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# This node related to object [TITAN — dynamic holder]
Transform {

center 0.35 0.9288 -0.3

children
# This node related to object [TITAN - rotating holder]

Transform {

children
# This node related to object [TITAN - bounce]
Transform {

children [
# This node related to object [TITAN - head sorting holder}
Transform {

children
# This node related to object [TITAN - head]
Transform {

children Transform {

children Shape {

appearance Appearance {
material Material {

# This node related to object [ TITAN —- dynamic holder]
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stuct character {

int X, Y; 7/ AYEY x, y HE

int Halfx, Halfy; /718¥ x, y 2719 & dehle Zo|
I
struct character A;
struct character B;

if(abs(A.X-BX) < (A Halfx+B.Halfx) &&

abs(A,Y-BY) < (AHalfy+B.Halfy))

/FE AYFE()
// *abs() B Az 9risle 4 Folth

// ool e AFaly] 918 g n e ORg ) 22 A4l 9a sl

class HaveRec {

public:

int ID;

char *title;

HaveRec(int id, char *title) {ID=id; Title=title; }
X
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class LOCATE { / A AR (x, y)E&l2
public;
int X;
int Y;
public;
void locate(int x, int y);
1§
Class CHARACTER ; public LOCATE {
public:
void *characterfont; / /AZE EE WH
int Cfontx, Cfonty, Halfx, Halfy; // A&E] £E 7]
int Type; // NYE Y EFE 788 D
char Isview; // NEEIY £ %E 7h2d
char Ishit; // 718 €17} o2 AYE R E SEd=AE 71
char Tab, Tabx, Taby; / & Wel o}58 & e AE
Dot 2 UEhd

MAE e AHst VRML 49 ohutebrt Az
HEA§87] ANAE 2973 2ol AYEle
ee Hdst gt

2 Ik

3} 3/ SOIGE
324 VRML ‘& 24471 H
7hA) 8 g el s}

T 7. dE sy E=

ofgle olutetel e ARdAL A3 AY
EEPEEER - EEDE RIS
el 4HE oputete] YA E Cre 22
299 gRgoloh

void CPassData:PassCharInfo()
{

CFile f,

char tmp(80];
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char* pFileName = “charinfo.dat”;

N HEE A

f.Open(pFlleName, CFile:modeCreate
CFile::modeWrite);

/A48 AYE Y $48 ARET.

sprintftmp, ‘A& %d\\n2 TS : %d\\nEAE : %d\\n
oy %dr\n”, ARMY.nHealth, ARMY.nSpeed,
ARMY nAttack, ARMY.nmagic);

/ NEHYG $48 gdd 7)E3h

. Write(tmp,48);

f.Close();

}

3.2 ofsfEte] SEf i ZE
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o1 Ao A4RE ¢ Yvt. 2y Bk
A gge] olutelE AFAL R Aol & = ¢l
I A AZAAN e Yy Az
AHE A 5+ A Bet¢-A Ao A= ol
Eto] HE oo ot 915 #F F & YA o

VRML 349 95 18 REe oS 2

if(expt? (me))
grav (me)=0;
if (zdrive (me)==0)
{
stum=random(40);
if (stun==1)

o] 714 expt7} JEYY L oS ol BEo)
o exptd] 7 A & HtE A AZ L 3L
E AY A" deigdolt.

VRML(Virtual Reality Markup Language)-&
329 7HEE TS EAskEY HlE], Bl E o]
B AFFo] A 2890 BF w34 U e
4 AN LS o] Eoleux 4
AlZko] B astA gk VRMLL 329 F3te] g4
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27] 95hed obutete] o
2922 AR R BA S 2 oba
B} 7 QA £4¢ oSk ohutetg
AAE 429 5Y @ AN N2 GE FA7H
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class ¢}i}E}_Element {
private int 2%
private int 9%
private int 2&t}g]
private int ¥c}e]
private int =&}
private int 7}&

public int 2&% act(int X, int y, int z) {
HEES FAoE QLEY U3t W 3T

1S & Z@ 2 opule}l_Element] 4ol &3
3t 5ol st Fe 2 ofnlEr_Action extends
olulE}_Element o A& WH FEolth AH
o] HAL W o]F o gt Feolrt 1E3}
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class ©M}E}_Action extends oF}e} Element {
private int &%
private int 9%
private int ¢%
private int $2
public int /2% act(int x, int v, int z) {
/ABEE FAHOE 2EW) gt do g

public int 9% _act(int x, int y, int 2) {
/) BABEERE FAo2 9EF td Hof 8T

public int 9Z actlint x, int y, int 2) {
[/HEEE FAo2 QER g dof T

public int RZ_act(int x, int y, int 2z) {
/BEEE F4o2 QBRI UF Wl g

o]Z@A HoP FYAS ulgo g X210
T8E A HolAE 1Y 89 Avatar State
Controllero] th.

' VAML Contialler

File  Help

Avatar State Co'ntroué}”””"' }

¥

f Actiont 1
Action2 I ’
Action3 J
Actignd I 1
Actions x :

i
Actions ’ ‘
Action? ! i
Actiong ! ‘

! VAML Eontralier Copyright Kim SunHo .

%l 8. Avatar State Controller QIe{Z{o[A

g 2H2ES 712E FHYY S oHE
7} 2 AE B E Action()elgt A3t VRML
o Action(ol B3 & YA 7] 9
g gEREe gy 2o

class opaE} {

public static void(String args(]) {
ohute}l Element object_ele = new ©}d}E}_Element();
ol8lEL Action object_act = new ©}u}E}_Action();

switch(Event Action) {

case Actionl: /229 W& oMEY AY
olule}_Action. 9% act(£3 Y 321 #Hxzh

Systemout.printin(2#zk& 28)

break;

case Actionl:

System.out.println{ )

break;

case Actionl:

System.out.printin( )

break;

case Actionl:

System.out.println( )

break;

case Actionl:

System.out.println( )

break;

case Actionl:

System.out.println( )

break;

default:

System.out.printin( )

}

}

4.2 A FWeiEle) Mejs

HEEY 4 Jdgoz "AY AA 9YX
& A AA Y AXNZE AYHA 2 2 F
HEZ AAY H3E AL A Bt oWEQ
Action 1ol&= AHYH S Y3ty = 2849 1
Ao jgoll= ¥ E outele Bof tidt A A
H (d): center 0.055 0.7 -0.13)7F Y= A A},
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0.055¢ X, 0.72 Y, -0.13& ZZ 9] My 2 ¥ o
th. o] #EE VRMLY Y483}17] HsllME 232
YE =T E ALSE S ok GollA] A ofup
E} Action ¥4 =& 333}7] 93iA VRML
ol g3 2& 23Y ==& 7HAA o

Seript {
url "2PA7 GREL Ye wl FL2°

eventin SFBool start

oWlE ¢¥ A
normalPerVertex FALSE
}
}
scale 0.11 0.9025 0.26
}
}
translation 0 0.7258 0
}
Transform {
children Transform {
children Shape {

appearance Appearance {
material Material {

normalPerVertex FALSE
}
}
scale 0.11 0.9025 0.26
}
translation 0.4902 0.7258 0
}
Transform {
children Transform {
children Shape {
appearance Appearance {

material Material {
}

o] Uehde ohulee] Aels 19 9 9
2.

EARML Lontraller

Fila Help

Avatar State Controllérﬂ

|
i

Acﬁun; }
] Action?
Action3 !
Actiond {
Actions |
Acton l
Action? !
Actiond l

VAML Controllar Capyright Kim SunHo i

T2l 9. O|HIE T | ofHIEL LY

oWlE Y ¥
normalPerVertex FALSE

}
scale 0.11 09025 0.26
}
}
translation 0 0.7258 0
}
Transform {
center 0.055 0.7 -0.13 [9L2 Fej gl & 2]
children Transform {
children Shape {
appearance Appearance {
material Material {
}

rormalPerVertex FALSE
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}
scale 0.11 0.9025 0.26
}
rotation 1 0 0 0.785398 [ &€ tlo|glo] A&
9A] gro] WHE @ BE
translation (.7258 0
}
Transform {
children Transform {
children Shape {
appearance Appearance {
material Material {
)
}

A2 wo] Yehtt ojutete Aee 1Y
109 2t}

%' VRML Controller

File Help

Avatar State Qontroller

HEE Fe & d2Fd o] 3td €1 e A S
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Aclons

Action$

: Action?
ActionB

) VRML Coniroller Copyright Kimy SunHo
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