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DirectX

OK
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C++
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Torque

Torque TorqueGameEngineSDK-1-5-2

SDK SDK Software Development Kit
““SDK>”
Torque SDK

Demo

1.1 Torque SDK

TGE1.5.2
TorqueGameEngineSDK-1-5-2
11



-',1-:;'4-_ Torque Game Engine 1.5. 2 5DE Setup

Welcome to the Torque Game
Engine 1.5.2 SDK Setup Wizard

This wizard will guide wou through the installation of Torque
Game Engine 1.5.2 50K,

1t is recommended that wou close all ather applications
before starting Setup, This will make it possible to update
relevant syskem Files without having ko reboot wour
compuker,

Click Mext to conkinue,

TORQUE
GAME ENGINE

Mext = | [ Cancel

1.1 Torque

Next 1.2

'.:Elg Torgue Game Engine 1.5.2 SDE Setup

Choosze Inztall Location

Choose the Folder in which to install Torque Game Engine 1.5.2
S0k,

This will install the Torque Game Engine 1.5.2 SDK on wour computer, Flease choose &
directary

Destination Folder

| Browse. ..

Space required; 194,ZMEB
Space available: 5.1GE

(Hares

[ < Back ][ Inskall ] [ Cancel J

1.2 Torque

Destination Folder
Browse d e
Install TGE1-5-2
1.3



'.:-i-_ Torgue Game Engine 1.5.2 5DE Setup

Inztalling

installed.

Extract: sgBluelightDatsBlock.cs... 100%:

Please wait while Torgue Game Engine 1.5.2 SDK is being

(NANNRRRRRRR

<= Back Mexk =

Cancel

1.3 Torque

Finish 1.4

',a-:,'._ Torgque Game Engine 1.5.2 S5DE Setup

Completing the Torque Game

computer,

Click Finish ko close this wizard,

TORQUE
GAME ENGINE

Engine 1.5.2 SDK Setup Wizard

Torque Game Engine 1.5.2 50K has been installed on wour

Cancel

1.4 Torque

1.2 Torque SDK
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TGE example
example
engine C++ vc6 vc7  VS2005
VC++6.0 VC++2003 VS2005
Torque
Example TGE 2
starter.fps starter.racing
FPS

““Torque Game Engine 1.5 SDK””

example 1.6

TGE
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1.7
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main.cs
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1.1 common

client
server >
lighting
help
GUI
creator 1.8
creator
data
debugger
Terrain_imports
editor
ui
prefs.cs
scripts
main.cs
1.8 creator
creator
Show
Demo

demo




<« 7rLe ”7.%“Torque Game Engine 1.5.2 SDK””-““Torque Game

Engine Demo”~ torqueDemo.exe

example
main.cs ““$defaultGame = " ";”” demo
torqueDemo.exe Demo.bat 1.9

TORQUE
GAME ENGINE

version 1.5

buy now - options - home - garagegames.com - exit

1.9 Torque Demo

““Interactive Walkthrough”~ 1.10

“>,’



G

1.10 Welcome to Orc Town

Starter.fps  starter.racing Torque

FPS First person shooting

Tutorial.base

Torque

TorqueDemao.exe

GettingStarted.pdf ~ GarageGames Torque

Main.cs

““$defaultGame = “ 7;?~

Demo.bat starter.FPS.bat Starter.Racing.bat Tutorial.Base.bat

Glu2d3d.dll  OpenAl32.dll  opengl2d3d.dll  unicows.dll wrap_oal.dll
OpenAL32.dll opengl2d3d.dil



unicows.dll

Console.log

windows

Start.fps.Dedicated.bat Torque

IP

Dos

torqueDemo. exe —game starter.fps —d

alidation pequired for shape: starter.fps/datasshapes/playerisplayverl.dts
Compiling starter.fps/server/scripts/chimneyfire.cs...

Loading compiled script starter.fps/server/scripts/chimneyfire.cs.
Compiling starter.fps/sevver/scriptssaiPlayer.cs...

Loading compiled script starter.fps/servers/scriptssaiPlayer.cs.

alidation required for shape: starter.fps/datasshapes/player/player.dts
Compiling startepr.fps/serversscriptsssgExamples.cs...

Loading compiled script starter.fps-/serversscriptss/sgExamples.cs.
ParticleEmitterDatal{RealFireBigEnitter) thetaMax > 186.8

P LOADING MISSION: starter.fpssdatasmissions/stronghold.mis

Executing starter.fps/datasmissions/stronghold.mis.
b Mizzion loaded
starter.fpzsserversscriptssweapon.cs (29): Unable to find ohject:

Iy

attempting
to call function ‘setAmmoAmountHud’
starter.fps/server/scripts/weapon.cs (124>: Unable to find ohject:
to call function 'setAmmoAmountHud’

Engine initialized...

Bending heartbeat to master server [IP:69.64.50.217:28882]

eceived info request from a master sevver [IP:69.64.50.217:280821].
eceived info request from a master servver [IP:6%.64.5@.217:288821.
Sending heartbeat to master server [IP:69.64.56.217:288821

eceived info request from a master server [IP:69.64.50.217:280821].
o

Iy

attempt ing|

1.11 Dos

garagegames master master
69.64.50.217 280002 master

master

Torque dedicated



command

1 3 Torque
Torque Game Engine
Torque Torque

SDK Torque
1 5

Torque 1.5.2

Torque

Torque

Getting Started Torque

10



Getting Started

torque  GettingStarted.pdf
OK

““Select File - Open Mission”” File

““Open Mission”~

Torque D:/TGE1 5 2/

PC

Option Ctrl Mac
““binaries 7z ““executables 7
2 1

Torque Torque
example 2.1
example main.cs TorqueDemo.exe
example

Fallout

tutorial.base main.cs client data  server
Torque 2.1

1



example

toturial.base common
server data client
2.1
example main.cs
conlose.log TorqueDemo.exe main.cs
torque
main.cs “¢  main.cs”” conlose.log

TorqueDemao.exe

game.exe
TGE main.cs
““  main.cs”” ““  main.cs””
Server
Data

Client

2.2 Torque
Torque
Torque

12



2.2.1.cs .cs.dso

TorqueScript Torque Torque
C++ Torque
Script

Torque Script

Codeweaver .CS
.CS
Torque
.CS test.txt test.cs
Torque Torque .CS .CS
.dso Torque
Torque
main.cs main.cs.dso .CS
.dso .CS .dso
.CS
2.2.2 .gui  .gui.dso
.qui GUI Graphic User Interface
GUI GUI
GUI
.qui Torque GUI
.qui
Dreamweaver
HTML
.qui

13



.CS .cs.dso .qui

.gui.dso
2.2.3 DTS
Torque 2 DTS
DIF
DTS Dynamix Three Space Torque 3D
shapes
DTS
3DS Max Maya
MilkShape garagegames
max2dtsExporter.dle DTS
2.2.4 DIF
Torque Interior
Building
DIF Dynamic Interior Format map2dif
.map 3DWS Hammer
garagegames Constructor 1.0.3
2.2.5
Torque PNG JPEG GIF BMP

14



BM8 8

PNG JPEG photoshop
2.2.6

Torque .wav  .0gg
wav
Ogg Ogg Vorbis

0OGG 90 MP3

MP3 Ogg Vorbis VBR
ABR Ogg
OGG
MP3
MP3
Ogg

2 3 Getting Started

GettingStarted.pdf
Torque Game Engine
Torque

Torque Game Engine  Logo

2.3.1

TOROUE

SAME ENGINE

example
tutorial.base
tutorial.base example

““GameOne””

15



GameOne

main.cs ““$defaultGame = *“tutorial.base”;””
““$defaultGame = “GameOne”;”” GameOne tutorial.base
defaultGame Game
One
torqueDemo
2.2

T8 D A_@b_ ¥

TORQUE
GAME ENGINE

2.2 GameOne
10
2.1
2.1 GameOne

(& GUI
SUIEDTOR
@
Z; console
CCHSCLE

16



Torque
MEWS
rx Torque
B
y Torque

Torque Developer Network

THITORIAL

GettingStarted.pdf

OPTIONS

ExXaT

Torque

2.3.2

““world Editor”~

2.3 GameOne

17

2.3



Torque

Camera - Toggle Camera Alt+C W S
A D space
Tab
Camera - Toggle Camera Alt+C “ 7z

Window - Terrain Editor

Camera - Toggle

Camera “ i Camera -
Drop Player at Camera Alt+W
File - Save Mission As... ““GameOne/data/missions™”

““GameOneMission.mis””

Window - Terrain Texture Painter
““Change”” GameOne/data/terrains

sand.jpg Load

18



sand ““Add...”~ Terrain

texture Painter ““patchy.jpg”” Load

24

AR TE R TR 26 T el 4 A etk v 0 v (XA R

2.4 GameOne

Torque —
Window — World Editor Inspector
MissionGroup Terrain-TerrainBlock
Terrain Inspector ““media””
““detail Texture”~ .77 GameOne/data/terrains/detaill.png
Load
“ 77 Window - World Editor Creator

““World Editor Inspector”~

19



““Creator window?”~
““Drop at Screen Center”?

““Inspector””

Shapes “e47
Items TorqueLogoltem
Torque Logo Logo
ID
null
XY Z
2.5
Fila Edit Camera Word Window
=
I
1]
F
Torque

World Editor Inspector
Window — World Editor Inspector
MissionGroup
+ GameOne

tutorial.base torque

20



MissionArea Sky Sun
Terrain PlayerDropPoints

TorqueLogoltem

inspector
StaticShape
inspector
scale “<111°~ €€2227” ““Apply””
8 8 2
2° 8 Ctrl+Z
““Apply>~
“Iogo” “Apply”
1D
null logo apply null logo
5 10 logo
logo logos
Torque dif
data/interiors interiors buildings
torque interiors window — World Editor
Creator Interiors - GameOne - data — interiors logos

““hox”” box

21



box

2

yes lighting - Relight Scene
interior interior
interior  box
box box
box
Logo  box
2.3.3
MissionGroup
OK
torque
SimGroups
SimGroup world editor creator Mission Objects
system SimGroup
““logos”” OK
logo Logos(SimGroup)
interior
interior building  SimGroup
Mission Objects
SimGroup
Alt SimGroup

22



GUI GUI  Graphic User
Interface
Torque GUI
GUI GameOne GUI
TGE File - Quit
GUI
F10 GUI World Editor
Inspector
GUI New Control
GUI file selection GUI screen size
New Control GUI
GUI file selection GUI
MainMenuGui
PlayGui
torque PlayGui screen size
640>=<480 800><600 1024><768
MainMenuGui Misc
bitmap
““background=~ ““gameonebg”~ Apply
OK
GUI F10 F11

tutorial.base/client/ui/MainMenuGui.gui

23



GameOne/client/ui/MainMenuGui.gui

““New Control”” GuiButtonCitrl
GameOne Misc
text ““Start”” ““Apply~~ ““Start””
Parent ““command”~ ““loadMyMission();” ““Apply~~
loadMyMission() “e 7
640><480
1024><768
640><480 ““horizSizing”” ““vertSizing”~
““relative”” ““Apply~~
““File>~ ““Save Gui...””
““GameOne/client/ui”” ““Save”” F10 GUI
Torque torqueDemo ““Start“*
GameOne
GUI
F10 GUI PlayGui
““GUI file selection””
““New Control *~
GuiTextCtrl
Inspector ““ScoreCounter””
Apply Parent profile
GuiBigTextProfile General
text ““Score: 0~ Apply

24



““HorizSizing”” ““VertSizing”~ ““relative””
File > Save GUI...

““GameOne/client/ui/playGui.gui””

TGEL15.2 GUI
Torque
Torque bug
GameOne/client/ui/ playGui.gui new
GameTSCtrl(PlayGui) ““noCursor = "1";>~
Torque
bug GUI
GUI
2.3.4
Demo
Torque
Torque
example main.cs
GameOne main.cs
““LOAD MY MISSION~~
loadMyMiission main menu  start
command start

disconnect();

25



createServer("SinglePlayer" ,expandFilename("./data/missions/gameonemission.mis"));

createServer
Jdata/missions/ gameonemission.mis
%conn = new GameConnection(ServerConnection); new
GameConnection
ServerConnection %conn
Torque /

RootGroup.add(ServerConnection); RootGroup  add()

%conn.setConnectArgs(“Player"); Player
%conn.setJoinPassword("None"); None
%conn.connectLocal(); connectLocal() %conn

loadMyMuission

GettingStarted demo

GameOne/server/logoitem.cs

TorqueLogoltem

mission

26



TorqueLogoltem
TorqueLogoltems
GameOne/server/logoitem.cs
function TorqueLogoltem::onCollision (%this, %o0bj, %col)

{
if (%col.getClassName() $= “Player”)

{
%client = %col.client;
%client.score++;
commandToClient (%client, ‘SetScoreCounter’, %client.score);
%obj.delete();
%IlogoCount = logos.getCount();
if (%logoCount > 0)
return;
/lotherwise display victory screen
commandToClient (%client, ‘Show Victory’, %client.score);
}
}
onCollision
onCollision
%this %obj
%obj
%col
if (%col.getClassName() $= “Player”)
logo
PlayerData ClassName Player

%client = %col.client;

27



%client.score++;
commandToClient (%client, ‘SetScoreCounter’, %client.score);

%client logo

Torque Script ““%”” ““$>”

int char C C++

%obj.delete();
%logoCount = logos.getCount();
if (%logoCount > 0)
return;
/lotherwise display victory screen

commandToClient (%client, ‘Show Victory’, %client.score);

logo delete()
logo logo
%logoCount logo
logos simgroup( logos
simgroup) getCount() logo
onCollision
logo
server

GameOne/client

28



““clientGame.cs””

function clientCmdSetScoreCounter (%score)

{

ScoreCounter.setText(*Score:” SPC %score);

}

function clientCmdShowVictory(%score)

{
MessageBoxYesNo(“You Win!”,

“Would you like to restart the game?”,

“loadMyMission();”,
“quit();”

commandToClient

““ClientCmd~~

clientGame.cs GameOne/main.cs

““Client Scripts””

exec(“./client/clientGame.cs”);

2.3.5

GameOne Torque
start

logo

29

GUI

initClient



bugs bugs
GarageGames GettingStarted

Torque

2.4

GarageGames Getting

Started Torque

Torque

Torque

30



Torqgue

Torque
torque
Torque World Editor
GUI Editor GUI

3.1 World Editor

Torque  World Editor
3.1.1 File

File 3.1
3.1 File
New Mission

Open Mission (Ctrl O)

Save Mission (Ctrl S)

Save Mission as

Import Terraform Data

Import Texture Data

Terrain
Export Terraform Bitmap
Terraform Editor

Toggle Map Editor (F11)

Quit

31



3.1.2 Edit

Edit
3.2
3.2 Edit
Undo
Redo
Cut World Editor
Copy World Editor
Paste
Select All world Editor
Select None World Editor ~ Terrain Editor

World Editor Settings

World Editor

Terrain Editor Settings

Terrain Editor

World Editor Settings 3.1

WorldEditor Settings

E!Hender Plane
DHender Plane Hashes
[|Render Object Text

[|Render Object Handle

EIHender Selection Box

DPIanar Movement
I:lCnIIide With Obkject's Bouncding Box
Dﬂbjects Use Box Center

El Axis Gizmo Active

Min Scale Factor: II.'.I.1|

Plane Extert 500

Max Scale Factor: |4I.‘.II.‘.IEI

Gricl Size IGEGEL

Visible Distance: 2100

|:i Show Mouse Popup Info

Gizmao Screen Len (200

Move Scale ID.2

Project Distance  [2000

Rotate Scale Joo

Scale Scale Jo.o1

Render Plane

3.1 World Editor Settings

32



Render Plane Hashes

Render Object Text ID
Render Object Handle

Render selection Box:

Plane Extent 500

Grid Size 1010 10
Show Mouse Popup Info

Move Scale 0.2
Rotate Scale 0.01
Scale Scale 0.01

Planar Movement

Collide With Object’s Bounding Box

Objects Use Box Center

Axis Gizmo Active

Min Scale Factor: 0.1

Max Scale Factor 4000
Visible Distance /

Gizmo Screen Len 200
Project Distance 2000

OK

Terrain Editor Settings 3.2

33



Terrain Action Yalues

Soft Selection Adiust Height |1 III|
1
SetHeight 100
Scale Height |1
Smooth Factor |01
oK Appl
i =Radius> I5U | | | ik
3.2 Terrain Editor Settings
Soft Selection spline brush
<Radius> brush 50
Adjust Height 10
Set Height
Scale Height 1
Smooth Factor 0.1
3.1.3 Camera
Camera 3.3

3.3 camera

Drop Camera at Player (Alt Q)

Drop Player at Camera (Alt W)

Toggle Camera (Alt C)

Slowest (Shift 1)

Very Slow (Shift 2)

Slow (Shift 3)

Medium Pace (Shift 4)

34



Fast (Shift5)

Very Fast (Shift 6)

Fastest (Shift 7)

3.1.4 World
World 3.4
3.4 World
Lock Selection (Ctrl L) World Editor

Unlock Selection (Ctrl Shift L)

Hide Selection (Ctrl H)

Show Selection (Ctrl Shift H)

Delete Selection (Delete)

Camera To Selection

Reset Transforms

Drop Selection (Ctrl D)

Add Selection to Instant Group

Drop at Origin

Drop at Camera

Drop at Camera w/Rot

Drop below Camera

Drop at Screen Center

Drop to Centroid

Drop to Groud

3.1.5 Window

Window

3.5

35



3.5 Window

World Editor (F2)

World Editor Inspector (F3)

World Editor Creator (F4)

Mission Area Editor (F5)

Terrain Editor (F6)

Terrain Terraform Editor (F7)

Terrain Texture Editor (F8)

Terrain Texture Painter

World Editor

World Editor Inspector

Inspector

Fields Add Field

World Editor Creator

Interiors
dif
Shapes
Static Shapes
dts

Apply
window
World
data
Torque Script datablock
data

36

Dynamic

Interiors
Shapes
Static Shapes

Mission Objects

interiors

shapes



Mission Objects
Mission Objects
Environment

System

Environment

sky

Sky
Sky
sky 3.3
Object Name
Material list
.mdl

Cloud0 2 Speed

Speed

Visible distance

Fog distance

Environment Mission

Mission

System

Sky
Building Chject: Sky

Ohbject Mame:

Material list |

Cloucd Spesd  |0.0000003 0.0000003

Cloud! Speed  |0.0000006 0.0000006

Cloud2 Speed  |0.0000009 0.0000009

Cloud0 2 CloudD Height J0 349971

Clouc Height Jozs

Cloud2 Height Jo.199973

Visible distance  [a00

Fog distance lsoo

Fog color Iososos

Fog volume [1zo00100

Fog wolume |I:I oo

Fog valume Iooo

visible distance ok ][ Cancel
3.3 Sky
Visible Distance  fogDistance
Visible Distance  fogDistance 50

Fog color

Fog volume

RGB

37



Sun

Sun

34 Sun

Object Name:

Direction

Sun color

Ambient color

Lighting
Lighting
Lighting
Object Name
Lightingl
Datablock
DefaultStorm

Water

Water
WaterBlock

sun

RGB

RGB

38

sun

Building Object: Sun

Object Name: I
Direction 111
Sun colar jnososos
Ambient color jozozoz
| (9],4 | | Cancel
3.4 Sun
Lighting 3.5
Building Ohject: Lightning
Ohject Name: |
Data black | DefauttStorm ||
| QK | | Cancel |
35 Lighting
Water 3.6



Object Name water

Extent

Texture size

Wave Param0 3

Flood fill 1

Seed points
Surface Texture

EnvMapTexture

Terrain

Terrain
Terrain 3.7
Object Name

Terrain

Terrain file

Square size 8

AudioEmitter

AudioEmitter “e
3.8

AudioEmitter

Building Object: WaterBlock
Object Name: I
Extent floo10010
Texture size |32 32
Wave Param0 |D.32 -067 0.066 0.5
Wave Param1 |I:I.53 2410330
Wave Param2 |I2I.39 039020133
Wave Param3 |1 21-061013-033
Flood fill? [4[E
Seed points jopo1o1101
Surface Texture |~.l'data.l‘1.n.ratv3|'.|'1.n.rater
Env Map Texture |~.rdata.fs|cies.fsunset_ﬂﬂﬂ?'

0K | | Cancel |

3.6

TerrainBlock

1.034

39

WaterBlock

Building Ohject: TerrainBlock
Ohject Mame: I
Terrain file | |
Sguare size |8
| Ok | | Cancel |
3.7 TerrainBlock

AudioEmitter



Object Name
AudioEmitter

Sound Profile

Sound Description
Description
Audiofile
wav .0gg

Use profile’s desc

Volume
1
Looping

is 3D sound

Reference distance

Max distance
Cone inside angle
Cone outside angle
Cone outside volume
Loop count
Min loop gap
Max loop gap

Max loop gap

Audio type

Profile

3D

40

Building Object: AudioEmitter

Chject Mame: |

Sound Profile |

L]

Sound Description |

L]

Audio file |

Use profie's desc?| |E

Yolume 1o
Looping? |:|E

s 30 sound? [lE

Reference distance|s 0

Max distance 350

Cone inside angle IEIEI

Cone outside angle |1 20

Cone outside volumdd 25

Loop court |1

Min loop gap (ms) IL'I

Max loop gap (ms) |I2I

Ao type |2

| OK

Cancel

3.8 AudioEmitter

Min loop gap



Torque

3.9

§

Precipitation

Precipitation

3.10 Precipitation

Object Name

Name

Precipitation data

Zone D

ConeVector
3.9

Precipitation

| Buiilcling Object: Precipitation

3.10 Precipitation
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ParticleEmitterNode

ParticleEmitterNode ParticleEmitterNode
3.11 ParticleEmitterNode

Object Name Building Object: ParticleEmitterNode
Okject Name: |

datablock datablock | L
Particle data | ]

| o || cancel |

Particle data 3.11 ParticleEmitterNode

fxSunLight

fxSunLight fxSunLight

3.12 fxSunLight Building Object: fxSunLight

Chject Name: |

Object Name | ok || cancel

fxSunLight 312 fxSunLight

fxShapeReplicator  fxFoliageReplicator

fxShapeReplicator fxFoliageReplicator

Building Ohject: fxShapeReplicatar

Ohject Name: I

| [8].1 | | Cancel
3.13
i Building Ohject: fxFoliageReplicator
fxShapeReplicator
Ohject Name: |

Shapes Shapes

) ) | QK | | Cancel

fxFoliageReplicator

3.13 fxShapeReplicator

fxFoliageReplicator
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fxLight

fxLight

Object Name
fxLight
fxLight Data

sgLightObject
sgLightObject
sgLightObject
ObjectName
sgLightObject
sgLightObjectData

sgUniversalStaticLightData

VolumeL.ight

VolumeLight
3.16
ObjectName
VolumeLight
Data block

3.14 fxLight

Building Object: fxLight

Ohject Name: |

fuLight Data | [l

| OK | | Cancel |

3.14 fxLight

3.15

Building Ohject: sglLightObject

Object Name: |

sgLightObject Data sgUniversalStaticLightData

| Ok | | Cancel |

3.15 sgLightObject

VolumeL.ight

Building Ohbject: WolumeLight

Ohbject Name: ||

Data block | 1l

| Ok | | Cancel |

3.16 VolumeLight

sgMissionLightingFilter

sgMissionLightingFilter

3.17 sgMissionLightingFilter
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Object Name Building Ohject: sgMissionLightingFitter

sgMissionLightingFilter Object Name: |

sgMissionLightingFilter sgMissionLightingFit [

| o || cancel |
3.17 sgMissionLightingFilter
sgDecalProjector
sgDecalProjector
3.18 sgDecalProjector
Object Name Building Object: sgDecalProjector
sgDecalProjector Object Name: |

DecalData Data DecalData Data | L]

| o || cancel |
3.18 sgDecalProjector
Mission
Mission

MissionArea

Path
PathMarker
Trigger
Physical zoon
Camera
System

System simGroup

Mission Area Editor

Mission Area Editor

3.19
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- __,SEd'rt Area| Center Mirror

Edit Area

8 3.19 Mission Area Editor

Center
Mirror
Terrain Editor
Action  Brush
Action 3.6

3.6 Action

Select

Adjust Selection
Select

Add Dirt “e i

Excavate

Adjust Height Adjust Selection

Flatten

Smooth

. Terrain Editor
Set Height .
Settings

Set Empty

Clear Empty

Paint Material
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Brush 3.7
3.7 Brush
Box Brush
Circle Brush
Soft Brush
Terrain Editor Settings  Filter
Hard Brush
Sizel>11t0 25%25 Terrain Editor Settings  <Radius>
Terrain Terraform Editor
Terrain Terraform Editor
Apply
Terrain Terraform Editor 3.20
General Settings: Operation |__|| Delete |
' : T A fBm Fractal 3
Min Terrain Height: | l: meters Rigid MultFractal
Height Range: IE' |:¢ meters Canyan Fractal
Sinus
Bitmap
Water Level %: 50 meters Turbulence
i . Smoathing
“5'. “::j Smocth Water

‘ Certer on Camera |

Apply

Smooth RidgesiValleys
Fitter

Thermal Erosion
Hydraulic Erosion
Blend

Terrain File

3.20 Terrain Terraform Editor

Min Terrain Height
Height Range
Water Level

Operation
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General

3.8 Operation

fBm Fractal

Rigid MultiFractal

Canyon Fractal

Sinus

Bitmap

256256

Turbulence

Smoothing

Smooth Water

Smooth Ridges/Valleys

Filter

Thermal Erosion

Hydraulic Erosion

Blend

Terrain File

Terraform

Terrain Texture Editor
Terrain Texture Editor
terraformer

-png

data\terrain\

Add Material

Jpg

47

3.9



3.9

Terrain Texture Editor

Place by Fractal

Place by Height

Place by Slope

Place by Water Level

terraform Editor

Terrain Texture Painter

Terrain Texture Painter checherboard?
Change.. | | Add...
6

““add...””

3.21 brush Add. | | Add.
Torque

| Add... | | Add. |
3.21 Terrain Texture Painter

Lighting Tools

Lighting Tools
3.10

grass.jpg data\terrain\

Torquel.5 3
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3.10 Lighting Tools

Light Editor (F12)

Filtered Relight (Alt F) Interior

Full Relight (Alt L)

Torque

3.2 GUI Editor

GUI  Graphical User Interface
“goo-ee” GUI

GUI Editor Torque
GUI
““F107~ GUI Editor 3.22

322 GUI
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GUI Editor World Editor

3.2.1
File
File 4 3.11
3.11 File
New GUI GUI
Save GUI GUI
GUI Editor Help(F1)
Toggle GUI Editor(F10) GUI Editor
Edit
Edit 4 3.12
3.12 Edit
Cut(Ctrl+X)
Copy(Ctrl+C)
Paste(Ctrl+V)
Select all(Ctrl+A)
Layout

3.13 Layout

Align Left(Ctrl+L)

Align Rignt(Ctrl+R)

Align Top(Ctrl+T)

50



Align Bottom(Ctrl+B)

Center Horizontally

Space Vertically

Space Horizontally

Bring to Front

Send to Back

Lock Selection

Unlock Selection

Move
Move 3.14
Nudge Left (<) 1
Nudge Right (=) 1
Nudge Up (1) 1
Nudge Down (1) 1
Big Nudge Left (shift+) 10
Big Nudge Right (shift+-) 10
Big Nudge Up (shift+ 1) 10
Big Nudge Down (shift+ 1) 10
3.2.2
GUI Editor
GUI New Control

GuiChunkedBitmapCitrl

GuiChunkedBitmapCtrl
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GuiChunkedBitmapCitrl

new GuiChunkedBitmapCtrl(MainMenuGui) {

Profile = "GuiContentProfile";
HorizSizing = "width";
VertSizing = "height";
position = "0 0";
Extent = "640 480",
MinExtent = "8 8";
Visible ="1";
bitmap = "./background™;
helpTag ="0";
Il insert other controls here
h
MainMenuGui
HorizSizing  VertSizing
Extent

Torque

Visible 1

/I insert other controls here

GuiControl

GuiControl

frame

new GuiControl(InfoTab) {
Profile = "GuiDefaultProfile™;

HorizSizing = "width";

profile GuiContentProfile
position
MinExtent
GUI Editor
0 Bitmap

GuiChunkedBitmapCitrl

GuiControl
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VertSizing = "height";
position = "0 0";
Extent = "640 480";
MinExtent = "8 8";

Visible ="1";
h
GuiChunkedBitmapCitrl
GuiTextCtrl
GuiTextCtrl

GuiTextCtrl

new GuiTextCtrl(PlayerNameLabel) {

Profile = "GuiTextProfile";
HorizSizing = "right";
VertSizing = "bottom™;
position = "200 5";

Extent = "64 16";
MinExtent = "8 8";
Visible = “1”;

Text = “Player Name:”;

maxLength = “2557;

GuiBigTextProfile

PlayerNameLable.text = “Your Name”;

PlayerNameLable

maxLength

53

profile




GuiButtonCtrl

GuiButtonCitrl

GuiButtonCitrl

new GuiButtonCtrl() {
Profile = "GuiButtonProfile";
HorizSizing = "right";
VertSizing = "top";
position = "200 50";
Extent = "127 31",
MinExtent = "8 8";
Visible = “1”;
Command = “Canvas.getContent().Close();”;
Text = “close:”;

groupNum = “-17;

buttonType = “PushButton”;

h

command

buttonType
ButtonTypePush
ButtonTypeCheck
ButtonTypeRadio
buttonType ButtonTypeRadio groupNum
groupNum
true

GuiCheckBoxCtrl
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GuiCheckBoxCtrl

GuiCheckBoxCtrl GuiButtonCtrl

GuiCheckBoxCtrl

new GuiCheckBoxCtrl(IsMultiplayer) {
Profile = "GuiCheckBoxProfile";
HorizSizing = "right";
VertSizing = "bottom";
position = 200 5";
Extent = "64 16";
MinExtent = "8 8";
Visible = “1”;
Variable = “Pref::HostMultiPlayer”;
Text = “Multiplayer”;
maxLength = “2557;

variable

GuiRadioCtrl

GuiScrollCtrl

GuiTextEditCtrl
GuiScrollCtrl
new GuiScrolICtrl() {
Profile = "GuiScollProfile";
HorizSizing = "right";

VertSizing = "bottom™;

55

GuiRadioCtrl

text



position = "20 50";

Extent = 580 200";
MinExtent = "8 8";
Visible = “1”;
willFirstRespond = “1”;
hScrollBar = “dynamic”;
vScrollBar = “alwaysOn”;
ConstantThumbHeight = “0”;
childMargin =“0 0”;
childMargin = “0 07;
defaultLineHeight = “15”;

/I insert listing control here

GuiTextListCtrl

willFirstRespond

hScrollBar vScrollBar

alwaysOn

alwaysOff

dynamic

constantThumbHeight

0
defaultLineHeight

childMargin
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1 2

GuiTextListCtrl

GuiTextListCtrl 2D GuiTextListCtrl

new GuiTextListCtrl(MasterServerList) {
Profile = "GuiTextArrayProfile";
HorizSizing = "right™;
VertSizing = "bottom™;
position = "2 5",
Extent = "580 20";
MinExtent = "8 8",
Visible = “17;
Enumerate = “0”;
resizeCell = “17;
columns = *“0 30 200 240 280 400”;
fitParentWidth = “1”;
clipColumnText = “0”;

noDuplicates = “false”;

+
enumerate
resizeCell 1 true GUI Editor
columns
fitParentWidth

clipColumnText

noDuplicates true
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GuiTextEditCtrl

GuiTextEditCtrl

GuiTextEditCtrl

new GuiTextEditCtrl() {

Profile = "GuiTextEditProfile";
HorizSizing = "right";
VertSizing = "bottom™;
position = "20 50";

Extent = "580 200";

MinExtent = "8 8";

Visible = “1”;

Variable = “Pref::Player::Name”;
maxLength = “255”;
historySize = “6”;

password = “0”;
sinkAllKeyEvents = “0”;
helpTag = “0”;

variable

historySize

historySize

password true

sinkAllKeyEvents ture

false
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3.3

Torque

GUI Editor GUI

GUI

Torque
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World Editor
World Editor
GUI Editor
Torque

Torque Script



Torgue Script

Torque Script
Torque Script
Torque Script

GarageGames

4.1 Torgue Script

Script

C++
C++ C++

C++
C++

C++

C++

C++ C++

C++
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Al

Prototyping

““prototyping~~

Debugging

Game customization and tweaking

Writing non-performance-critical functionality

1/0

61

GUI

if-then-else, for, while



C  C++

““On-demand””

PERL TCL VB Script Java
pcode pcode

Pcode

4.2 Torque Script

Torque Torque Script

Torque Script
Torque Script C++

C++

C++

Torque Script

4.2.1

Torque Script

62

C++



Torque Script

C++

Torque Script

Torque Script 4.1

Torque

isClose Today x item_ 1 NOW

5input  kilo-per-min function true +level

4.1 Torque Script

Break
Case switch
Continue
Default switch
Do do - while
Else if
False e 7 =0
For for
Function
If

63



New

Return
Switch switch
True e =1
while while
4.2.2
string
ID
Torque Script
C++ 4.2
4.2
\n
\r

64

tagged

detag()



\t
n GUIContrlProfile.fontColors
\c0...\c9
\cr
\cp
\co
\xhh X ASCII
\\
4.2.3
Torque Torque
world editor
ID

new

%h = new InteriorInstance () {
Position = “0 0 0”;
Rotation =“10007;

interiorFile = %name;
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0 0O
name
0 XY Z 1

World Editor Creator

.mis

Creator ID

Interiorlnstance
%h
%obj %building

new

%h

%handle.aproperty = 10;

MyObject 4

MyObject.aproperty = 10;

66

interior

100
0

World Editor

%h

ID

%h

%h

A B C D



“MyObiject”.aproperty =10;

%objName = MyObiject;
%objName.aproperty = 10;

%objName = “MyObject”;

%objName.aproperty = 10;

MyObject
% $

%h.function(10, “argl”, “arg2”);

function h
function
function
name space
function
4 %this
4 3 %this
Toeque
Script

67

%this

Torque



Torque Script

“ .dump()~~
4.2.4
Torque
Torque
Torque Script NameData
VehicleData

%vehicle = new Vehicle (vehicleName)

{

new

%vehicle

VehicleData
Vehicle Vehicle

68

ItemData PlayerData

PlayerData

vehicle
vehicleName

%vehicle



VehicleData Vehicle

Datablock DataBlockType (Name [:CopySound])

{
Category = “CategoryName”;

[datablock_field0] = ValueO;]

[datablock_fieldM = ValueM;]
[dynamic_fieldO = ValueO0;]

[dynamic_fieldM = ValueM;]
+
Datablock Classldentifier (Nameldentifier)
{

Initialization Statements

Databolck
DatablockType
GameBaseData

Name

CopySoure

69

PlayerData



enemy boss

enemy

Category World Editor Creator

Datablock_fieldM

Dynamic_fieldN C++

Dynamic

Datablock PlayerData (enemySoldier)

{
Category = “Enemy”;
ShapeFile = “~/data/shapes/enemy/dnemySoldier.dts”;
Health = 100;
Attack = 10;
Defense = 10;
h
enemySoldier  PlayerData
enemy World Editor Creator shapes
enemy enemySoldier
enemy ShapeFile
3 100 10
PlayerData

Datablock PlayerData (enemyBoss:enemySoldier)

{
ShapeFile = “~/data/shapes/enemy/enemyBoss.dts”;
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Health = 300;

Attack = 20;
Defense = 20;
b
enemyBoss  PlayerData
enemySoldier World Editor Creator
enemy enemyBoss ShapeFile
enemyBoss Boss  Soldier
enemyBoss 300 20 20
Torque

Torque

SimDataBlock

SimDataBlock  torque

SimDataBlock
1 Toruge SimDataBlock
SimDataBlock

““myDataBlock”” ““newMemberltem?”

datablock SimDataBlock(myDataBlock) {

newMemberltem = "Hello";
}3

echo(myDataBlock.newMemberltem);
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console ““Hello””

newMemberltem

GameBaseData
GameBaseData GameBaseData
SimDataBlock GameBaseData
GameBaseData 4.2
4.2 GameBaseData
Category
className
2 GameBaseData

GameBaseData
SimDataBlock

datablock GameBaseData(myGBD) {

category = "Brand New Category";

newltem = "Brand new field";
h
echo(myGBD.category);
echo(myGBD.newltem);
echo(myGBD.className);

Brand New Category
Brand new field
GameBaseData

className
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className

GameBase
F11 window — World Editor
Creator Shapes ““Brand New Category~~
““myGBD””
ShapeBaseData
ShapeBaseData ShapeBaseData
GameBaseData
ShapeBaseData
CRC
Al HUD
Torque
4.3 ShapeBaseData

GameBaseData Derived Fields

Category String

className String ShapeBaseData

Rendering Data

ShapeFile Filename NULL

cloakTextur | Filename

e

emap Boolean False

Destruction Effect Data

Explosion ExplosionDataPtr | NULL ExplosionData

ExplosionData*

Underwater | ExplosionDataPtr | NULL
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Explosion
Debris DebrisDataPtr NULL DebrisData DebrisData*
debrisShape | Filename Debris
Name
renderWhen | Bollean True
Destroyed
Camera Data

cameraMax | Float

0.0
Dist
cameraMin Float

0.2
Dist
caeraDefault | Float

90.0
FOV
cameraMinF | Float

5.0
ov
cameraMax | Float

120.0
Fov
useEyePoint | Boolean False
observeThro | Bolean

False
ughObject
cameraDefa | Float

90.0
ultFoOv
firstPersonO | Boolean

False
nly

Security Data

computeCR | Boolean False shapeFile CRC
C

Physics Data
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mass Float 1.0
density Float 1.0
drag Float 0.0
Damage-Specific Fields
isinvincible | Boolean False
maxDamage | Float 1.0
destroyedLe | Float 1.0
vel
disableLevel | Float 1.0
repairRate Float 0.0033
Energy Data
MaxEnergy | Float 0.0
inheritEnerg | Boolean False
yFromMoun
t
Al Data
aiAvoidThis | Boolean False Al
HUD Data
hudlmageNa | String
me
hudlmageNa | String(array)
meFriendly
hudlmageNa | Stirng(array)
meEnermy
hudRenderC | Boolean(array) False
enter
hudRender Boolean(array) False
Modulated
hudRenderA | Boolean(array) False
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Iways

hudRenderD | Boolean(array)

istance

False

hudRenderN | Boolean(array)

ame

False

ShapeBaseData

PlayerData

PlayerData
ShapeBaseData
PlayerData
4.4

ShapeBaseData

4.4 PlayerData

GameBaseData

ShapeBaseData

PlayerData

Rendering Data

renderFirstPerson

Boolean

True

Special Effect Data

DecalData DecalDataPtr NULL
DecalData
decalOffset Float 0.0
footPuffEmitter FootPuffEmitter NULL
DataPtr FootPuffEmitterData
footPuffNumParts Integer 15
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footPuffRadius Float 0.25
dustEmitter ParticleEmitterD | NULL
ataPtr

FootSoftSound AudioProfilePtr NULL
FootHardSound AudioProfilePtr NULL
FootMetalSound AudioProfilePtr NULL
FootSnowSound AudioProfilePtr NULL
FootShallowSound AudioProfilePtr NULL
FootWandingSound AudioProfilePtr NULL
FootUnderwaterSound AudioProfilePtr NULL
FootBubblesSound AudioProfilePtr NULL
MovingBubblesSound AudioProfilePtr NULL
waterBreathSound AudioProfilePtr NULL
impactSoftSound AudioProfilePtr NULL
impactHardSound AudioProfilePtr | NULL
impactMetalSound AudioProfilePtr NULL
impactSnowSound AudioProfilePtr NULL
impactWaterEasy AudioProfilePtr NULL
impactWaterMedium AudioProfilePtr NULL
impactWaterHard AudioProfilePtr | NULL
exitingWater AudioProfilePtr NULL
mediumSplashSoundVelocity float 2.0
hardSplashSoundVelocity float 3.0
exitSplashSoundVelocity float 2.0
Splash SplashDtatPtr NULL
splashVelocity float 1.0

7




splashAngle float 45
splashFregMod float 300.0
splashVelEpsilon float 0.25
bubbleEmitTime float 0.4
splashEmitter ParticleEmitterD | NULL ParticleEmitterData
ataPtr(array)
footstepSplashHeight float 0.1
groundimpactMinSpeed float 10.0
groundImpactShakeFreg Point3F (10,10,10)
groundimpactShakeAmp Point3F (20,20,20)
groundImpactShakeDuration Float 1.0
groundImpactShakeFalloff Float 10.0

View Restrictions Data

minLookAngle Float -1.4
maxLookAngle Float 1.4
maxFreelookAngle Float 3.0
Player Movement Physics Data

runForce Float 360.0
maxForwardSpeed Float 10.0
maxBackwardSpeed Float 10.0
maxSideSpeed Float 10.0
maxUnderwaterForwardSpeed Float 10.0
maxUnderwaterBackwardSpeed | Float 10.0
maxUnderwaterSideSpeed Float 10.0
maxStepHeight Float 1.0
runSurfaceAngle Float 80.0
horizMaxSpeed Float 80.0
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horizResistSpeed Float 38.0
horizResistFactor Float 1.0 horizResistSpeed
upMaxSpeed Float 80.0
upResistSpeed Float 38.0
horizResistFactor Float 1.0 upResistSpeed
minlmpactSpeed Float 25.0
recoverDelay Interger 30.0
recoverRunForceScale Float 1.0 run
minJumpSpeed Float 500.0
maxJumpSpeed Float 1000.0
jumpSurfaceAngle Float 78.0
jumpDelay Integer 78.0
jumpForce Float 75.0
minJumpEnerge Float 0.0
jumpEnergyDrain Float 0.0
minRunEnergy Float 0.0
runEnergyDrain Float 0.0

Bounding Box Data
boundingBox Point3F (1,1,2.3)
boxHeadPrecentage Float 0.85

85% 15%

boxTorsoPercentage Float 0.55 Torso
boxHeadLeftPercentage Integer 0
boxHeadRightPercentage Integer 1
boxHeadFrontPercentage Integer 1
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boxHeadBackPercentage Integer 0

pickupRadius Float 0.0

Animation Data

maxTimeScale Float 1.5
PlayerData shapeFile Torque
Torque PlayerData
ItemData ShapeBaseData
ItemData
PlayerData ItemData ShapeBaseData
ItemData
ItemData 4.5
45 ItemData
Lighting Data
lightType LightTyp
NoLight
e(enum) NoLight ConstantLight  PulsingLight
lightColor (1.0,1.0,
ColorF
1.0,1.0)
lightRadius Float 10.0
lightOnlyStatic
Bollean false
lightTime Integer 1000
Physics Data
0.0
elasticity float
0 1
friction float 0.0
sticky Boolean | false
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maxVelocity float -1.0
gravityMod float 1.0

Miscellaneous Fields
PickupName String “an item” item

item
dynamicType Integer 0
$TypeMasks::DamagableltmeObjectType.

MissionMarkerData GameraData PathCameraData

StaticShapeData 4 ShapeBaseData

MissionMarkerData CameraData PathCameraData

StaticShapeData

and StaticShapeData 4

MissionMarkerData, CameraData, PathCameraData,

ShapeBaseData

MissionMarkerData, CameraData, PathCameraData

2

StaticShapeData

MissionMarkerData

torque

waypoints  spawn spheres

GameraData

Camera

StaticShapeData

TSStatic

PathCa

meraData

StaticShape dts

StaticShapeData 2 4.6

4.6 StaticShpaeData

nolndividualDamage

Boolean

False

dynamicType

Integer

0 shape

VehicleData
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VehicleData

VehicleData ShapeBaseData vehicle
WheeledVehicleData FlyingVehicleData VehicleData
VehicleData 4.7
4.7 VehicleData
Special Effects Data
softimpactSound AudioProfile
AudioProfilePtr Null | AudioProfile
TGE AudioProfile*
HardImpactSound AudioProfile
AudioProfilePtr AudioProfile
TGE AudioProfile*
splashFregMod Float 300.0
splashVelEpsilon Float 0.5
splashEmitter ParticleEmitter ParticleEmitterData
NULL
DataPtr (array)
exitSplashSoundVelocity Folat 2.0
softSplashSoundVelocity Float 1.0
mediumSplashSoundVelocity Float 2.0
hardSplashSound\elocity Float 3.0
exitingWater AudioProfilePtr | NULL
impactWaterEasy AudioProfilePtr | NULL
impactWaterMedium AudioProfilePtr | NULL

82



impactWaterHard AudioProfilePtr | NULL
waterWakeSound AudioProfilePtr | NULL
triggerDustHeight Float 3.0
dustHeight Float 1.0
dustEmitter ParticleEmitter ParticleEmitterData
NULL
DataPtr(array)
damageEmitterOffset Point3F(array)
numDmgEmitterAreas Float 0.0
damageEmitter ParticleEmitter
NULL
DataPtr(array)
CameraData
cameraRoll Bollean True
cameralLag
Float 0.0
cameraDecay Float 0.0
cameraOffset Float 0.0
Physics Data
Integration Integer 1
minlmpactSpeed Float 25.0
softimpactSpeed Float 25.0
hardImpactSpeed Float 50.0
massCenter Point3f (0,0,0)
bodyRestitution Float 1.0
bodyFriction Float 0.0
contactTol Float 0.1
collisionTol Float 0.1
damageLevelTolerance
Float(array) 0.0
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maxSteeringAngle Float 0.785
minDrag FlyingVehicleData
Float 0.0
maxDrag Float 0.0
jetForce Float 500.0
jetEnergyDrain Float 0.8
minJetEnergy Float 1.0
collDamageThresholdVel Float 20.0
collDamageMultiplier Float 0.05
minRollSpeed Float 0.0
FlyingVehicleData HoverVehicleData
WheeledVehicleData
FlyingVehicleData
FlyingVehicleData VehicleData
4.8
4.8 FlyingVehicleData
jetSound AudioProfilePtr Null
engineSound AudioProfilePtr Null
forwardJetEmitter ParticleEmitterDataPtr | Null
backwardJetEmitter ParticleEmitterDataPtr | Null
downJetEmitter ParticleEmitterDataPtr | Null
trailEmitter ParticleEmitterDataPtr | Null

Physics Data

maneuveringForce Float 0.0
horizontalSurfaceForce | Float 0.0
veticalSurfaceForce Float 0.0
rollForce Float 1.0
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steeringForce Float 1.0
steeringRollForce Float 1.0 rollForce
maxAutoSpeed Float 0.0
autoAngularforce Float 0.0
autoL.inearForce Float 0.0
autolnputDamping Float 1.0 maxAutoSpeed
vertThrustMultiple Float 1.0 jetForce
rotationalDrag Float 0.0
hoverHeight Float 2.0
createHoverHeight Float 2.0
mintrailSpeed Float 1.0 “ 7z
FlyingVehicleData
HoverVehicleData
HoverVehicleData
HoverVehicleData VechileData
HoverVehicleData 4.9

49 HoverVehicleData

Special Effects Data
jetSound AudioProfilePtr Null
engineSound AudioProfilePtr Null
floatSound AudioProfilePtr Null
dustTrailEmitter ParticleEmitterDataPtr | Null
dustTrailOffset Point3F (0,0,0)
dustTrailFreqMod Float 15.0
triggerTrailHeight Float 2.5
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Physics Data

dragForce Float 0.0
vertFactor Float 0.25
floatingThrustFactor Float 0.15
mainThrustForce Float 0.0
reverseThrustForce Float 0.0
strafeThrustFource Float 0.0
turboFactor Float 1.0
normalForce Float 30.0
floatingGravMag Float 1.0
brakingForce Float 1.0
brakingActivationSpeed | Float 0.0 brakingForce
gyroDrag Float 10.0
restorativeForce Float 10.0
steeringForce Float 25.0 X
rollforce Float 2.5 X
pitchForce Float 25 pitching
stabLenMin Float 0.5
stabLenMax Float 2.0
stabSpringConstant Float 30.0
stabDampingConstant Float 10.0

HoverVehicleData

WheeledVehicleData
WheeledVehicleData

WheeledVehicleData VehicleData

WheeledVehicleData 4.10
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410 WheeledVehicleData

Special Effects Data

jetSound AudioProfilePtr Null
engineSound AudioProfilePtr Null
squealSound AudioProfilePtr Null
WheellmpactSound AudioProfilePtr Null
tireEmitter ParticleEmitterDataPtr Null

Physics Data

maxWheelSpeed Float 40.0
engineTorque Float 1.0
engineBrake Float 1.0

WheeledVehicleTire  WheeledVehicleSpring

ShapeBaseData
GameBaseData TriggerData
TriggerData
ShapeBaseData
GameBaseData TriggerData Torque
TriggerData GameBaseData category
className TriggerData 411

411 TriggerData

tickPeriodMS | Integer | 100
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TirggerData

ProjectileData

ProjectileData

ProjectileData GameBaseData

ProjectileData
category  className GameBaseData

4.12 ProjectileData

Special Effects Data

particleEmitter ParticleEmitterDataPtr | Null

particleWaterEmitter ParticleEmitterDataPtr | Null

Explosion ExplosionDataPtr Null
waterExplosion ExplosionDataPtr Null
Sound AudioProfilePtr Null
splash SplashDataPtr Null
decal DecalDataPtr(array) | Null

Rendering Data

ProjectileShapeName Filename Null
hasLight Boolean False
hasWaterLight Boolean False
lightRadius Float 1.0
lightColor ColorF 11,2
waterLightColor ColorF (1,1,1)
scale Point3F (1,1,2)
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Behavior Data

lifetime Integer 62
armingDelay Integer 0
fadeDelay 62
Integer
Physics Data
isBallistic Boolean False
vellnheritFactor Float 1.0
muzzleVelocity Float 50.0 0 10,000
bounceElasticity 0.999
Float
0.0
0.999
gravityMod 1.0 isBallistic  true,
Float
DebrisData GameBaseData
DebrisData
DebrisData Debris
shapes ShapeBaseData
Debris DebrisData
GameBaseData 4.13  DebirsData
4.13 DebrisData
Rendering Data
Texture String Null
shapeFile Filename Null
Render2D Boolean False

Special Effects Data
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Emitters ParticleEmitterDataPtr(array) | Null
Explosion ExplosionDataPtr Null
Physics Data
Elasticity Float 0.3
Friction Float 0.2
useRadiusMass False baseRadius
Boolean
baseRadius Float 1.0
minSpinSpeed Float 0.0
maxSpinSpeed Float 0.0
gravModifier Float 1.0 1
terminal\elocity Float 0.0
Velocity Float 0.0 velocityVariance
velocityVariance Float 0.0 velocity
Lifetime Float 3.0
lifetimeVariance Float 0.0
Behavior Data
numBounces Integer 0.0
bounceVariance Integer 0
explodeOnMaxBounce Boolean False
staticOnMaxBounce Boolean False
snapOnMaxBounce Boolean False
ignoreWater Boolean True
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Fade Boolean True
Debris shapes
SplashData
DebrisData SplashData GameBaseData
SplashData 4.14
4.14 SplashData
Special Effects Data
soundProfile AudioProfilePtr Null
explosion ExplosionDataPtr Null
emitter ParticleEmitterDataPtr(array) Null
Rendering Effects Data
colors ColorF(array) (1,1,1)
times Float(array) [0.0,1.0,...,1.0]
Texture Filename 0
texWrap Float 1.0
numSegments Integer 10
texFactor Float 3.0
Behavior Data
lifetimeMS Integer 1000
lifetimeVariance Integer 0
lifetimeMS
rightLifetime Float 1.0 splish ring
delayMS Integer 0
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delayVariance Integer 0
Scale Point3F (1,1,2)
Physics Data
Velocity Float 5.0
Acceleration Float 0.0
ejectionFreq Float 5.0 splash ring
ejectionAngle Float 45.0 splash ring
startRadius Float 1.0 Splash ring
Width Float 4.0
Height Float 0.0
SplashData
DebrisData

LightningData

LightningData

LightningData

LightningData

Torque

GameBaseData

4.15 LightningData

4.15

strikeSound AudioProfilePtr Null
thunderSounds | AudioProfilePtr Null
strikeTextures String(array) [Max Textures]
PrecipitationData
PrecipitationData
PrecipitationData GameBaseData

Precipitation
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4.16 PrecipitationData

soundProfile AudioProfilePtr Null Precipitation
Type Integer 0
maxSize Float 1.0
materialList String Null
sizeX Float 1.0
sizeY Float 1.0
movingBoxPer Float (uninitialized)
divHeightVal Float (uninitialized)
sizeBigBox Float (uninitialized)
topBoxSpeed Float (uninitialized)
frontBoxSpeed Float (uninitialized)
topBoxDrawPer Float (uninitialized)
bottomDrawHeight Float (uninitialized)
skiplfPer Float (uninitialized)
bottomSpeedPer Float (uninitialized)
frontSpeedPer Float (uninitialized)
frontRadiusPer Float (uninitialized)

ExplosionData

ExplosionData

ExplosionData

GameBaseData

ExplosionData

DebrisData

4.17

4.17 ExplosionData

SplashData

Special Effects Data
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soundProfile

AudioProfilePtr

Null

particleEmitter

ParticleEmitterDataPtr Null

Emitter

ParticleEmitterDataPtr Null

Debris

DebrisDataPtr(array) 0

subExplosion

ExplosionDataPtr(array) | 0

ExplosionData

Shockwave ShockwaveDataPtr Null

Rendering Data

playSpeed Float 1.0 shape
explosionScale Point3F

faceViewer Boolean False

lightStartRadius Float 0.0

lightEndRadius Float 0.0

lightStartColor ColorF (1,1,2)

lightEndColor ColorF (1,1,1)

Behavior Data

playSpeed Float 1.0 shape
explosionScale Point3F (1,1,2)

Times Float(array) [0,1,...,1]

sizes Point3F(array) (1,1,

lifetimeMS Integer 1000

lifetimeVariance Integer 0 lifetimeMS
delayMS Integer 0

delayVariance Integer 0 delayMS
Offset Float 0.0

particleDensity Integer 10
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particleRadius Float 1.0
debrisThetaMin Float 0.0 X
debrisThetaMax Float 90.0 X
debrisPhiMin Float 0.0 z
debrisPhiMax Float 360.0 z
debrisNum Integer 1
debrisNumVariance
1000
debrisNumVariance Integer 0 debrisNum
debrisVelocity Float 2.0
debrisVelocityVariance
debrisVelocityVariance Float 0.0 debris\Velocity
shakeCamera Boolean False camShakeRadius
camShakeFreq Point3F 1,1,1)
camShakeAmp Point3f (1,1,1)
camShakeDuration Float 15
camShakeRadius Float 10.0
camShakeFalloff Float 10.0
shockwaveOnTerrain Boolean False

ExplosionData

ParticleEmitterNodeData

GameBaseData

torque

ParticleEmitterData
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SimBlockData

ParticleEmitterNodeData

ParticleEmitterData

Torque 3
ParticleEmitterNodeData ParticleEmitterData ParticleData
ParticleEmitterNodeData  ParticleEmitterData ParticleData

ParticleEmitterNodeData ParticleEmitterData GameBaseData
ParticleEmitter ParticleEmitterNodeData ParticleEmitter

ParticleEmitterNode hook
ParticleEmitter
ParticleEmitterNodeData timeMultiple
418
418 ParticleEmitterNodeData
timeMultiple Float 1.0
ParticleEmitterData 419
419 ParticleEmitterData
String ParticleData
Particles Null
ParticleData
Integer
ejectionPeriodMS 100 periodVarianceMS
periodVarianceMS Integer 0 ejectionPeriodMS
Float
thetaMin 0.0 thetaMin thetaMax
phiReferenceVel phiVariance
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thetaMin

thetaMax
X
thetaMax
thetaMax Float 90.0 thtaMin
Float
phiReferenceVel 0.0
phiReferenceVel  phiVariance
phiVariance Float 360.0 phiReferenceVel
ejectionOffset Float 0.0
Float velocityVariance
ejectionVelocity 2.0
0 655
velocityVariance Float 1.0 ejectionVelocity
Bollean
orientParticles False
Boolean orientParticles  True
True
orientOnvelocity True
useEmitterSizes Boolean True
useEmitterColors Boolean True
Boolean False
overrideAdvance False
Integer lifetimeVarianceMS
lifetimeMS 1000

31
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lifetimeVarianceMS | Integer lifetimeMS
ParticleData
ParticleData
ParticleData 4.20

4,20 ParticleData

Rendering Data

textureName Filename 0
animTexName FileName(array) 0 animateTexture true
animateTexture Boolean False
framesPerSec Integer 1
200 20
uselnvAlpha Boolean False alpha
Colors ColorF(array) (1,111
Sizes Float(array) 1.0
times Float(array) [0,1,2,2]
Physics Data

dragCoefficient 0 204.6

Float 0.0

0.2

windCoefficient Float 1.0
gravityCoefficient Float 0.0
inheritedVelFactor Float 0.0
constantAcceleration

Float 0.0
spinSpeed

Float 0.0

spinRandomMin  spinRandomMax
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spinRandomMin Float 0.0
spinRandomMax Float 0.0
Behavior Data
lifetimeMS
Integer 1000
lifetimeVarianceMS
Integer 0 lifetimeMS

WheeledVehicleTire

WheeledVehicleSpring

WheeledVehicleTire

WheeledVehicleTire

WheeledVehicleSpring

WheeledVehicleSpring

WheeledVehicleTire

SimDataBlock

Torque WheeledVehicleTire
shapeFile Filename

Radius Float 0.6

Mass Float

staticFriction Float 1.0

kineticFriction Float 0.5

lateralForce Float 10.0

lateralDamping Float 1.0

lateralRelaxation Float 1.0
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longitudinalForce Float 10.0
longitudinalDamping Float 1.0
restitution Float 1.0

WheeledVehicleSpring
force Float | 10.0
length Float | 1.0
demping Float | 1.0
antiSwayForce Float | 1.0

Torque Script

tutorial.base
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tutorial.base

tutorial.base

Demo
tutorial.base
tutorial.base
sun terrtain
tutorial.base example 5.1
example
torqueDemo.exe common
glu2d3d.dll tutorial.base
opengl2d3d.dll server
main.cs client
\_/_
main.cs data
5.1 tutorial.base example

tutorial.base

5.1 main.cs

main.cs

// Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.
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$defaultGame = "tutorial.base™;

$displayHelp = false;

/I Support functions used to manage the mod string
function pushFront(%list, %token, %delim)
{
if (%olist 1$="")
return %token @ %delim @ %list;
return %token;

}

function pushBack(%list, %token, %delim)
{
if (%olist 1$="")
return %list @ %delim @ %token;
return %token;

}

function popFront(%list, %delim)

{

return nextToken(%list, unused, %delim);

// Process command line arguments
// Run the Torque Creator mod by default, it's needed for editors.
$isDedicated = false;
$modcount = 2;
$userMods = "creator;" @ $defaultGame;
for ($i = 1; $i < $Game::argc ; $i++)
{
$arg = $Game::argv[$i];
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$nextArg = $Game::argv[$i+1];
$hasNextArg = $Game::argc - $i > 1;
$logModeSpecified = false;
/I Check for dedicated run
if( stricmp($arg,”-dedicated”) ==0 )
{
$userMods = $defaultGame;
$modcount = 1;
$isDedicated = true;

}
switch$ ($arg)

{

case "-log™:
$argUsed[$i]++;
if (ShasNextArg)
{
// Turn on console logging
if ($nextArg 1= 0)
{
// Dump existing console to logfile first.
$nextArg += 4;
¥
setLogMode($nextArg);
$logModeSpecified = true;
$argUsed[$i+1]++;
Pi++;
¥
else
error("Error: Missing Command Line argument. Usage: -log
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<Mode: 0,1,2>");

case "-mod":

$argUsed[S$i]++;

if ($hasNextArg)

{
/I Append the mod to the end of the current list
SuserMods = strreplace($userMods, $nextArg, "");
$userMods = pushFront($userMods, $nextArg, ";");
$argUsed[$i+1]++;
Pi++;
$modcount++;

¥

else
error("Error: Missing Command Line argument. Usage: -mod

<mod_name>");

case "-game":
$argUsed[$i]++;
if (ShasNextArg)
{
I Set the selected mod and creator for editor stuff.

if( $isDedicated )

{
$userMods = $nextArg;
$modcount = 1,

¥

else

{

$userMods = "creator;" @ $nextArg;
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$modcount = 2;
¥
$argUsed[$i+1]++;
$i++;
¥
else
error("Error: Missing Command Line argument. Usage: -game

<game_name>");

case "-show":
/' A useful shortcut for -mod show
$userMods = strreplace($userMods, "show", "");
$userMods = pushFront($userMods, "show", ";");
$argUsed[$i]++;

$modcount++;

case "-console™:
enableWinConsole(true);

$argUsed[$i]++;

case "-jSave":
$argUsed[$i]++;
if ($hasNextArg)
{
echo(""Saving event log to journal: " @ $nextArg);
saveJournal($nextArg);
$argUsed[$i+1]++;

Pi++;
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else
error("Error: Missing Command Line argument. Usage: -jSave

<journal_name>");

case "-jPlay":
$argUsed[S$i]++;
if (hasNextArg)
{
playJournal($nextArg,false);
$argUsed[$i+1]++;
Pi++;
¥
else
error("Error: Missing Command Line argument. Usage: -jPlay

<journal_name>");

case "-jDebug":
$argUsed[$i]++;
if (hasNextArg)
{
playJournal($nextArg,true);
$argUsed[$i+1]++;
Si++;
¥
else
error("Error: Missing Command Line argument. Usage: -jDebug

<journal_name>");

case "-help™:
$displayHelp = true;
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$argUsed[$i]++;

e
default:
$argUsed[S$i]++;
if($userMods $="")
$userMods = $arg;
¥
}
if ($modcount == 0)
{
$userMods = $defaultGame;
$modcount = 1;
¥
S —

Il The displayHelp, onStart, onExit and parseArgs function are overriden
// by mod packages to get hooked into initialization and cleanup.
function onStart()

{

/I Default startup function

}

function onExit()

{
// OnEXxit is called directly from C++ code, whereas onStart is
I invoked at the end of this file.

¥

function parseArgs()

{

// Here for mod override, the arguments have already
// been parsed.
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}
package Help {

function onExit() {

// Override onExit when displaying help

h
function displayHelp() {
activatePackage(Help);
/I Notes on logmode: console logging is written to console.log.
/Il -log 0 disables console logging.
/Il -log 1 appends to existing logfile; it also closes the file
/I (flushing the write buffer) after every write.
/I -log 2 overwrites any existing logfile; it also only closes
/I the logfile when the application shuts down. (default)
error(
"Torque Demo command line options:\n"@
" -log <logmode> Logging behavior; see main.cs comments
for details\n"@

-game <game_name> Reset list of mods to only contain

<game_name>\n"@

" <game_name> Works like the -game argument\n"@
-mod <mod_name> Add <mod_name> to list of mods\n"@
" -console Open a separate console\n"@
-show <shape> Launch the TS show tool\n"@

-jSave <file_name> Record a journal\n"@

-jPlay <file_name> Play back a journal\n"@

-jDebug <file_name> Play back a journal and issue an int3 at the
end\n"@

-help Display this help message\n*
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// Default to a new logfile each session.
if (!$logModeSpecified) {
setLogMode(6);
¥
/I Set the mod path which dictates which directories will be visible
/I to the scripts and the resource engine.
setModPaths($userMods);
Il Get the first mod on the list, which will be the last to be applied... this
// does not modify the list.
nextToken($userMods, currentMod, ";");
/l Execute startup scripts for each mod, starting at base and working up

function loadDir(%(dir)

{
setModPaths(pushback($userMods, %dir, ";"));
exec(%dir @ "/main.cs™);

¥

echo("'--------- Loading MODS --------- )i

function loadMods(%modPath)
{
%modPath = nextToken(%modPath, token, ";");
if (YomodPath !$="")
loadMods(%modPath);
if(exec(%token @ "/main.cs™) = true){
error("Error: Unable to find specified mod: " @ %token );

$modcount--;

}
loadMods($userMods);
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echo("™);

if($modcount == 0) {
enableWinConsole(true);

error("Error: Unable to load any specified mods");

quit();
¥
// Parse the command line arguments
echo("'--------- Parsing Arguments --------- )i
parseArgs();

/I Either display the help message or startup the app.
if ($displayHelp) {
enableWinConsole(true);
displayHelp();
quit();
¥
else {
onStart();
echo("Engine initialized...");
¥
// Display an error message for unused arguments
for ($i = 1; $i < $Game::argc; $i++) {
if ('$argUsed[$i])

error("Error: Unknown command line argument: " @ $Game::argv[$i]);

““$defaultGame="tutorial.base";””

tutorial.base
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$displayHelp = false;
pushFront() pushBack() popFront() Mod

5.2 tutorial.base

tutorial.base 5.2

tutorial.base

logo.cs
] play.cs
data default.cs
e
main.cs
\_/_
5.2 tutorial.base
C main{}
Torque Script .CS
exec()
.CS
5.2.1 main.cs
main.cs
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I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

// Load up common script base

loadDir(*common");

// Load up default console values.
exec("./client/defaults.cs™);
exec("./server/defaults.cs");

I/ Preferences (overide defaults)

exec("./prefs.cs");

I/ Package overrides to initialize the game
package ttb {
function onStart()
{
/I Initialize the client and the server
Parent::onStart();
initServer();
initClient();
$Editor::newMissionOverride = "tutorial .base/data/missions/flat.mis";

}

function onExit()

{
Il Save off our current preferences for next time
echo("Exporting prefs");
export("$Pref::*", "./prefs.cs"”, False);

Parent::onExit();
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}; /1 Client package

activatePackage(ttb);

function initServer()

{

echo("\n--------- Initializing TTB: Server --------- ");

// The common module provides the basic server functionality
initBaseServer();

// Load up game server support scripts

exec("./server/game.cs");

function initClient()

{

echo("\n--------- Initializing TTB: Client --------- ");

// The common module provides basic client functionality
initBaseClient();

/I InitCanvas starts up the graphics system.

/l The canvas needs to be constructed before the gui scripts are
Il run because many of the controls assume the canvas exists at
// load time.

initCanvas("Torque Tutorial Base™);

// Load client-side Audio Profiles/Descriptions
exec("./client/audioProfiles.cs");

// Load up the shell and game GUIs
exec("./client/ui/PlayGui.gui™);
exec("./client/ui/mainMenuGui.gui™);
exec("./client/ui/optionsDIg.gui");
exec("./client/ui/loadingGui.gui™);

/I Client scripts
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exec("./client/optionsDlg.cs™);
exec("./client/missionDownload.cs™);
exec("./client/serverConnection.cs");
exec("./client/loadingGui.cs™);
exec("./client/playGui.cs");

/I Default player key bindings
exec("./client/default.bind.cs™);

/I Copy saved script prefs into C++ code.
setShadowDetailLevel( $pref::shadows );
setDefaultFov( $pref::Player::defaultFov );
setZoomSpeed( $pref::Player::zoomSpeed );
/[ Start up the main menu...
Canvas.setContent(MainMenuGui);

Canvas.setCursor("DefaultCursor");

[ LOAD MY MISSION

function loadMyMuission()

{
// make sure we are not connected to a server already
disconnect();
I Create the server and load the mission
createServer("SinglePlayer”,

expandFilename("./data/missions/gameonemission.mis"));

// Make a local connection
%conn = new GameConnection(ServerConnection);
RootGroup.add(ServerConnection);
%conn.setConnectArgs("Player™);
%conn.setJoinPassword("None");

%conn.connectLocal();
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tutorial.base main.cs
loadDir(“common”) common 3 exec()
exec()
defaults.cs prefs.cs
Package ttb{} tth 2 onStart()
onExit()
onStart() Parent::OnStart() main.cs OnStart()
initServer() initClient(),
tutorial.base/data/missions/flat.mis  onExit()
tutorial.base prefs.cs
Parent::onExit() main.cs onExit()
initServer() initClient()
initServer() initBaseServer()
common exec server/game.cs
initClient() initBaseClient()
common initCanvas

““Torque Tutorial Base”
war carft
exec .qui

client/default.bind.cs

Spref:: Canvas.setContent

Canvas.setCursor

loadMyMission() GettingSearted.pdf

disconnect()

createServer("SinglePlayer”,
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expandFilename("./data/missions/gameonemission.mis"));
gameonemission.mis

%conn = new GameConnection(ServerConnection);

%conn
Torque
new GameConnection
RootGroup.add(ServerConnection); RootGroup
%conn.setConnectArgs(“Player"); Player

%conn.setJoinPassword("None");
%conn.connectLocal();

toturial.base  main.cs

5.2.2 server
camera.cs defaults.cs editor.cs game.cs logoitem.cs
player.cs 6 game.cs  player.cs game.cs
game.cs
e

Il Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

function onServerCreated()

{

/I This function is called when a server is constructed.
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Il Master server information for multiplayer games
$Server::GameType = "Torque TTB";
$Server::MissionType = "None";

// Load up all datablocks, objects etc.
exec("./camera.cs");

exec("./editor.cs");

exec("./player.cs");

exec("./logoitem.cs");
exec("common/server/lightingSystem.cs");

}

function onServerDestroyed()

{

// This function is called as part of a server shutdown.

function onMissionLoaded()

{

/I Called by loadMission() once the mission is finished loading.

}

function onMissionEnded()

{
/I Called by endMission(), right before the mission is destroyed

// Dealing with client connections
Il These methods are extensions to the GameConnection class. Extending
/I GameConnection make is easier to deal with some of this functionality,

// but these could also be implemented as stand-alone functions.



function GameConnection::onClientEnterGame(%this)
{
Il Every client get's a camera object.
%this.camera = new Camera() {
dataBlock = Observer;
h
MissionCleanup.add( %this.camera );
%this.camera.scopeToClient(%this);
/Il Create a player object.
%spawnPoint = pickSpawnPoint();
%this.createPlayer(%spawnPoint);

}

function GameConnection::onClientLeaveGame(%this)
{
if (isObject(%this.camera))
%this.camera.delete();
if (isObject(%this.player))
%this.player.delete();

function GameConnection::createPlayer(%this, %spawnPoint)
{
if (%this.player >0) {
I/ The client should not have a player currently
// assigned. Assigning a new one could result in
Il a player ghost.
error( "Attempting to create an angus ghost!");
¥
/I Create the player object
%player = new Player() {

118



dataBlock = PlayerBody;
client = %this;
h
MissionCleanup.add(%player);
Il Player setup...
%player.setTransform(%spawnPoint);

%player.setShapeName(%this.name);

// Update the camera to start with the player
%this.camera.setTransform(%player.getEyeTransform());
I/ Give the client control of the player

%this.player = %player;
%this.setControlObject(%oplayer);

function pickSpawnPoint()
{
I Pick the first object in drop point group and use it's
/I location as a spawn point.
%group = nameTolD("MissionGroup/PlayerDropPoints");
if (%group !'=-1 && %group.getCount() '=0)
return %group.getObject(0).getTransform();
/I '1f no object was found, return a point near the center of the world
error(*"Missing spawn point object and/or mission group " @ %groupName);

return"003001000"
onServerCreated()
$Server::GameType  $Server::MissionType

““Torque TTB~”” ““None””
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exec
onServerDestroyed()
onMissionLoaded()

onMissionEnded()

GameConnection

onClientEnterGame(%this)  %this

Observer

loadMission()

endMission()

scopeToClient(%:this)

%spawnPoint

pickSpawnPoint()

createPlayer

onClientLeaveGame(%this)

createPlayer(%this,%spawnPiont)

PlayerBody

setControlObject()

pickSpawnPiont()
%group
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new Player() client=%this

Yoplayer

nameTolD

%group

““0030010007~
X y
y z
0 z 300
z 300
300 0



player.cs

player.cs

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

// Load dts shapes and merge animations

datablock TSShapeConstructor(PlayerDts)

{
baseShape = "~/data/shapes/player/player.dts";
sequence0 = "~/data/shapes/player/player_root.dsq root™;
sequencel = "~/data/shapes/player/player_forward.dsq run™;
sequence2 = "~/data/shapes/player/player_back.dsq back";
sequenced = "~/data/shapes/player/player_side.dsq side";
sequence4 = "~/data/shapes/player/player_fall.dsq fall";
sequenceb = "~/data/shapes/player/player_land.dsq land";
sequence6 = "~/data/shapes/player/player_jump.dsq jump";
sequence? = "~/data/shapes/player/player_standjump.dsq standjump";
sequence8 = "~/data/shapes/player/player_lookde.dsq look™;
sequence9 = "~/data/shapes/player/player_head.dsq head";
sequencel0 = "~/data/shapes/player/player_headside.dsq headside";
sequencell = "~/data/shapes/player/player_celwave.dsq celwave";

h

datablock PlayerData(PlayerBody)

{
renderFirstPerson = false;

shapeFile = "~/data/shapes/player/player.dts";
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function PlayerBody::onAdd(%this,%obj)

{
/I Called when the PlayerData datablock is first 'read’ by the engine

(executable)

¥
function PlayerBody::onRemove(%this, %obj)
{
if (%o0bj.client.player == %obj)
%obj.client.player = 0;
¥
function PlayerBody::onNewDataBlock(%this,%o0bj)
{
/I Called when this PlayerData datablock is assigned to an object
¥
TSShapeConstructor() shape( ) animations(
) baseShape dts sequence *
dsq root run
PlayerData() PlayerBody

renderFirstPerson = false

shapeFile

"~/data/shapes/player/player.dts"
onAdd() PlayerData
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onRemove() %obj.client.player 0

onNewDataBlock() PlayerData

camera.cs

camera.cs

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

$Camera::movementSpeed = 40;

datablock CameraData(Observer)

{
mode = "Observer";
}3
$Camera::movementSpeed
CaneraData Observer mode
Observer game.cs
default.cs
defaults.cs
= m e e e el

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

$Pref::Server::RegionMask = 2;
$pref::Master[0] = "2:master.garagegames.com:28002";

$Pref::Server::Name = "Torque TTB Server";
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$Pref::Server::Info = "This is a Torque Game Engine Test Server.";

$Pref::Server::ConnectionError =

"You do not have the correct version of the Torque Game Engine or "@

"the related art needed to connect to this server, please contact "@

"the server operator to obtain the latest version of this game."”;
$Pref::
$Pref::
$Pref::
$Pref::
$Pref::
$Pref::

$Pref::

Spref::Master[0] = "2:master.garagegames.com:28002";

Server::
Server::
Server:
Server::
Server::

Server::

Server::

garagegames

Port = 28000:

Password = "",;

:AdminPassword = """

MaxPlayers = 64;
FloodProtectionEnabled = 1;
MaxChatLen = 120;

RegionMask = 2;
2 2

dedicated
28002

garagegames

$Pref::Server::Name = "Torque TTB Server";

Server

$Pref::Server::Info = "This is a Torque Game Engine Test Server.";

$Pref::Server::ConnectionError =

Torque TTB

"You do not have the correct version of the Torque Game Engine or "@

"the related art needed to connect to this server, please contact " @
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"the server operator to obtain the latest version of this game.";

$Pref::Server::Port = 28000; 28000

$Pref::Server::Password = "";

$Pref::Server::AdminPassword = "";

$Pref::Server::MaxPlayers = 64;
$Pref::Server::FloodProtectionEnabled = 1;
$Pref::Server::MaxChatLen = 120;

editor.cs

editor.cs

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

/l This file contains shape declarations and functions used by the mission
// editor. The mission editor invokes datablock create methods when it

// wants to create an object of that type.

// Declare a static shape create method. This allows DTS objects to be loaded
/I using the StaticShape simulation object.
function StaticShapeData::create(%data)

{
%obj = new StaticShape() {
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dataBlock = %data;
+

return %obyj;

// Declare two marker objects used to place waypoints
datablock MissionMarkerData(WayPointMarker)
{

category = "Misc";

shapeFile = "~/data/shapes/markers/octahedron.dts™;
h
datablock MissionMarkerData(SpawnSphereMarker)
{

category = "Misc";

shapeFile = "~/data/shapes/markers/octahedron.dts™;
b
function MissionMarkerData::create(%block)

{
switch$(%block)

{
case "WayPointMarker":
%obj = new WayPoint() {
dataBlock = %block;
h
return(%obj);
case "SpawnSphereMarker":
%obj = new SpawnSphere() {
datablock = %block;
h
return(%obj);
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}

return(-1);

function serverCmdToggleCamera(%client)

{
if ($Server::ServerType $="SinglePlayer") {
%control = %client.getControlObject();
if (%control == %client.player) {
%control = %client.camera;
%control.mode = toggleCameraFly;
¥
else {
%control = %client.player;
%control.mode = observerFly;
¥
%client.setControlObject(%control);
¥
¥
function serverCmdDropPlayerAtCamera(%client)
{
if (1%client.player.isMounted())
%client.player.setTransform(%client.camera.getTransform());
%client.player.setVelocity("0 0 0");
%client.setControlObject(%client.player);
¥
function serverCmdDropCameraAtPlayer(%client)
{
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%client.camera.setTransform(%client.player.getEyeTransform());
%client.camera.setVelocity("0 0 0");
%client.setControlObject(%client.camera);

¥

function dropFreakinCameraAtPlayer()
{
$dropcameracount++;
%cl = ClientGroup.getObject(0);
if (%cl.camera) dropCameraAtPlayer(1);
else if

($dropcameracount<100) schedule(100,0,dropFreakinCameraAtPlayer);
}

StaticShapeData::create(%this) DTS
StaticShpae
datablock 2
MissionMarkerData WayPointMarker
SpawnSphereMarker WayPointMarker
SpawnSphereMarker
MissionMarkerData::create(%block) MissionMarkerData
switch WayPointMarker

SpawnSphereMarker

ServerCmdToggleCamera  client
€ 77 Camera ToggleCamera
ServerCmd

serverCmdDropPlayerAtCamera  client

if (1%client.player.isMounted())

setTransform()
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getTransform()

serverCmdDropCameraAtPlayer(%client)

getEyeTransform() eye
eye eye
dts setVelocity()
X Yy z setControlObject()

logoitem.cs

logoitem.cs

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

datablock StaticShapeData(TorqueLogoltem)

{

category = "ltems";

shapeFile = "~/data/shapes/3dtorquelogo/torque_logo.dts";
h
Server

TorqueLogoltem StaticShapeData category
Items world editor creator items
torque_logo.dts shapeFile 3D
server
client
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5.2.3 client

client 8 .cs ui

.qui
audioProfiles.cs

audioProfiles.cs

Il Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

/I Channel assignments (channel 0 is unused in-game).
$GuiAudioType =1;

$SimAudioType =2;

$MessageAudioType = 3;

new AudioDescription(AudioGui)

{

volume =1.0;

isLooping= false;

is3D = false;

type = $GuiAudioType;
h
new AudioDescription(AudioMessage)
{

volume =1.0;

isLooping= false;

is3D = false;

type = $MessageAudioType;
h
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3 2 AudioDescription()
AudioGui  AudioMessage volue =1 isLooping=false
is3D=false 3D
type
default.bind.cs

default.bind.cs

I/l Torque Game Engine

Il Copyright (C) GarageGames.com, Inc.

if (isObject( moveMap ) )
moveMap.delete();

new ActionMap(moveMap);

// Misc. in-game keys
function escapeFromGame()
{
if ( $Server::ServerType $= "SinglePlayer")
MessageBoxYesNo( "Quit Mission”, "Exit from this Mission?",
"disconnect();", ");
else
MessageBoxYesNo( "Disconnect”, "Disconnect from the server?",
"disconnect();", "");

}

moveMap.bindCmd(keyboard, "escape™, ", "escapeFromGame();");
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// Movement Keys
$movementSpeed = 1; // m/s
function setSpeed(%speed)
{
if(%ospeed)
$movementSpeed = %speed,;

}

function moveleft(%val)

{

$mvLeftAction = %val * $movementSpeed;

}

function moveright(%val)

{

$mvRightAction = %val * $movementSpeed;

}

function moveforward(%val)

{

$mvForwardAction = %val * $movementSpeed;

}

function movebackward(%val)

{

$mvBackwardAction = %val * $movementSpeed;

}

function moveup(%oval)

{

$mvUpAction = %val * $movementSpeed;

}

function movedown(%val)

{

$mvDownAction = %val * $movementSpeed,;
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}

function turnLeft( %val )

{
$mvYawRightSpeed = %val ? $Pref::Input::KeyboardTurnSpeed : 0;
¥
function turnRight( %val )
{
SmvYawLeftSpeed = %val ? $Pref::Input::KeyboardTurnSpeed : 0;
¥
function panUp( %val )
{
$mvPitchDownSpeed = %val ? $Pref::Input::KeyboardTurnSpeed : 0;
¥
function panDown( %val )
{
$mvPitchUpSpeed = %val ? $Pref::Input::KeyboardTurnSpeed : 0;
¥
function getMouseAdjustAmount(%val)
{
/I based on a default camera fov of 90'
return(%oval * ($cameraFov / 90) * 0.01);
¥
function yaw(%val)
{
$mvYaw += getMouseAdjustAmount(%val);
¥
function pitch(%val)
{
$mvPitch += getMouseAdjustAmount(%val);
¥
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function jump(%val)

{

$mvTriggerCount2++;

¥

function mouseTrigger(%val)

{

$mvTriggerCount0++;
¥
moveMap.bind( keyboard, a, moveleft );
moveMap.bind( keyboard, d, moveright );
moveMap.bind( keyboard, w, moveforward );
moveMap.bind( keyboard, s, movebackward );
moveMap.bind( keyboard, space, jump );
moveMap.bind( mouse, xaxis, yaw );
moveMap.bind( mouse, yaxis, pitch );

moveMap.bind( mouse, button0, mouseTrigger );

/I Camera & View functions

function toggleFreeLook( %val )

{
if (%val)
$mvFreeLook = true;
else
$mvFreeLook = false;
¥

$firstPerson = true;
function toggleFirstPerson(%val)
{

if (%val)

{
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$firstPerson = 1$firstPerson;

ServerConnection.setFirstPerson($firstPerson);

¥
function toggleCamera(%val)
{
if (%val)
commandToServer('ToggleCamera’);
¥

moveMap.bind( keyboard, z, toggleFreeLook );
moveMap.bind(keyboard, tab, toggleFirstPerson );

moveMap.bind(keyboard, "alt c", toggleCamera);

// Helper functions used by the mission editor

function dropCameraAtPlayer(%val)

{
if (%val)
commandToServer(‘dropCameraAtPlayer’);
¥
function dropPlayerAtCamera(%val)
{
if (%val)
commandToServer('DropPlayerAtCamera’);
¥

moveMap.bind(keyboard, "F8", dropCameraAtPlayer);
moveMap.bind(keyboard, "F7", dropPlayerAtCamera);



/I Misc.

GlobalActionMap.bind(keyboard, "tilde", toggleConsole);
GlobalActionMap.bindCmd(keyboard, "alt k", "cls();","");
GlobalActionMap.bindCmd(keyboard, “alt enter", ", "toggleFullScreen();");

// Dubuging Functions
$MFDebugRenderMode = 0;
function cycleDebugRenderMode(%val)
{
if (1%val)
return;
if (getBuildString() $= "Debug")

{
if($MFDebugRenderMode == 0)

{
// Outline mode, including fonts so no stats
$MFDebugRenderMode = 1;
GLEnableQutline(true);

}
else if (SMFDebugRenderMode == 1)

{
/I Interior debug mode
$MFDebugRenderMode = 2;
GLEnableQutline(false);
setInteriorRenderMode(7);
showlnterior();

}
else if (SMFDebugRenderMode == 2)

{

/] Back to normal
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$MFDebugRenderMode = 0;
setinteriorRenderMode(0);

GLEnableQutline(false);

show();
¥
¥
else
{
echo("Debug render modes only available when running a Debug
build.");
¥

}
Global ActionMap.bind(keyboard, "F9", cycleDebugRenderMode);

ActionMap moveMap moveMap
moveMap.delete() new ActionMap(moveMap)
moveMap
escapeFromGame() esc

moveMap.bind(
1, 2, 3) 1 keyboard

mouse 2

toggleFreeLook  toggleCamera

commandToServer() ToggleCamera

camera.cs  ServercmdToggleCamera

draoCameraAtPlayer  dropPlayerAtCamera
dropCameraAtPlayer  DropPlayerAtCamera
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Global ActionMap.bind
cycleDebugRenderMode
5.1

5.1

SPC

Esc

Tab

Alt+C

Alt + enter

F7

F8

defaults.cs

defaults.cs

I/l Torque Game Engine
/I Copyright (C) GarageGames.com, Inc.
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/I The master server is declared with the server defaults, which is
// loaded on both clients & dedicated servers. If the server mod
/1'is not loaded on a client, then the master must be defined.
/1$pref::Master[0] = "2:v12master.dyndns.org:28002";
Spref::Player::Name = "Test Guy";
$pref::Player::defaultFov = 90;

Spref::Player::zoomSpeed = 0;

$pref::Net::LagThreshold = 400;

Spref::shadows = "2";

$pref::HudMessageLogSize = 40;

$pref::ChatHudLength = 1;
$pref::Input::LinkMouseSensitivity = 1;

// DInput keyboard, mouse, and joystick prefs
$pref::Input::KeyboardEnabled = 1;
$pref::Input::MouseEnabled = 1;
$pref::Input::JoystickEnabled = 0;
$pref::Input::KeyboardTurnSpeed = 0.1;
$pref::sceneLighting::cacheSize = 20000;
$pref::sceneLighting::purgeMethod = "lastCreated";
$pref::sceneLighting::cacheLighting = 1;
$pref::sceneLighting::terrainGenerateLevel = 1;
$pref::Terrain::DynamicLights = 1;

Spref::Interior:: TexturedFog = 0;
$pref::Video::displayDevice = "OpenGL";
$pref::Video::allowOpenGL = 1;

$pref::Video::allowD3D = 1;

$pref::Video::preferOpenGL = 1;
$pref::Video::appliedPref = 0;
$pref::Video::disableVerticalSync = 1;
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$pref:
$pref:
$pref:
$pref:
$pref::
$pref::
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:

Video:

:monitorNum = 0;
:Video::windowedRes = "800 600";
:Video::screenShotFormat = "PNG";
:OpenGL.::forcel6BitTexture = "0";

OpenGL.::forcePalettedTexture = "0";

OpenGL::maxHardwareLights = 3;

:Audio::
:Audio:
:Audio:
‘Audio::
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:

defaults.cs

$pref:

$pref:

$pref:

‘Player::

:Player:

:Player:

:VisibleDistanceMod = 1.0;

driver = "OpenAL";

-forceMaxDistanceUpdate = 0;

:environmentEnabled = 0;

masterVolume =0.8;

:channelVVolumel = 0.8;
:channelVVolume2 = 0.8;
:channelVVolume3 = 0.8;
:channelVVolume4 = 0.8;
:channelVVolume5 = 0.8;
:channelVVolume6 = 0.8;
:channelVVolume7 = 0.8;

:channelVVolume8 = 0.8;

Name = "Test Guy"

:defaultFov = 90

90

:zoomSpeed = 0;

$pref::Net::LagThreshold = 400;
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$pref:
$pref::
$pref::
$pref::

$pref::
$pref::
$pref::
$pref::
$pref:

$pref::sceneLighting::purgeMethod

:shadows = "2"; 2

HudMessagelL.ogSize = 40;

ChatHudLength = 1;

Input::LinkMouseSensitivity = 1;

Input::KeyboardEnabled = 1;

Input::MouseEnabled = 1,

Input::JoystickEnabled = 0;

Input::KeyboardTurnSpeed = 0.1;

lastCreated

$pref::sceneLighting::cacheLighting

$pref::
$pref:
$pref::
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref::
$pref::
$pref:

Video:
:Video:

:Video:

:Video:
:Video:

:sceneL.ighting::cacheSize = 20000;

"lastCreated";

l; ~ & 7

sceneLighting::terrainGenerateLevel = 1; “

‘Terrain

::DynamicLights = 1; cc =

Interior::TexturedFog = 0; Interior < 7z

Video::

Video::

:Video::
:Video:
:windowedRes = "800 600"; 800><600
:screenShotFormat = "PNG"; PNG

:0OpenG

OpenG
OpenG

displayDevice = "OpenGL"; APl OpenGL

:allowOpenGL =1; OpenGL
:allowD3D =1; DirectX D3D

preferOpenGL = 1; OpenGL API

-appliedPref = 0; $pref::Video::appliedPref = 0

disableVerticalSync = 1,

monitorNum = 0;

L::forcel6BitTexture = "0"; 16
L::forcePalettedTexture = "0";

L::maxHardwareLights = 3; 3

:VisibleDistanceMod = 1.0; 1.0
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$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:
$pref:

:Audio::
:Audio:
:Audio:
‘Audio::
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:
:Audio:

driver = "OpenAL";

:environmentEnabled = 0;

masterVolume =0.8;

:channelVVolumel = 0.8;
:channelVVolume2 = 0.8;
:channelVVolume3 = 0.8;
:channelVVolume4 = 0.8;
:channelVVolume5 = 0.8;
:channelVVolume6 = 0.8;
:channelVVolume7 = 0.8;

:channelVVolume8 = 0.8;

loadingGui.cs

loadingGui.cs

I/ Torque Game Engine

Il Copyright (C) GarageGames.com, Inc.

function LoadingGui::onAdd(%this)

{

%this.qLineCount = 0;

function LoadingGui::onWake(%this)

{

// Play sound...

CloseMessagePopup();
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function LoadingGui::onSleep(%this)
{
/I Clear the load info:
if ( %this.gLineCount 1$="")
{
for ( %line = 0; %line < %this.qLineCount; %line++)
%this.qLine[%line] = "";
¥
%this.qLineCount = 0;
LOAD_MapName.setText( ™ );
LOAD_MapDescription.setText( ™" );
LoadingProgress.setValue( 0 );
LoadingProgressTxt.setValue( "WAITING FOR SERVER");

/1 Stop sound...
¥
loadingGui.cs LoadingGui LoadingGui
torque gui
playGui startGui
LoadingGui::onAdd() %ithis.qLineCount 0
LoadingGui::onWake() CloseMessagePopup()
LoadingGui::onSleep()
%this.gLineCount for
%this.qgLine[] %this.gLineCount O

LOAD_MapName.setText( "™ );

LOAD_MapDescription.setText("™");
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LoadingProgress.setValue( 0 );
LoadingProgressTxt.setValue( "WAITING FOR SERVER");

missionDownload.cs

missionDownload.cs

I/l Torque Game Engine

/I Copyright (C) GarageGames.com, Inc.

// Mission Loading & Mission Info
/l The mission loading server handshaking is handled by the
// common/client/missingLoading.cs. This portion handles the interface

Il with the game GUIL.

// Loading Phases:

I/ Phase 1: Download Datablocks

// Phase 2: Download Ghost Objects
// Phase 3: Scene Lighting

function onMissionDownloadPhasel(%missionName, %musicTrack)
{
/Il Close and clear the message hud (in case it's open)
/lcls();
I/ Reset the loading progress controls:
LoadingProgress.setValue(0);
LoadingProgressTxt.setValue("LOADING DATABLOCKS");
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function onPhaselProgress(%progress)

{
LoadingProgress.setValue(%progress);
Canvas.repaint();

¥

function onPhaselComplete()

{

¥

function onMissionDownloadPhase2()

{
I/ Reset the loading progress controls:
LoadingProgress.setValue(0);
LoadingProgressTxt.setValue("LOADING OBJECTS");
Canvas.repaint();

¥

function onPhase2Progress(%progress)

{

LoadingProgress.setVValue(%progress);

Canvas.repaint();

}

function onPhase2Complete()

{
¥

function onMissionDownloadPhase3()
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LoadingProgress.setValue(0);
LoadingProgressTxt.setValue("LIGHTING MISSION");

Canvas.repaint();

}

function onPhase3Progress(%oprogress)

{

LoadingProgress.setValue(%progress);

}

function onPhase3Complete()

{
LoadingProgress.setValue( 1);

$lightingMission = false;

function onMissionDownloadComplete()

{
/I Client will shortly be dropped into the game, so this is
/I good place for any last minute gui cleanup.
¥
= e e

// Before downloading a mission, the server transmits the mission

/l information through these messages.

addMessageCallback( 'MsgLoadInfo', handleLoadInfoMessage );
addMessageCallback( 'MsgLoadDescripition’, handleLoadDescriptionMessage );
addMessageCallback( 'MsgLoadInfoDone', handleLoadInfoDoneMessage );



function handleLoadInfoMessage( %msgType, %msgString, %omapName ) {

// Need to pop up the loading gui to display this stuff.

Canvas.setContent("LoadingGui");

/Il Clear all of the loading info lines:

for( %line = 0; %line < LoadingGui.gLineCount; %line++ )
LoadingGui.gLine[%line] ="";

LoadingGui.qLineCount = 0;

LOAD_MapName.setText( %omapName );

function handleLoadDescriptionMessage( %msgType, %msgString, %line )
{
LoadingGui.qLine[LoadingGui.gLineCount] = %line;
LoadingGui.gLineCount++;
/I Gather up all the previous lines, append the current one
//'and stuff it into the control
%text = "<spush><font:Arial:16>";
for( %line = 0; %line < LoadingGui.gLineCount - 1; %line++)
%text = %text @ LoadingGui.gLine[%line] @ " *;
%text = %text @ LoadingGui.gLine[%line] @ "<spop>";
LOAD_MapDescription.setText( %text );

function handleLoadInfoDoneMessage( %msgType, %msgString )
{

Il This will get called after the last description line is sent.

common common/client/missingLoading.cs
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3

onMissionDownloadPhasel() onPhaselProgress()

onPhaselComplete() onMissionDownloadPhasel()
LoadingProgress setValue(0)
0 LoadingProgressTxt.setValue("LOADING DATABLOCKS");

““LOADING DATABLOCKS~~
onPhaselProgress()
LoadingProgress  setValue() 50%
Canvase.repaint()
100%

onPhaselComplete()

““LOADING
OBJECTS?”

““LIGHTING MISSION~~ onPhase3Complete()

LoadingProgress.setValue(1); $lightingMission = false;

Camvas.repaint()

optionDlg.cs “ 77

playGui.cs

playGui.cs
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I/ Torque Game Engine

Il Copyright (C) GarageGames.com, Inc.

function PlayGui::onWake(%this)

{
// Turn off any shell sounds...
/I alxStop( ... );
$enableDirectlnput = "1";
activateDirectinput();
/I Activate the game's action map

moveMap.push();

¥
function PlayGui::onSleep(%this)
{
I/ Pop the keymap
moveMap.pop();
¥
PlayGui
PlayGui
PlayGui onWake() onSleep() PlayGui
Alt+Tab
onWake()
$enableDirectinput 1 activateDirectInput()
moveMap.push() moveMap
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onSleep() moveMap.pop()

moveMap

serverConnection.cs

serverConnection.cs

I/ Torque Game Engine

Il Copyright (C) GarageGames.com, Inc.

function onServerMessage(%mesg)

{

/I Server message text which includes chat from other players.

addMessageCallback( 'MsgConnectionError', handleConnectionErrorMessage );
function handleConnectionErrorMessage(%msgType, %msgString, %msgError)
{

/I On connect the server transmits a message to display if there

/I are any problems with the connection. Most connection errors

Il are game version differences, so hopefully the server message

I/ will tell us where to get the latest version of the game.

$ServerConnectionErrorMessage = %msgError;
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/I GameConnection client callbacks

function GameConnection::initialControlSet(%this)

{

echo ("*** Initial Control Object™);

/I The first control object has been set by the server

// and we are now ready to go.

Il first check if the editor is active

if ('Editor::checkActiveLoadDone())

{

if (Canvas.getContent() != PlayGui.getld())
Canvas.setContent(PlayGui);

¥
¥
function GameConnection::setLaglcon(%this, %state)
{

if (Y%this.getAddress() $= "local")

return;

/I Called when the server lag state changes state = true/false
¥
function GameConnection::onConnectionAccepted(%this)
{

// Called on the new connection object after connect() succeeds.
¥

function GameConnection::onConnectionTimedOut(%this)

{

/I Called when an established connection times out
disconnectedCleanup();

MessageBoxOK( "TIMED OUT", "The server connection has timed out.");

151



function GameConnection::onConnectionDropped(%this, %msg)
{
/I Established connection was dropped by the server
disconnectedCleanup();
MessageBoxOK( "DISCONNECT", "The server has dropped the connection:
" @ %msg);
¥
function GameConnection::onConnectionError(%this, %msg)
{
Il General connection error, usually raised by ghosted objects
// initialization problems, such as missing files. We'll display
/I the server's connection error message.
disconnectedCleanup();
MessageBoxOK( "DISCONNECT", $ServerConnectionErrorMessage @ " (*
@ %msg @ ")");
¥

function GameConnection::onConnectRequestRejected( %this, %msg )

{
switch$(%msg)

{
case "CR_INVALID_PROTOCOL_VERSION":
%error = "Incompatible protocol version: Your game version is not
compatible with this server.";
case "CR_INVALID_CONNECT_PACKET":
%error = "Internal Error: badly formed network packet";
case "CR_YOUAREBANNED":

%error = "You are not allowed to play on this server.";
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case "CR_SERVERFULL":
%error = "This server is full.";
case "CHR_PASSWORD™:
Il XXX Should put up a password-entry dialog.
if ($Client::Password $=""")
MessageBoxOK( "REJECTED", "That server requires a
password.");
else {
$Client::Password = "";
MessageBoxOK( "REJECTED", "That password is incorrect.");
¥
return;
case "CHR_PROTOCOL":
%error = "Incompatible protocol version: Your game version is not
compatible with this server.”;
case "CHR_CLASSCRC":
%error = "Incompatible game classes: Your game version is not
compatible with this server.";
case "CHR_INVALID_CHALLENGE_PACKET":
%error = "Internal Error: Invalid server response packet™;
default:
%error = "Connection error. Please try another server. Error code:
('@ %msg @ )",
¥
disconnectedCleanup();
MessageBoxOK( "REJECTED", %error);
¥

function GameConnection::onConnectRequestTimedOut(%this)

{

disconnectedCleanup();
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MessageBoxOK( "TIMED OUT", "Your connection to the server timed

out.");

}

function disconnect()

{
/I Delete the connection if it's still there.
if (isObject(ServerConnection))

ServerConnection.delete();

disconnectedCleanup();
/I Call destroyServer in case we're hosting
destroyServer();

}

function disconnectedCleanup()

{
/l Terminate all playing sounds
alxStopAll();
if (isObject(MusicPlayer))

MusicPlayer.stop();

/1 Back to the launch screen
Canvas.setContent(MainMenuGui);
// Dump anything we're not using
clearTextureHolds();

purgeResources();

disconnect()  disconnectedCleanup() disconnect()
function disconnect()
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if (isObject(ServerConnection))
ServerConnection.delete();

disconnectedCleanup();

destroyServer();
¥
if ServerConnection
delete() disconnectedCleanup()
destroyServer()

function disconnectedCleanup()
{
alxStopAll();
if (isObject(MusicPlayer))
MusicPlayer.stop();
Canvas.setContent(MainMenuGui);
clearTextureHolds();
purgeResources();
¥
alxStopAll() if
MusicPlayer stop()
Canvas.setContent(MainMenuGui)

clearTextureHolds() purgeResources()

Canvas
setContent()
Gui MainMenuGui
PlayGui Canvas.setContent(PlayGui)
ui
ui loadingGui.gui  mainMenuGui.gui  optionsDlIg.gui
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playGui.gui .qui buttons

background.png
gameonebg.jpg
GameOne
5.5 Buttons

tutorial.base
5.3

=T @ £} . e

GUI EDITOR WORLD EDITOR CORSOLE NEWS DOCS FORUMS TON  TUTORIAL

5.3

.qui

gui
new GuiChunkedBitmapCtrl(MainMenuGui) {

Profile = "GuiContentProfile";
HorizSizing = "width";
VertSizing = "height";
position = "0 0";
Extent = "640 480",
MinExtent = "8 8";
Visible ="1";
bitmap = "./background™;
useVariable = "0";
tile ="0";

helpTag = "0";
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gray_bar.png
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new GuiChunkedBitmapCtrl() {

Profile = "GuiDefaultProfile";

HorizSizing = "center";

VertSizing = "bottom";

position = "42 0";

Extent = "555 55";

MinExtent = "8 2";

Visible = "1";

bitmap = "./gray_bar";

useVariable = "0";

tile ="0";

new GuiBitmapButtonCtrl() {
Profile = "GuiBorderButtonProfile";
HorizSizing = "left™;
VertSizing = "top";
position = "516 5";
Extent = "31 43";
MinExtent = "8 2";
Visible = "1";
Command = "quit();";
tooltipprofile = "GuiToolTipProfile";
tooltip = "Close down the engine";
text = "Button";
groupNum = "-1",
buttonType = "PushButton";

bitmap = "./buttons/exit";

MainMenuGui  GuiChunkedBitmapCitrl
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5.4

background

TORQUE
GAME ENGINE

5.4 background

GuiChunkedBitmapCitrl

5.5
5.5
GuiBitmapButtonCtrl()
E:r Command
tooltipprofile GuiToolTipProfile

Tooltip

““Close down the engine””
loadingGui.gui
new GuiControlProfile ("LoadingGuiContentProfile")

{
opaque = true;
fillColor = 200 200 200";

border = true;
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borderColor ="000";
h
//--- OBJECT WRITE BEGIN ---
new GuiChunkedBitmapCtrl(LoadingGui) {
profile = "GuiContentProfile";
horizSizing = "width";
vertSizing = "height™;
position = "0 0";
extent = "640 480",
minExtent = "8 8",
visible = "1";
helpTag = "0";
bitmap = "./background.jpg";
useVariable = "0";
tile ="0";
new GuiControl() {
profile = "LoadingGuiContentProfile";
horizSizing = "center";
vertSizing = "center";
position = "30 110";
extent = "455 308",
minExtent = "8 8",
visible = "1";
helpTag = "0";
new GuiTextCtrl(LOAD_MapName) {
profile = "GuiMediumTextProfile";
horizSizing = "right™;
vertSizing = "bottom";
position = "7 6";
extent = "100 28",
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minExtent = "8 8",
visible = "1";
helpTag = "0";
text = "Map Name";
maxLength = "255";

h

new GuiMLTextCtrl(LOAD_MapDescription) {
profile = "GuiMLTextProfile™;
horizSizing = "right™;
vertSizing = "bottom";
position = "7 62";
extent = "303 16",
minExtent = "8 8";
visible = "1";
helpTag = "0";
lineSpacing = "2";
allowColorChars = "0";
maxChars = "-1";

h

new GuiProgressCtrl(LoadingProgress) {
profile = "GuiProgressProfile";
horizSizing = "right™;
vertSizing = "top™;
position = "128 262",
extent = "262 25",
minExtent = "8 8",
visible = "1";

helpTag = "0";

new GuiTextCtrl(LoadingProgressTxt) {
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profile = "GuiProgressTextProfile™;
horizSizing = "right™;

vertSizing = "bottom™;

position = "-4 3";

extent = "262 20";

minExtent = "8 8",

visible = "1";

helpTag = "0";

text = "LOADING MISSION",
maxLength = "255";

h

new GuiButtonCtrl() {
profile = "GuiButtonProfile";
horizSizing = "right™;
vertSizing = "top";
position = "58 262",
extent = "65 25",
minExtent = "20 20",
visible = "1";
command = "disconnect();";
accelerator = "escape";
helpTag = "0";
text = "CANCEL";

I¢
Ig
hg
/I--- OBJECT WRITE END ---
IoadingGui.gui WORLD EDITOR
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new LoadingGuiContentProfile

LoadingGui
LoadingGuiContentProfile

GUI

GuiMITextCtrl LOAD_MapName
GuiMediumTextProfile text ““Map Name~”~
Map flat.mis  ScriptObject
““F World~~ LOAD_MapDescription
GuiMLTextProfile ““The tutorial

base example mission. This mission contains a minimal set of example art and
textures.””

flat.mis simGroup descO

LoadingProgress  GuiProgressCitrl

GuiProgressProfile
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common

LoadingProgressTxt  GuiTextCtrl
GuiProgressTextProfile
““LOADING MISSION~~
GuiButtonCitrl()
““command = "disconnect();";>”
client
.CS
.qui
data data
interiors missions shapes
skies sound terrains
water tutorial.base
5.2
52 data

Interiors

Missions

Shapes
Skies

Sound

Terrains
water

missions
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missions flat.mis  flat.ter
flat_9d4d64.ml

flat.mis

flat.mis
tutorial.base
//--- OBJECT WRITE BEGIN ---
new SimGroup(MissionGroup) {
new ScriptObject(Missioninfo) {
descO = "The tutorial base example mission. This mission contains a
minimal set of example art and textures.";
name ="F World";
h
new MissionArea(MissionArea) {
Area = "-360 -648 720 1296",
flightCeiling = "300";
flightCeilingRange = "20";
locked = "true™;
h
new Sky(Sky) {
position = 336 136 0";
rotation="1000";
scale="111",
materialList = "~/data/skies/sky_day.dml";
cloudHeightPer[0] = "0.349971";
cloudHeightPer[1] = "0.25";
cloudHeightPer[2] = "0.199973";
cloudSpeedl ="0.0001";
cloudSpeed2 = "0.0002";
cloudSpeed3 = "0.0003";
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visibleDistance = "500";
fogDistance = "300";
fogColor ="0.82 0.828 0.844 1";
fogStorm1 ="0";
fogStorm2 ="0";
fogStorm3 ="0";
fogVVolumel ="300 0 71";
fogVVolume2 ="000";
fogVVolume3 ="000";
fogVVolumeColorl = "128 128 128 -2.22768e+038";
fogVolumeColor2 = "128 128 128 0";
fogVVolumeColor3 = "128 128 128 -1.70699e+038";
windVelocity ="1 1 0";
windEffectPrecipitation = "1";
SkySolidColor = "0.547 0.641 0.789 0";
useSkyTextures = "1";
renderBottomTexture = "0";
noRenderBans = "0";
locked = "true™;
h
new Sun() {
azimuth ="0",
elevation = "35";
color ="0.988 0.985 0.98 1";
ambient ="0.50.50.5 1";
rotation="1000";
scale="111",
direction = "0.57735 0.57735 -0.57735";
position ="00 0";
locked = "true™;
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h
new TerrainBlock(Terrain) {
rotation ="100 0",
scale="111",
terrainFile = "./flat.ter";
squareSize = "8";
emptySquares = "99744 443522 443778 444034";
bumpScale ="1";
bumpOffset = "0.01";
zeroBumpScale = "8";
tile ="1";
position = "-1024 -1024 0",
locked = "true™;
h
new SimGroup(PlayerDropPoints) {
new SpawnSphere() {
position = "23.1063 -410.857 166.036";
rotation ="0 0 1 130.062";
scale="111"
dataBlock = "SpawnSphereMarker";
radius = "100";
sphereWeight = "100";
indoorWeight = "100";
outdoorWeight = "100";
lockCount = "0";
locked = "false";

homingCount ="0";

166



/1--- OBJECT WRITE END ---

MissionGroup  SimGroup

world editor inspector +
SimGroup
MissionGroup Missioninfo  ScriptObject
descO
MissionArea  MissionArea
Sky  Sky
Sun Terrain SimGroup
SpawnSphere()
flat.ter
File - Save Mission as
flat.ter
5.3
tutorial.base
starter.fps
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tutorial.base

starter.fps

6.1

starter.fps

example

torqueDemo.exe

glu2d3d.dil

opengl2d3d.dll

main.cs

\_/_
main.cs data

6.1 starter.fps
tutorial.base
scripts

exec

6.1 starter.fps

main.cs

"starter.fps";””

Torque
starter.fps
demo fps
example

common
starter.fps

server script

client script

example

server client

<< $defaultGame =

starter.fps
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main.cs

6.1.1 main.cs

tutorial.base main.cs
FpsStarterKit tutorial.base main.cs

ttb FpsStarterKit

package FpsStarterKit {
function displayHelp() {
Parent::displayHelp();
error(
"FPS Mod options:\n"@
" -dedicated Start as dedicated server\n"@
" -connect <address> For non-dedicated: Connect to a game at
<address>\n" @

" -mission <filename> For dedicated: Load the mission\n"

}

function parseArgs()
{
Parent::parseArgs();
/I Arguments, which override everything else.
for (%i = 1; %i < $Game::argc ; %i++)
{
%arg = $Game::argv[%i];
%nextArg = $Game::argv[%i+1];
%hasNextArg = $Game::argc - %i > 1,
switch$ (%arg)

{
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case "-dedicated":
$Server::Dedicated = true;
enableWinConsole(true);

$argUsed[%i]++;

case "-mission":
$argUsed[%i]++;
if (%hasNextArg) {
$missionArg = %nextArg;
$argUsed[%i+1]++;
%i++;
¥
else
error("Error: Missing Command Line argument. Usage:

-mission <filename>");

case "-connect":
SargUsed[%i]++;
if (Y%hasNextArg) {
$JoinGameAddress = %nextArg;
$argUsed[%i+1]++;
Q%0i++;
¥
else
error("Error: Missing Command Line argument. Usage:

-connect <ip_address>");

¥
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function onStart()

{
Parent::onStart();

echo("\n--------- Initializing MOD: FPS Starter Kit --------- ");

/l Load the scripts that start it all...
exec("./client/init.cs");
exec("./server/init.cs");
exec("./data/init.cs");

/I Server gets loaded for all sessions, since clients

/Il can host in-game servers.
initServer();

/[ Start up in either client, or dedicated server mode
if ($Server::Dedicated)

initDedicated();
else
initClient();

¥

function onExit()

{
echo("Exporting client prefs");
export("$pref::*", "./client/prefs.cs”, False);
echo("Exporting client config");
if (isObject(moveMap))

moveMap.save("./client/config.cs", false);
echo("Exporting server prefs™);
export("$Pref::Server::*", " ./server/prefs.cs”, False);
BanL.ist::Export(*./server/banlist.cs");
Parent::onExit();
¥
}; /I Client package
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activatePackage(FpsStarterKit);
displayHelp() console.log

parseArgs()
-dedicated -mission -connect
torqueDemo.exe

““torqueDemo.exe —game starter.fps””

example
Dbat starter.fps.bat dos
6.2

e Cz\WIRDO¥S\systeni?icmd. exe

D:=~TGE_1 5 Z“example>torgqueDemo.exe —game starter.fps

6.2 TGE

XP .

““torqueDemo.exe -dedicated -mission *\data\missions\*.mis””

Torque -mission
onStart()
totorial.base $Server::Dedicated
$Server::Dedicated case
“-dedicated”
onExit()
activatePackage(FpsStarterKit); FpsStarterKit
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6.1.2 server

server
starter.fps\server demo init.cs
defaults.cs scripts demo

.dso banlist.cs  sprefs.cs

init.cs
init.cs init.cs

function initServer()

{
echo("\n--------- Initializing MOD: FPS Starter Kit: Server --------- ");
/I Server::Status is returned in the Game Info Query and represents the
// current status of the server. This string sould be very short.
$Server::Status = "Unknown";
// Turn on testing/debug script functions
$Server::TestCheats = false;
/I Specify where the mission files are.
$Server::MissionFileSpec = "*/missions/*.mis";
// The common module provides the basic server functionality
initBaseServer();
// Load up game server support scripts
exec("./scripts/commands.cs™);
exec("./scripts/centerPrint.cs");

exec("./scripts/game.cs");
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function initDedicated()

{

enableWinConsole(true);

I/ Make sure this variable reflects the correct state.
$Server::Dedicated = true;
/I The server isn't started unless a mission has been specified.
if ($missionArg 1$="") {

createServer("MultiPlayer", $missionArg);
}
else

echo("No mission specified (use -mission filename)");

initServer()

$Server::MissionFileSpec = "*/missions/*.mis";

missions .mis
initBaseServer() common
initDedicated()
““Torque /
3D
scripts
scripts
demo script .dso
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example DeleteDSOs.bat dos

.dso

Script 21

game.cs

game.cs toturial.base

game.cs

Il Torque Game Engine

Il Copyright (C) GarageGames.com, Inc.

$Game::Duration = 20 * 60;

$Game::EndGameScore = 30;

$Game::EndGamePause = 10;

/I Functions that implement game-play

function onServerCreated()

{
$Server::GameType = "FPS Starter Kit";
$Server::MissionType = "Deathmatch";
$Game::StartTime = 0;
exec("./audioProfiles.cs");
exec("./envAudioProfiles.cs");
exec("./camera.cs");
exec("./markers.cs");
exec("./triggers.cs”);

exec("./inventory.cs");
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exec("./shapeBase.cs");
exec("./item.cs");
exec("./environment.cs");
exec("./health.cs");
exec("./staticShape.cs");
exec("./weapon.cs");
exec("./radiusDamage.cs");
exec("./crossbow.cs");
exec("./environment.cs");
exec(""common/server/lightingSystem.cs");
exec("./player.cs");
exec("./chimneyfire.cs");
exec("./aiPlayer.cs");
exec("./sgExamples.cs");
Il Keep track of when the game started
$Game::StartTime = $Sim::Time;

¥

function onServerDestroyed()

{

// This function is called as part of a server shutdown.

}

function onMissionLoaded()

{

startGame();

}

function onMissionEnded()

{
cancel($Game::Schedule);
$Game::Running = false;
$Game::Cycling = false;
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}

function startGame()
{
if ($Game::Running) {
error("startGame: End the game first!");
return;
¥
for(  %clientindex = 0; %oclientindex < ClientGroup.getCount();
%clientindex++ ) {
%cl = ClientGroup.getObject( %clientindex );
commandToClient(%cl, 'GameStart');
%cl.score = 0;
¥
if ($Game::Duration)
$Game::Schedule =  schedule($Game::Duration * 1000, O,
"onGameDurationEnd" );
$Game::Running = true;
new ScriptObject(AlManager) {};
MissionCleanup.add(AlManager);
AlManager.think();
¥

function endGame()
{
if (1$Game::Running) {
error("endGame: No game running!");
return;
¥
AlManager.delete();
cancel($Game::Schedule);
for(  %clientindex = 0; %oclientindex < ClientGroup.getCount();
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%clientindex++ ) {
%cl = ClientGroup.getObject( %clientindex );
commandToClient(%cl, 'GameEnd");
¥
resetMission();
$Game::Running = false;

}

function onGameDurationEnd()
{
if ($Game::Duration && !lisObject(EditorGui))
cycleGame();

}

function cycleGame()
{
if ('$Game::Cycling) {
$Game::Cycling = true;

$Game::Schedule = schedule(0, 0, "onCycleExec");

}

function onCycleExec()
{
endGame();
$Game::Schedule = schedule($Game::EndGamePause * 1000, O,
"onCyclePauseEnd");
¥

function onCyclePauseEnd()

{
$Game::Cycling = false;
%search = $Server::MissionFileSpec;

for (%file = findFirstFile(%search); %file 1$= "', %file =
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findNextFile(%search)) {
if (%file $= $Server::MissionFile) {
I Get the next one, back to the first if there
/1'is no next.
%file = findNextFile(%search);
if (%file $="")
%file = findFirstFile(%search);

break;
¥
¥
loadMission(%file);
¥
function GameConnection::onClientEnterGame(%this)
{
commandToClient(%this, 'SyncClock', $Sim::Time - $Game::StartTime);
%this.camera = new Camera() {
dataBlock = Observer;
h
MissionCleanup.add( %this.camera );
%this.camera.scopeToClient(%this);
%this.score = 0;
%this.spawnPlayer();
¥
function GameConnection::onClientLeaveGame(%this)
{
if (isObject(%this.camera))
%this.camera.delete();
if (isObject(%this.player))
%this.player.delete();
¥
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function GameConnection::onLeaveMissionArea(%ithis)

{
}
function GameConnection::onEnterMissionArea(%this)
{
}

function GameConnection::onDeath(%this, %sourceObject, %sourceClient,
%damageType, %damLoc)
{
%this.player.setShapeName(™");
if (isObject(%this.camera) && isObject(%this.player)) {
%this.camera.setMode(""Corpse",%this.player);
%this.setControlObject(%this.camera);
¥
%this.player = 0;
// Doll out points and display an appropriate message
if (Y%odamageType $= "Suicide" || %sourceClient == %ithis) {
%this.incScore(-1);
messageAll('MsgClientKilled','%1 takes his own life!",%this.name);
¥
else {
%sourceClient.incScore(1);
messageAll('MsgClientKilled','%1 gets nailed by
%2"",%this.name,%sourceClient.name);
if (%sourceClient.score >= $Game::EndGameScore)

cycleGame();

¥

function GameConnection::spawnPlayer(%this)

{
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// Combination create player and drop him somewhere
%spawnPoint = pickSpawnPoint();
%this.createPlayer(%spawnPoint);

¥

function GameConnection::createPlayer(%this, %spawnPoint)
{
if (%this.player >0) {
error( "Attempting to create an angus ghost!" );
¥
%player = new Player() {
dataBlock = PlayerBody;
client = %this;
h
MissionCleanup.add(%player);
%player.setTransform(%spawnPoint);
%player.setShapeName(%this.name);
%player.setinventory(Crossbow,1);
%player.setinventory(CrossbowAmmo,10);
%player.mountimage(Crossbowlmage,0);
%this.camera.setTransform(%player.getEyeTransform());
%this.player = %player;
%this.setControlObject(%player);
¥

function pickSpawnPoint()
{
%groupName = "MissionGroup/PlayerDropPoints";
%group = nameTolD(%groupName);
if (%group !'=-1) {
%count = %group.getCount();
if (Yocount 1=0) {
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%index = getRandom(%count-1);
%spawn = %group.getObject(%index);
return %spawn.getTransform();
¥
else
error("No spawn points found in " @ %groupName);
¥
else
error("Missing spawn points group " @ %groupName);
// Could be no spawn points, in which case we'll stick the
/I player at the center of the world.

return'003001000";

¥
$Game::Duration
20><60 20 20
=60 1200
$Game::EndGameScore starter.fps
1 30

$Game::EndGamePause = 10;

OnserverCreated()
$Server::GameType ““FPS Starter Kit””
$Server::MissionType ““Deathmatch””

$Game::StartTime

$Game::Duration
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exec

onServerDestroyed()

onMissionLoaded() loadMission()
startGame()

onMissionEnded() endMuission()

startGame()

commandToClient()

$Game::Duration
Schedule
Schedule

%event = Schedule(time, reference, command, <paraml... paramN>)

time

command reference 0 reference

Schedule ID ID

20

onGameDurationEnd
AlManager ScriptObject
MissionCleanup  add think()

OnserverCreated()
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endGame() delete()
AlManager cancle
GameEnd $Game::Running false
onGameDurationEnd()

cycleGame()

cycleGame() onCycleExec
onCycleExec() endGame()
CS $Game::EndGamePause> 1000
onCyclePauseEnd()
onCyclePauseEnd() loadMission()
GameConnection tutorial.base

onClientEnterGame()
onClientLeaveGame()

onLeaveMissionArea()  onEnterMissionArea

onDeath() 5 %this
GameConnection %sourceObject
%sourceClient %damageType
%damLoc
Damage GameConnection::onDeath()
0
1 ““* takes his own life”” *
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%this.name 1
““* get nailed by ***~ * %this.name *x
%sourceClient.name
cycyleGame()
SpawnPlayer(%this)
createPlayer(%this, %spawnPoint) tutorial.base
setinventory()

%player.setinventory(Crossbow,1);

Crosshow 1
%player.setInventory(CrossbowAmmao,10); CrosshowAmmo
10
%player.mountimage(Crossbowlmage,0); Crossbowlmage(
) FPS

pickSpawnPoint() tutorial.base

Player.cs

Player.cs

$CorpseTimeoutValue

$PlayerDeathAnim::* 11
AudioProfile

ParticleData

ParticleEmmiterData

datablock ParticleData(PlayerSplashMist)

185



dragCoefficient =2.0;
gravityCoefficient  =-0.05;
inheritedVelFactor = 0.0;
constantAcceleration = 0.0;
lifetimeMS = 400;
lifetimeVarianceMS = 100;

uselnvAlpha = false;
spinRandomMin =-90.0;
spinRandomMax = 500.0;
textureName = "~/data/shapes/player/splash”;
colors[0] ="0.70.81.01.0";
colors[1] ="0.70.81.00.5"
colors[2] ="0.70.81.00.0";
sizes[0] =0.5;

sizes[1] =0.5;

sizes[2] =0.8;

times[0] =0.0;

times[1] =0.5;

times[2] =1.0;

h
datablock ParticleEmitterData(PlayerSplashMistEmitter)
{

ejectionPeriodMS = 5;

periodVarianceMS = 0;

ejectionVelocity = 3.0;

velocityVariance = 2.0;

gjectionOffset =0.0;

thetaMin = 85;

thetaMax = 85;

186



phiReferenceVel =0;
phiVariance = 360;
overrideAdvance = false;
lifetimeMS = 250;
particles = "PlayerSplashMist";

PlayerData playerBody

datablock PlayerData(PlayerBody)
{
renderFirstPerson = false;

emap = true;

className = Armor;
shapeFile = "~/data/shapes/player/player.dts";
cameraMaxDist = 3;

computeCRC = true;

canObserve = true;

cmdCategory = "Clients";
cameraDefaultFov = 90.0;
cameraMinFov = 5.0;

cameraMaxFov = 120.0;

debrisShapeName = "~/data/shapes/player/debris_player.dts";
debris = playerDebris;
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aiAvoidThis = true;

minLookAngle = -1.4;
maxLookAngle = 1.4;

maxFreelookAngle = 3.0;

mass = 90;

drag =0.3;

maxdrag = 0.4;

density = 10;

maxDamage = 100;
maxEnergy = 60;

repairRate = 0.33;
energyPerDamagePoint = 75.0;

rechargeRate = 0.256;

runForce = 48 * 90;
runEnergyDrain = 0;
minRunEnergy = 0;
maxForwardSpeed = 14;
maxBackwardSpeed = 13;

maxSideSpeed = 13;

maxUnderwaterForwardSpeed = 8.4;
maxUnderwaterBackwardSpeed = 7.8;

maxUnderwaterSideSpeed = 7.8;

jumpForce = 8.3 * 90;
jumpEnergyDrain = 0;
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minJumpEnergy = 0;

jumpDelay = 15;

recoverDelay = 9;

recoverRunForceScale = 1.2;

minlmpactSpeed = 45;

speedDamageScale = 0.4;

boundingBox = "1.2 1.2 2.3",
pickupRadius = 0.75;

// Damage location details

boxNormalHeadPercentage =0.83;
boxNormalTorsoPercentage =0.49;
boxHeadLeftPercentage =0;

boxHeadRightPercentage =1
boxHeadBackPercentage =0,

boxHeadFrontPercentage =1;
// Foot Prints

decalData = PlayerFootprint;
decalOffset = 0.25;

footPuffEmitter = LightPuffEmitter;
footPuffNumParts = 10;

footPuffRadius = 0.25;

dustEmitter = LiftoffDustEmitter;
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splash = PlayerSplash;

splashVelocity = 4.0;

splashAngle = 67.0;

splashFreqMod = 300.0;
splashVelEpsilon = 0.60;
bubbleEmitTime = 0.4;

splashEmitter[0] = PlayerFoamDropletsEmitter;
splashEmitter[1] = PlayerFoamEmitter;
splashEmitter[2] = PlayerBubbleEmitter;
mediumSplashSoundVelocity = 10.0;
hardSplashSoundVelocity = 20.0;
exitSplashSoundVelocity = 5.0;

/l Controls over slope of runnable/jumpable surfaces
runSurfaceAngle =70;

jumpSurfaceAngle = 80;

minJumpSpeed = 20;
maxJumpSpeed = 30;

horizMaxSpeed = 68;

horizResistSpeed = 33;

horizResistFactor = 0.35;
upMaxSpeed = 80;
upResistSpeed = 25;

upResistFactor = 0.3;

footstepSplashHeight = 0.35;
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/INOTE: some sounds commented out until wav's are available

// Footstep Sounds

FootSoftSound = FootLightSoftSound,;
FootHardSound = FootLightHardSound;
FootMetalSound = FootLightMetalSound;
FootSnowSound = FootLightSnowSound;
FootShallowSound = FootLightShallowSplashSound;
FootWadingSound = FootLightWadingSound;

FootUnderwaterSound = FootLightUnderwaterSound;

//[FootBubblesSound = FootLightBubblesSound,;
//movingBubblesSound = ArmorMoveBubblesSound;
/IwaterBreathSound = WaterBreathMaleSound,
/limpactSoftSound = ImpactLightSoftSound,
/limpactHardSound = ImpactLightHardSound;
/limpactMetalSound = ImpactLightMetalSound,;
/limpactSnowSound = ImpactLightSnowSound;
/limpactWaterEasy = ImpactLightWaterEasySound;
/limpactWaterMedium = ImpactLightWaterMediumSound,;
//impactWaterHard = ImpactLightWaterHardSound;
groundImpactMinSpeed =10.0;

groundlmpactShakeFreq ="4.04.04.0";
groundImpactShakeAmp ="1.01.0 1.0";
groundImpactShakeDuration = 0.8;
groundIimpactShakeFalloff = 10.0;
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/lexitingWater = ExitingWaterLightSound;

observeParameters = "0.54.5 4.5™;

/I Allowable Inventory Items
maxInv[BulletAmmo] = 20;
maxInv[HealthKit] = 1;
maxInv[RifleAmmo] = 100;
maxInv[CrossbowAmmo] = 50;
maxInv[Crossbow] = 1,

maxInv[Rifle] = 1;

renderFirstPerson = fale

Emap = true
className Armor
shapeFile
cameraMaxDist
computerCRC CRC
Player

MaxInv[*]

PlayerData

function Armor::onAdd(%this,%obj)
{
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/! Vehicle timeout

%obj.mountVehicle = true;

// Default dynamic armor stats

%obj.setRechargeRate(%this.rechargeRate);

%obj.setRepairRate(0);

/1%light = new volumeLight() {

%this

I
I
I
I
I
I
I
I
I
I
I
I
I
I
I
I

I3,

dataBlock = "sgMountLight";

rotation = "-0.357694 0.933839 9.9834e-009 180";
scale="111"

dataBlock = "sgMountLight";

Enable ="1";

IconSize ="1",

ParticleColorAttenuation = "1";

Texture = "common/lighting/lightFalloffMono.png™;
IpDistance = "0.35";

ShootDistance = "5";

Xextent = "0.6";

Yextent = "0.6",

SubdivideU = "4";

SubdivideV ="4";

FootColour = "1.000000 1.000000 1.000000 0.182000";
TailColour = "0.000000 0.000000 0.000000 0.000000";

//%light.attachtoobject(%obj);

/1%0bj.light = %light;

Armor::onAdd(%this, %obj)

PlayerBody %obj
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volumeLight sgMountLight
Il

function Armor::onRemove(%this, %obj)
{
if (%obj.client.player == %obj)
%obj.client.player = 0;
I1if(isObject(%obj.light))
Il %obj.light.delete();

Armor::onRemove()

function Armor::onMount(%this,%obj,%vehicle,%node)

{
if (%node ==0) {
%o0bj.setTransform(*0 0000 1 0");

%o0bj.setActionThread(%vehicle.getDatablock().mountPose[%node],true,true);

%obj.lastWeapon = %obj.getMountedimage($WeaponSlot);
%obj.unmountimage($WeaponSlot);

%obj.setControlObject(%vehicle);

%obj.client.setObjectActivelmage(%vehicle, 2);
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Armor::onMount() %this
Armor %obj %vehicle
%node %node=0 0
setActionThread()
mountO

function Armor::onUnmount( %this, %obj, %vehicle, %node )

{
if (Yonode == 0)

%obj.mountlmage(%obj.lastWeapon, $WeaponSlot);

Armor::onUnmount()

function Armor::doDismount(%this, %obj, %forced)

{

// This function is called by player.cc when the jump trigger
/1 is true while mounted

if (1%o0bj.isMounted())
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return;
// Position above dismount point
%pos = getWords(%obj.getTransform(), 0, 2);
%oldPos = %pos;
%vec[0]="0 0 1™
%vec[l]="0 0 1"
%vec[2] ="0 O0-1";
%vec[3]="1 0 0%
%vec[4]="-1 0 0"
%impulseVec ="000"
%vec[0] = MatrixMulVector( %obj.getTransform(), %vec[0]);
Il Make sure the point is valid
%pos ="000";
%numAttempts = 5;
%success =-1,
for (%i = 0; %i < %numAttempts; %i++) {
%pos = VectorAdd(%oldPos, VectorScale(%vec[%i], 3));
if (%0bj.checkDismountPoint(%oldPos, %pos)) {
%success = %i;
%impulseVec = %vec[%i];

break;

}
if (Y%forced && %success == -1)

%pos = %oldPos;
%obj.mountVehicle = false;
%obj.schedule(4000, "mountVehicles", true);
// Position above dismount point
%obj.setTransform(%pos);
%obj.applylmpulse(%pos, VectorScale(%impulseVec,
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%obj.getDataBlock().mass));
%obj.setPilot(false);

%obj.vehicleTurret = "™";

Armor::doDismount()

player.cc

checkDismountPoint

function Armor::onCollision(%this,%obj,%col)
{
if (%obj.getState() $= "Dead")
return;
// Try and pickup all items
if (%ocol.getClassName() $= "ltem")
%obj.pickup(%col);
/I Mount vehicles
%this = %col.getDataBlock();
if ((%this.className $= WheeledVehicleData) && %obj.mountVehicle &&
%o0bj.getState() $= "Move" && %col.mountable) {
// Only mount drivers for now.
%node = 0;
%col.mountObject(%o0bj,%node);

%obj.mVehicle = %col;
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Armor::onCollision(%this,%o0bj,%col)

ShapeBase
Item Player vehicle weapon
%this PlayerBody %obj %col
77 ““ltem~”
%col.getDataBlock() %col

WheeledVehicleData

%col.mountObject(%obj, %node)
function Armor::onlmpact(%this, %obj, %collidedObject, %vec, %veclen)
{
%obj.damage(0, VectorAdd(%obj.getPosition(),%vec),

%veclen * %this.speedDamageScale, "Impact");

Armor::onlmpact(%this, %obj, %collidedObject, %vec, %vecLen)
Interior
%this PlayerBody %o0Dbj
%collidedObject
%vec %vecLen
%obj.damage()

function Armor::damage
(%this, %o0bj, %sourceObject, %position, %damage, %damageType)
{

if (%o0bj.getState() $= "Dead")

return;

%obj.applyDamage(%damage);

%location = "Body";

%client = %obj.client;

%sourceClient = %sourceObject ? %sourceObject.client : O;
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if (%obj.getState() $= "Dead")
%client.onDeath(%sourceObject, %sourceClient, %damageType,

%Ilocation);

¥

rmor::damage()
%obj.applyDamage()
%client.onDeath()
function Armor::onDamage(%this, %obj, %delta)
{
if (%delta > 0 && %obj.getState() !1$="Dead") {
%flash = %obj.getDamageFlash() + ((%delta / %this.maxDamage) * 2);
if (%flash > 0.75)
%flash = 0.75;
%obj.setDamageFlash(%flash);
if (%delta > 10)

%o0bj.playPain();

Armor::onDamage()

%ojb.playPain()

function Armor::onDisabled(%this,%obj,%state)
{
%o0bj.playDeathCry();
%obj.playDeathAnimation();
%o0bj.setDamageFlash(0.75);
%obj.setimageTrigger(0,false);
%obj.schedule($CorpseTimeoutValue - 1000, "startFade", 1000, 0, true);
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%obj.schedule($CorpseTimeoutValue, "delete");

rmor::onDisabled() maxDamage

%ithis, %o0bj

11

Inventory.cs

Inventory.cs

function serverCmdUse(%client,%data)

{
%client.getControlObject().use(%data);

serverCmdUse() “ 7z %client

serverCmd

function ShapeBase::use(%:this,%data)

{

// Use an object in the inventory.
if (%this.getinventory(%data) > 0)
return %data.onUse(%this);

return false;

ShapeBase::use() ShapeBase
>O ~ &

function ShapeBase::throw(%this,%data,%amount)
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if (%this.getinventory(%data) > 0) {
%obj = %data.onThrow(%this,%amount);
if (%obj) {
%this.throwObject(%obj);

return true;

¥
¥
return false;
¥
ShapeBase::throw() %amount
>0
0 %obj onThrow()
%obj
%obj ShapeBase throwObiject()

function ShapeBase::pickup(%this,%obj,%amount)
{
%data = %obj.getDatablock();
if (Yoamount $=""")
%amount = %this.maxInventory(%data) - %this.getInventory(%data);
if (Yoamount < 0)
%amount = 0;
if (Yoamount)
return %data.onPickup(%obj,%this,%amount);

return false;

ShapeBase::pickup() %this ShapeBase

%obj %amount
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%obj %data
%this
%amount<0 %amount=0
0 %amount 0

%data.onPickup(%obj,%this,%amount);

function ShapeBase::maxInventory(%this,%data)

{
return %this.getDatablock().maxInv[%data.getName()];
¥
ShapeBase::maxInventory
%this ShapeBase %data

a a a ShapeBase

b %this = b %data = a a Ammo

a.getName()=Ammao maxInv[Ammo] PlayerBody
a 10 a 10

function ShapeBase::inclnventory(%this,%data,%amount)
{
%max = %this.maxInventory(%data);
%total = %this.inv[%data.getName()];
if (%total < %max) {
if (%total + %amount > %max)
%amount = %max - %total,
%this.setInventory(%data,%total + %amount);
return %amount;

}

return O;
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ShapeBase::inclnventory()

max %total

%this.setlnventory()

function ShapeBase::declnventory(%this,%data,%amount)
{
%total = %this.inv[%data.getName()];
if (%total > 0) {
if (%total < %amount)
%amount = %total;
%this.setInventory(%data,%total - %amount);
return %amount;

}

return O;

ShapeBase::declnventory() ShapeBase::Incinventory()

function ShapeBase::getinventory(%this,%data)

{

return %this.inv[%data.getName()];

ShapeBase::getInventory()

function ShapeBase::setInventory(%ithis,%data,%value)

{
if (%value <0)
%value = 0;
else {

%max = %this.maxInventory(%data);
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if (Yovalue > %max)
%value = %max;
}
%name = %data.getName();
if (%this.inv[%name] !'= %value)
{
%this.inv[%name] = %value;
%data.onlnventory(%this,%value);

%this.getDataBlock().onInventory(%data,%value);

}
return %value;
}
ShapeBase::setInventory()
%this,ShapeBase %data
%value %value 0 0

%this.inv[%name]
%value %valued

onlnventory()
function ShapeBase::clearlnventory(%this)
{

I/ To be filled in...

function ShapeBase::clearInventory()

Crossbhow.cs
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Crossbow.cs crossbow

datablock AudioProfile(CrosshowFireSound)
{
filename = "~/data/sound/relbow_mono_01.0g9g9";
description = AudioClose3d,;
preload = true;
h
CrossbowFireSound
Filename

~/data/sound/explosion_mono_01.09g description

AudioDefault3d 3D Preload
true
ParticleData ParticleEmitterData
DebrisData ExplosionData ProjectileData

functionCrossbowProjectile::onCollision(%this,%obj,%col,%fade,%pos,%normal)
{
if (%col.getType() & $TypeMasks::ShapeBaseObjectType)
%col.damage(%obj,%pos,%this.directDamage,"CrossbowBolt");
radiusDamage(%obj, %pos, %this.damageRadius, %this.radiusDamage,
"Radius", %this.arealmpulse);
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CrossbowProjectile::onCollision() %this
CrossbowProjectile %obj %col
%fade %pos
%normal
%col %col.getType() ShapeBaseObjectType “
Shape damage()

radiusDamage()

radiusDamage.cs

datablock ItemData(CrossbowAmmo)
{
category = "Ammo",;
className = "Ammo";
shapeFile = "~/data/shapes/crossbow/ammo.dts";
mass = 1;
elasticity = 0.2;
friction = 0.6;
pickUpName = "crossbow bolts";

maxInventory = 20;
CrosshowAmmo ItemData
category

className shapeFile
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2

mass elasticity friction

pickUpName

maxInventory

datablock ItemData(Crossbow)

{

image

category = "Weapon";

className = "Weapon";

shapeFile = "~/data/shapes/crossbow/weapon.dts”;
mass = 1;

elasticity = 0.2;

friction = 0.6;

emap = true;

pickUpName = "a crosshow";

image = Crosshowlmage;

Crosshow  ItemData

CS

datablock ShapeBaselmageData(Crossbowlmage)

{

shapeFile = "~/data/shapes/crossbow/weapon.dts";
emap = true;

mountPoint = 0;

eyeOffset ="0.1 0.4 -0.6";

correctMuzzleVector = false;

className = "Weaponlmage";

item = Crossbow;
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ammo = CrosshowAmmo;

projectile = CrossbowProjectile;

projectileType = Projectile;
stateName[0]

state TransitionOnLoaded[0]
stateTransitionOnNoAmmo[0]
stateName[1]
stateTransitionOnTimeout[1]
stateTimeoutValue[1]
stateSequence[1]
stateName[2]

state TransitionOnNoAmmo[2]

state TransitionOnTriggerDown[2]

stateName|[3]

state TransitionOnTimeout[3]
stateTimeoutValue[3]
stateFire[3]

stateRecoil[3]
stateAllowlmageChange|[3]
stateSequence[3]
stateScript[3]

stateSound|[3]

stateName[4]

state TransitionOnNoAmmo[4]
stateTransitionOnTimeout[4]
stateTimeoutValue[4]
stateAllowlmageChange[4]
stateSequence[4]
stateEjectShell[4]
stateSound[4]
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= "Preactivate";
= "Activate™;
="NoAmmo",
= "Activate";
= "Ready";
=0.6;

"Activate";
= "Ready";
="NoAmmo",
="Fire";
="Fire";
= "Reload™;
=0.2;
= true;
= LightRecoll,
= false;
= "Fire";
= "onFire";
= CrossbowFireSound,;
= "Reload™;
="NoAmmo",
= "Ready";
=0.8;
= false;
= "Reload";
= true;

= CrossbowReloadSound:;



= true

stateName[5] ="NoAmmo";
stateTransitionOnAmmo[5] = "Reload";
stateSequence[5] = "NoAmmo";

stateTransitionOnTriggerDown[5] = "DryFire";

stateName[6] = "DryFire";
stateTimeoutValue[6] =1.0;

state TransitionOnTimeout[6] = "NoAmmo";

stateSound[6] = CrosshowFireEmptySound,

Crossbowlmage  ShapeBaselmageData
shapeFile
mountPoint
eyeOffset
6 e

function CrossbowlImage::onFire(%this, %obj, %slot)

{

%projectile = %this.projectile;
%obj.declnventory(%this.ammo,1);
%muzzleVector = %obj.getMuzzleVector(%slot);
%objectVelocity = %obj.getVelocity();
%muzzleVelocity = VectorAdd(
VectorScale(%muzzleVector, %projectile.muzzleVelocity),
VectorScale(%objectVelocity, %projectile.vellnheritFactor));
%p = new (%this.projectileType)() {
dataBlock = %projectile;
initialVelocity = %muzzleVelocity;
initialPosition = %obj.getMuzzlePoint(%slot);
sourceObject = %o0byj;
sourceSlot = %slot;
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client = %obj.client;
o
MissionCleanup.add(%p);

return %p;

¥
Crossbowlmage::onFire()
declnventory()
projectile
Weapon.cs
Weapon.cs Weapon Ammo
ShapeBase 8
Slot0
datablock AudioProfile

function Weapon::onUse(%data,%obj)

{
if (%o0bj.getMountedimage($WeaponSlot) != %data.image.getld()) {
serverPlay3D(WeaponUseSound,%obj.getTransform());
%obj.mountimage(%data.image, $WeaponSlot);
if (%o0bj.client)
messageClient(%obj.client, 'MsgWeaponUsed', "\cOWeapon
selected");
b
¥
Weapon::onUse() “ 77 “e
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““onUse””

““onUse””

function Weapon::onPickup(%this, %obj, %shape, %amount)
{
if (Parent::onPickup(%this, %obj, %shape, %amount)) {
serverPlay3D(WeaponPickupSound,%obj.getTransform());
if (Yoshape.getClassName() $= "Player" &&
%shape.getMountedIimage($WeaponSlot) == 0) {

%shape.use(%this);

}

function Weapon::onlnventory(%this,%obj,%amount)

{
if (1%amount && (%slot = %obj.getMountSlot(%this.image)) = -1)

%obj.unmountimage(%slot);

¥
function Weaponlmage::onMount(%this,%obj,%slot)
{
if (%o0bj.getinventory(%this.ammo))
%o0bj.setimageAmmao(%slot,true);
¥

function Ammo::onPickup(%this, %obj, %shape, %amount)

{
if (Parent::onPickup(%this, %obj, %shape, %amount)) {
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serverPlay3D(AmmoPickupSound,%obj.getTransform());

}

function Ammao::oninventory(%this,%obj,%amount)

{
for (%i = 0; %i < 8; %i++) {
if ((%image = %obj.getMountedimage(%i)) > 0)
if  (isObject(%image.ammo) &&  %image.ammo.getld() ==
%this.getld())

%obj.setimageAmmo(%i,%amount != 0);

item.cs

item.cs item

$ltem::RespawnTime

20 “Static,’ ~ & 7

$ltem::PopTime

function Item::respawn(%this)

{
%this.startFade(0, 0, true);
%this.setHidden(true);
%this.schedule($ltem::RespawnTime, "setHidden", false);

%this.schedule($ltem::RespawnTime + 100, "startFade™, 1000, 0, false);
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Item::respawn() ““static””

function Item::schedulePop(%this)

{
%this.schedule($ltem::PopTime - 1000, "startFade", 1000, 0, true);
%this.schedule($ltem::PopTime, "delete");

Item::schedulePop()

function ItemData::onThrow(%this,%user,%amount)
{
if (Yoamount $=""")
%amount = 1,
if (%this.maxInventory 1$="")
if (Yoamount > %this.maxInventory)
%amount = %this.maxInventory;
if (1%amount)
return O;
%user.declnventory(%this,%amount);
%o0bj = new Item() {
datablock = %this;
rotation ="001" @ (getRandom() * 360);
count = %amount;
h
MissionGroup.add(%obyj);
%o0bj.schedulePop();
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return %obyj;

ItemData::onThrow() %this

ItemData %user %amount

schedulePop()

function ItemData::onPickup(%this,%obj,%user,%amount)
{
%count = %obj.count;
if (Y%ocount $="")
if (%this.maxInventory 1$="") {
if (1(%count = %this.maxInventory))
return;
¥
else
%count = 1;
%user.inclnventory(%this,%count);
if (Y%user.client)
messageClient(%user.client, 'MsgltemPickup’, \cOYou picked up %1,
%this.pickupName);
if (%obj.isStatic())
%obj.respawn();
else
%obj.delete();

return true;

ItemData::onPickup()

%this ItmeData %obj Y%user
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%amount

function ItemData::create(%data)

{

%obj = new Item() {
dataBlock = %data;
static = true;
rotate = true;

o

return %obyj;

ItemData::create()

Mission Editor Creator

static  rotate

staticShape.cs

function StaticShapeData::create(%data)
{
%obj = new StaticShape() {
dataBlock = %data;
h

return %obyj;

““static””

StaticShape

Mission Editor Creator static object

tutorial.base  editor.cs

shapeBase.cs

shapeBase.cs ShapeBase
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radiusDamage.cs

radiusDamage.cs

function radiusDamage(%sourceObject, %position, %radius, %damage,
%damageType, %impulse)
{
InitContainerRadiusSearch(%position, %radius, TypeMasks::ShapeBaseObjectType);
%halfRadius = %radius / 2;
while ((%targetObject = containerSearchNext()) = 0) {
%coverage = calcExplosionCoverage(%position, %targetObject,
$TypeMasks::InteriorObjectType
$TypeMasks:: TerrainObjectType |
$TypeMasks::ForceFieldObjectType
$TypeMasks::VehicleObjectType);
if (%coverage == 0)
continue;
%dist = containerSearchCurrRadiusDist();
%distScale = (%dist < %halfRadius)? 1.0:
1.0 - ((%dist - %halfRadius) / %halfRadius);
%targetObject.damage(%sourceObject, %position,
%damage * %coverage * %distScale, %damageType);
if (Y%oimpulse)
{
%impulseVec = VectorSub(%targetObject.getWorldBoxCenter(),
%position);
%impulseVec = VectorNormalize(%impulseVec);
%impulseVec = VectorScale(%impulseVec, %impulse * %distScale);

%targetObject.applylmpulse(%position, %impulseVec);
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%sourceObject %position
%radius %damage
%damageType %impulse
InitContainerRadiusSearch()
(%position) %radius

containerSearchNext()

$TypeMasks::ShapeBaseObjectType %halfRadius
containerSearchNext() 0
%targetObject
0 %coverage “ 7z “e
0 1
“ 77 containerSearchCurrRadiusDist()
health.cs
health.cs

HealthKit  HealthPatch

datablock AudioProfile(HealthUseSound)
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filename = "~/data/sound/health_mono_01.09g";
description = AudioClose3d,;
preload = true;

AudioProfile “ >

datablock ItemData(HealthKit)

{
category = "Health™;
shapeFile = "~/data/shapes/items/healthKit.dts";
mass = 1;
friction = 1;
elasticity = 0.3;
emap = true;
pickupName = "a health kit";
repairAmount = 50;
h
ItemData
repairAmount “ 77

function HealthKit::onUse(%this,%user)

{
if (%ouser.getDamageLevel() '=0) {
%user.declnventory(%this,1);
%user.applyRepair(%this.repairAmount);
if (Y%user.client)
messageClient(%user.client, 'MsgHealthKitUsed', '\c2Health Kit
Applied);
¥
¥
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HealthKit::onUse() “* 7 %this HealthKit
%user
0 1
applyRepair() ShapeBase

\c2 ““Health Kit Applied”~

datablock ItemData(HealthPatch)

{
category = "Health";
shapeFile = "~/data/shapes/items/healthPatch.dts";
mass = 1;
friction = 1;
elasticity = 0.3;
emap = true;
repairAmount = 20;
maxInventory = 0; // No pickup or throw
h

ItemData
maxInventory 0

function HealthPatch::onCollision(%this,%o0bj,%col)

{
if (%col.getDamageLevel() '= 0 && %col.getState() !$= "Dead" ) {
%col.applyRepair(%this.repairAmount);
%obj.respawn();
if (%col.client)
messageClient(%col.client, 'MsgHealthPatchUsed', "\c2Health Patch
Applied);

serverPlay3D(HealthUseSound,%obj.getTransform());
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HealthPatch::onCollision() %this

%ocol

applyRepair()

Patch Applied””

Chimneyfire.cs

aiPlayer.cs

aiPlayer.cs NPC

datablock PlayerData(DemoPlayer : PlayerBody)

{
shootingDelay = 2000;

NPC DemoPlayer
shootingDelay
function DemoPlayer::onReachDestination(%this,%obj)
{
if (%obj.path 1$="") {
if (Y%oobj.currentNode == %o0bj.targetNode)
%this.onEndOfPath(%o0bj,%o0bj.path);
else

%obj.moveToNextNode();

DemoPlayer::onReachDestination() NPC
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%o0bj

%obj.respawn()

““Health

PlayerBody



%this DemoPlayer %ob]j

NPC onEndOfPath()

function DemoPlayer::onEndOfPath(%this,%obj,%path)

{
%obj.nextTask();

DemoPlayer::onEndOfPath() NPC
function DemoPlayer::onEndSequence(%this,%obj,%slot)
{
echo("'Sequence Done!™);
%o0bj.stopThread(%slot);
%obj.nextTask();

}
onEndSequence() stopTread()
AlPlayer NPC
6.2.3 client
server client

tutorial.base

starter.fps
Init.cs
function initClient()
{
echo("\n--------- Initializing MOD: FPS Starter Kit: Client
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$Server::Dedicated = false;
$Client::GameTypeQuery = "FPS Starter Kit";
$Client::MissionTypeQuery = "Any";
exec("./ui/customProfiles.cs"); // override the base profiles if necessary
initBaseClient();
initCanvas("Torque Game Engine", true);
if (YisObject(Canvas))

return;
exec("./scripts/audioProfiles.cs™);
exec("./ui/defaultGameProfiles.cs");
exec("./ui/PlayGui.gui");
exec("./ui/ChatHud.gui");
exec("./ui/playerList.gui™);
exec("./ui/mainMenuGui.gui");
exec("./ui/aboutDlg.gui™);
exec("./ui/startMissionGui.gui");
exec("./ui/joinServerGui.gui");
exec("./ui/loadingGui.gui");
exec("./ui/endGameGui.gui™);
exec("./ui/optionsDlg.gui');
exec("./ui/remapDlg.gui");
exec("./ui/StartupGui.gui");
exec("./scripts/client.cs™);
exec("./scripts/game.cs");
exec("./scripts/missionDownload.cs");
exec("./scripts/serverConnection.cs");
exec("./scripts/playerList.cs™);
exec("./scripts/loadingGui.cs");
exec("./scripts/optionsDlg.cs");
exec("./scripts/chatHud.cs™);
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exec("./scripts/messageHud.cs");
exec("./scripts/playGui.cs");
exec("./scripts/centerPrint.cs");
exec("./scripts/default.bind.cs");
exec("./config.cs");
setNetPort(0);
setShadowDetailLevel( $pref::shadows );
setDefaultFov( $pref::Player::defaultFov );
setZoomSpeed( $pref::Player::zoomSpeed );
if ($JoinGameAddress 1$="") {
loadMainMenu();
connect($JoinGameAddress, ", $Pref::Player::Name);
¥
else {
Canvas.setCursor("DefaultCursor");

loadStartup();

function loadMainMenu()

Canvas.setContent( MainMenuGui );
if(JAudio::initFailed) {
MessageBoxOK("Audio Initialization Failed",
"The OpenAL audio system failed to initialize. " @

"You can get the most recent OpenAL

<a:www.garagegames.com/docs/torque/gstarted/openal.html>here</a>.");

}

Canvas.setCursor("DefaultCursor");
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initClient()
$Server::Dedicated false
$Client::GameTypeQuery="FPS Starter Kit"
$Client::MissionTypeQuery = "Any";

initCanvas()

SetNetPort(0); 0
Torque TCP/IP

$JoinGameAddress IP
Startup()
function loadMainMenu()
{
Canvas.setContent( MainMenuGui );
if(JAudio::initFailed) {
MessageBoxOK("Audio Initialization Failed™,
"The OpenAL audio system failed to initialize. " @
"You can get the most recent OpenAL
<a:www.garagegames.com/docs/torque/gstarted/openal.html>here</a>.");

}

Canvas.setCursor("DefaultCursor");
loadMainMenu()

defaules.cs  prefs.cs tutorial.base

scripts tutorial.base

starter.fps
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tutorial.base  starter.fps
Torque
starter.racing

starter.racing

starter.fps
car.cs
SDK
starter.pfs  starter.racing demo
garagegames
FPS
6.2
starter.fps
GarageGames DIF
Constructor
Interior
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Torque
Torque
DIF
Map2Dif Exporter
.map
garagegames
Constructor
.DIF
constructor 1.0.3
Constructor
Constructor
Macintosh

Mac OS X Version 10.2

G4 G5 Intel Mac

512MB 1G

OpenGL 3D

Windows

Windows 2000, XP Vista
Pentium I11 500

512MB 1G

OpenGL DirectX 3D

Map2Dif Exporter

map2dif

DIF

Interior
DIF
.map garagegames
DIF

Hammer 3D World Studio QuArk

——Constructor
Torquel.5 SDK

Constructor1.0.3
6.0
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7.1 Constructor

Constructor Constructor

File AU Dbjeins Tecls Hatarbids Seaks Siliet Lapbat Spzie By

7.1 Constructor
Constructor

Constructor

brushes

max uv
face

3D
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brushes

1.2
Constructor
brush Brush 3D shape shapes
Constructor
interior
7.2.1
Create Modify User Prefab View
Create
Primitives constructor brush
cube cone ramp
arch sphere 7.1
7.1 Constructor brush
-, Cube brush
Wl | Tube brush
ey Cone brush
$ Ramp brush
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u Arch brush
", Sphere brush
brush
Entities
Shapes shape shape shape
shape
Duplicate Linear Clone Radial
Clone Array Clone
brushes
Modify
Transforms
CenterlD XYy z Reset
on ground Quantize
7.2
7.2 Transforms
: brushes
@ brushes
u brush
1'” brushes
{l. brushes
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R

brushes

CSG brush CSG Subtract brush
CSG Intersection brush Hollow Brush brush
Knife Slice  Clip Knife
Slice Clip
7.3
7.3 CSG
'- brush brush
or L bursh brush
.ﬂ brush
7 ) brush 3DS Max  cut
~— brush 3DS Max slice
- brush 3DS Max  clip
Brush Pivot Point brush
7.4
7.4 Brush Pivot Point
T brush brush
-+ brush brush
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User

Constructor1.03 Create [—create

wodue
brush ﬁ‘ﬁ "

House Torus Stairs Column Ziggurat
BlockStatic Obelisks
7.5
7.5 Create

‘ House brush
< Torus brush
‘ Stairs brush
[U]I. Columns brush
=2 Ziggurat brush
ﬁ BlockStatic brushes

‘ Obelisks brush

Edit Extrude Face Information
Build
box General “ 7z

““hello world>~

Prefab

““Make””
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Veiw

Workplane 7.6
7.6 Workplace
b END
L | HOME
o Shift+HOME
-
A | ctl+HOME

Scene workplanes

1.2.2
4 Tool Obiject Sun
prefs
Tool
Tool
tool brush
brush
brush ““make”” ““Make&Continue”
brushs
Object
Obejct
Structural Detail Collision Portal
Trigger Vehicle Collision Other
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Group

Sun
Azimth
35 Color
RGB 64 64 64
Prefs
Grid
grid
—Grid
Grid Units 10 20 50F
Snap To Grid E]
Grid Spacing | 0.1 I
Back Plane [_|

BP Perspective E]

Grid units  Grid
Gric Units = 10 20 50%
Snap to Grid Spacing

Snap To Grid [

Grid Spacing | 0.1 :
Snap To Grid

—Tools

Rotation Amt | 1.0
Scale Amt | 0.01

Select Only [
one Click [_]
Modal Selection [

e
-
e
-

Rotation Amt

180
RGB

233

Elevation
255 255 255
bursh face  vertices

brush



Scale Amt
Select only
One Click ““make””

Modal Selection tool item selection

—Light Display

Enhanced Light [E
Inner Shell [
outer Shell [

Enhanced Light OpenGL
Inner Shell  Enable drawing a shell for a light's inner falloff

Outer Shell

—MapSaving
Embed Aloums [

Embed Albums .map

_UI I\JU
Enable Paging @

Max Mem (K} | 500
Max Ertries | (0]

Enable Paging undo

Max Mem Kb Undo 4096Kb
512K
Max Entries Undo 0

7.2.3

7.2
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World Axis Orientation and
Backplane Reference

Form Memu

Display Type:

Display Mode

Grid Snap Size

Current Grid
Minor Tick Size

7.2

1.7
7.7 Display

Wireframe

Solid

Textured

By brush

brush mesh
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By face brush mesh
Export Scene->Generate Export Preview
brush Shaded
None shading
Light Options
7.8

7.8 Light Options

None
Shade Shade
Mapped Mapped
Dynamic Dynamic
Draw Edges
Axis Gizmo

Selected Object

Viewport

View Controls

Ground Reference Grid

Mode or Tool

Selection Count
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Action Center
Current Grid Minor Tick Size
Grid Snap Size

World Axis Orientation and Backplane Reference

1.2.4

. % L]

Select Entities Entities Select Shapes
Shapes
71.2.5
brushes Entities Static Meshes
Constructor
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Texture Albums

album
albums
Album
constructor
albums
Current Textures
album
7.3 constructor
128><128
torque jpg png 2
Life apply
brush face lift
brush
null face
null apply
Browse
browse 7.4
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=8 = | Used on Map

7.4

The Texture Browser

albums  textures Used on Map

album

Materials Used on Map

album
i"'
Add a New Album album
v Rename the Selected Album album
2 Delete the Selected Album album
w Add Texture to Selected Album texture
Windows textures
Constructor Constructor

Constructor\texture

tﬂ- Add all textures in a directory to the selected Album
textures album

2
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D“ Delete the selected texture texture

album preview size  view textures
texture
texture
Back album
Previous
Next texture

Copy to Album album

Make Active texture
Active and Close texture
Reload All

Close

7.2.6

Undo Sets Select 3
Undo Undo

Sets

Select Concave
brush
.DIF
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7.3 .DIF

brush

box

bursh

Constructor

hole

Constructor

Constructor

Interior c
5  brushes
brush
box  brush
box box
brush
texture

auxiliary colors starter tgedemo  uvchart

tgedemo

interior

texture
auxiliary

NULL.png

Constructor

neu
Northeastern University
neu
NULL.png TRIGGER.png neu

TRIGGER.png  torque

NULL ,
TRIGGER

Constructor
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+
- New Album Name

Constructor Constructor

1 32 1

1
Constructor

1 Constructor Tools Prefab
4
75

constructor browse

7.5 Prefab
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7.4

neu

neu

32><32

CER



2 Prefeb
7.6

Fils BMb Dhjsstn Tasds Botardsls Soss Dalist Lopest Sewiss Balp

7.6
3 burshes
Null.png brush
Null.png bursh
brush
4 File - Save .map

File — Export As DIF

dif Torque
Torque 1.5 File - Export
As Legacy DIF 1.5
5 dif data\Interior
Torque World Editor Creator
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fort
Torque
data

data\interior\fort\

7.4 DIF LOD

74.1 LOD

LOD Level of Details

LOD DIF

Torque

Torque

7.4.2 LOD

DIF

Torque

Inteiror

Interior
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dif

data\interior\

LOD

DIF



DIF LOD max Multires

LOD .map .map
““ #.map”” 0
3 LOD DIF map
Anyobject_0.map
Anyobject_1.map
Anyobject_2.map

0 2
.map .DIF
map2dif anyobject_0.map *_0.map
map2dif 0 map2dif
maps _1 2
DIF
LOD .dif LOD .dif
LOD LOD
dif .map LOD
map “* 7o 77
.map
€ 77 map

““mymap_0.map~~
.map

{

"classname™ "worldspawn"
"classname™ "worldspawn™

"detail number" "0"
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"min_pixels" "250"

"geometry scale" "32.0"
"light_geometry scale™" "32.0"
"ambient_color" "0 0 0"
"emergency_ambient_color” "0 0 0"
"mapversion™ 220"

"mapversion™ 220"

““detail”” 0
1
min_pixels
LOD
7.5
Constructor
Constructor
Max 7.0  Torque DTS
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Torque

map

.DIF

3D Studio



8.1

3D

DTS

DTS

DTS

Torque

DTS

Torque

DTS

DTS

DTS

.DIF
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Torque

DTS

DTS

script

DTS

DIF



o .DIF
DTS

o DTS
DTS

DIF DTS

8.2 Max2DTS Exporter

max2dtsExporter 3D Studio Max7.0
Torque DTS GarageGames
torque_max_filepack.zip

1.8MB
dtsGlobal.cfg
Iplayer folder:
player.cfg: configuration
player.cs:
player.png:
player.max: max
/simpleshape folder: simpleshape
SimpleShape.max (1 6):6  max SimpleShape
SimpleTexture.png, SimpleTexture4.png: SimpleShape
adjustLODs.mcr: MultiRes LOD

Autodesk 3D Stuidio Max 9.0
8.0
3D Stuido Max 7.0
3D Stuidio Max 7.0
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8.2.1 DTS Exporter

““max2dtsExporter.dle””

3D Stuidio Max 7.0
T 10

8.1

“OK’)
DTS

Confipgure Button S5ets

max ““Plugins””

utility

“Sets”

DTS Exporter Utility

DTS Exporter Utility

=

Litilities:

Sets:

Agzet Browser

Azzign Wertex Colors
Bitmap/Photometric Faths
Carmera Match

Camera Tracker

Clearn huiltikd aterial

Color Clipboard
COMADCOM Server Control
Dynamics

Follow /B arilk

IFL M anager

Inztance Duplicate Maps
Lewel of Dietail

Lightscape b aterials

Link Inheritance [Selected]
b4 File Finder

t 23S cript

leazure

kotion Capture

Object Dizplay Culling

i STAMNDARD ~

Sawe Ielete |
T_pt._al Buttnns:'l 11 g

rUtilitie=s: =
LAzzet Browser

Camera Match

Collapse

Color Clipboard

Motion Capture

Eezet XHFoxrm

Meazure |

Ao et e =
OE | Cancel
8.1 Configure
DTS
Torque
1
3D Studio Max
1) sphere 16 sides

sphere
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2)

3)

4)

1)

2)

3)

1)
2)
3)

1)
2)

““mapping coordinates””

mapping coordinates  Meshes

meshes uv
0
““SimpleShape””
DTS
SimpleTexture.bmp
3D Studio Max ““maps””
diffuse
SimpleTexture.bmp
““Show map in Viewport~
DTS
Bounding Box
box shape
box ““bounds®”
DTS
SimpleShape
““Utility 7 ““DTS Exporter Utility”~
Utilities
General ““Renumber Selection”” General
““number
selection”” ““Renumber Selection””
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““Renumber=<“

3) Renumber New number “<27”
OK
4) SimpleShape SimpleShape2 General
““Embed Shape~~

Embed Shape
dummy
Max  dummy
base start detail
shape
5)
1) Utility ““DTS Exporter Utility”~
2) Export ““Whole Shape~~
3) SimpleShape.dts
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1)
2)
3)

4)

5)

6)
7)

252

Show Tool SimpleShape.dts

Simple Shape

Simple Shape
SimpleShape?2

SimpleShapel28
Edit —Clone copy reference
instance
SimpleShape64 modifier
““segement i 8
64 128 8
SimpleShape2 4
2 64 4
SimpleShape64  SimpleShape2  Start01
Base01 DTS exporter ““register details””
dts
Show Tool alt



Torque

1) mesh mesh bounds

““Col-n”” n 1 9

2) dummy ““Collision-n~~
n 1 9
1 box
““Col-17"  box ““Collision-17>  dummy
OK
Torque 9
1) SimpleShape.max
2) detail-1 ““Collision-1~~
dummy ““Collision-17~
““base01~”
3) SimpleShapel28 segments 6 ““col-1~
box
cube sphere
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4 3 bounds
““col-17~ box

sphere bounds  box

col-1 start01 8.2

8.2

8.3

Torque

1 Torque bitmap

2 Torque bitmap

3 2 32 64 128 256 512
Torque 512

4 Bitmap PNG JPG
5 uv
6 Torque
alpha alpha diffuse
““Opacity”” Opacity
Opacity alpha
7 Torque “<2-sided””

DTS esporter
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8.4 Sequence

Sequence Sequence exporter
3D Stuido Max Sequence
3D Stuido Max sequence helper
““Create 7z ““Helps
7z ““General DTS Objects”~ 8.3

8.3 DTS
Sequence
Sequence
Sequence Begin/End /
on 8.3

BB [Ps kD% [ &
o ]

b2 [ Sequencel] -

L@ [B Transtorm : Position/Ratatig | [

Lo 9@ Object [Sequence 1] in

L [ Sequence Bg«_jin.-"l_i'nd [ 0
- [B Blend Reference Time |[[7 oo
o - [ Triggers -[_DD—

8.3 Sequence
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Shape Sequence

SimpleShape5.max shape
shape
shape shape
Create helper
““General DTS Objects™” ““sequence””
sequence
sequence(l SimpleAnimation
trackview SimpleAnimation “
7z Sequence Begin/End 0 40
sequence
““Whole Shape~”~ Tutorial .base
/data/shapes/3dtorquelogo/ TestSequence.dts
shape ShowTool

torque

datablock StaticShapeData(TestSecquence)

category = "demo";
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shapeFile = "~/data/shapes/3dtorquelogo/.dts";

torque shape
staticshape cem
Id.playthread(0, “SimpleAnimation”);
Id

8.4

3D Studio Max7.0
Torque .DTS

Torque
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1  Torque Script

DefaultObjectType 0 0
StaticObjectType 1 1
EnvironmentObjectType 2 2
TerrainObjectType 4 3
InteriorObjectType 8 4
WaterObjectType 16 5
TriggerObjectType 32 6
MarkerObjectType 64 7
Unassigned 128 8
unassigned 256 9
decalManagerObjectType 512 10
GameBaseObjectType 1024 11
ShapeBaseObjectType 2048 12
cameraObjectType 4096 13
StaticShapeObjectType 8192 14
PlayerObjectType 16384 15
ItemObjectType 32768 16
VehicleObjectType 65536 17
VehicleBlockerObjectType 131072 18
ProjectileObjectType 262144 19
ExplosionObjectType 524288 20
Unassigned 1048576 21
CorpseObjectType 2097152 22
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DebrisObjectType 4194304 23
PhysicalZoneObjectType 8388608 24
Unassigned 16777216 25
StaticTSObjectType 33554432 26
StaticRenderdObjectType 67108864 27
Unassigned 134217728 28
Unassigned 268435456 29
Unassigned 536870912 30
unassigned 1073741824 31
2 Torque

.moveForward()

walk()

.run()

.stop()

.setMoveSpeed(float)

.aimAt(point)

.setTargetObject(object)
.getTargetObject()

targetInSignt()

.getAimLocation()

.add(id, TA, banTime)
.addAbsolute(id, TA, banTime)
.removeBan(id, TA)
.isBanned(id, TA)

.export(filename)
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Camera

.getPosition()
.setOrbitMode(obj, xform, min-dist, max-dist, cur-dist)

setFlyMode()

DbgBreakPointView

set(file, line,,,)

.remove(file,line)

.condition(clear, passct, condition)
.isSet(file, line)

.clear()

DbgCallStackView

.add(file, line, function)
.getFrame()

.Clear()

DbgFileView

.setBreak(line)
.removeBreak(line)

findString(Text)

DbgWatchView

.set(expression)
.update(queryld)
.edit(newValue)
.remove()
.queryAll()

.Clear()

Debris

.nit(position, velocity)

DebugView

.addLine(startPt, endPt, color)
.ClearLines()
.SetText(line, text,[colorF])

.ClearText()

EditTSCtrl

.renderSphere(pos, radius, =)
.renderCircle(pos, normal, radius, =)
.renderTriangle(pnt, pnt, pnt)

.renderLine(start, end)
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.openForRead(filename)
.openForWrite(filename)
.openForAppend(filename)
FileObject .writeLine(text)

iSEOF()

.readLine()

.close()

FlyingVehicle .setCreateHeight(bool)

.getDataBlock()
GameBase
.getDataBlock(DataBlock)

.chaseCam(size)
.setControlCameraFov(fov)
.getControlCameraFov()
transmitDataBlocks(seq)
.activateGhosting()
.resetGhosting()
.setControlObject(%obj)
.getControlObject()
.isAlControlled()
GameConnection .play2D(AudioProfile)
.play3D(AudioProfile, Transform)
.isScopingCommanderMap()
.scopeCommanderMap(bool)
JistenEnabled()
.getListenState(clientld)
.canListen(clientld)
JistenToAll()

JistenToNone()

.setVoiceChannels(0-3)

261




.setVoiceDecodingMask(mask)
.setVoiceEncodingLevel(codecLevel)
.setBlackOut(fadeTOBlackBool, timeMS)

.setMissionCRC(cre)

GuiBitmapCtrl

.setBitmap(blah)

.setValue(xAxis, yAXis)

GuiCanvas

.renderFront(bool)
.setContent(ctrl)
.getContent()
.pushDialog(ctrl)
.popDialog()
.popLayer()
.cursorOn()
.cursorOff()
.setCursor(cursor)
.hideCursor()
.showCursor()
repaint()

reset()
.isCursorOn()
.getCursorPos()

.setCursorPos(pos)

GuiControl

.getPosition()
.getExtent()
.getMinExtent()
resize(x, y, w, h)
.setValue(value)
.getValue()

.setActive(value)
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JisActive()
.setVisible(value)
isVisible()
.isAwake()
.setProfile(profilel)

.makeFirstResponder(value)

.addNewcCtrl(ctrl)
.select(ctrl)
.setRoot(root)
.setCurrentAddSet(ctrl)
GuiEditCtrl toggle()

Justify(mode)
JbringToFront()
.pushToBack()

.deleteSelection()

.getValue()
GuiFilterCtrl setValue(fl, 2, ...)

identity()

.frameBorder(index, enable)
GuiFrameSetCtrl frameMovable(index, enable)

frameMinExtent(index, w, h)

.inspect(obj)
Guilnspector
.apply(newName)

.attach(MessageVectorld)
GuiMessageVectorCtrl
.detach()

sort()

.add(name, idNum, {scheme})
GuiPopUpMenucCtrl
.addScheme(id, fontColor, fontColorHL, fontColorSEL)

.getText()
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setText(text)
.getValue()
.setValue(text)
.clear()
.forceOnAction()
.forceClose()
.getSelected()
.setSelected(id)
.getTextByld(id)
.setEnumContent(class, enum)
findText(text)
size()

replaceText(bool)

GuiSliderCtrl .getValue()

reset()
.setRoot()
.getRoot()
GuiTerrPreviewCtrl .setorigin(x, y)
.getOrigin()
.getValue()

.getValue(t)

.getSelectedld()
.setSelectedByld(id)
.setSelectedRow(index)
.ClearSelection()
GuiTextListCtrl
.Clear()

.addRow(id, text, index)

.setRow(id, text)

.getRowld(index)
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.removeRowBYyId(id)
.getRowTextByld(id)
.getRowNumById(id)
.getRowText(index)
.removeRow(index)
.rowCount()
.scrollVisible(index)
.sort(colld, {increasing})
findText(text)
.setRowActive(id)

.IsRowActive(id)

GuiTreeViewCtrl

.open(obj)

HTTPObject

.get(addr, request-uri)

.post(addr, request-uri, query, post)

Interiorinstance

.activateLight()
.deactivateLight()
.echoTriggerableLights()
.getNumDetailLevels()

.setDetailLevels(level)

Item

JisStatic()

.isRotating()
.setCollisionTimeout(object)
.getLastStickyPos()

.getLastStickyNormal()

Lightning

.warningFlashes()
.strikeRandomPoint()

.strikeObiject(id)

MessageVector

.deleteLine(DeletePos)

.clear()
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.dump(filename{, header})
.getNumL.ines()
.getLineText(Line)
.getLineTag(Line)
.getLineTextByTag(Tag)

.getLinelndexByTag(Tag)

PhysicalZone

.activate()

.deactivate()

Player

.setActionThread(sequenceName)
.setControlObject(obj)
.getControlObject()
.clearControlObject()

.getDamageLocation(pos)

Precipitation

.setPercentage(percentage <1.0 ~ 0.0>)

.stormPrecipitation(percentage <0 ~ 1>, Time)

SceneObject

.getScale()
.getWorldBox()
.getWorldBoxCenter()
.getObjectBox()

.getForwardVector()

ShapeBase

.setShapeName(tag)
.getShapeName()
.playAudio(slot, AudioProfile)
.playAudio(slot)
.playThread(thread)
.setThreadDir(thread, bool)
.stopThread(thread)
.pauseThread(thread)

.mountObject(object, node)
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.unmountObject(object)
.unmount()

.isMounted()
.getObjectMount()
.getMountedObjectCount()
.getMountedObjectNode(index)
.getMountedObject(index)
.getMountNodeObject(node)
.mountlmage(DataBlock, slot, [loaded = true], [skinTag])
.unmountimage(slot)
.getMountedImage(slot)
.getPendinglmage(slot)
.islmageFiring(slot)
.isimageMounted(DataBlock)
.getMountSlot(DataBlock)
.getimageSkinTag(slot)
.getimageState(slot)
.getimageTrigger(slot)
.setlmageTrigger(slot, bool)
.getimageAmmo(slot)
.setimageAmmo(slot, bool)
.getImageTarget(slot)
.setlmageTarget(slot, bool)
.getImagelLoaded(slot)
.setimageLoaded(slot, bool)
.getMuzzleVector(slot)
.getMuzzlePoint(slot)
.getSlotTransform(slot)

.getAlRepairPoint()
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.getVelocity()
.setVelocity(\Vector)
.applylmpulse(Pos, Vector)
.getEyeVector()
.getEyeTransform()
.setEnergyLevel(value)
.getEnergyLevel()
.getEnergyPercent()
.setDamagelevel(value)
.getDamageLevel()
.getDamagePercent()
.setDamageState(state)
.getDemageState()
.isDestroyed()
.isDisabled()
.isEnabled()
.applyDamage(value)
.applyRepairRate(value)
.getRechargeRate()
.setRechargeRate(value)
.getRepairrate()
.getControllingClient()
.getControllingObject()
.canCloak()
.setCloaked(truelfalse)
.isCloaked()
.setDamageFlash(flash level)
.getDamageFlash()

.setWhiteOut(flash level)
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.getWhiteOut()
.setlnvincibleMode(time, speed)
.getCameraFov()
.setCameraFov(fov)

.hide(bool)

.isHidden()

.isHidden()

startFade(U32, U32, bool)

.setDamageVector(vec)

ShapeBaseData

.checkDeployPos(xform)

.getDeployTransform(pos, normal)

SimpleNetObject

.setMessage(msg)

Sky

sky.stormCloudsOn(0 or 1, Time)
sky.stormFogOn(Percentage <0 ~ 1>, Time)
sky.realFog(0 or 1, max, min, speed)
sky.getWindVelocity()
sky.setWindVelocity(X, y, z)
sky.stormCloudsShow(bool)

sky.stormFogShow(bool)

StaticShape

.setPoweredState(bool)

.getPoweredState(bool)

TCPObject

listen(port)
.send(string, ...)
.connect(addr)

.disconnect()

Terraformer

.canyon(dst, freq, turb, seed)
.preview(dst_gui, src)
.previewScaled(dst_gui, src)

.clearRegister(r)

269



.FBm(r, freg, 0.0~1.0{roughness}, detail, seed)
.smoothRidges(src, dst, 0.0~1.0, iterations)

setTerrain(r)

.getNumObjects()
Trigger
.getNumObjects(Object Index)
.enterTrigger(Trigger, Objectld)
TriggerData JeaveTrigger(Trigger, Objectld)
tickTrigger(Trigger)
WaterBlock .toggleWireFrame()
WorldEditor .redirectConsole(objID)

TorqueScript
+
/
%
++ 1
- 1
+=
/=
%=
@
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{ -

SPC

TAB

NL

<<=

>>=

&&
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1

Torque

AudioDescription

SimDataBlock

AudioEnvironment

SimDataBlock

AudioProfile

SimDataBlock

AudioSampleEnvironment

SimDataBlock

CameraData ShapeBaseData
DebrisDta GameBaseData
DecalData SimDataBlock

ExplosionData GameBaseData
FlyingVehicleData VehicleData
fxLightData GameBaseData

GameBaseData SimDataBlock
HoverVehicleData \ehicleData
ItemData ShapeBaseData
LightningData GameBaseData
MissionMarkerData ShapeBaseData

ParticleData

SimDataBlock

ParticleEmitterNodeData GameBaseData
PathCameraData ShapeBaseData
PathedInteriorData GameBaseData
PlayerData ShapeBaseData
PrecipitationData GameBaseData
ProjectileData GameBaseData
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ShapeBaseData GameBaseData
ShapeBaselmageData GameBaseData
SimDataBlock None
SplashData GameBaseData
StaticShapeData ShapeBaseData
TSShapeConstructor SimDataBlock
TriggerData GameBaseData
VehicleData ShapeBaseData
WheeledVehicleData VehicleData

WheeledVehicleSpring

SimDataBlock

WheeledVehicleTire

SimDataBlock
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