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OnDoorTriggerEnter = function(door, objEntering)
{
if (objEntering == player && !door.IsOpen()) // #HEAM]
MG RE—ANDUK, M H TR EBE 1
{
door. Open() ; // FFI]

return true;

}

return false;
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#include “gmThread.h”
#include “gmMachine.h”

// float SquareRoot (int / float)
int GM CDECL SquareRoot (gmThread* a thread)
/) TR, ES AT GameMonkey H ) ¢ BRI R ALAZIE  int GM_CDECL
funcname (gmThread* thread)
{
float fValue;
GM_CHECK NUM PARAMS (1):  //Ky#¥, H—A33

/) WRIESHIIRE, KNS
if (a_thread->ParamType (0) == GM INT) {
fValue = (float) a thread->Param(0).m value.m int;

}
else if (a_thread—>ParamType (0) == GM_FLOAT) {
fValue = a thread—>Param(0).m value.m float;

}

else {
return GM EXCEPTION;

}

// AEEEE R IR [H]
a_thread—>PushFloat (sqrtf (fValue)) ;
return GM OK;
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extern gmMachine* machine;
machine—>RegisterLibraryFunction( “SquareRoot” , SquareRoot) ;
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#include “gmMachine.h”

#include “gmCall.h”

extern gmMachine machine;

// A GameMonkey FAFLE int Add(int. int) IXFE—PR%L
int AddTwolntegers(int valueA, int valueB)

{

int resultlnt = 0;

gmCall call;

if (call.BeginGlobalFunction (&machine, “Add” )) {
call. AddParamInt (valued) ; // JEANZH—NSH
call. AddParamInt (valueB) ; // JEANZ NS
call.End(); // A
call. GetReturnedInt (resultlInt); // HUGR[PI{E

}

return resultlnt;
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#include “gmThread.h” // GameMonkey Script
int main(int argc, charx argvl]) {
// 1. G GM BRI
gmMachine machine;
// 2. ST GM B A
machine. ExecuteString ( “print ( ‘Hello world’ ):;” );
getchar() ;



return 0;

2. WL BT

#include <windows. h>

#include <mmsystem. h>

#include “gmThread.h”

int main(int argc, charkargv[]) {
//1. B GM KEHUML

gmMachine* machine = new gmMachine;

// 2. M stdin HPFREL GM A

fprintf (stdout, “Please enter one line of script\n>” );
const int MAX SCRIPT SIZE = 4096;

char script[MAX SCRIPT SIZE];

fgets(script, MAX SCRIPT SIZE - 1, stdin);

// 3. gwmiE, EAL EHAT GM A
int errors = machine->ExecuteString(script, NULL, false, NULL);

/] A BEE
if (errors) {
bool first = true;
const char* message;
while ( (message = machine—>GetLog().GetEntry(first) ) )
fprintf (stderr, “%s” GM NL, message);
goto Exit;

}

// 5. BT

int deltaTime = O;

int lastTime = timeGetTime () ;

while (machine—>Execute(deltaTime)) {
int curTime = timeGetTime() ;
deltaTime = curTime - lastTime;
lastTime = curTime;

}

// 6. JHHE
Exit:
delete machine;
getchar() ;



return 0;

}



