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// Countryside

BACKGLOUND_01 {

// House
LOAD_MESH( "cottage01.x" );
MESH_SCALE( 1.2 );

// Ground
LOAD_MESH( "ground01.x" );
MESH_ROTATION( 0.0, 0.0, 0.0
);
MESH_SCALE( 1.0 );
}

//Walk animation
Walk               walk.txt

//Jump animation
Jump              jump.txt

//Run animation
Run                run.txt

#Main script
START MAIN
GOSUB SEGMENT1
GOSUB SEGMENT2
…
END MAIN

# Script of segment1
START SEGMENT1
…
…
END SEGMENT1

#Script of segment2
START SEGMENT2
…
…
END SEGMENT2
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Statements Function 

GOSUB Call another plot script. 

GOTO Jump to the specified plot 

script. 

IF,  ELSE, 

END_IF 

Same function as C/C++ 

EYE_POSITIO

N 

Specify the eye position. 

EYE_DIRECTI

ON 

Specify the eye direction. 

RENDERING_

ON 

Show a 3D object. 

RENDERING_

OFF 

Hide a 3D object. 

INPUT Input user’s string. 

MSG Show a message. 

STRING Show a narration message 

SET_BOUNDE

RING_RADIUS 

Specify a rad ius for 

collision detection 

SET_INTERAC

TION 

Jump to the specified plot 

script based on the collision 

detection 

MOVE Move a 3D object according 

to the specified shift and 

rotation 

ANIMATION_

START 

Start an animation of 3D 

object using the specified 

animation data 
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