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Symbole

2D-Koordinatensystem 21
3D-Koordinatensystem 22
-cl 340

-d 363

#define 57,82

-diag 290

%EXE_DIR% 360

#ifdef 58

#include 59
#PRAGMA_PATH 60, 360
_repeat (Shader) 247
-sv 340

A

Abgrenzen eines Levels 4715
ABT. Siehe Adaptive Binary
Tree

accelerate 103

action 51,78

Adaptive Binary Tree 374
add_folder 360
add_struct 352
AdressU, AdressV 256
Aktionen (WED) 398
Alpha 31

Alpha-Kanal 380, 443
Alpha-Map 443
ambient 120, 394
ambient_red 244
ang_for_bone 174

Angle 378

Animationen 109, 430
animierte Texturen 380
Anpassen von Texturen 376
arc 120

Arrays 43

Arrays (dynamisch) 169
A-Star-Pathfinding 375
Atlas-Mapping 427
Audiodateien 161
Aufgaben einer Engine 7
Auflésung 153

AUTORELOAD 244
Auto-Reload (WED) 403

B

Backface-Culling 241
Behaviour 372, 402
Benutzerverzeichnis 350
Binary Space Partitioning
374

BIND 359
Bitmap-Fonts 740
Bit-Operation 94
Blur-Shader 2718
bmap_for_entity 166
bmap_lock 265
bmap_to_alpha 215
Bone-Modus (MED) 420
Bone Properties 435
Bones 432
Bones-Animation 112
Bones mit Vertices verbinden
433

Boolean 41

Break 50
Break-Points 289
Bright 413

BSP. Siehe Binary Space
Partitioning
Buildautomatisierung 19
Bump-Map 251

button 745
button_radio 746
button_state 152
button_toggle 146

c

Call by reference 66
Call by value 66
camera 81

Cast 170

Cast (Lichtquellen) 388
chars (String) 296
Child-Bone 433

clamp 87

Client 339

client_id 345
clip_far 120
clip_near 120
c_move 89, 93,103
COLOR 133
Color-Map 440, 442
Combo-Box 150
Compiler-Direktiven 57
compile (Shader) 246
connection 343
const 245
Constructor. Siehe
Konstruktor
Continue 50
count of tri 443
Credits 360

c_rotate 89

C-Script &
c_setminmax 107
CSG Subtract 385
c_trace 89, 92,118, 234
Cubes 367

Culling. Siehe Backface-
Culling

c_updatehull 7107
Cutscene 399

D

d3d_fogcolorl 222
d3d_lodfactor 283
d3d_shaderversion 218, 221
D3DVERTEX 240
Datentypen 39
DEBUG_BMAP 291
Debugging 285
Debug-Panel 271, 443
DEBUG_VAR 291
DECAL 230

Decals 230, 393
Default-Textur 416
Define (Shader) 268
Delimiter 354

Demo-Szene 366
Depth-Test 242
Desc 399
Designdokument 447
Destruktor 67
Detail-Map 440
detail_size 444
diag 291
diag_frame 291
diag_mode 291
diag_status 297
diag_var 291

digits 144

DLL. Siehe Dynamic Link
Libraries
Dopplereffekt. Siehe
doppler_factor
doppler_factor 163
Do-While 49
dplay_entrate 346
dplay_id 345
dplay_localfunction 343
dplay_smooth 347
draw_line 278
draw_line3d 159, 195
draw_text 298
Dropbox 13
Dynamic 388, 393
Dynamic (Lichtquellen) 476
Dynamic Link Libraries
350

Earth Sculptor 13, 440
Edge-Mode 369
Edit Box (WED) 369
Editionen von A8 2
effect 210
effect_sprite 406
Effekte 209

Effekte Uiber Sprites 405
Egoperspektive 97
Eigenschaften von Licht-
quellen 388



Eingabe
- inchar 125
- inkey 125

- key_for_string 125
- key_lastpressed 127
- key_set 125

- Maus 121

- Mausrad 124

- Mauszeiger 125

- mickey 124

- mouse_cursor 124
- mouse_force 121
- mouse_left 125

- mouse_map 124
- mouse_middle 7125
- mouse_mode 121
- mouse_pos 124

- mouse_right 125
mouse_spot 125
- Tastatur 125

- Tastaturevents 124
Einheitlicher Decal-Schatten
217

emask 758
ENABLE_CLICK 168
ENABLE_RELEASE 168
ENABLE_TOUCH 168
engine_getscript 264
Engine-Parameter 363
ent_animate 709
ent_create 69
ent_decal 230, 234
Entities 80, 412
ent_playloop 162
ent_playsound 162
ent_status 259
error 105
Eulerwinkel 28
event 158
EVENT_BLOCK 157
EVENT_CLICK 157
EVENT_DATA 344
EVENT_DISCONNECT 347
EVENT_IMPACT 157
EVENT_JOIN 344
EVENT_LEAVE 344
event (Partikel) 215
EVENT_RELEASE 157
Events 157
EVENT_SCAN 157
EVENT_SHOOT 157
EVENT_STRING 344
EVENT_TOUCH 157
event_type 158
EVENT_VAR 344
execute 330
Extrude 421

F

Face-Mode 370
fallback (Shader) 247
Farben 37

FAT 106

FBX 445
Fehlersuche 299
file_asc_read 297
file_asc_write 297
file_chr_read 298
file_close 294
file_find 298
file_open_append 296
file_open_write 294
file_seek 298
file_str_write 294
file_var_read 298
file_var_write 297
Firewall 341

Fixed Function Pipeline 237,
247

Flags 94, 104

flags2 227

Flare 413

floatv 255
fog_color 222
fog_end 120, 222
fog_start 120, 222
FONT 135, 140
For-Schleife 57
fragMOTION 435, 445
Frame 26, 431
Frame-Manager 430
Frame-Rate 271
freeze_mode 101, 352
Function 57
Funktionsparameter 52
Funktionspointer 55
Funktionspointer in
Structs 67
Funktionsrimpfe 53

G

Gamestudio-Forum XV
GED. Siehe Ingame-Editor
Gelenke 174, 184
Geschichte der Acknex-
Engine 11
Gesundheit 336
Graffiti 412
Grafikeinstellungen 153
Group-Modus (MED) 420
Gruppen (MED) 424
GUI 129

- BMAP 129

- bmap_create 130

- bmap_createblack 130
- bmap_fill 133

- bmap_height 130

- bmap_lock 134

- bmap_width 130
- PANEL 142

- pixel_for_vec 134
- pixel_to_bmap 134
- TEXT 135

- txt_create 137

H
Handle 162
HDR 417

Header- und Code-Dateien
35

Height-Map 438, 442

Helligkeit 154

High Level Shading Language
238

HiRes 388

hit 234

HIT_TARGET 234

HLSL. Siehe High Level
Shading Language

Hollow Block 383

Host 340

hslider 146

Ideenfindung 448

If 45

If-Else 47

Importieren von Modellen
445

Individueller Decal-Schatten
217

Ingame-Editor 8

in (HLSL) 245
Installation des Gamestudios
33

Installationspaket 367
integer() 244

Interaktion 157

Internet Protocol 339
IP. Siehe Internet Protocol
is 94

J

Jobs in der Spielebranche
448
joints. Siehe Gelenke

K

Kamera (WED) 370
key_force 102
Kollisionserkennung 105
Kollisionshiille 102, 105
Kompilieren (WED) 373
Konsole 290
Konstruktor 65

Kreisbahn 84
Kreuzprodukt 26
Kuwahara-Shader 417

L

Ladebildschirm 353
Layer 32
Lebensanzeige 337
Lensflare-Effekt 227
level 359
Level-Architektur anreichern
410

level_load 69
Level of Detail 287
Lichtquelle 216, 388
lifespan 210
Light-Map 440
lightrange 216, 221
Lite-C 6

Lizenzen 360
load_game 349
lod (Shader) 248
Logging 291
Lokale, globale und statische
Variablen 39
Lose Kopplung 370

M

Magnet-Tool 437
Makros 57
Manhattan-Methode 376
Map-Compiler 374
Map Properties 389, 398
Material 244
matWorldViewProj 245,
268

max_entities 271
max_particles 215, 271
max_x 106

MED  419. Siehe
Modelleditor
media_loop 166
Mesh 71, 242
Mesh-Toolbar 421
MindMap 448
MinFilter, MagFilter,
MipFilter 256
Minimaps 452

minv 114

min_x 106

MipMaps 280, 425
Mockup 452

Modell 392

Modell auf den Boden setzen
265

Modelleditor 8
mouse_ent 200
mouse_range 157
move_min_z 93



Move (WED) 368
MtiFx.c 244
mtISkinl 255
MtlView.c 244
mul (Shader) 246
Multiplayer 331
Multitexturing 242
my/me 79

N

Namenskonvention fiir
Dateien 79
NARROW 106

Nebel 222
Nebelfarben 389
needle 147
Netzwerk 339

Non Player Character 302
Normal-Maps 380, 415
NPC. Siehe Non Player
Character
nullvector 7103
num_actions 273
num_clients 346
num_entities 272
num_lights 273
num_particles 272
num_sounds 273
num_visents 272
num_vistriangles 272
NX_D6JOINT_DRIVE_
POSITION 196
NX_D6JOINT_MOTION_
FREE 796
NX_D6JOINT_MOTION_
LIMITED 196
NX_D6JOINT_MOTION_
LOCKED 196

o

Oberflachen. Siehe GUI
Objektfenster 372
Objekt-Shader 237
0GG 161
on_client 343
on_level 354
on_level_load 354
on_load 3571
on_server 343
Operatoren 44
out (HLSL) 245
Overlay 413

P

Panel-Event 757
pan_setbutton 746, 167
pan_setdigits 145
pan_setneedle 747
pan_setslider 146

pan_setwindow 147
Parent-Bone 433
Partikel 209
Partikelfunktionen 214
Partikelskills. Siehe Skills
Pass 246

Passable 413

PATH 360
path_create 311, 314
Pathfinding 315
path_getnode 374
path_nextnode 374
path_scan 314
path_set 313, 409
path_setnode 314
path_spline 313
Performance-Optimierung
279

Pfade 311, 408
PH_6DJOINT 185, 195
PH_BALL 184, 187
PH_HINGE 184f.
PH_ROPE 185, 194
PH_SLIDER 184, 189
PH_WHEEL 784, 191
Physik 173
physX_open 175
pixel_for_bmap 265
Pixel-Shader 237, 243
pixel_to_vec 265
play_entrate 347
player 92
player_name 343
Pointer 53, 63f.
POSITION 245
Positions 396
Postprocessing-Shader 237,
248

pPath 360
PRAGMA_API 350
PRAGMA_POINTER 54
PRAGMA_ZERO 39
Prefabs 390

Primitive 367

printf 38, 41, 127, 298
PROCESS_TARGET 253
proc_kill 7199
proc_mode 352
PROC_NOFREEZE 352
Projektfenster 371
Projektmanagement 456
Projektstruktur 35
pssm_fbias 219
pssm_res 219
pssm_run 218
PSSM-Schatten 218
PSSM-Shader 216
pssm_splitweight 219
pssm_transparency 2719
pstring 137
ptr_remove 171
Publizieren eines Spiels 359

pXcon_add 185f.
pXcon_remove 185
pXcon_setédjoint 197
pXcon_setmotor 197
pXcon_setparams! 185
pXcon_setwheel 193
pXEnt_addforceglobal 176
pXEnt_addtorqueglobal 777
pXEnt_getmass 187
pXEnt_move 799
pXEnt_rotate 799
pXEnt_setdamping 176
pXEnt_setelasticity 176
pXEnt_setfriction 176
pXEnt_setposition 175
pXEnt_settype 176

Q

Quant 80
Quests 453

R

Ragdoll 174, 201
random 144

random_seed 358
Rasterization 242
Raume 383
region_check 408
region_create 408
Regionen 404
region_find 408
region_get 408
region_set 408
rel_for_screen 229
Render-Kette 248
Render-Target 242
reset 94

RGB 31

rigid body 174
Riickgabewert einer Funktion
52

S

Sampler 256
save_dir 351
save_game 349
Scale (WED) 368
scale_x 196
SCAN_ENTS 334
SCAN_EVENT 334
Schattentypen 217
Schichtenmodell 32
Schriftarten. Siehe FONT
Scope Down 384
Scope Up 384
Screen-Buffer 242
screen_color 154
screen_size 130, 154
Scripteditor 4

Index 461

SDKs 34
Sechseitiges Mapping 426
SED. Siehe Scripteditor
Seeding 260
Semantics 245
SEND_ALL 346
send_data 339
SEND_RATE 346
send_skill 339, 345
SEND_STRING 346
SEND_UNRELIABLE ~ 346f.
send_var 339
SEND_VEC 346
Server 339
session_connect 340
session (Netzwerk) 340
session_open 340
set 94

Shader 237, 415
shadow 276f.
shadow_lod 283
shadow_stencil 217
Shared Texture 425
Sidescroller 98
sizeof 169

size_x 143

size_x (View) 336
size_y 143
Skalarprodukt 26
Skelett erstellen 432
skill_a 209

Skills 102, 104

Skills (Panel, Text, View) 138
skill_x 138
Skin-Manager 424
Skins 424
Skin-Settings 425
Skins exportieren 429
sky_color 744, 153
Skycube 415
Sky-Dome 224

slider 146

Snapping 372
snd_stopall 764
snd_tune 164

soft body 174
Sonneneinstrahlung 388
SOUND 162

Sounds 395
Speicherverwaltung 64
Spielersteuerung (Physik)
197

sprintf 295

Sprites 393

Stage (Shader) 248
Startup-Fenster 362
Static (Lichtquellen) 388
Stencil mit Eigenschatten
218

Stencil ohne Eigenschatten
218

Strafing 87



str_cat 139
str_clip 140
str_cmp 139, 357
str_cmpi 139
str_cpy 137,139
str_create 105
Streams 165
str_for_num 296
STRING 135
Strings 138
str_len 139
str_stri 140
str_trunc 740
Struct 60, 206
sun_angle 217
sun_color 217
sun_light 217
sun_pos 217
Surface 372, 377
SV_ALL 352
SV_BMAPS 352
SV_FUNCTIONS 352
SV_INFO 357
SV_KEYS 352
SV_LEVEL 352
SV_MATERIAL 352
SV_PANELS 352
SV_PATH 352
SV_POINTERS 357
SV_SKY 352
SV_STRINGS 351
SV_STRUCT 352
SV_SYS 351
SV_VARS 351
SV_VIEWS 352
Switch 48
sys_exit 133
sys_free 169
sys_malloc 169

T

TargetMap 253
Tastatureingaben 75
technique 246
Templates 9

Terrains 396, 437, 440
tex2D 257

Texture Alignment 378
Texturen 375
Texturen erzeugen 379
Texturen kachelbar ma-
chen 380
TexturgroBe 416
Texturnamen anzeigen 376
The Gimp 13
Third-Person 107
this 68
time_actions 272
time_draw 272
time_effects 272
time_entities 272
time_level 272
time_panels 272
time_physics 272
timer 325

time_sky 272
time_step 16, 77
toggle 94
total_ticks 257
Transformation & Light-
ning 241
Transparent 413
Triangle-Modus (MED) 420
Triangles 242
TrueType-Fonts 741
Turing-Test 325
txt_for_dir 356
txt_load 354
Type-Casting 42
typedef 42, 62

V]

Ungarische Notation 17
Ungroup 384
Unsichtbare Blocke 4715
Unsigned 40
Unwrapping 424
UV-Koordinaten 240
UV-Map 424

\'

Var 41

var_for_name 290
Variablen-Monitor 285
vecAmbient 245
vec_dist 178
vec_for_angle 182
vec_for_bone 114
vec_for_mesh 259
vec_for_vertex 207
vec_randomize 214
vec_scale 182
vec_set 197

vecSkilll 255
vecTime 255
vec_to_angle 117
vec_to_screen 308
Vektordifferenz 28
Vektordrehung 29
Vektoren 23

Vektor in Eulerwinkel
umrechnen 30
Vektorldnge 24
Vektor normalisieren 25
Vektorprojektion 27
vel_x 209
Verfolgerperspektive 107
Verkettete Liste 317
Verschwommener Stencil-
Schatten 218
Vertex-Animation 112
Vertex-Mode 369
Vertex-Modus (MED) 420
Vertex-Shader 237, 260
video_alpha 154
video_aspect 154
video_gamma 152, 154
video_mode 152, 154
video_screen 152, 154
video_set 153
video_switch  152f.
video_window 153, 343
View 119

view_create 120
View Depth 397

View-Entity 80, 227
View Frustum 241

View-Frustum 397
Vollbild 154

vslider 146

w

WAD-Dateien 382
wait 74

Walk-Thru 370
watched 288

WED 366. Siehe World-
editor

Wegpunkt 311, 409
Wettereffekte 223
While 49

window 747
window_focus 153
window_pos 153
Windows APl 350
Winkel drehen 30
Wissenschaftliche Notation
40

WMB zu MDL umwandeln
391

Worldeditor 7

X

XML 326
X-Offset 377
X-Scale 378

Y

Y-Offset 377
you 234
Y-Scale 378

z

Z-Fail 218

Zum Spieler drehen 30
Zweiseitiges Mapping 426
zWriteEnable 268





