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EFEAIRE

BESE— AN, ttEEE—  EFAEBREE T AeElaH, SAeHITEDSR, B2
MmERFEL, BRARVMAS IZEE, ZESNMENTOR, SERERE, R
HEFEUEE ESetActive(false)

MRBITNELETRAT, HifSetActive(false), XiE ALk EERTH

FHITR, RU—MEBUZEH, SZER, S HERGT JohE, FEEERERE—M, miJ7EOnI
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sn03.pst=>sn03.txt

FERIZAsn03-.pstifssEE X

XA EERAF—HARXREN RAXK) (B (M) ) (FA) mEANRTFEST, &
HesEF, buff@FRENERET

KRBT MNEK-RdesSHET, EEAcustom{ name=damage100}ZXRIKIRE(HEE
SetSceneltem(name, "attribute”, "damage”, 1), 22 BEHABIEFRNEERE
SetSceneltem(name, "name", "machine”, 1), 2IRBEAE F TEIFEEYIRNEE
SetSceneltem("D_ADoor01", "attribute”, "collision”, 1);AJLASfAEHiE, BIABRAEEH

SetSceneltem("D_ADoor01", "attribute", "damagevalue”, g_iLevel03DoorDamage);ixEEEN
JLUERE, BBAmXITHRBZ M

SetSceneltem("D_Abutton01", "pose”, 0, 0);BMORSENE, AEHR

XA IARES | FAmainfiI A RE AT — R HLRE, AHREEMainfiAERERAZIRE#E XEma
nE5|ATU3DE, ERXNEABHSREURHM AR

main.txtilZs

-HEXeEEE

--item parameters for each level
--I\FeFHP

g_iBoxMaxHP = 100;

- AFEFHP

g_iBBoxMaxHP = 200;

--faFHP
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g_iChairMaxHP = 100;

—EFHP
g_iDeskMaxHP = 150;
--7KEHP
g_iJugMaxHP = 100;
--#E5HP

g_iGiMaMaxHP = 3000;

-- special parameter for each level
g_iLevel01StoneMaxHP = 500;
g_iLevel03DoorWaitTime = 7000;
g_iLevel03GiMaMaxHP = 3000;
g_iLevel03StoneDamage = 300;
g_iLevel03DoorDamage = 50;
g_iLevel04GiMaMaxHP = 10000;
g_iLevel07KnifeDamage = 300;
g_iLevel07PinDamage = 200;
g_iLevel08StickDamage = 300;
g_iLevel09StepTime = 1000;
g_iLevel11DoorMaxHP = 10000;
g_iLevel12StoveHP = 5000;
g_iLevel13BridgeHP = 4000;

function main()
end

function load()
end

function save()

U3D.SaveClean()

--U3D.SaveState("answer", answer)
--U3D.SaveState("getreward", getreward)
--U3D.SaveState("npcld”, npcld)
--U3D.SaveState("chufu_npc_talk", chufu_npc talk)
U3D.SaveDone()

end

function SetSceneltem(a, b, ¢, d)
U3D.SetSceneltem(a, b, ¢, d)
end

function MakeString(b, c)
str = string.format("%02d",c)
return (b..str)

end

function GetSceneltem(a, b)
return U3D.GetSceneltem(a, b)
end

function GetTeam(a)

return U3D.GetTeam(a)--1SZIBEET REE Wik
end
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function Output(a)
print(a)
end

function NetEvent(a)
U3D.NetEvent(a)
end

function CreateEffect(a, b)
U3D.CreateEffect(a, b)
end

IHTHTITTT11771171171771711T T enainBBVAREEER//111111111111111111111111111111111117

+sn03.txt (JRAREEsn03.pst)
local g _bStoneO1Active;
local g_bStone02Active;

local g iIADoor020penTime;
local g iBDoor01OpenTime;
local g_iDoorWaitTime = 7000;

local g_iPdoorMaxHP = 2000;
local g_iPdoorState1HP;
local g_iPdoorState2HP;
local g_iPdoorState3HP;
local g iPdoorState4HP;
local g iPdoorState5HP;

local g_bAPdoorAlive;
local g _iAPdoorState;

local g_iAPdoorShakePose;
local g iAPdoorHP;

local g_bBPdoorAlive;
local g_iBPdoorState;

local g_iBPdoorShakePose;
local g_iBPdoorHP;

local function Scene_OnLoad()
local i;
local name;

g_iDoorWaitTime = g_iLevel03DoorWaitTime;
g_iPdoorMaxHP = g iLevel03GiMaMaxHP;

g_iPdoorState1HP = (g_iPdoorMaxHP*3)/4;
g_iPdoorState2HP = (g _iPdoorMaxHP*2)/4;
g_iPdoorState3HP = (g_iPdoorMaxHP*1)/4;
g_iPdoorState4HP = 0;
SetSceneltem("D_ston01", "name”, "machine”, 1);

SetSceneltem("D_ston02", "name”", "machine”, 1);
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fori=1,10 do
name = MakeStrlng("D sn03t", i);
SetSceneltem(name, "name", "machine”, 1);
SetSceneltem(name, "attribute”, "damage”, 1);
end

SetSceneltem("D_Abutton01", "name"”, "machine”, 1);
SetSceneltem("D_Abutton02", "name"”, "machine”, 1);
SetSceneltem("D_ADoor01", "name", "machine”, 1);

SetSceneltem("D_ADoor01", "attribute”, "collision”, 1);
SetSceneltem("D_ADoor01", "attribute”, "damagevalue”, g _iLevel03DoorDamage);
SetSceneltem("D_ADoor01", "attribute”, "damage”, 1);

SetSceneltem("D_Bbutton01", "name", "machine”, 1);
SetSceneltem("D_Bbutton02", "name", "machine”, 1);
SetSceneltem("D_BDoor01", "name”, "machine”, 1);

SetSceneltem("D_BDoor01", "attribute", "collision”, 1);

SetSceneltem("D BDoor01", "attribute”, "damagevalue”, g iLevel03DoorDamage);
SetSceneltem("D_BDoor01", "attribute”, "damage”, 1);

SetSceneltem("D_APdoor01", "name”, "machine”, 1);
SetSceneltem("D_APdoor01", "attribute”, "damagevalue”, 20);

SetSceneltem("D_BPdoor01", "name”, "machine”, 1);
SetSceneltem("D_BPdoor01", "attribute”, "damagevalue”, 20);

SetSceneltem("D_APd02Box01", "name", "machine”, 1);
SetSceneltem("D_BPd02Box01", "name”, "machine”, 1);
end

local function Scene_Onlnit()
g_bStoneO1Active = 1;
g_bStone02Active = 1;

SetSceneltem("D_ston01", "pose”, 0, 0);

SetSceneltem("D_ston01", "attribute”, "active”, 1);

SetSceneltem("D_ston01", "attribute", "collision”, 1);

SetSceneltem("D_ston01", "attribute", "damage”, 0);

SetSceneltem("D_ston01", "attribute”, "damagevalue”, g_iLevel03StoneDamage);

SetSceneltem("D_ston02", "pose”, 0, 0);

SetSceneltem("D_ston02", "attribute”, "active”, 1);

SetSceneltem("D_ston02", "attribute", "collision”, 1);

SetSceneItem("D ston02", "attribute”, "damage”, 0);

SetSceneltem("D_ston02", "attribute”, "damagevalue”, g_iLevel03StoneDamage);

SetSceneltem("D_Abutton01", "pose”, 0, 0);
SetSceneltem("D_Abutton02", "pose”, 0, 0);
SetSceneltem("D_ADoor01", "pose”, 0, 0);

SetSceneltem("D_Bbutton01", "pose”, 0, 0);

SetSceneltem("D_Bbutton02", "pose”, 0, 0);
SetSceneltem("D_BDoor01", "pose”, 0, 0);
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SetSceneltem("D_APdoor01", "pose”, 0, 0);
SetSceneltem("D_APdoor01", "attribute”, "collision”, 0);
SetSceneltem("D_APdoor01", "attribute”, "damage”, 0);
SetSceneltem("D_APd02Box01", "attribute”, "collision”, 1);

SetSceneltem("D_BPdoor01", "pose”, 0, 0);
SetSceneltem("D_BPdoor01", "attribute”, "collision", 0);
SetSceneItem("D BPdoor01", "attribute”, "damage”, 0);
SetSceneltem("D_BPd02Box01", "attribute”, "collision”, 1);

g_iAPdoorHP = g iPdoorMaxHP;
g _bAPdoorAlive = 1;
g_iAPdoorState = 1;
g_iAPdoorShakePose = 1;

g_iBPdoorHP = g iPdoorMaxHP;
g _bBPdoorAlive = 1;
g_iBPdoorState = 1;
g_iBPdoorShakePose = 1;

--InitBoxes(g_iNumBoxes);

--InitBBoxs(g_iNumBBoxes);//FEEAX, TIaeREARMABUG RiiZ2ZInitBBoxes

--InitChairs(g_iNumChairs);
--InitDeskes(g_iNumDeskes);
--InitJugs(g_iNumJugs);

end

function D_APdoor01 _OnAttack(id, character, damage)
if (GetTeam(character) ==1) then
return O;
end

local state;
g_iAPdoorHP = g iAPdoorHP - damage;
if (g_iAPdoorState==1 and g_iAPdoorHP < g_iPdoorState1HP ) then

g_iAPdoorState = g iAPdoorState + 1;
g_iAPdoorShakePose = 3;
NetEvent(1);
SetSceneltem(id, "pose”, 2, 0);
NetEvent(0);

end

if (g _iAPdoorState==2 and g iAPdoorHP < g iPdoorState2HP ) then
g_iAPdoorState = g iAPdoorState + 1;
g_iAPdoorShakePose = 5;
NetEvent(1);
SetSceneltem(id, "pose”, 4, 0);
NetEvent(0);
end

if (g_iAPdoorState==3 and g_iAPdoorHP < g iPdoorState3HP ) then

TR
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g_iAPdoorState = g_iAPdoorState + 1;
g_iAPdoorShakePose = 7;
NetEvent(1);
SetSceneltem(id, "pose”, 6, 0);
NetEvent(0);

end

if (g _iAPdoorState==4 and g iAPdoorHP < 0 ) then

g_iAPdoorState = g iAPdoorState + 1;
NetEvent(1);
CreateEffect(id, "GiMaBRK");
SetSceneltem(id, "attribute”, "interactive", 0);
SetSceneltem(id, "attribute”, "collision", 0);
SetSceneltem(id, "pose”, 8, 0);
SetSceneltem("D_APd02Box01", "attribute”, "active”, 0);
NetEvent(0);

end

state = GetSceneltem(id, "state");

if (state==3) then
NetEvent(1);
CreateEffect(id, "GiMaHIT");
SetSceneltem(id, "pose”, g iAPdoorShakePose, 0);
NetEvent(0);

end

end

function D_APdoor01_Onldle(id)
if (g_iAPdoorState==5 and g bAPdoorAlive==1) then
local pose;
pose = GetSceneltem(id, "pose");
if (pose ~= 8) then
return O;
end
local state;
state = GetSceneltem(id, "state");
if (state==3) then
g_bAPdoorAlive = 0;
NetEvent(1);
SetSceneltem("D_APdoor01", "attribute”, "active", 0);
NetEvent(0);
end
end
end

function D_BPdoor01_OnAttack(id, character, damage)
if (GetTeam(character)==2) then
return O;
end

local state;
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g_iBPdoorHP = g iBPdoorHP - damage;

if (g_iBPdoorState==1 and g_iBPdoorHP < g iPdoorState1HP ) then
g_iBPdoorState = g iBPdoorState + 1;
g_iBPdoorShakePose = 3;
NetEvent(1);
SetSceneltem(id, "pose”, 2, 0);
NetEvent(0);
end

if (g_iBPdoorState==2 and g_iBPdoorHP < g iPdoorState2HP ) then
g_iBPdoorState = g iBPdoorState + 1;
g_iBPdoorShakePose = 5;
Output("Change State 3");
NetEvent(1);
SetSceneltem(id, "pose”, 4, 0);
NetEvent(0);
end

if (g_iBPdoorState==3 and g _iBPdoorHP< g iPdoorState3HP ) then
g_iBPdoorState = g _iBPdoorState + 1;
g_iBPdoorShakePose = 7;
Output("Change State 4");
NetEvent(1);
SetSceneltem(id, "pose”, 6, 0);
NetEvent(0);
end

if (g_iBPdoorState==4 and g_iBPdoorHP < g iPdoorState4HP ) then
g_iBPdoorState = g _iBPdoorState + 1;
NetEvent(1);
CreateEffect(id, "GiMaBRK");
SetSceneltem(id, "attribute”, "interactive", 0);
SetSceneltem(id, "attribute”, "collision”, 0);
SetSceneltem(id, "pose”, 8, 0);
SetSceneltem("D_BPd02Box01", "attribute”, "active”, 0);
NetEvent(0);
end

state = GetSceneltem(id, "state");

if (state==3) then
NetEvent(1);
CreateEffect(id, "GiMaHIT");
SetSceneltem(id, "pose”, g iBPdoorShakePose, 0);
NetEvent(0);

end

end

function D_BPdoor01_Onldle(id)
if (g_iBPdoorState==5 and g _bBPdoorAlive==1) then
local pose = GetSceneltem(id, "pose");
if (pose~=8) then
return O;
end
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local state;

state = GetSceneltem(id, "state");

if (state==3) then
g_bBPdoorAlive = 0;
NetEvent(1);
SetSceneltem("D_BPdoor01", "attribute”, "active”, 0);
NetEvent(0);

end

end
end

function D_ston01_OnAttack(id, character, damage)
local pose = GetSceneltem(id, "pose");
if (pose==1) then
return O;
end

NetEvent(1);
CreateEffect(id, "StoneFIL");
CreateEffect("D_Sston01", "StoneFIL");
SetSceneltem(id, "pose”, 1, 0);
SetSceneltem(id, "attribute”, "collision”, 0);
SetSceneltem(id, "attribute”, "damage”, 1);
NetEvent(0);

end

function D_ston01_Onldle(id)
if (g _bStone01Active==1) then
local pose = GetSceneltem(id, "pose”);
if (pose==0) then
return O;
end
local state = GetSceneltem(id, "state");
if (state==3) then
g_bStone01Active=0;
NetEvent(1);
SetSceneltem(id, "attribute”, "active", 0);
NetEvent(0);
end
end
end

function D_ston02_OnAttack(id, character, damage)
local pose = GetSceneltem(id, "pose");
if (pose==1) then
return O;
end

NetEvent(1);

CreateEffect(id, "StoneFIL");
CreateEffect("D_Sston02", "StoneFIL");
SetSceneltem(id, "pose”, 1, 0);
SetSceneltem(id, "attribute”, "collision”, 0);
SetSceneltem(id, "attribute”, "damage”, 1);
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NetEvent(0);
end

function D_ston02_Onldle(id)
if (g_bStone02Active==1) then
local pose = GetSceneltem(id, "pose");
if (pose==0) then
return O;
end
local state = GetSceneltem(id, "state");
if (state==3) then
g_bStone02Active = 0;
NetEvent(1);
SetSceneltem(id, "attribute”, "active", 0);
NetEvent(0);
end
end
end

function D_Abutton01_OnAttack(id, character, damage)
local pose = GetSceneltem("D_ADoor01", "pose");
if (pose~=0) then

return O;

end
g_iADoor020penTime = Misc("gettime");
NetEvent(1);
SetSceneltem("D . ADoor01", "pose”, 1, 0);
SetSceneltem(id, "pose”, 1, 0);
NetEvent(0);

end

function D_Abutton02_OnAttack(id, character, damage)
local pose = GetSceneltem("D_ADoor01", "pose");
if (pose~=0) then

return O;

end
g_iADoor020penTime = Misc("gettime");
NetEvent(1);
SetSceneltem("D . ADoor01", "pose”, 1, 0);
SetSceneltem(id, "pose”, 1, 0);
NetEvent(0);

end

function D_ADoor01_Onldle(id)
local pose = GetSceneltem(id, "pose");
if (pose==0) then
return O;
end
local state = GetSceneltem(id, "state");
if (pose==1 and state==3) then

local diff = Misc("gettime") - g iADoor020penTime;

if (diff > g iDoorWaitTime ) then
Output("Close Door");
NetEvent(1);
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SetSceneltem(id, "pose”, 2, 0);
NetEvent(0);
end
return 1;
end
if (pose==2 and state==3) then
NetEvent(1);
SetSceneltem(id, "pose”, 0, 0);
NetEvent(0);
return 1;
end

end

function D_Bbutton01_OnAttack(id, character, damage)

local pose = GetSceneltem("D_BDoor01", "pose");
if (pose~=0) then

return O;
end
g_iBDoor010penTime = Misc("gettime");
NetEvent(1);
SetSceneltem("D _BDoor01", "pose”, 1, 0);

SetSceneltem(id, "pose”, 1, 0);
NetEvent(0);

end

function D_Bbutton02_OnAttack(id, character, damage)

local pose = GetSceneltem("D_BDoor01", "pose");
if (pose~=0) then

return O;
end
g_iBDoor010penTime = Misc("gettime");
NetEvent(1);
SetSceneltem("D _BDoor01", "pose”, 1, 0);
SetSceneltem(id, "pose”, 1, 0);

NetEvent(0);

end

function D BDoor01 Onldle(id)

local pose = GetSceneltem(id, "pose");
if (pose==0) then
return O;
end
local state = GetSceneltem(id, "state");
if (pose==1 and state==3) then
local diff = Misc("gettime") - g iBDoor010penTime;
if (diff > g iDoorWaitTime ) then
Output("Close Door");
NetEvent(1);
SetSceneltem(id, "pose”, 2, 0);
NetEvent(0);
end
end
if (pose==2 and state==3) then
NetEvent(1);
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SetSceneltem("D_BDoor01", "pose”, 0, 0);
NetEvent(0);

end

end

function main()
Scene_OnlLoad()
Scene_Onlnit()
end

DT TR RN, M EEAREHR, MidleER
ETALNZEHBLE

function D_ston01_OnAttack(id, character, damage)
local pose = GetSceneltem(id, "pose");BVEALIARIINERS, XM EMCUGER
if (pose==1) thenH B 1 mSNERS, 12EENUTTERIE, XMERT, AkNZELE
T, ERMEXEST
return O;
end

NetEvent(1);,M4&REL A

CreateEffect(id, "StoneFIL"),fEA3k _EBIE—MFKStoneFil.ef

CreateEffect("D_Sston01", "StoneFIL"),/EbEEE MD Sston01_EEIE—MFY, XMFHHE
SLIEFFRIES

SetSceneltem(id, "pose”, 1, 0); it AIER 1 SoE], AE

SetSceneltem(id, "attribute", "collision", 0);//it37n 2 fAE o] LAS#AL

SetSceneltem(id, "attribute”, "damage”, 1);.tALBBEINGEES], MMIINENE desSUEER

—a

TE
NetEvent(0);,M4& =145
end

EALE|dleRHRAVE

function D_ston01_Onldle(id)
if (g_bStone01Active==1) then UNRIXEGEH
local pose = GetSceneltem(id, "pose");E{5z0iEid
if (pose==0) then zHE|idA0, R[]
return O;
end
local state = GetSceneltem(id, "state");EVERNENAZS
if ( state==3) then R EBEHNEIREMELT
g_bStone01Active=0; IARIREZEFRRAENIEE
NetEvent(1), &R A
SetSceneltem(id, "attribute”, "active", 0); iR BALEEA false
NetEvent(0);M4EREIZLER
end
end
end

JLER, XNMELSAHP, (UNZHHENEIE, BN, sEENG 1 BIASHEMN /93,24
EEXMAYUpdate BIERAXMdleiHR, fBHSIEE SSetActive(false) XFFRIAZHIEFRIFFE RIE
(B R E RN AR HIRrE T

RIEE MEDRIHRE
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function D_BPdoor01_OnAttack(id, character, damage)

if ( GetTeam(character)==2 ) then WS THFH WA E BT HEES

return O;B#5R[E], 13E T U EFTIEZAER

end
local state;
g_iBPdoorHP = g_iBPdoorHP - damage; &S

if (g_iBPdoorState==1 and g_iBPdoorHP < g_iPdoorState1HP ) then 31RRE A1, BSIN

53/48¢

g_iBPdoorState = g_iBPdoorState + 1;1J#aZI FAMAT K& +1
g_iBPdoorShakePose = 3; ZHzhE A3

NetEvent(1);EE A

SetSceneltem(id, "pose”, 2, 0)#ErzENE2
NetEvent(0);E#$ 45

end

if (g_iBPdoorState==2 and g iBPdoorHP < g iPdoorState2HP ) then &K 92, HISM

52/48¢

g_iBPdoorState = g_iBPdoorState + 1;B{JJ#EI TR
g_iBPdoorShakePose = 5;%H&0E 5

Output("Change State 3");

NetEvent(1);

SetSceneltem(id, "pose”, 4, 0); B4 SHNHE

NetEvent(0);

end

if (g_iBPdoorState==3 and g iBPdoorHP< g_iPdoorState3HP ) then IISRZS A3 HIME/NS
/AR

g_iBPdoorState = g_iBPdoorState + 1; {J#aiR7Z5+1
g_iBPdoorShakePose = 7;ZHRIsNm1E A7
Output("Change State 4");

NetEvent(1);

SetSceneltem(id, "pose”, 6, 0);iEW6SNEH
NetEvent(0);

end

if (g_iBPdoorState==4 and g _iBPdoorHP < g_iPdoorState4HP ) then 31RRE A4, TSI

F0mY

KD

g_iBPdoorState = g_iBPdoorState + 1;{J#uk7

NetEvent(1);

CreateEffect(id, "GiMaBRK");7£1E 5 _HiEHuFK

SetSceneltem(id, "attribute", "interactive", 0);i 8 BIEDAEESEHtARREH, XGEBIEAA

SetSceneltem(id, "attribute”, "collision", 0);i8 BE D e 5HEEHEEE
SetSceneltem(id, "pose", 8, 0);#BENES
SetSceneltem("D BPd02Box01", "attribute”, "active", 0);{EF2ZAIFBRE4{4 SetActive(false)

HAESTHIIT.

NetEvent(0);

end

state = GetSceneltem(id, "state"); BUSEHEABHUIRGS
if ( state==3) then WNRFEFEHGEE
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NetEvent(1);
CreateEffect(id, "GiMaHIT"); 7155 G545
SetSceneltem(id, "pose”, g iBPdoorShakePose, 0);#E =L HEsIzNE
NetEvent(0);
end
end

B TIdler’z]

function D_BPdoor01_Onldle(id)
if (g_iBPdoorState==5 and g bBPdoorAlive==1) then tISKZEAS, BIRGTFEE
local pose = GetSceneltem(id, "pose"); 1BZIZEIzNEID
if (pose~=8) then ANERZEFNES, NiRE], LR
return O;
end
local state;
state = GetSceneltem(id, "state"); {52 IENEIBHUAS
if ( state==3) then WNERFNEHEKGTEE
g_bBPdoorAlive = 0; BGHEGE
NetEvent(1);
SetSceneltem("D_BPdoor01", "attribute”, "active", 0);i& &I SetActive(false)
NetEvent(0);
end
end
end

X MEDNRAFRMARLE, BRI, SYRcEUEESTIXM (MELTEABERNENZ
HENXH, BEREIEGITAY) | MBEXTE22MF, EX EFRRERD WX

EIEER £ER, BEEEMNFL, ®EEXTMELENGE, #RBIHNASHBRER.

XERWKIRE, BRAREE, thHdesXHE, BLSHIBFRHER

BRI ERD, XMETENSEAERIRERZHMBEZIEEAE T, BEREARDIASFHIX
BRI, ARZERMEERN, BHAZTEEELE.

Object objon

{

Position: 0.379 0.007 -0.878
Quaternion: -0.991 0.001 0.131 0.004
TextureAnimation: 0 0.000 0.000
Custom:

{

motionanimation=0;

onClick=3;

I[Extparam1=100;

pose0=0,70;

}

}
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JEREERR S
Object sobseat01

{

Position: 0.002 0.615 -0.878
Quaternion: -1.000 0.000 0.000 0.004
TextureAnimation: 0 0.000 0.000
Custom:

{
}
}

FHINRAL IR RS

function D_Bbutton01_OnAttack(id, character, damage)

local pose = GetSceneltem("D BDoor01", "pose");qEX{EA| JEIzNE D
if (pose~=0) then AIERAKIHIFNEIDARZONIRE], BFEXKIIGTFHEHXANER, K

XK RIS

return O;
end
g_iBDoor010penTime = Misc("gettime"){EZI=SRTHFMATAE, {CRFFIRIRIZ]
NetEvent(1);
SetSceneltem("D _BDoor01", "pose”, 1, )X JHEHITEahE
SetSceneltem(id, "pose”, 1, 0);BCHEM 1 SaNE, BalEETIRENE
NetEvent(0);

end

B FAIJRILEONIdle
function D_BDoor01_Onldle(id)

g

local pose = GetSceneltem(id, "pose"); B HRIHERS
if (pose==0) then ANRE0SzNE, IR[E]
return O;
end
local state = GetSceneltem(id, "state")BUSAENAT:, 3RNEIENTEEEERE T
if (pose==1 and state==3) then WIREEF], BIEBEERF—M
local diff = Misc("gettime") - g iBDoor010penTime; FBan AT BT JAYZIAYRTIE]
if (diff > g_iDoorWaitTime ) then %15 [AIRRATEIAT KRS A
Output("Close Door");
NetEvent(1);
SetSceneltem(id, "pose”, 2, 0) &2 SaE, K|’
NetEvent(0);
end
end
if (pose==2 and state==3) then {NRE2SFNE, BERGET
NetEvent(1);
SetSceneltem("D_BDoor01", "pose”, 0, 0); ixEBHOSHNE, O0SHEAFINE, MEHE

NetEvent(0);
end
end
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