GamelLogic Class Index

[Index] [Hierarchy]

Gamelogic

PythonController

GameKeys
Rasterizer

Sensor
Actuator
TouchSensor
NearSensor
RadarSensor
Property Sensor
AlwaysSensor
M ouseSensor
RandomSensor

RaySensor
KeyboardSensor

EndObjectA ctuator

TrackToA ctuator

RandomA ctuator

Thisisinfact no classit isamodule in Python

A PythonController is a special controller in Blender which can have a Python
script bound to it

Thisisinfact no classit isamodule in Python
Thisisinfact no classit isamodule in Python
Baseclass for all sensors

Baseclass for all actuators

A TouchSensor is a special kind of ageneral sensor

A NearSensor is a special kind of a TouchSensor

A RadarSensor is a special kind of a NearSensor

A PropertySensor is aspecia kind of ageneral sensor

A AlwaysSensor is a special kind of ageneral sensor

A MouseSensor is a special kind of ageneral sensor

A RandomSensor is a special kind of ageneral sensor

A RaySensor isaspecia kind of ageneral sensor

A KeyboardSensor is a specia kind of ageneral sensor
A EndObjectActuator is a special kind of ageneral actuator
A TrackToActuator is a special kind of ageneral actuator
A RandomActuator is a special kind of ageneral actuator

ReplaceMeshActuator A ReplaceMeshActuator is a special kind of ageneral actuator

ConstraintActuator

SoundA ctuator

Property A ctuator

SceneA ctuator
CameraActuator

AddObijectA ctuator

GroupActuator
ObjectActuator

| poA ctuator
Object
GameObject
Camera
LightObject
EmptyObject

A ConstraintActuator is a special kind of ageneral actuator

A SoundActuator is a special kind of ageneral actuator

A PropertyActuator is aspecial kind of ageneral actuator

A SceneActuator isaspecia kind of ageneral actuator

A CameraActuator is aspecial kind of ageneral actuator

A AddODbjectActuator is a special kind of a general actuator

A GroupActuator is aspecia kind of ageneral actuator

A ObjectActuator is aspecia kind of ageneral actuator

A IpoActuator is aspecial kind of ageneral actuator

Baseclass for all game objects

A GameObject isaspecial kind of a general object in Blender's game engine
A Cameraisaspecial kind of a GameObject in Blender's game engine

A LightObject isaspecial kind of a GameObject in Blender's game engine
A EmptyObject isa special kind of a GameObject in Blender's game engine



Controller Baseclass for all controllers

ORController A ORController isaspecial kind of ageneral controller
ANDController A ANDController isaspecial kind of ageneral controller
LogicBrick Baseclass for all sensors, controller, and actuators
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GameLogic Class Hierarchy

[Index] [Hierarchy]

o GameKeys
« Gamelogic

« LogicBrick
o Actuator

= AddObjectActuator
» CameraActuator

= ConstraintActuator
= EndObjectActuator
» GroupActuator

= |poActuator

= ObjectActuator

= PropertyActuator

= RandomA ctuator

= ReplaceMeshA ctuator

= SceneActuator

= SoundA ctuator

= TrackToActuator
o Controller

= ANDController

= ORController

= PythonController
0 Sensor

= AlwaysSensor

= KeyboardSensor

= MouseSensor

= PropertySensor

= RandomSensor

= RaySensor
= TouchSensor




= NearSensor
= RadarSensor
o Object
0 GameObject

= Camera

= EmptyObject

= LightObject
« Rasterizer
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GameKeys Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

Thisisin fact no classit isamodule in Python More...

#i ncl ude <ganekeys. h>

Public Members

o GameKeys()
o« ~GameKeys()

Detailed Description

Thisisinfact no classit isamodule in Python. It defines the constants "TAKEY™", ..., "ZKEY",
"ZERO KEY", ..., "NINEKEY", "CAPSLOCKKEY", "LEFTCTRLKEY", "LEFTALTKEY",
"RIGHTALTKEY", "RIGHTCTRLKEY", "RIGHTSHIFTKEY", "LEFTSHIFTKEY", "ESCKEY",
"TABKEY", "RETKEY", "SPACEKEY", "LINEFEEDKEY", "BACKSPACEKEY", "DELKEY",
"SEMICOLONKEY", "PERIODKEY", "COMMAKEY", "QUOTEKEY", "ACCENTGRAVEKEY",
"MINUSKEY", "VIRGULEKEY", "SLASHKEY", "BACKSLASHKEY", "EQUALKEY",
"LEFTBRACKETKEY", "RIGHTBRACKETKEY", "LEFTARROWKEY", "DOWNARROWKEY",
"RIGHTARROWKEY", "UPARROWKEY", "PADQ", ..., "PAD9", "PADPERIOD",
"PADVIRGULEKEY", "PADASTERKEY", "PADMINUS", "PADENTER", "PADPLUSKEY",
"FIKEY", ..., "F12KEY", "PAUSEKEY", "INSERTKEY", "HOMEKEY", "PAGEUPKEY",
"PAGEDOWNKEY", and "ENDKEY".

« Author: Jan Walter Kdoc
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GamelLogic Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

Thisisin fact no classit isamodule in Python More...

#i ncl ude <ganel oqgi c. h>

Public Members

o Gamelogic ()

o ~Gamel ogic ()

o PyODbject* getCurrentController ()

« PyObject* addActiveActuator (PyObject* actuator, int boolean)

Detailed Description

Thisisin fact no classit isamodule in Python. But | use it here as a class to document the global
functions availabe in the Gamel ogic module.

PyObject* getCurrentController()

Gives Python access to the PythonController which is connected to the Python script currently running.

PyObject* addActiveActuator(PyObject* actuator,
Int boolean)

Decidesif an actuator linked to the PythonController should be active or not (bool value).

« Author: Jan Walter Kdoc
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LogicBrick Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

Baseclass for all sensors, controller, and actuators More...

#i ncl ude <l ogi cbrick. h>

Public Members

e LogicBrick ()
o ~LogicBrick ()
« PyObject* getOwner ()

Detailed Description

Baseclass for all sensors, controller, and actuators.

PyObject* getOwner()

Returns the owner of the Python script.

o Author: Jan Walter
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Actuator Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

Baseclass for all actuators More...

#i ncl ude <actuator. h>

Inherits: LogicBrick

Public Members

o Actuator ()
o ~Actuator ()

Detailed Description

Baseclass for all actuators.

« Author: Jan Walter Kdoc
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AddObjectActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A AddODbjectActuator is a specia kind of agenera actuator More...

#i ncl ude <addobj ect act uat or. h>

Inherits: Actuator

Public Members

o AddODbjectActuator ()

o ~AddObjectActuator ()

« PyObject* setObject (char* name)

« PyObject* getObject ()

« PyObject* setTime (int duration)

« PyObject* getTime ()

« PyObject* setLinearVelocity (float vx, float vy, float vz)
o PyODbject* getLinearVelocity ()

Detailed Description

A AddODbjectActuator is a special kind of ageneral actuator.

PyObject* setObject(char* name)

Sets the object that will be added. There has to be an object of this name. If not, this function does
nothing.

PyObject* getObject()

Returns the name of the object that will be added.



PyObject* setTime(int duration)
Sets the lifetime of the object that will be added, in frames. If the duration is negative, it isset to O.
PyObject* getTime()

Returns the lifetime of the object that will be added.

PyObject* setLinearVelocity(float vx, float vy, float
VZ)

Assign this velocity to the created object.

PyObject* getLinearVelocity()

Returnsthe linear velocity that will be assigned to the created object.

 Author: Jan Walter Kdoc
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CameraActuator Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A CameraActuator is aspecial kind of ageneral actuator More...

#i ncl ude <caner aactuator. h>

Inherits: Actuator

Public Members

o CameraActuator ()
o ~CameraActuator ()

Detailed Description

A CameraActuator isa specia kind of ageneral actuator.

« Author: Jan Walter Kdoc
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ConstraintActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A ConstraintActuator is a special kind of ageneral actuator More...

#i ncl ude <constrai ntactuator. h>

Inherits: Actuator

Public Members

o ConstraintActuator ()
« ~ConstraintActuator ()

o PyObject* getMax ()

« PyObject* setMax (float upper_bound)
« PyObject* getMin ()

o PyODbject* setMin (float lower _bound)
» PyObject* getDamp ()

« PyObject* setDamp (int duration)

o PyObject* setLimit (int type)

o PyObject* getLimit ()

Detailed Description

A ConstraintActuator is a special kind of ageneral actuator.

PyObject* getMax()

Returns the upper value of the interval to which the valueis clipped.

PyObject* setMax(float upper_bound)

Sets the upper value of the interval to which the value is clipped.



PyObject* getMin()
Returns the lower value of the interval to which the valueis clipped.

PyObject* setMin(float lower_bound)

Sets the lower value of the interval to which the value is clipped.
PyObject* getDamp()

Returns the damping time for application of the constraint.

PyObject* setDamp(int duration)

Sets the time with which the constraint application is delayed. If the duration is negative, it is set to 0.
PyObject* setLimit(int type)

Sets the type of constraint. The variable type can be KX _CONSTRAINTACT _LOCX,
KX_CONSTRAINTACT_LOCY, KX _CONSTRAINTACT LOCZ, KX _CONSTRAINTACT_ROTX,
KX_CONSTRAINTACT_ROTY, or KX_CONSTRAINTACT _ROTZ.

PyObject* getLimit()

Returns the type of constraint.

o Author: Jan Walter Kdoc
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EndObjectActuator Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A EndObjectActuator is a special kind of ageneral actuator More...

#i ncl ude <endobj ect act uat or. h>

Inherits: Actuator

Public Members

o EndObjectActuator ()
« ~EndObjectActuator ()

Detailed Description

A EndObjectActuator is a specia kind of agenera actuator.

« Author: Jan Walter Kdoc
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GroupActuator Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A GroupActuator is a special kind of ageneral actuator More...

#i ncl ude <groupact uat or. h>

Inherits: Actuator

Public Members

o GroupActuator ()
o ~GroupActuator ()

Detailed Description

A GroupActuator is a special kind of ageneral actuator.

« Author: Jan Walter Kdoc
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IpoActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A IpoActuator is a special kind of ageneral actuator More...

#i ncl ude <i poactuator. h>

Inherits: Actuator

Public Members

o IpoActuator ()
o ~IpoActuator ()
« PyObject* set (char* mode, int startFrame, int stopFrame, char* forceToggle)

o PyObject* setKey2Key (char* previous, char* cycle, char* hold, char* propertyName)
« PyObject* setProperty (char* propertyName)

Detailed Description

A IpoActuator isaspecial kind of ageneral actuator.

PyObject* set(char* mode, int startFrame, int
stopFrame, char* forceToggle)

Possible values for mode "PLAY™", "PINGPONG", "FLIPPER", "LOOPSTOP", "LOOPEND".

PyObject* setKey2Key(char* previous, char* cycle,
char* hold, char* propertyName)

bla

PyObject* setProperty(char* propertyName)

bla




« Author: Jan Walter Kdoc
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ObjectActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A ObjectActuator is a special kind of ageneral actuator More...

#i ncl ude <obj ect actuator. h>

Inherits: Actuator

Public Members

o ObjectActuator ()
o ~ObjectActuator ()

« PyObject* getForce ()

« PyObject* setForce (float x, float y, float z, int toggle)

« PyObject* getTorque ()

« PyObject* setTorque (float x, float y, float z, int toggle)

« PyObject* getDL oc ()

o PyODbject* setDL oc (float x, float y, float z, int toggle)

o PyObject* getDRot ()

« PyObject* setDRot (float x, float y, float z, int toggle)

o PyODbject* getLinearVelocity ()

« PyObject* setLinearVelocity (float x, float y, float z, int toggle)
« PyObject* getAngularVelocity ()

o PyObject* setAngularVelocity (float x, float y, float z, int toggle)

Detailed Description

A ObjectActuator is a special kind of ageneral actuator.

PyObject* getForce()

bla



PyObject* setForce(float x, float y, float z, int
toggle)

bla

PyObject* getTorque()

bla

PyObject* setTorque(float x, float y, float z, int
toggle)

bla

PyObject* getDLoc()

bla

PyObject* setDLoc(float x, float y, float z, int toggle)
bla

PyObject* getDRot()

bla

PyObject* setDRot(float x, float y, float z, int toggle)

bla

PyObject* getLinearVelocity()

bla

PyObject* setLinearVelocity(float x, float y, float z,
Int toggle)

bla



PyObject* getAngularVelocity()

bla

PyObject* setAngularVelocity(float x, float y, float z,
Int toggle)

bla

« Author: Jan Walter Kdoc
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PropertyActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A PropertyActuator is a specia kind of ageneral actuator More...

#i ncl ude <propertyactuator. h>

Inherits: Actuator

Public Members

o PropertyActuator ()

o ~PropertyActuator ()

« PyObject* setProperty (char* name)
« PyObject* getProperty ()

o PyObject* setValue (char* value)

« PyObject* getValue ()

Detailed Description

A PropertyActuator is aspecial kind of ageneral actuator.

PyObject* setProperty(char* name)

Set the property on which to operate. If there is no property of this name, the call isignored.
PyObject* getProperty()

Return the property on which the actuator operates.

PyObject* setValue(char* value)

Set the value with which the actuator operates. If the value is not compatible with the type of the
property, the subsequent action isignored.



PyObject* getValue()

Returns the value with which the actuator operates.

« Author: Jan Walter Kdoc
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RandomActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A RandomA ctuator is a special kind of ageneral actuator More...

#i ncl ude <randomact uat or. h>

Inherits: Actuator

Public Members

« RandomActuator ()

« ~RandomActuator ()

o PyObject* setSeed (int seed)

« PyObject* getSeed ()

« PyObject* getParal ()

« PyObject* getParaZ2 ()

« PyObject* getDistribution ()

o PyObject* setProperty (char* name)

« PyObject* getProperty (char* name)

« PyObject* setBoolConst (int value)

« PyObject* setBoolUniform ()

« PyObject* setBoolBernouilli (float value)

« PyObject* setIntConst (int value)

o PyODbject* setIntUniform (int lower bound, int upper_bound)

» PyObject* setlntPoisson (float value)

« PyObject* setFloatConst (float value)

o PyODbject* setFloatUniform (float lower bound, float upper bound)
o PyODbject* setFloatNormal (float mean, float standard_deviation)
« PyObject* setFloatNegativeExponential (float half_life)




Detailed Description

A RandomA ctuator is a specia kind of agenera actuator.

PyObject* setSeed(int seed)

Set the initial seed of the generator. Equal seeds produce equal series. If the seed is O, the generator will
produce the same value on every call.

PyObject* getSeed()

Returnsthe initial seed of the generator. Equal seeds produce equal series.

PyObject* getParal()

Returns the first parameter of the active distribution. Refer to the documentation of the generator types
for the meaning of this value.

PyObject* getPara2()

Returns the second parameter of the active distribution. Refer to the documentation of the generator types
for the meaning of this value.

PyObject* getDistribution()
Returns the type of the active distribution.

PyObject* setProperty(char* name)

Set the property to which the random value is assigned. If the generator and property types do not match,
the assignment isignored.

PyObject* getProperty(char* name)

Return the property to which the random value is assigned. If the generator and property types do not
match, the assignment isignored.



PyObject* setBoolConst(int value)

Set this generator to produce a constant boolean value.

PyObject* setBoolUniform()

Set this generator to produce true and false, each with 50% chance of occuring.

PyObject* setBoolBernouilli(float value)

Return false value * 100% of the time.

PyObject* setintConst(int value)

Always return value.

PyObject* setintUniform(int lower_bound, int
upper_bound)

Return arandom integer between lower_bound and upper_bound. The boundaries are included.

PyObject* setintPoisson(float value)

Return a Poisson-distributed number. This performs a series of Bernouilli tests with parameter value. It
returns the number of tries needed to achieve succes.

PyObject* setFloatConst(float value)

Always return value.

PyObject* setFloatUniform(float lower_bound, float
upper_bound)

Return arandom integer between lower _bound and upper_bound.



PyObject* setFloatNormal(float mean, float
standard_deviation)

Return normal-distributed numbers. The average is mean, and the deviation from the mean is
characterized by standard_deviation.

PyObject* setFloatNegativeExponential(float
half_life)

Return negative-exponentially distributed numbers. The half-life 'time' is characterized by half_life.

« Author: Jan Walter Kdoc
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ReplaceMeshActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A ReplaceMeshActuator is a specia kind of agenera actuator More...

#i ncl ude <repl aceneshact uat or. h>

Inherits: Actuator

Public Members

o ReplaceMeshActuator ()
« ~ReplaceMeshActuator ()
o PyODbject* setMesh (char* name)

Detailed Description

A ReplaceMeshActuator is aspecia kind of agenera actuator.

PyObject* setMesh(char* name)

Set the mesh that will be substituted for the current one.

o Author: Jan Walter
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SceneActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A SceneActuator isaspecia kind of ageneral actuator More...

#i ncl ude <sceneactuator. h>

Inherits: Actuator

Public Members

« SceneActuator ()

« ~SceneActuator ()

o PyObject* setUseRestart (int flag)

« PyObject* getUseRestart ()

o PyODbject* setScene (char* sceneName)
« PyObject* getScene ()

« PyObject* setCamera (char* camera)
o PyObject* getCamera ()

Detailed Description

A SceneActuator is aspecia kind of ageneral actuator.

PyObject* setUseRestart(int flag)

Set flag to 1 to restart the scene.

PyObject* getUseRestart()

Return whether the scene will be restarted.



PyObject* setScene(char* sceneName)

Set the scene to switch to.

PyObject* getScene()

Return the scene to switch to.

PyObject* setCamera(char* camera)

Set the camerato switch to.

PyObject* getCamera()

Return the camerato switch to.

« Author: Jan Walter Kdoc
« Documentation generated by jan@nvidea on Thu Dec 21 14:04:43 CET 2000



SoundActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A SoundActuator is a special kind of a general actuator More...

#i ncl ude <soundact uat or. h>

Inherits: Actuator

Public Members

SoundActuator ()

~SoundActuator ()

PyObject* setFilename (char* name)
PyObject* getFilename ()

Detailed Description

A SoundActuator is a special kind of ageneral actuator.

PyObject* setFilename(char* name)

Filename of the sound file.

PyObject* getFilename()

Get filename of the sound file.

« Author: Jan Walter
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TrackToActuator Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A TrackToActuator is aspecial kind of ageneral actuator More...

#i ncl ude <tracktoactuator. h>

Inherits: Actuator

Public Members

o TrackToActuator ()

o ~TrackToActuator ()

o PyObject* getObject ()

o PyObject* setObject (char* objectname)
o PyObject* getTime ()

o PyObject* setTime (int time)

« PyObject* getUse3D ()

o PyODbject* setUse3D (int value)

Detailed Description

A TrackToActuator is a special kind of ageneral actuator.

PyObject* getObject()

Returns the object to track with the parent of this actuator.

PyObject* setObject(char* objectname)

Set the object to track with the parent of this actuator.



PyObject* getTime()

Return the time in frames with which the tracking motion is delayed.
PyObject* setTime(int time)

Set the time in frames with which to delay the tracking motion.

PyObject* getUse3D()

Returns 1 if the motion is allowed to extend in the z-direction.

PyObject* setUse3D(int value)

Set to 1 to allow the tracking motion to extend in the z-direction, set to O to lock the tracking motion to
the x-y plane.

« Author: Jan Walter Kdoc
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Controller Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

Baseclass for all controllers More...

#i ncl ude <controller. h>

Inherits: LogicBrick

Public Members

o Controaller ()
o ~Controller ()

Detailed Description

Baseclass for all controllers.

« Author: Jan Walter Kdoc
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ANDController Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A ANDController isaspecia kind of agenera controller More...

#i ncl ude <andcontroll er. h>

Inherits: Controller

Public Members

o ANDController ()
« ~ANDController ()

Detailed Description

A ANDController isaspecial kind of ageneral controller.

« Author: Jan Walter Kdoc
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ORController Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A ORController isaspecial kind of ageneral controller More...

#i ncl ude <orcontroller. h>

Inherits: Controller

Public Members

o ORController ()
« ~ORController ()

Detailed Description

A ORController isaspecial kind of ageneral controller.

« Author: Jan Walter Kdoc
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PythonController Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A PythonController is a special controller in Blender which can have a Python script bound to it More...

#i ncl ude <pythoncontroller. h>

Inherits: Controller

Public Members

PythonController ()
~PythonController ()
PyObject* getActuators ()

PyObject* getSensors ()

Detailed Description

A PythonController is a special controller in Blender which can have a Python script bound to it. There
are also sensors and actuators bound to this controller. The sensors are responsible for calling the Python
script bound to the controller. The scripts "decides' how to react on this call and might call one of the
actuators (or al) bound to the controller.

PyObject* getActuators()

Returns a Python list of actuators bound to the PythonController.

PyObject* getSensors()

Returns a Python list of sensors bound to the PythonController.

« Author: Jan Walter Kdoc
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Sensor Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

Baseclass for all sensors More...
#i ncl ude <sensor. h>

Inherits: LogicBrick

Public Members

e Sensor ()

e ~Sensor ()

o PyObject* isPositive ()

« PyObject* getUsePosPulseM ode ()

« PyObject* setUsePosPulseM ode (int flag)

o PyODbject* getPosFrequency ()

« PyObject* setPosFrequency (int pulse frequency)
o PyODbject* getUseNegPulseM ode ()

« PyObject* setUseNegPulseM ode (int flag)

« PyObject* getNegFrequency ()

o PyODbject* setNegFrequency (int pulse frequency)

« PyObject* getlnvert ()
o PyObject* setlnvert (int invert)

Detailed Description

Baseclass for all sensors.

PyObject* isPositive()

Returns a Python integer.



PyObject* getUsePosPulseMode()

Returns TRUE if positive pulse modeis active, FALSE if positive pulse modeis not active.

PyObject* setUsePosPulseMode(int flag)

Set flag to TRUE to switch on positive pulse mode, FAL SE to switch off positive pulse mode.

PyObject* getPosFrequency/()

Return the frequency of the updates in positive pulse mode.

PyObject* setPosFrequency(int pulse frequency)

Set the frequency of the updates in positive pulse mode. If the frequency is negative, it is set to O.

PyObject* getUseNegPulseMode()

Returns TRUE if negative pulse mode is active, FALSE if negative pulse modeis not active.

PyObject* setUseNegPulseMode(int flag)

Set flag to TRUE to switch on negative pulse mode, FAL SE to switch off negative pulse mode.

PyObject* getNegFrequency()

Return the frequency of the updates in negative pulse mode.

PyObject* setNegFrequency(int pulse_frequency)

Set the frequency of the updates in negative pulse mode. If the frequency is negative, it is set to 0.

PyObject* getinvert()

Returns whether or not pulses from this sensor are inverted.



PyObject* setinvert(int invert)

Set to TRUE to invert the responses of this sensor, set to KX_FALSE to keep the normal response.

« Author: Jan Walter Kdoc
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AlwaysSensor Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A AlwaysSensor is aspecial kind of ageneral sensor More...

#i ncl ude <al wayssensor. h>

Inherits: Sensor

Public Members

« AlwaysSensor ()
« ~AlwaysSensor ()

Detailed Description

A AlwaysSensor is a special kind of ageneral sensor.

« Author: Jan Walter Kdoc
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KeyboardSensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A KeyboardSensor is a special kind of ageneral sensor More...

#i ncl ude <keyboardsensor. h>

Inherits: Sensor

Public Members

« KeyboardSensor ()

« ~KeyboardSensor ()

« PyObject* setKey (int keycode)
- PyObject* getKey ()

o PyODbject* setHold1 (int keycode)
o PyObject* getHold1 ()

« PyObject* setHold2 (int keycode)
« PyObject* getHold2 ()

o PyObject* getPressedK eys ()

Detailed Description

A KeyboardSensor is a special kind of a general sensor.

PyObject* setKey(int keycode)

Set the key this sensor should listen to. The variable keycode can be any code from GameKeys.

PyObject* getKey()

Return the code of the key this sensor islistening to.



PyObject* setHold1(int keycode)

Set the first modifier to the key this sensor should listen to. The variable keycode can be any code from
GameKeys.

PyObject* getHold1()

Return the code of the first key modifier to the key this sensor is listening to.

PyObject* setHold2(int keycode)

Set the second modifier to the key this sensor should listen to. The variable keycode can be any code
from GameK eys.

PyObject* getHold?2()

Return the code of the second key modifier to the key this sensor is listening to.

PyObject* getPressedKeys|()

Get alist of pressed keys that have either been pressed, or just released this frame.

« Author: Jan Walter Kdoc
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MouseSensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A MouseSensor is aspecia kind of ageneral sensor More...

#i ncl ude <nobusesensor. h>

Inherits: Sensor

Public Members

M ouseSensor ()

~M ouseSensor ()
PyObject* getXPosition ()
PyObject* getY Position ()

Detailed Description

A MouseSensor isaspecia kind of ageneral sensor.

PyObject* getXPosition()

Returns the x-coordinate of the mouse sensor, in frame coordinates. The lower-left corner isthe origin.
The coordinate is given in pixels.

PyObject* getYPosition()

Returns the y-coordinate of the mouse sensor, in frame coordinates. The lower-left corner isthe origin.
The coordinate is given in pixels.

o Author: Jan Walter Kdoc
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PropertySensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A PropertySensor is a special kind of ageneral sensor More...

#i ncl ude <propertysensor. h>

Inherits: Sensor

Public Members

o PropertySensor ()

o ~PropertySensor ()

o PyObject* getType ()

o PyObject* setType (int type)

« PyObject* getProperty (char* name)
« PyObject* setProperty (char* name)
o PyObject* getValue ()

o PyObject* setValue (char* value)

Detailed Description

A PropertySensor is a specia kind of ageneral sensor.

PyObject* getType()
Returns the type of check this sensor performs.
PyObject* setType(int type)

Set the type of check to perform. Valid arguments are KX_PROPSENSOR_EQUAL,
KX_PROPSENSOR_NOTEQUAL, KX PROPSENSOR INTERVAL,
KX_PROPSENSOR_CHANGED, or KX _PROPSENSOR_EXPRESSION.



PyObject* getProperty(char* name)

Return the property with which the sensor operates.

PyObject* setProperty(char* name)

Sets the property with which to operate. If there is no property of this name, the call isignored.

PyObject* getValue()

Returns the value with which the sensor operates.

PyObject* setValue(char* value)

Set the value with which the sensor operates. If the value is not compatible with the type of the property,
the subsequent action is ignored.

« Author: Jan Walter Kdoc
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RandomSensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A RandomSensor isaspecia kind of ageneral sensor More...

#i ncl ude <randonsensor. h>

Inherits: Sensor

Public Members

« RandomSensor ()

« ~RandomSensor ()

o PyObject* setSeed (int seed)
« PyObject* getSeed ()

o PyODbject* getL astDraw ()

Detailed Description

A RandomSensor is a specia kind of ageneral sensor.

PyObject* setSeed(int seed)

Set theinitial seed of the generator. Equal seeds produce equal series. If the seed is 0, the generator will
produce the same value on every call.

PyObject* getSeed|()

Returnsthe initial seed of the generator. Equal seeds produce equal series.

PyObject* getLastDraw()

Return the last value that was drawn.

 Author: Jan Walter Kdoc
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RaySensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A RaySensor is aspecia kind of agenera sensor More...

#i ncl ude <raysensor. h>

Inherits: Sensor

Public Members

RaySensor ()

~RaySensor ()

PyObject* getHitPosition ()
PyObject* getHitObject ()

Detailed Description

A RaySensor is a special kind of ageneral sensor.

PyObject* getHitPosition()

Returns the position where the object was hit by this ray.

PyObject* getHitObject()

Returns the name of the object that was hit by thisray.

« Author: Jan Walter
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TouchSensor Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A TouchSensor is aspecial kind of ageneral sensor More...

#i ncl ude <touchsensor. h>

Inherits: Sensor

Public Members

« TouchSensor ()

« ~TouchSensor ()

« PyObject* setProperty (char* name)
« PyObject* getProperty ()

o PyODbject* getHitObject ()

o PyObject* getHitObjectList ()

Detailed Description

A TouchSensor is aspecial kind of ageneral sensor.

PyObject* setProperty(char* name)

Set the property or material to collide with. Use setTouchMaterial () to switch between properties and
materials.

PyObject* getProperty()

Returns the property or material to collide with. Use getTouchMaterial() to find out whether this sensor
looks for properties or materials.

PyObject* getHitObject()

Returns the Python object you touched.



PyObject* getHitObjectList()

Returns a Python list of touched objects.

« Author: Jan Walter Kdoc
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NearSensor Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A NearSensor is a special kind of a TouchSensor More...

#i ncl ude <near sensor. h>

Inherits: TouchSensor

Public Members

« Near Sensor ()
o ~Near Sensor ()

Detailed Description

A NearSensor is aspecia kind of a TouchSensor.

« Author: Jan Walter Kdoc
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RadarSensor Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A RadarSensor is a special kind of a NearSensor More...

#i ncl ude <r adarsensor. h>

Inherits: NearSensor

Public Members

« Radar Sensor ()
« ~Radar Sensor ()

Detailed Description

A RadarSensor is a special kind of a NearSensor.

« Author: Jan Walter Kdoc
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Object Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

Baseclass for all game objects More...

#i ncl ude <obj ect. h>

Public Members

Object ()

~Object ()

PyObject* setOrientation (PyObject* pylist)
PyObject* getOrientation ()

Detailed Description

Baseclass for all game objects.

PyObject* setOrientation(PyObject* pylist)

A list of listsis used to set the orientation matrix within Blender's game engine.

PyObject* getOrientation()

A list of listsisreturned for the orientation matrix within Blender's game engine.

« Author: Jan Walter
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GameObject Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

A GameObject isaspecia kind of a general object in Blender's game engine More...

#i ncl ude <ganeobj ect. h>

Inherits. Object

Public Members

« GameObject ()

o ~GameObject ()

o PyObject* setVisible (int visible)
« PyObject* setPosition (PyObject* pylist)
« PyObject* getPosition ()

« PyObject* getLinearVelocity ()
« PyObject* getVelocity ()

o PyObject* getMass ()

« PyObject* getReactionForce ()
« PyObject* restoreDynamics ()
o PyODbject* suspendDynamics ()

Detailed Description

A GameObject isa specia kind of agenera object in Blender's game engine.

PyObject* setVisible(int visible)
bla
PyObject* setPosition(PyObject* pylist)

Takes a Python list of three elements (X, vy, 2).



PyObject* getPosition()
Returns a Python list of three elements (x, y, 2).

PyObject* getLinearVelocity()

Returns a Python list of three elements.

PyObject* getVelocity()
Returns a Python list of three elements.
PyObject* getMass()

bla

PyObject* getReactionForce()

Returns a Python list of three elements.

PyObject* restoreDynamics|()
bla
PyObject* suspendDynamics()

bla

 Author: Jan Walter
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Camera Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A Cameraisaspecia kind of a GameObject in Blender's game engine More...
#i ncl ude <canera. h>

Inherits. GameObject

Public Members

o Cameral)
o ~Camera()

Detailed Description

A Cameraisaspecia kind of a GameObject in Blender's game engine.

« Author: Jan Walter Kdoc
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EmptyObject Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A EmptyObject is a special kind of a GameObject in Blender's game engine More...

#i ncl ude <enptyobject. h>

Inherits. GameObject

Public Members

o EmptyObject ()
o ~EmptyObject ()

Detailed Description

A EmptyObject is a special kind of a GameObject in Blender's game engine.

« Author: Jan Walter Kdoc
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LightObject Class Reference

[GameL ogic Index] [ Gamel ogic Hierarchy]

A LightObject isa specia kind of a GameObject in Blender's game engine More...

#i ncl ude <lightobject.h>

Inherits. GameObject

Public Members

« LightObject ()
o ~LightObject ()

Detailed Description

A LightObject isaspecial kind of a GameObject in Blender's game engine.

« Author: Jan Walter Kdoc
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Rasterizer Class Reference

[GameL ogic Index] [Gamel ogic Hierarchy]

Thisisin fact no classit isamodule in Python More...

#i ncl ude <rasterizer. h>

Public Members

« Rasterizer ()

« ~Rasterizer ()

o PyObject* getWindowWidth ()
PyObject* getWindowHeight ()
PyObject* enableVisibility (int visible)

Detailed Description

Thisisin fact no classit isamodule in Python. But | use it here as a class to document the global
functions availabe in the Rasterizer module.

PyObject* getWindowWidth()

Returns the window width as a Python integer.

PyObject* getWindowHeight()

Returns the window height as a Python integer.

PyObject* enableVisibility(int visible)

Enable or disable the visibility. The return value is None.
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/***************************************************************************

ganel ogic.h - description
begi n : Thu Dec 14 2000
copyri ght : (© 2000 by Jan Walter
emai | . jan@l ender . nl

***************************************************************************/

/***************************************************************************
*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

ER R I b b S b S b S b b S R S S S b Rk S b S S b S b S RN S b S b S b b b b b S b S b SRR

/

#i f ndef GAMELOGQ C_H
#defi ne GAMELOG C H

struct PyQbject;
/**This is in fact no class it is a nodule in Python. But | use it here as a class to

docunment the global functions availabe in the GaneLogi ¢ nodul e.
*@ut hor Jan Wl ter

*/
cl ass GaneLogic {
publ i c:
GaneLogi c();

~GanelLogi c();
/** G ves Python access to the PythonController which is connected to the Python
script currently running. */
PyQoj ect* getCurrentController();
/** Decides if an actuator |linked to the PythonController should be active or not
(bool value). */
PyQbj ect * addActi veAct uat or (PyChj ect* actuator, int bool ean);

};

#endi f
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/***************************************************************************

pyt honcontroller.h - description
begi n . Thu Dec 14 2000
copyri ght : (C 2000 by Jan Walter
emai | . Jan@l ender . nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

kkhkkhkkhkhkkhkhkhkhkhkhkhkhkhhkhhkhkhkhhkhkhkhhhkhkhkhkhhkhkhhkhdhkhkhhkhkhkhkhkhkhkikhkhk k khhkhk k kikhkkhk,kkkk,k,*,*x*%

/

#i f ndef PYTHONCONTROLLER H
#def i ne PYTHONCONTROLLER H

#i ncl ude <controller. h>
struct Pynject;

/**A PythonController is a special controller in Blender which can have a Python
script bound to it. There are also sensors and actuators bound to this controller.
The sensors are responsible for calling the Python script bound to the controller.
The scripts "decides" how to react on this call and m ght call one of the actuators
(or all) bound to the controller.

*@ut hor Jan Wl ter

*/

class Controller.htm ">PythonController : public Controller {
public:
Pyt honControl l er();
~Pyt honControl l er();
/** Returns a Python list of actuators bound to the PythonController. */
PyQbj ect* get Actuators();
/** Returns a Python list of sensors bound to the PythonController.
*/
PyQbj ect* get Sensors();
b

#endi f
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/***************************************************************************

ganekeys.h - description
begi n : Thu Dec 14 2000
copyri ght : (© 2000 by Jan Walter
emai | . jan@l ender . nl

***************************************************************************/

/***************************************************************************
*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

ER R I b b S b S b S b b S R S S S b Rk S b S S b S b S RN S b S b S b b b b b S b S b SRR

/

#i f ndef GAMEKEYS_H
#defi ne GAMEKEYS H

[**This is in fact no class it is a nodule in Python. It defines the constants
"AKEY", ..., "ZKEY", "ZERO KEY" , ..., "N NEKEY", "CAPSLOCKKEY", "LEFTCTRLKEY",
"LEFTALTKEY", "RI GHTALTKEY", "Rl GHTCTRLKEY", "RI GHTSHI FTKEY", "LEFTSH FTKEY",
"ESCKEY", "TABKEY", "RETKEY", "SPACEKEY", "LINEFEEDKEY", "BACKSPACEKEY", "DELKEY",
" SEM COLONKEY", "PERI CDKEY", "COVMAKEY", "QUOTEKEY", "ACCENTGRAVEKEY", "M NUSKEY"
"VI RGULEKEY", "SLASHKEY", "BACKSLASHKEY", "EQUALKEY", "LEFTBRACKETKEY",
"Rl GHTBRACKETKEY", "LEFTARROAKEY", "DOANARROVNKEY", "Rl GHTARROKEY", "UPARROVNKEY",
"PADO", ..., "PAD9", "PADPERI OD', "PADVI RGULEKEY", "PADASTERKEY", "PADM NUS",
"PADENTER', "PADPLUSKEY", "F1KEY", ..., "F12KEY", "PAUSEKEY", "I NSERTKEY", "HOVEKEY"
" PAGEUPKEY", "PAGEDOWNKEY", and " ENDKEY"

*@ut hor Jan Wl ter

*/
cl ass GaneKeys {
publ i c:
GaneKeys();
~GaneKeys() ;
¥
#endi f
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/***************************************************************************

rasterizer.h - description
begi n . Tue Dec 19 2000
copyri ght : (© 2000 by Jan Walter
emai | . jan@l ender . nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

ER R I b b S b S b S b b S R S S S b Rk S b S S b S b S RN S b S b S b b b b b S b S b SRR

/

#i f ndef RASTERI ZER _H
#defi ne RASTERI ZER H

struct PyQbject;

/**This is in fact no class it is a nodule in Python. But | use it here as a class to
docunent the global functions availabe in the Rasterizer nodul e.

*@ut hor Jan Wl ter

*/

cl ass Rasterizer {
publ i c:
Rasteri zer();
~Rasteri zer();
/** Returns the wi ndow width as a Python integer. */
Pybj ect* get W ndoww dt h() ;
/[** Returns the w ndow hei ght as a Python integer. */
PyQbj ect * get W ndowHei ght () ;
/** Enable or disable the visibility. The return value is None. */
PyQbj ect* enableVisibility(int visible);
b

#endi f
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/***************************************************************************

sensor.h - description
begi n . Tue Dec 19 2000
copyri ght : (© 2000 by Jan Walter
emai | . jan@l ender . nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

ER R I b b S b S b S b b S R S S S b Rk S b S S b S b S RN S b S b S b b b b b S b S b SRR

/

#i f ndef SENSCOR_H
#defi ne SENSOR H

#i ncl ude <l ogi cbrick. h>

/[ **Basecl ass for all sensors.
*@ut hor Jan \Wal ter

*/
cl ass Sensor : public LogicBrick {
publ i c:
Sensor ();
~Sensor () ;

[** Returns a Python integer. */

PyQbj ect* isPositive();

/[** Returns TRUE if positive pulse node is active, FALSE if positive pulse node is
not active. */

PyQbj ect * get UsePosPul seMbde() ;

[** Set flag to TRUE to switch on positive pul se node, FALSE to switch off positive
pul se node. */

Pyhj ect * set UsePosPul seMbde(int flag);

/** Return the frequency of the updates in positive pul se node. */

PyQbj ect * get PosFrequency();

[** Set the frequency of the updates in positive pulse node. If the frequency is
negative, it is set to 0. */

Pyhj ect * set PosFrequency(int pul se_frequency);

/** Returns TRUE if negative pulse node is active, FALSE if negative pul se node is
not active. */

Pyhj ect * get UseNegPul seMbde() ;

/[** Set flag to TRUE to switch on negative pul se node, FALSE to switch off negative
pul se node. */

PyQbj ect * set UseNegPul seMobde(int flag);

/** Return the frequency of the updates in negative pul se node. */

Pyhj ect * get NegFr equency();

/** Set the frequency of the updates in negative pulse node. If the frequency is
negative, it is set to 0. */

PyQbj ect * set NegFrequency(i nt pul se_frequency);

/** Returns whether or not pulses fromthis sensor are inverted. */



PyQbj ect* getlnvert();
[** Set to TRUE to invert the responses of this sensor, set to KX FALSE to keep the

normal response. */
PyQoj ect* setlnvert(int invert);

i

#endi f
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/***************************************************************************

actuator.h - description
begi n . Tue Dec 19 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

EZR R Ik b b b b b I b b S kR I kS b i b R R Sk i Sk b e b b b b e ik b

/

#i f ndef ACTUATOR _H
#defi ne ACTUATOR H

#i ncl ude <l ogi cbri ck. h>

/[ **Basecl ass for all actuators.
*@ut hor Jan Wl ter
*

class Actuator : public LogicBrick {
publ i c:

Actuator();

~Act uat or () ;

b

#endi f
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/***************************************************************************

touchsensor.h - description
begi n . Tue Dec 19 2000
copyri ght : (C) 2000 by Jan Walter
emai | . jan@l ender. nl

***************************************************************************/

/***************************************************************************

* *
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

khkkkkhkhkhhkhkhkhkhkhkhkhkhhkhhkhhhhkhhkhkhkhkhkhkhkhhhhhdhkhk k ki khkhkdkhkhhhhkhk k k k,k,khidkkkkkk k k,*,*,***x*%x

/

#i f ndef TOUCHSENSOR H
#def i ne TOUCHSENSOR_H

#i ncl ude <sensor. h>

/**A TouchSensor is a special kind of a general sensor.
*@ut hor Jan Wl ter
*/

cl ass Sensor. htm ">TouchSensor : public Sensor {
publi c:
TouchSensor () ;
~TouchSensor () ;
[** Set the property or material to collide with. Use set TouchMaterial () to switch
bet ween properties and materials. */
PyQbj ect* set Property(char* nane);
/[** Returns the property or material to collide with. Use get TouchMaterial () to
find out whether this sensor |ooks for properties or materials. */
PyQbj ect * get Property();
/** Returns the Python object you touched. */
PyQbj ect* getH t Qbject();
/** Returns a Python list of touched objects. */
PyQbj ect* getHit ObjectList();
1

#endi f
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/***************************************************************************

nearsensor.h - description
begi n . Tue Dec 19 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

EZR R Ik b b b b b I b b S kR I kS b i b R R Sk i Sk b e b b b b e ik b

/

#i f ndef NEARSENSOR H
#def i ne NEARSENSOR _H

#i ncl ude <t ouchsensor. h>

/**A Near Sensor is a special kind of a TouchSensor.
*@ut hor Jan Wal ter
*/

cl ass Near Sensor : public TouchSensor {
publ i c:

Near Sensor () ;

~Near Sensor () ;

b

#endi f
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/***************************************************************************

radarsensor.h - description
begi n . Tue Dec 19 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

EZR R Ik b b b b b I b b S kR I kS b i b R R Sk i Sk b e b b b b e ik b

/

#i f ndef RADARSENSOR_H
#def i ne RADARSENSOR _H

#i ncl ude <near sensor. h>

/**A Radar Sensor is a special kind of a NearSensor.
*@ut hor Jan Wal ter

*/
cl ass Radar Sensor : public NearSensor {
publ i c:
Radar Sensor () ;
~Radar Sensor () ;
b
#endi f
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/***************************************************************************

propertysensor.h - description
begi n . Wed Dec 20 2000
copyri ght : (C) 2000 by Jan Walter
emai | . jan@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

khkkkkhkhkhhkhkhkhkhkhkhkhkhhkhhkhhhhkhhkhkhkhkhkhkhkhhhhhdhkhk k ki khkhkdkhkhhhhkhk k k k,k,khidkkkkkk k k,*,*,***x*%x

/

#i f ndef PROPERTYSENSOR_H
#defi ne PROPERTYSENSOR_H

#i ncl ude <sensor. h>

/**A PropertySensor is a special kind of a general sensor.
*@ut hor Jan Wl ter
*/

cl ass Sensor.htm ">PropertySensor : public Sensor {
publi c:

PropertySensor () ;

~PropertySensor () ;

/** Returns the type of check this sensor performs. */

PyQoj ect * get Type();

[** Set the type of check to perform Valid argunents are KX _PROPSENSOR_EQUAL
KX_PROPSENSOR_NOTEQUAL, KX PROPSENSOR_| NTERVAL, KX_PROPSENSOR_CHANGED, or
KX_PROPSENSOR_EXPRESSI ON.  */

PyQbj ect * set Type(int type);

/** Return the property with which the sensor operates. */

PyQbj ect* get Property(char* nane);

[** Sets the property with which to operate. If there is no property of this nane,
the call is ignored. */

PyQbj ect * set Property(char* nane);

/[** Returns the value wth which the sensor operates. */

PyQbj ect * get Val ue();

[** Set the value with which the sensor operates. If the value is not conpatible
with the type of the property, the subsequent action is ignored. */

PyQbj ect* set Val ue(char* val ue);

b

#endi f
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***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef ALWAYSSENSCOR H
#defi ne ALWAYSSENSOR H

#i ncl ude <sensor. h>

[**A AlwaysSensor is a special kind of a general sensor.
*@ut hor Jan Wal ter
*/

cl ass Sensor. htnl ">Al waysSensor : public Sensor {
publ i c:

Al waysSensor () ;

~Al waysSensor () ;

b

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef MOUSESENSOR_H
#def i ne MOUSESENSOR_H

#i ncl ude <sensor. h>

/**A MouseSensor is a special kind of a general sensor.
*@ut hor Jan Wl ter
*/

cl ass Sensor. htn ">MuseSensor : public Sensor {
publ i c:
MouseSensor () ;
~MouseSensor () ;
/** Returns the x-coordinate of the nouse sensor, in frame coordinates. The
| oner-left corner is the origin. The coordinate is given in pixels. */
PyQbj ect* get XPosition();
/** Returns the y-coordinate of the nouse sensor, in frane coordi nates. The
| ower-left corner is the origin. The coordinate is given in pixels. */
Pybj ect* get YPosition();
¥

#endi f
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***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef RANDOVSENSCOR_H
#def i ne RANDOVSENSOR H

#i ncl ude <sensor. h>

/ ** A Randontensor is a special kind of a general sensor.
*@ut hor Jan Wl ter

*/
cl ass Sensor. htm ">RandonSensor : public Sensor {
publ i c:
Randontensor () ;

~Randontensor () ;

/** Set the initial seed of the generator. Equal seeds produce equal series. If the
seed is 0, the generator will produce the sane value on every call. */

Pybj ect* set Seed(int seed);

/** Returns the initial seed of the generator. Equal seeds produce equal series. */

PyQbj ect * get Seed();

[** Return the |ast value that was drawn. */

PyQbj ect* getLastDraw();

b

#endi f

Documentation generated by jan@nvidea on Thu Dec 21 14:04:43 CET 2000


http://www.janw.gothere.uk.com/GameLogicModule/Random<a href=

/***************************************************************************

raysensor.h - description
begi n . Wed Dec 20 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef RAYSENSOR H
#defi ne RAYSENSOR H

#i ncl ude <sensor. h>

/**A RaySensor is a special kind of a general sensor.
*@ut hor Jan Wal ter
*/

cl ass Sensor.htm ">RaySensor : public Sensor {
publ i c:
RaySensor () ;
~RaySensor () ;
/** Returns the position where the object was hit by this ray. */
PyQoj ect* getH tPosition();
/** Returns the nanme of the object that was hit by this ray. */
PyQbj ect* getH t Qoject();
3

#endi f
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***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *

ER R I b b S b S b S b b S R S S S b Rk S b S S b S b S RN S b S b S b b b b b S b S b SRR

/

#i f ndef KEYBOARDSENSCOR_H
#def i ne KEYBOARDSENSOR_H

#i ncl ude <sensor. h>

/ **A KeyboardSensor is a special kind of a general sensor.
*@ut hor Jan Wl ter
*/

cl ass Sensor. ht m ">KeyboardSensor : public Sensor {
publ i c:
Keyboar dSensor () ;
~Keyboar dSensor () ;

/[** Set the key this sensor should listen to. The vari abl e keycode can be any code
from GaneKeys. */

Pybj ect* set Key(int keycode);

/** Return the code of the key this sensor is |listening to. */

PyQbj ect* get Key();

[** Set the first nodifier to the key this sensor should listen to. The variable
keycode can be any code from GaneKeys. */

PyQoj ect* setHol d1(int keycode);

/[** Return the code of the first key nodifier to the key this sensor is |istening
to. */

Pyhj ect* get Hol d1();

/** Set the second nodifier to the key this sensor should |isten to. The variable
keycode can be any code from GaneKeys. */

PyQbj ect* set Hol d2(i nt keycode);

/** Return the code of the second key nodifier to the key this sensor is |istening
to. */

PyQbj ect* get Hol d2() ;

[** Get a list of pressed keys that have either been pressed, or just released this
frame. */
Pyhj ect * get PressedKeys();

};

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef ENDOBJECTACTUATOR _H
#defi ne ENDOBJECTACTUATOR _H

#i ncl ude <actuator. h>

/**A EndQObj ect Actuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

cl ass Actuator. htm ">EndObj ect Actuator : public Actuator {
publ i c:

EndQbj ect Actuator () ;

~Endbj ect Act uat or () ;

b

#endi f
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***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef TRACKTOACTUATOR_H
#def i ne TRACKTOACTUATOR H

#i ncl ude <actuator. h>

/**A TrackToActuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator. htm ">TrackToActuator : public Actuator {
publ i c:
TrackToAct uator();
~TrackToAct uator();
/** Returns the object to track with the parent of this actuator. */
PyQbj ect* get Qbj ect();
/** Set the object to track with the parent of this actuator. */
PyQoj ect* set Obj ect (char* obj ect nane);
[** Return the tine in frames with which the tracking notion is delayed. */
PyQoj ect* get Ti me();
[** Set the time in franes with which to delay the tracking notion. */
PyQbject* setTinme(int tinme);
[** Returns 1 if the notion is allowed to extend in the z-direction. */
PyQbj ect* get Use3X);
/[** Set to 1 to allow the tracking notion to extend in the z-direction, set to O to
| ock the tracking notion to the x-y plane. */
Pybj ect* setUse3D(i nt val ue);
¥

#endi f
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***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef RANDOVACTUATOR_H
#def i ne RANDOVACTUATOR_H

#i ncl ude <actuator. h>

/**A RandomActuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator. htm ">RandomActuator : public Actuator {
publ i c:
RandomAct uat or () ;
~RandomAct uat or () ;

/[** Set the initial seed of the generator. Equal seeds produce equal series. If the
seed is 0, the generator will produce the sane value on every call. */

Pybj ect * set Seed(int seed);

/[** Returns the initial seed of the generator. Equal seeds produce equal series. */

PyQbj ect * get Seed();

/[** Returns the first paraneter of the active distribution. Refer to the
docunent ati on of the generator types for the neaning of this value. */

Pyhj ect* get Paral();

/** Returns the second paraneter of the active distribution. Refer to the
docunent ati on of the generator types for the neaning of this value. */

Pyhj ect * get Para2();

/** Returns the type of the active distribution. */

PyQbj ect* getDistribution();

[** Set the property to which the randomvalue is assigned. If the generator and
property types do not match, the assignnent is ignored. */

PyQhj ect* set Property(char* nane);

/[** Return the property to which the randomvalue is assigned. If the generator and
property types do not match, the assignnent is ignored. */

PyQbj ect* get Property(char* nane);

/** Set this generator to produce a constant bool ean val ue. */

Pyhj ect * set Bool Const (i nt val ue);

[** Set this generator to produce true and fal se, each with 50% chance of occuri ng.
*/

PyQbj ect * set Bool Uni forn();

[** Return false value * 100% of the tine. */


http://www.janw.gothere.uk.com/GameLogicModule/Random<a href=

PyQbj ect* set Bool Bernoui l i (fl oat val ue);

[** Always return value. */

PyQbj ect* setlnt Const(int val ue);

/** Return a random i nteger between | ower _bound and upper bound. The boundaries are
i ncl uded. */

PyQbj ect* setlntUnifornm(int |ower_bound, int upper_bound);

/** Return a Poi sson-distributed nunber. This perforns a series of Bernouilli tests
with paraneter value. It returns the nunber of tries needed to achi eve succes. */

Pyoj ect* setl nt Poi sson(fl oat val ue);

[** Always return value. */

PyQbj ect * set Fl oat Const (fl oat val ue);

/[** Return a random i nteger between | ower_bound and upper_bound. */

PyQbj ect* set Fl oat Uni forn(fl oat | ower_bound, float upper_bound);

/** Return normal -di stributed nunbers. The average is nmean, and the deviation from
the nmean is characterized by standard_deviation. */

PyQbj ect* set Fl oat Nornal (fl oat nean, float standard_deviation);

/[** Return negative-exponentially distributed nunbers. The half-life "tine' is
characterized by half _life. */
Pyhj ect * set Fl oat Negati veExponential (float half _life);

};

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef REPLACEMESHACTUATOR_H
#defi ne REPLACEMESHACTUATOR H

#i ncl ude <actuator. h>

/**A Repl aceMeshActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

cl ass Actuator. htm ">Repl aceMeshActuat or : public Actuator {
publ i c:

Repl aceMeshAct uat or () ;

~Repl aceMeshAct uat or () ;
[** Set the nmesh that will be substituted for the current one. */
PyQhj ect * set Mesh(char* nane);
3

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef CONSTRAI NTACTUATOR_H
#def i ne CONSTRAI NTACTUATOR_H

#i ncl ude <actuator. h>

/**A ConstraintActuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator. htm ">Constrai nt Actuator : public Actuator {
publ i c:
Constrai nt Actuator();
~Constrai nt Actuat or () ;
/[** Returns the upper value of the interval to which the value is clipped. */
PyQbj ect * get Max();
[** Sets the upper value of the interval to which the value is clipped. */
PyQoj ect* set Max(fl oat upper_bound);
/** Returns the |lower value of the interval to which the value is clipped. */
PyQbj ect* getM n();
[** Sets the | ower value of the interval to which the value is clipped. */
PyQohj ect* setM n(float | ower_bound);
/** Returns the danping tinme for application of the constraint. */
PyCbj ect* get Danp() ;
[** Sets the time with which the constraint application is delayed. If the duration
is negative, it is set to 0. */
PyQoj ect* set Danp(int duration);
/** Sets the type of constraint. The variable type can be KX CONSTRAI NTACT LQOCX,
KX_CONSTRAI NTACT_LOCY, KX _CONSTRAI NTACT_LOCZ, KX_CONSTRAI NTACT_ROTX,
KX_CONSTRAI NTACT_ROTY, or KX _CONSTRAI NTACT_ROTZ. */
PyQbj ect* setLimt(int type);
/[** Returns the type of constraint. */
PyQbj ect* getLimt();
}

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef SOUNDACTUATOR_H
#defi ne SOUNDACTUATOR_H

#i ncl ude <actuator. h>

/**A SoundActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

cl ass Actuator. htm ">SoundActuator : public Actuator {
publ i c:
SoundAct uat or () ;
~SoundAct uat or () ;
/** Filenane of the sound file. */
PyQhj ect* set Fil enanme(char* nane);
[** CGet filename of the sound file. */
PyQhj ect* getFil enane();
3
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/***************************************************************************
*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef PROPERTYACTUATOR_H
#def i ne PROPERTYACTUATOR H

#i ncl ude <actuator. h>

/**A PropertyActuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator. htm ">PropertyActuator : public Actuator {
publ i c:
PropertyActuator();
~Pr opertyActuator();
[** Set the property on which to operate. If there is no property of this nane, the
call is ignored. */
Pybj ect* set Property(char* nane);
/[** Return the property on which the actuator operates. */
PyQbj ect* get Property();
[** Set the value with which the actuator operates. If the value is not conpatible
with the type of the property, the subsequent action is ignored. */
Pyoj ect * set Val ue(char* val ue);
/** Returns the value with which the actuator operates. */
PyQbj ect * get Val ue();
b

#endi f
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/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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#i f ndef SCENEACTUATOR H
#defi ne SCENEACTUATOR H

#i ncl ude <actuator. h>

/**A SceneActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

cl ass Actuator. htm ">SceneActuator : public Actuator {
publ i c:
SceneAct uat or () ;
~SceneAct uat or () ;
/** Set flag to 1 to restart the scene. */
PyQhj ect* setUseRestart(int flag);
/** Return whether the scene will be restarted. */
PyQbj ect* getUseRestart();
/** Set the scene to switch to. */
Pybj ect* set Scene(char* sceneNane);
/** Return the scene to switch to. */
PyQhj ect * get Scene();
/** Set the canera to switch to. */
Pyhj ect* set Canera(char* canera);
/** Return the canmera to switch to. */
PyQoj ect* get Canera();
}

#endi f
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*
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* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
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#i f ndef CAMERAACTUATOR H
#defi ne CAMERAACTUATOR H

#i ncl ude <actuator. h>

/[**A CanmeraActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

class Actuator. htm ">CaneraActuator : public Actuator {
publ i c:

Camer aAct uat or () ;

~Caner aAct uat or () ;

b

#endi f

Documentation generated by jan@nvidea on Thu Dec 21 14:04:43 CET 2000


http://www.janw.gothere.uk.com/GameLogicModule/Camera<a href=

/***************************************************************************

addobj ectactuator.h - description
begi n . Wed Dec 20 2000
copyri ght : (C) 2000 by Jan Walter
emai | . jan@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
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* *
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#i f ndef ADDOBJECTACTUATOR_H
#defi ne ADDOBJECTACTUATOR_H

#i ncl ude <actuator. h>

/**A Addoj ect Actuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator. htm ">AddObj ect Actuator : public Actuator {
publi c:
AddQbj ect Actuat or () ;
~AddObj ect Act uat or () ;
[** Sets the object that will be added. There has to be an object of this nane. If
not, this function does nothing. */
PyQbj ect* set Qbj ect (char* nane);

/[** Returns the nane of the object that will be added. */
PyQbj ect* get Qbj ect ();
/** Sets the lifetime of the object that will be added, in frames. If the duration

is negative, it is set to 0. */
PyQbj ect* setTinme(int duration);
/** Returns the lifetinme of the object that will be added. */
PyQbj ect* get Ti me();
/[** Assign this velocity to the created object. */
PyQbj ect* setLinearVelocity(float vx, float vy, float vz);
/[** Returns the linear velocity that will be assigned to the created object. */
PyQbj ect * get Li near Vel ocity();

s

#endi f
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/***************************************************************************

*
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* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
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#i f ndef GROUPACTUATOR H
#defi ne GROUPACTUATOR H

#i ncl ude <actuator. h>

[**A GroupActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

class Actuator. htm ">G oupActuator : public Actuator {

publ i c:
G oupActuator ();
~G oupAct uat or () ;

b

#endi f
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/***************************************************************************

obj ectactuator.h - description
begi n . Wed Dec 20 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef OBJECTACTUATOR H
#defi ne OBJECTACTUATOR H

#i ncl ude <actuator. h>

/**A QbjectActuator is a special kind of a general actuator.
*@ut hor Jan Wal ter
*/

class Actuator. htm ">0Obj ect Actuator : public Actuator {
publ i c:
bj ect Act uat or () ;
~Obj ect Actuator () ;
[** bla */
PyQoj ect* get Force();
/[** bla */
PyQoj ect* setForce(float x, float y, float z, int toggle);
[** bla */
Pyhj ect* get Torque();
[** bla */
PyQbj ect* setTorque(float x, float y, float z, int toggle);
[** bla */
PyQbj ect* getDLoc();
[** bla */
PyQoj ect* setDLoc(float x, float y, float z, int toggle);
[** bla */
PyQbj ect* getDRot ();
[** bla */
PyQbj ect* setDRot(float x, float y, float z, int toggle);
[** bla */
PyQhj ect* getLi nearVelocity();
/[** bla */
PyQbj ect* setlLinearVelocity(float x, float y, float z, int toggle);
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[** bla */
PyQbj ect * get Angul ar Vel ocity();
/[** bla */
PyQoj ect* set Angul arVel ocity(float x, float y, float z, int toggle);
}

#endi f
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/***************************************************************************

i poactuator.h - description
begi n . Wed Dec 20 2000
copyri ght : (C) 2000 by Jan Walter
emai | . jan@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef |1 POACTUATOR_H
#define | POACTUATOR_H

#i ncl ude <actuator. h>

/**A | poActuator is a special kind of a general actuator.
*@ut hor Jan Wl ter
*/

cl ass Actuator.htm ">l poActuator : public Actuator {
publi c:
| poActuator();
~| poAct uat or () ;
/** Possi bl e values for node "PLAY", "PINGPONG', "FLIPPER', "LOOPSTOP"', "LOOPEND'.

*/
PyQbj ect* set(char* node, int startFrame, int stopFranme, char* forceToggle);
[** bla */
PyQbj ect * set Key2Key(char* previous, char* cycle, char* hold, char* propertyNane);
[** bla */
PyQbj ect * set Property(char* propertyNane);
3
#endi f
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/***************************************************************************

object.h - description
begi n : Thu Dec 21 2000
copyri ght : (© 2000 by Jan Walter
emai | . Jan@l ender . nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |later version. *
* *
* *
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/

#i f ndef OBJECT_H
#define OBJECT_H

struct PyQbj ect;

/| **Basecl ass for all gane objects.
*@ut hor Jan Wal ter

*/
cl ass Obj ect {
public:
Qoj ect () ;
~Qoj ect () ;

/** Alist of lists is used to set the orientation matrix within Bl ender's gane
engi ne. */

PyQbj ect* setOrientation(PyQbject* pylist);

/** Alist of lists is returned for the orientation matrix within Bl ender's gane
engi ne. */
PyQbj ect* getOrientation();
b

#endi f
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/***************************************************************************

ganmeobject.h - description
begi n . Thu Dec 21 2000
copyri ght : (C) 2000 by Jan Walter
emai | . jan@l ender . nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the terns of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |later version. *
* *
* *
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/

#i f ndef GAMEOBJECT_H
#defi ne GAMEOBJECT_H

#i ncl ude <obj ect. h>

/[**A Ganme(Cbj ect is a special kind of a general object in Blender's ganme engine.
*@ut hor Jan Wl ter

*/
class nject. htm ">GneGbj ect : public Qoject {
public:
Gamebj ect () ;
~Gane(bj ect () ;
/[** bla */

Pybj ect* setVisible(int visible);
/** Takes a Python list of three elenments (x, vy, z). */
Pybj ect* setPosition(PyQoject* pylist);
/** Returns a Python |ist of three elenents (x, vy, z). */
Pyhj ect* getPosition();
/** Returns a Python list of three elenents. */
Pyhj ect * getLi near Vel ocity();
/** Returns a Python list of three elenents. */
PyQhj ect* get Vel ocity();
/** bla */
PyQhj ect* get Mass();
/** Returns a Python list of three elenents. */
PyQhj ect * get Reacti onForce();
/** bla */
PyQbj ect* restoreDynam cs();
[** bla */
PyQhj ect * suspendDynam cs();
}

#endi f
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/***************************************************************************

canmera.h - description
begi n . Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef CAMERA H
#defi ne CAMERA H

#i ncl ude <ganeobj ect. h>

/**A Canmera is a special kind of a GaneCbject in Blender's ganme engi ne.
*@ut hor Jan Wl ter

*/
class Canera : public GaneQoj ect
publ i c:
Canera() ;
~Caner a() ;
b
#endi f
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/***************************************************************************

lightobject.h - description
begi n . Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
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/

#i f ndef LI GHTOBJECT H
#define LI GHTOBJECT H

#i ncl ude <ganeobj ect. h>

/**A Lightbject is a special kind of a Gane(bject in Blender's ganme engi ne.
*@ut hor Jan Wal ter

*/
cl ass LightQoject : public GaneQbject {
publ i c:
Li ght Qbj ect () ;
~Li ght Qbj ect () ;
b
#endi f
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/***************************************************************************

enptyobject.h - description
begi n : Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
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/

#i f ndef EMPTYOBJECT H
#defi ne EMPTYOBJECT H

#i ncl ude <ganeobj ect. h>

[**A EnptyCbject is a special kind of a Gane(bject in Blender's ganme engi ne.
*@ut hor Jan Wal ter

*/
cl ass EnptyQoj ect : public GaneQbject {
publ i c:
Enpt yQoj ect () ;
~Enpt yObj ect () ;
b
#endi f
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/***************************************************************************

controller.h - description
begi n . Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
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/

#i f ndef CONTROLLER _H
#defi ne CONTROLLER H

#i ncl ude <l ogi cbri ck. h>

/| **Basecl ass for all controllers.
*@ut hor Jan Wl ter

*/
class Controller : public LogicBrick {
publ i c:
Controller();
~Controller();
b
#endi f
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/***************************************************************************
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begi n : Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef ORCONTROLLER H
#defi ne ORCONTROLLER H

#i ncl ude <controller. h>

/**A ORController is a special kind of a general controller.
*@ut hor Jan Wl ter
*/

class Controller.htm">0RController : public Controller {
publ i c:

ORControl ler();

~ORControl ler();

b

#endi f
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/***************************************************************************

andcontroller.h - description
begi n . Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef ANDCONTROLLER H
#defi ne ANDCONTROLLER_H

#i ncl ude <controller. h>

/**A ANDController is a special kind of a general controller.
*@ut hor Jan Wl ter
*/

class Controller.htm ">ANDController : public Controller {
publ i c:

ANDControl l er();

~ANDControl I er ();

b

#endi f
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/***************************************************************************

| ogicbrick.h - description
begi n . Thu Dec 21 2000
copyri ght : (C 2000 by Jan Walter
emai | : j an@l ender. nl

***************************************************************************/

/***************************************************************************

*

*
* This programis free software; you can redistribute it and/or nodify *
* it under the ternms of the GNU General Public License as published by *
* the Free Software Foundation; either version 2 of the License, or *
* (at your option) any |ater version. *
* *
* *
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/

#i f ndef LOG CBRI CK_H
#define LOd CBRICK H

struct Pynbject;

/[ **Basecl ass for all sensors, controller, and actuators.
*@ut hor Jan Wl ter
*

class LogicBrick {
publ i c:
Logi cBri ck();
~Logi cBri ck();
/** Returns the owner of the Python script. */
PyQoj ect * get Owner ();
b

#endi f
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