lol o Info , Warning , Error g4 5l calisee sla ply @ piia (isu
0d— 03> bl i Sy ol CluS LS Old s jog s se 0ol ol
o

plaBlle ( Shads ol hol—ogas il Glm e o=l ot
695 7= =5 S (ledg—ds (om0 00 LS Ay 0,d 5 La ENUM ggidla ke

el 00 0018 o g oPdg b o390l b OLS (! denes ,0 DVD



1) eJuad

090 9 Schematyc ()b -

T 519300 hazo

S boww (Guzs duw GLad jo (wolo 9 uulS axbio Jileo slauals

5900l 40 4 S wgle g oS ami o yile slaadS 4 el ol cog YL
bmu‘MBrM‘ol_:efu)j_@A_’b Q—M)LM&ULM

O39S i 2 el glos Cl) Cooms SIS ol S o g iile 4 S
50 g Cow ds py90 &S > el W oIS 5 058 0 (o 4w slad o
GO dw slad o Che S 4 90 &S > S oS g gum s slad

A~3—~1536~\—’-"\—“’L§l ;:é).)u"A ,‘)U'AA rd,_ak)_,._a)jbu_{)}DJ_:lSB

g olsl ) oslasl s IV o dS g o> Lol Y o dS g oS > 1l



N Jusd

- Schematyc b

55> bya 9

o041

sl_as o Move s oS Ol sl g oIS axma o (59, ) 4SS ;]
Ssleww o Preview




1) ¢ Juad

XY 9 Schematyc ()b -

T 195 haza

Ssleww 4o Preview

slo2b o Scale ug o5S Gl suil g oIS ami o (g5, ¥ 4S5 (05
SeSboww ,o Preview

Silys e i S b 58 (ad> e (b 0oy 9 0oy 50 Lo
28 oolial b wlS ol 5

Sl b aluly o 55 le Gijamel SIS (il dsras 50 DVD s,

Gl 00 0010 edgl 295 A wole g AlS arans il

Silows )3 )90 9 598 Sl 5l Jle SO
oy ool a4 S cowl alize sla Entity olsol jisles JUiw opl 5l Gua
2 9 <l Component Entity System s o> popio L o Sow s,



1) ¢ Juad

- Schematye ¢ °4A

55> bya 9
e Jle s 0 Yyl il o il sl (s b Entity ol

9

oS 69))_3W9~.\_;.ZSJ'IA.TOO|S S 9= da).b)‘ ‘) &S.ul.o.o_w O)_?L:.;—\
S g 0SS olsal oy JSes gl 1, Class a3 3 oS s Add
o olais! ol 4 Example) ob b ool

SIS Add 4S5 (69, 0,luge g 0sS wlsl |, Example ) ooLs -

A3 e )0 g 95— jlo ) IS Bildae ge—iS ol S L a oS
S ol |, Component.ls

30 =iS cewd component 43S Gl L oy oo 45 jghilen Y

d‘ﬁ) »)9_.» - oals L).MJLQJ VYN g.,‘_as.».als q 9 Q.UL» Ry—as d_Ja 03—



’\; 1 Jucd

XX 9 Schematyc ()b

T 519300 hazo

g (000, 55b A3 bt vaslaa S 50 5 le Cgmls ol Sleb4s
oS ol | Light a5

9 0S4 xxlye Light cogals sla jalb 4 ool Vs 5 as aalgs sl

D0 plosl b el )b cpl (69,0 1) Ol pss




1) ¢ Juad

- Schematye ¢ Tes

55> bya 9

@ lixe S5q Properties Job o o cn oo, JSb 0 45 jehailaa

ol ally e cole syl

Transform

Properties

,9 gl Radius 5V« + soc a1, Diffuse Multiplier sla sl LakJ
Iy Olymesd ailyy e lovgs lawgy (g sbil el o) auS La |,

(0 Ll eyl ol 53,



’\; 1 Jucd

. 9 Schematyc ()b
AT 5193231 hazo

oS o) e asS wslsl ) Camera cogwlS aS crws ol Cug Y

aS assl 5-b g oS olsal |, Component a5 (o948 condd Lioles

a5 oLl 1, OrbitCameraController a5 acs o 5 JSi o

CoigaalS calwl ailys o a5 ol L) oo ,ox5 Camera 4 | ol ool

WS SoS Lo 4 S ail b e 4 dS s JiSTas 5wl cols e

(M2 oo plxil |y 6,5 ax o CiguolS

el |y La el )b (59, ,— &l uss Properties o, =y ;0 o) pe—ai 3b
S ) o liBn o csguls jo Lo il )l g s g Ol sgianms

el Gt 5l 695 SUS 0l ol 55 adeamiS ol



1 ¢Juad
Schematyc b

55> bya 9

Properties

4S5 59,,— Create Object o, >0 5l g oy, SANABOX o, oy 4 YL

oS schematyc  SJL_5I5 0 3 o5 SIS components
490 SO« oS aslol Drag & Drop &40 4 al> e a4 |, Example )
So aS ah aales sloul (650 dlg Voo Dol g lie g e £ glad 4

Lawl 03,57 15588 558 (nl S90Sy A ALl o (g0

box - Bulld 25 t 'CRYENGINE SDK Example




’\ N Jusd

Ty 9 Schematyc ()b

T 51952 huzno

95 = Sl (oo Seilor )8 bl sl ity Slndgs cvalin
dle iy daxl e OUS () deses ,0 DVD

s 5 O eyl (61,5 5 1 Sl 6,8 o, ol a5 IS ol Yo
D pols mnsgi 1) 0, il 615 0 Slew 6,08 Ll

HuNt 5L 5o )L Gedsl sl 9 98 295 O (ool 61,57 50 Sl
OllS sle Sead j e Sulys g ogn Lall s plos a8 )5 LS 4
Lo Gijg—el (pyiip 45 pog (6B A 5 (peedg o e (2] I L
3,5y Slors sl 1) @5

5 Un Cignals 5l ol oo o alisl 0,F e ol g, S Ltl LY
Ol dwgy 0y, od el Sl jo Lo asbols 5l La (LS (g5lulos
b s S baly gl 1y same () Lo 0,5 ool Sl Sl iBgie
! 410 s (ol (b

S5l 5 Slorw dnngi 03 L OY ol 61,57 50 Soilanw dnngh @3-V
Doy Solate mud 90 g o lax 0,F il 51,5 ;o Hunt

o mie |y .Y ezl (61,5 Silor s s 45 b 8 qras Sl S F
AS plasesl [ HUNE 650 50 Solows dxwys

Gyt Ml 10,5 ,Ls g 5ol L 0 ool (6,5 5o Silarw ,Ltil L)
O 9y BLe (gl ) (i GbdY ol (1S Slor L 2l
olasam ol a5 5 (ol o) (SOl oL5sS gy &j5m0 amy
2 &l Sheola) ite an (e tnd (ol (ol Oligs 5l (S0 ag) (5
Jbo 53 iz s (0l G52 09 S ;8 OF (il (61,5 SSlerss
0¥ Lol 1S Silogs )0 s g8y sl hjg—eliog: sume (k3L
3y9—0 3 3,10 aalol yloman Y sl 61, o o) (elewl Ll o ca8gie

Sl 48518 Gl ol Sl



. /-

Schematyc ¢)b; T

¢5)5 bua g

0.F (il 5155 50 Sodlonw 052y 51 (o1 lod

Input , Mesh ,  sla sl as coignlS aw aS o s o ) pg—ad o
el 03,5 ailsl Point Light

Lo s (59, d5-rge Lo aaSs [, 5y o INPUTL Csgals
Playstation¥ 3 XBoX. wglecodS amio

ezl 65 Slow—w ,0 GeOM CbignlS Jolas ylos : Mesh csguls
Son dw slo Joo Gioled g 39 (gl <l B,F

) y9 gl Ll jo aS (gl alaii jo 5 ool iulei: Point Light cosnls
plosls poss Ve ) T ol g #0 o

Q; ;)‘ oglé" l‘ ( ) ‘) F =\ Afu) L_Q‘j Y u'.‘ 7L> G‘J ) T AL)‘ )Q 9

— E9—o ilu aS Slaj g pl oo, 5 o5 RegisterKeyboardAction
OS5 Loy g il a0 Lad slasla g, e g oo cd F aoSo 09
3 Og2ge yo5 g e 08) IS dxd o 59y, F aeSs a5 Jloj g 09 wale>
39 S5 o oo ogel > ENable sg s sl esla wl Lo e s 0 LS

plasls 1) Enable
3> =35 O il oS 50 Soleww (60,5 Lasly an o a5 jshailen
g Sl 00l )ls s e CognlS o aulyy iy > Shacul a il
Vs o ) ased Soologw adend jLiasl aals 0,0 (pusel 6,5 0

3,5 waly> g is e slo Jlo b atdl a5 09y poale>



) Juad

1.0 9 Schematyc ()b

T 519300 hazo

Ol 1S Sl )8 bl o 05 zge Dl b adal) o Doy
= b b gl ) o aie § paizie S g0 a0 g sl Jaio 0,F
e

e g

5l osliil Ly oilys oo Lo g ool o0y a3l New ey 55 L File cqie
entity & 30 a1, Sle—w Lo S Schematyc Entity o35
5 99— Sy (Soilorw i p D50 a5 La IS cpl Al g 0S ol
sle bl o ily e Lt 45 el Schematyc Library o e a5
sl e i Slonw aiboliS a8l o0 oS sl |, Seilarus
Olbep b Silor—s sl (S L LSl sl 5 9500 1) ()5 (gl s
oloa L Soloww sla (LS 5044 s oola_wl Schematyc Entity
Syl eage p 1y (o) (B sl WS iai Schematyc Entity
SoS 43S 90 ml jlesliil by (y by (gjlvlaz Soilarmus l aded

3 0ad 0, 3N aS ole alkls L La LS Open ag Sl oo



. /-

Schematyc ¢)b; T

¢5)5 bua g

oo,S asl sl g BA > il pg Jlasl Ls oS 5L |, Assets Browser
oS amio (59,0 0 g Ctrl sla aoSs oo, 28 Lo plosl 1) La L]l
an S egd (s 03ld (ialed OPEN o,y 5 055 (o plonil 525 ot 5L Jos
= 0= |y g e (Solew—uw aibuls Ly Solaws —S” 18 Save
0055 oS Jros 9l amio 65,2 S s QU (gl aaSs (o, 28 L 5 S
Gz U L) Solerw )l Jsli Save as... auSos s oo plal 3
oIS e Recent Files 45335 5 uS 00,253 0 no> ollee L
Log o (oo Lt |y ol 00,5 LS 0 59y [ 48 ale asliuls 5 o
d=b L (Selorw (S Jlida J0l (5l (S0 59, = 005 SIS

S oo b Lot gl 1y Seslogn ailiulss

aaSs oy Las ccdie an cceSbUndo sle an s Jols Edit goo
5L ed=as Sl JecRedo Z g Ctrl oIS axi o o5 5 sl
aSs w0y LgCopy  anFL S Joe Y 5 Clrl 55 sla asSs
oo LgPaste a S L ogai slall b iz Joe 5 C 5 Ctrl (olo
= plosl Silerw slasgs slm o dS amio 59,2 V 5 Clrl - glo 4 S



) Juad

LY, 9 Schematyc ()b

T 519300 hazo

)~ SignalGraph

W 0 Suilew—w Layout a5 a s IS sl o Window g e
sl J5b oily o s Add Pane a5 0 5 cwlos, S s dls 0,f
L oes OHg0 an b o8y pB il 55 Solew Layout o 1) calixs
b Se G g amin oo Bl aim b (0 o5 w8l oo BT gaes e
Add Lol asss 5 Lo aysS ol 5l La Jl ol il sl S (oo IS
ol yo oud 00, 8 gl 43T o Le ol pwhosS o oolaiwl Pane
et i 45 jehailan Reset Layout o Sl (o i Sy o, >
aniS g0, e B8 e o 4o | Slew Layout a s el
5 ood L e 4 ool Reset Layout a5 ol 0 aS 6,50 sl
Lo ol ol 31 S 0 a5 By 5 ol Selos 0 53 b Jib 00l 397
S aalg> Bi > WIndow g4—io 5l by e clo a5 asaus |,
oad 4l Lo by ol 6lm (SUS Slvog g b (o) (S Slnio



s /-

Schematyc ¢)b; TeA

¢5)5 bua g

X

Scripts

(515 sl WS Sloms | (omwy 2
= L g G Slarw o Lo (DS sbmlad o)lal o3 38 a5 jshailes
L b aS o o o) el poeieml Lo oty ologl o & CH+ o
szl 0, Shae 5 o350 ailsi oo calisee ULl Ly 5 caliseo glooid
Lo a s ol atal) 0 Wl S oloul 926 (e a ) Lo (LS
Gialas |y e (LS il (o Lot oo all)| LS 5 |aie Solewdsss
Lo, s aiSo ]y o5 slo B8 5 (oouad sl BI, 5 5lass o B oS
ey |y ool ZSlas (g aolip dmie i ol g aS
ol sl U ada, o Jmie 5 5LS Slresg 4l oS ool L Slxio
WS oSS A 4aSs (g5, Bgensl o0 4ty Sailapes 0,721
oIS So clv Jlo o bt aS ol s (o 1) ) 6525 S
2 G0 S e L (S ol L ol (e a9 st (Sl
&l s oY i 1y Lo (Prefab) Le sy jLos ) Sslas

2ol e,bgs o ls sLsentity ol as a5 LS o ol Entity ;| solawal
Sl ol g aslbas 1) o1 )b So el (LS Laidass” 315 Soslogw
l_g' C# &L@Jj l_a Lo )f‘sg.a_m‘ A.A—QJJJ Lg‘)_» g.o_’).u RS_! u.a‘u.\_uf oola_l



’\ 1 Juad

1.9 9 Schematyc ()b

T 519300 hazo

S5 e 535 A (Sl l S S e LS Gt
ol ham an ol sl g aS et ooy ol o, CH L O sl csgals
a8y ol sleslaiwl ool led ay SColaw—wea S oolaiwl Lo cbgls
&l CH L5 Logas 9 SUIKGT g Lalpl (0l (6 aenasls aalgs 1, alls
drwgl i 4>y ol 08  Soleww slo (WIS L cul ool adlsl Lo
Slos sba WIS 45 0SS Jhgal el (il 61,5 S50 (plaas
Ol @ Bly paeaS il o ploy L i i by Sooen (6l ailly (o
S5y JSie ol sl (A oly Ll Lolasss” )1, 85 BLS | il ol o (DS
10 e ol ol 5 9l oyl sl ) ol al ay jl L5l el ol ol

Sl 00l 00ld sy (G Aas

(25 sbeil) bl olul (o)
sl (S gl (ilie (DLl sla ol oy (oo pj SS9 a5 jshailen
Jio o b as ol o ole o) o) pgmad ;S hols 092y Silons
S LS 51 asly (e aSBuliS o 51 g ais asbiolsS S sl
A Slrio ol gl an T L atal) o Mo uS eolaul SSlerws
g 9ol Solaw—uw 3l (= 90 Lo Misecwsl ouls all)l LS o Jado pu—sgs



. P

Schematyc b K

¢5)5 bua g

= 99 Cplasl ool ais b Solo—w ;o WS g0 ool wl Ly (& 90 ol
JES— sl ool wl U o oly ool btadascailay aol w51 S0 en il
Sl JiSKemor S 5l il 5l g el (5l o0l S8 Gl slo
oV s b)) aes Sl a5 o - tatie 0ol LokesS oolaiul

OF il 61,5 sl Ciguols (o)
Libge axmsgs S Lol bl dng 5 Sislonoe 0.F coonl (gl Ll
&3l e Ols 4 05, (oo LR Gl dame (bl Ly g ot aBgie
L g 0.0 ozl 61,5 10 ¥ s Silor U 1) odizen s U ool clo
Silogs 6L Cigals sy 4 Yo g 3l 0,8 il (61,5 4o Yiois!

Fpslon o0 OF il 618



) Juad

1) 9 Schematyc ()b

T 519300 hazo

28 o] o L 55— S SgelS ! Advanced  Animation

ol Cu pae i L (bLS g cul suis (g5l poiore Solog—u
3,la Mannequin Editor s

aw slo Jao 0 05 >50 glo il 5l Ko o4 : Alembic Mesh

Gl 00l oSS j9id b CigualS (pledgds @w



s /-

Schematyc 0y

¢5)5 bua g

30 Gom dw sbo Jos 5l eolw g 4l sl iuwel : Animated Mesh
33 Ol i L 598 53 SignalS (plogd (oo o pae SgalS
Gl 00 oSSzl (61,5

g 0 oo 0 )Ll aml S dn g ol asi il CoiglS ool LS, - Area
A5 sy oo i e js b o ls ot Jleb 5 JLeb sl ol S g
el s3a > Sl o 3 b oS5 Sl 53 58 SgealS o

Ayl andl> 4 S oy L) La Softbody ;I , L &, »:Box Collider
= &3k 00l 55 Cloth lea L L az )l o L a8 (SS0b sl
L Koo a5 asile asiyls andle 5 asyls o Rigidbody a5 coen sLosloss
B ) S950m 9 9598 98 ey S0 50 4 Sl sl e 09
P L as 0,8 (o5l amd bl o] (gl o g cin (gl a5s bt S
Sl e dS B g S iy ol ggias] s asls La Collider
5 S 450y £o5 CaigealS ol 55 48 sl ooy B oo oole I3 g4
c o« Job (6, aS el aax L BOX g4 5l Collider Lea L o
col glas )|

o=l lads e mhaw o sle e Lo e cSlw I, : Camera
Sgd oo oolinl CigulS

So ile Gl JgnsS g9 5l St g b a0y g9 - Capsule Collider
REEEH PN

S, 0l o 4 S SBw g Céw 4w ¢4 : Character Controller
WS (gl et 1) ol 18, plaa b 2SS

oo il jail v ga5 5l S g w45 g4 : Cylinder Collider
Al ok a4l b jasdew IS0 oy a8



I a 1 Juad

1)y 9 Schematyc ()b

T 51952 huzno

ool L sl o Ll el oo | oSS 590 o SgwalS’ ol - DRS
<l Dynamic Response System
G 93 o sl iy el gl oSyl ol : Debug Draw
Ozl (55 Gl )0 om dw sle play 5 Galad ami o (59,
S5 oo I 1y s iy ol Gialos s0505ma (e

5 e S 55— e D50 4y Jl e S Sl : Decal
A9 S50 09> Gl b oslr 59, el ja 5 Sl wiiler Jae
S edgdsre ,0 4, oo wl o, 65l ,4— : Environment Probe
I Ss Jlie Saopd eSS cicline sla il L a5 oo b ol
Sl 59, b jo o Al (S0 5 (Sudy;y liee SogelS cnl sl el
L oaolb SO L sogasme S& olsul g as ool iales ¢l,—: Fog Volume
Sk ad) 58 de s jo oS al> e 5l ce>

o (sld 4 oS pgle sl ws sld 4 oS Cupaw g J,—uS ¢ INpuUt
oK s sl oSs XDOX oS s sl p 4 oSowdS axa_o
PlayStation¥f

slil S b sla s, 5l pls g9 (o3l ai sl : Line Constraint
s

cplasls CoglS il an 5Ll 5L yo Sleol o sl L - Listener
ol o0l Lol july )50 CogealS LS o il Cigeels

i ol g bl 45 sam 4w sla Jos 5l eoleiwl g 09 (51, : Mesh
dgad oolaiwl CigualS ol 5l sl

a2 e plol 1) (6,5 a > cigalS ol caud asine (9o : Parameter
4 095 So el g ol Audio Controls Editor o, =0 L LLs ! o Ll
ol Set ol



s /-

Schematyc ¢)b; ¢
¢5)5 bua g
ole Ol i il 3 g 0, S 09 (l, : Particle Emitter

39 oo ooliiul . g LBuega ]
51 G pamne L sl 50 g Cl sacis eSS 59 CsguslS opl : Pathfinder
2 Er—an Ghgn le o oSl o Bas (59,5 gy (6l a5 (alise bl
Soilapw L 0.0 (rzml ol )Lacil L 0 (oo il ool asd )5 ) 13
398 JooS3 oghan (he slo CignelS ¥ s b)) ass
Sopd sla,ls, 5l ol s go5 55w ai |, : Plane Constraint
Gl L)
Lol SO s sla,lis, 5l pls 55 g5l 4 1, Point Constraint
Cenl
ool ol oV 95 asile (gl atais sla,gs o3l s ¢l : Point Light
S9 (50

Lal acas o plssil |y (6,8 4 cgualS ool s jaseine join @ Preload
3,85 505 z 9 <l Audio Controls Editor o =, L bLs,l o
038 £y y3 aile (Sbg 5 sla g (g5l 4 (ol Projector Light
Sgs oo odlasl
et g b Ol b g andl> glyls a5 o Lsl 4 : Rigidbody

O
sbdl (59, S S5 5 Sl (550 50 ay el (61,5 Sl o il
o (59 S S (i g Sl iy LSl MalST sbl (55,5 0 5T

5,5 o3l (g5 o ;X Y, Z slo el )b Lol g 090 5 T asile )3
AU e ol (8 Sl (gl evgae (55w 4 51, - SensorVolume
o=t 90 31 ) 5l (B8 5 958 Loy ol S0y Ll jo a4y By aS
Sl g Al slaa S o Trigger sl L oogose (plog b aiuyyo

Ngd (oo ALl 55 g3l



’\ 1 Juad

e 9 Schematyc ()b

T 519300 hazo

Lo, S S5t 4 asilys (oo S 9 S 45 450 Sphere Collider
JL598 o aile wil pasie gl S

Lal aas e plsil 1y (5,8 a > CiigualS ool G ot i joia @ SWitCh
e 4 055 S el g el Audio Controls Editor o, >, L bLs,l o
Lol Set

5055 o oolalwl CognlS ol oo By U oo isy gl : Trigger
Lol Syl (g aeln sloaS S5 L S5 ol

W Sloa L) s Siilor bl 5 el 6l 57 el b Lol
aall Lo ciguls ol daewgi g Lo Csguls ol ol edae Ol o5 ¥
Blol Sl 4 55 6,500 5 goie sl CigalS g 05 euils s
e 0ol el ccwl oolws s Solow sloog L 0,5 S aiales
Sl Lol Sslogs Loy L ¥ el S wiile sl L a5 o,
Sl g cl ons 5 (gaailyd sl az s ol an jee Soilerw Sl ndy
L ¥ LS aiile (g3l il il lgaole 8,0 Gzl (gl -5 aseus
o= Leize Jlow (mlaes (oo plas Lo 4 plojeogd Gdome Slor
A S 0l |y G dadiccisls valgs




. /-

Schematyc b AR

¢5)5 bua g

s S 59, alsl U ccul asiie 55 YU ppglal jo 45 jshailen

SIS Ly e g Create Object o, =u ,o (Empty Entity) JLs
CgalS A IS0 S5 )0,; ,0ls ;o Add Components a oS (g9, ,— 0 5
Ol b ol (o s Lomtiead aalss ool (ales Lo (6l (el 615 sl
ool g o s (ke Sye o a0 > o cglS CH Lo
Sl iy GGl 5 G (5 L Lo cignalS’ el a8 0SS Sogal ey sl
Uiy o le calize sla APl jemic Wl CH 5l sYL Lo CH+ &0 8 Ll
wslo sla DLL 5l Lo asboliS adS 5 ol oumis JooSs CH (gl s
Schematyc 45 aas o lis ool g 098 o oolawl CH o CH+ 5l ous
4 sl el Ll aly G o 108 Ly as wa s 4 G
0,90 g Sl o =l CH+ L L 0,F ol 6l,5 oo 0 AD (YL
rmo ol g asS ool il ol (6l,S 0 Gt ;S aS 1S (e aogS
6 lsoal oy aladl ay V ade i s B> Silopw anwgi L5 oS

e Silos ) e Ji > 00 ol (gl o S 80 352



1) ¢Juad

Ny 9 Schematyc ok -

T 195 haza

Sl SYeb oly Ll ooy ploil an Lo CiguolS azwgi o0 4> Slogis
] oiles B &;\JLA-:AA) LTy ﬁLo.J‘



Pb)}l,) dm
9L ) O8,S ox95

Launcher cilizs ¢sby €3S b (bl T



I¥ Juad

114 NOBS 9>

il el T g os5U

Launcher Gz slaai 35 b o Lbl 9 550 5 38 5 (29,5
5 38 e s 31 L e a5 el 00 plas (g5 Sl Ly i
Lo b5 o e 5l (S 65 e bmads S5 5l 65 ot
ik eyl b ojlas ) e ol plosl g (o295 9 (a3t yo oS i
S Db By Ll e losls )L S5m0 slo 40 oy SaS lo
H sk il colo a il B oSl g aisd o SzsS 5 ol sl aSTeogds

So ) i g i s ga Vg oV 0 le oL cSluogd s

7

Cpoedia—d o0z s 30l e Lo gy )liw U Lo 55l o lucen] janss
5 a5 DS ol S8 3 sl s o5l slogy s 48 gy (35 o
ol jo Ol g Jooo SO 5Ll albecns OLiS Lk ol bialaageten
sl QBaes dewgs sl el 5 655055 L sty sle 5
il g pimmm ) 0l (0l =65 5l 5l sasile 4SS Lae| o oy ) laS0cc]
S oS SlS culy L ey poal oS pled ) el 1S sl
aS sl o359, oL GameSDK o355, ,o GameSDK.cryproject | .l
Sl g0 o ol b oo ol *.cryproject wig—ws L b )l
i omby e Yo ey el be ansS nl et e o a3

S o



IF ¢Juad

LT 5 53t

2 (15 | GamesoK - o x
Home  share  View ]
r cut ) 7, Mew hem +
B EB@ X=0 R
¥ Copy Pite Move Copy  Delete Rename  New
@ putesnaran | toe toe v folser
Chpbosre Organi Hew
4 (1> THSPC » Dsta(@) » GameSOK » v/& | Seach Gamesox »
# Quick sccess
bin 212
@ OneDrme GameSOK I Lounch editor
ERTS Togbackipe B Lounch game
8 Desktop 1 :;:.O'M B3 Launch dedicated server "
B Decumns S B Pt
$ Desriosds | etogiog N X
A I Generste solution
B3 Open CMske GUA
WL Pcteom: [ Switch engine versicn
W Videos Mediainto
. Local Disk (€Y 3 Scan weh Wandows Defendes..
= Osta (D) Open with >
s Downloads () W Addto srchive...
 Downloads & Software (F) W Addto “GameSDKar®
= Other&GameEngines () 3 Compress and emad..
B Compress to *GameSOKsar” and emad
i Restore previous versions
= Downloads & Software (7) “Sendto >
= Downloads (E) e
% Local Disk (€ S
SGetCument Creste shorteut
SRecycleBin Odeta
SWINDOWS ~8T 4! Basmve
Titems 1 tem selected 70 bytes Propeties

&S 0ol lea L sl 6,5 Sandbox L. : Launch Editor

9 (58 3k e
Sgd oo 3k oy SO e cile = o s5L : Launch Game

5ol jlsasl aSs e g5l 51: Launch dedicated server
S 2 U sl sl La P g g (plaisl s oS oolial a5 o
39 ploxl
ez 5§50y Sl 5 (28,5 g5 sl : Package Build
oy sle wlw, ;S0 g Flash [ DVD (5, 5L (o 5 )il ol
Iy &l aiig il (1,5 g 0¥ ably joe0gd o colaiwl a8 pl 5l gl
Slonl ads wiled (oo jadi g JolalS |y Lot (g5Lo 059 9 S (o0 Slx
i by LL gl Ojso an aly w1y o (g5l sl L ool

J.:.;S e



I¥ Juad

Y NOBS o2

il el T g os5U

o ol a0 g Sl g5l oy Sl g bl 51 B VL g
olswl s Game.cryproject 5B s9,,0 0,5 SCdS cwl, L aS o
OL:—AAJ 0, g S — J_JLMLY C- &9)_4.» 059 y—¢ PaCkage Build 4..&15
Sl a1y oo o35, <ty 51 5155 5 dmlelS 0,y Galed L (55,

package” "CiN

nd
ginesDesktop\FirstPersonShooter\Robot Island_package
ts. ..




IF Jud
P OB s Yy

. aq -
sl g st

Splgs ydon 039 bl 6l )Ll plejeasl ;2855 Lt (g5ls 059
JliolS sl b g oL L el )3 LS5 L35 5 (o
el g, 5 Jolools slail g ) Uieoggy pmmen ASSEE yLals ogmmiconss

ol )y o g oo Slai iy sla Lojlalhs slaside Jo_ze slasss;b

Abo‘so

4 Neveltem = Bl open~ [ seteetan

,Part
mart ins@cr
k.
de (pr ¥
tadata= (prope
ation (prope t o 32 (property)
)
ning directo ameEng i neDi

at: Thu Jun

» @ warnings.

ing up temp folders...
ing config files.
essfully

Progeam Files

sl Robot_Island_Package ;Lo sls Lo gl aivgp oyl pg—ad jo
g oS it |y plecul j 8 led as il (5L sl ol 5 cul ond
S S Ghalys aS cond ol e ply) wiS ad e 5,8 sl b oS
OlFs an |y s plueassS )lo0g3 (LR 5 cleS (= Lo 551 Sl

Qo Jlas! 5



IF ¢Juad

Yy N8 o2ay>
il i T g 53l

[ [ | FestPersonshaoter - 8 x
EE o e e °
m T New tem + 5 wopens Fseecan
P E % X = b w B
eHaliies mompun W B AA S Do stiectnone
ntoGuick Copy Pate - « Copy Ouirte Rename  New operies
o Bl Postesnomet. | ‘o o Dol toider S @Mty Fimert seection
Cippowd rganize Hew Open Setect
€ <4 L Fistbesonshoote » v O | SechFintpersonshocter 2
I Desitop A Neme - Date modiied Type Size

“ Documents

s Fike folder
& Downloads ® File folde
D Music 1072018 345AM e folder
5 Pictures G42018551PM  File foldes
B Videos 42018 551PM  File folder
Local Disk () 2 Fae folder
o Fiefolder
- D) Filefolder
& Downloads 1£) 593218
- CryEngine project 28
= OtherGameEngines  gamelog Tet Document 200K
. " geme Jevlicastimelog Tert Document um
7 testioglog Test Document oxs
= Downloads & Software
= Downloads (€)
Local Dizk (C:)
SGetCurrent
SRecycle Bin
SWINDOWS.8T
» Documents and Settings
Peflogs
Program Files
Program File: (36)

13items 1 item selected

Pl o ilm b aul ok do a S pplailem 4 by po e
SdS JLoge J=b (g, el o 1>l Ll o Gamelauncher.exe

e = SRS eS8 g K de S harm ol sl eetal) aS
(222l J1Ssliw (228l 15 (o 40l 9 dnngs

R AGPIKISATOOR  win 364 - 5 X
I v see vew Mansge )
» h Cut - @ x T3 New item ~ ‘J] [@open > Fselectan
o ey e ol | TR | e s B e s e
N Wi raemonue | T Soe.{Dee e PSS @ ustory | ert setection
Cipboara Orgnze tew ooen selea
« < 4 |1 > FestPesonShooter » Robot sland_package » bin > win st v & | Seachwin st »
I8 Desktop A Name h Oate modiied Type Sae A
2 Documents 4 CrySubstance.o8 S212018102AM  Applicstion ed
¥ Downloads ] CrySubstance dmanifest Q212018 102 AM  MANIFEST File
i 3 CrySysemal Appicatin etin
o ] CrySystemaiimanidest MANIFEST File
B e 5] Cryas,Coreat Applicetn exen:
I Vidooe 7] Cryus CorediLmandest MANIFEST il
i Local Disk (C) 7 Cryusesamayticsdn Appicaton etens
= Ooa (0) ] CryUsesanalytics dimaniest MANIFEST Fie
aa Downloads (E) | d3dcompier 47.68 €21/2018 1O2AM  Application extens
o Downlosds & Softwere (] [ dbgeored Application extens
1 dbghelp dil Applicston etens.
= Other&GameEngines (G g b SR
- Dsta D) 3 fmodstudiobd.di Application edens
B s et 3 Game.sn Application extens.
© Game Server.exe Agplication
= Downloads (E) L] Geme Server.exemnifest MANIFEST File
& © GameLauncher.exe Application
‘i Local Disk (C) >
| LevelLoadTimelog Text Document
soacument ] sEGLl plication extens
eyl (4 waLesv2.dn Application extens. @
SWINDOWS.-8T 3] Bosncile-1dn Applicston exten:. w
4 Documents and Settings [ meno-20. Applicsteon edens. &
PeLogs ) msveptaadi Application enens. 619%8
iFi ‘;muussuuhmww-.a Aoplcsbon eens.. 3207KB
5] openr_apiat Applicatin exens 5K8
- v PhysDebuggercxe Agplication 251648

1054ems 1 item sebected 655 KB

b a5 el ;) Sow Lo <3y oL 5 : Generate/repair metadata

asset ol w4y ezl 6,5 Lol oS adlsl o9, an |, oo Asset



IF ¢Juad

LT 5 53t

3o e pllasS (o SaS Lo 4 438 oSS i 5 JolalS ] L
9 s oo ades sba ol 995 jeado linle ASSET (ol olalS
3925 ol |, 4 asset ;o 0,5 5 )ls biigis adgi loame Ly 20l
oo =S oolaul Eelioais oly Jol )] gl Jolilis adgs g oo o)ly Jlé
5 S sl Lo bl 5l (ool 6l Seos—5 s 035, o @SSEL
&S oo oolitul b @sset gulng s JyuS

a0 0318 by 43S sla Jab 0 435 0l Generate solution
S

059y= dob b a5 aas o lis ], 50,5 Lo, :Open CMake GUI
O,k 80 Ol g JolalS gl peanib 00,5 slsul L5 5L jo 1, CH++
L a4 bl (plasS ool sl (5,LS ol ol 5l 5L Gt o9 30
el saze ol g L 1, SaNdboX slaaS 4y wyiws 45 oS o SeS
S-S 65565 IS 9, 4SSk L 3l LS a0 9, lelS Jes 5 00l
aib asls Sandbox gl sl

| 5 | FirstPersonShooter - X

Home | Share  View -~ ®
D o cut x Eﬁ T New item ~ BB open - H selectall
8 el Copy patn - e e [Zreait B3 setect none
Pin'to Quick Copy  Paste _ Move  Copy
ssssss [ pastesnonest o+ to- | A CMake3T2 - o X
et o O3l File  Tools Options Help
> FirstPersonShooter er
g et the E | rouse saurce...| 2
Deskds
I Desitop Marn inaries: [ C:1 ] | browse puid... |
& Documen ts
& Dowrioad puses s [ ] Dot Datend # Renoveenty
ownloads bin
B Music Code Name Value ~
= ctures Editor
B videor logbackups
lut
2, Local Disk () solutions
. user
= Data ) editorlog
= Downloads (E) ——
 Downloads & Software (F)
= OtherftGameEngines (G [5] game_levelloadt

testlog.log

Press Configure to values inred, fles.

Configure | | Generate | |Open Project | Cu Visual Studio 14 2015 Win64.

SRecycle.in
SWINDOWS.~BT

s Documents and Settings
PerfLogs




I¥ Juad

1Yo NOBS 29y

il el T g os5U

Wi oz 5l ylered o ly o L :Switch engine version
O 059, 50 A4S S o SoS Lol 4 a5 phansS eolaiul il 6l S
ol oLl L 9 0,F L 0,Y asud Mieedg 09 szl (61,5 5l aseus plas
el 1,5 s a il ol 5 058 o S (gl o pslme oIS S anS

oS ol b

o

5 >k aie; y Ol S ol bbb oS o Lls 1, 0,F ozl (6l S L
o5l (s dliy gl g (s A joB paeel b (G5l sungi aoliy
Emliapl 00,50 3 | S e slo (g5lepl 4z lo s ezl (51,87 50
by don s (foian (hga el g pl 00, S0l ol IS 01, QT
Pl e lm a5 (85 il Sl wlgs (oo il il ool il |,
ig—lyd SlS ol pladl slim 1y e L L5 (ool (o S5 50 5 05 L)l
Cowlyigd cpl yo Globg oy 1y L

WSl 00 5 45 ol s 1 Lo i

S 50,5 o]



IF ¢Juad

LT 5 53t

https://www.youtube.com/AhmadKarami
https://www.facebook.com/ahmad.karami.asv¥

http://ahmadkarami.blog.ir/



https://www.youtube.com/AhmadKarami
https://www.facebook.com/ahmad.karami.9674
http://ahmadkarami.blog.ir/

2929 Slil dlo anyan

iz = O 92 = cpd Ololey3T Gl 1 y0T

P sler 5% - ol 5,0 liles

S )i

APOVAERIV.



