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1: PushMatrix()
2:  sca:=Scale( 1,1,1)
3:  Translate(x,y,z)
4:  rot:=Rotate( 0,0,1,0)
5: PushMatrix()
6: mv:=Translate( 0,0,0)
7 romx:=Rotate( 0,1,0,0)
8: romy:=Rotate( 0,0,1,0)
9: romz:=Rotate( 0,0,0,1)
10: PushMatrix()
11: mvDraw:=Translate( 0,0,0)
12: rox:=Rotate(origXangle, 1,0,0
13: roy:=Rotate(origYangle, 0,1,0
14: roz:=Rotate(origZangle, 0,0,1
15: PopMatrix()
16: PopMatrix()
17: PopMatrix()
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method M ove (x_dest,y_dest,z_dest)
local distance,i,j, flag, incr

if movable = 1 then {
distance = sgrt  (((x-x_dest)*(x-x_dest))+
(y-y_dest)*(y-y_dest)) + ((z-z_dest)*(z-z_
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dest)))
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while incr <= 1 do{
# # parametric equation x := x1 + t (x2-x1)
Tlegl. X := Tlegl. X +incr * (x_dest-x)
# parametric equation z:= z1 + t (z2-z1)
Tlegl. z := Tlegl. z +incr * (z_dest-z)
incr :=incr + ( 1/( 5*distance))
}
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while i <= 2 do {
insert (render_set, PushMatrix ()
if flag == 0 then {
insert (render_set,Tlegl:= Translate (x,y+ 0.09 ,z- 0.155))
i nsert (render_set, Rotate (80, 0.5, 0, 0))
}
else
{
insert (render_set,Tleg2 := Translate (x,y+ 0.09 ,z+ 0.155))
insert (render_set, Rotate (- 80, 0.5, 0, 0))
}
insert (render_set, Rotate (90, 0, 0.65 , 0))
insert (render_set, Scale (1,4.25,0.7))
insert (render_set, Fg( "diffuse black" )
insert (render_set, DrawCube( 0, 0, 0, 0.05))
flag := 1
=i+ 1
insert (render_set, PopMatrix ())
}
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every i:= l1to 35do{
Refresh ()
if dir == "positive" then
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sin (ang_rad)
cos (ang_rad)

theta := theta + 20
else
if dir == "negative"  then
theta := theta - 20
ang_rad := dtor (theta)
x_trans ;= (- 0.16 ) *
z trans = (- 0.16 ) *
T1. X = 0O+x_trans
T1. z := 0+z_trans
R1. angle := O+theta
T2. X = 0+x_trans
T2. z := 0+z_trans
R2. angle := O+theta
delay (50)
Refresh ()
o)
)
) *

X_trans = -0.32 * sin(ang_rad)
z_trans = -0.32 * cos(ang_rad)
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if minx+collide <= x <= maxx-collide &
minz+collide <= z <= maxz-collide then{
every o := lobstacles do {
if 0. disallows (x,z) then {
return

}
}

fail
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method disallows (x,z) ## Box

fail
end
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if minx-collide <= x <= maxx+collide &
minz-collide <= z <= maxz+collide then {
return



avat := world.nsh_dialog.avatar
X = avat.x
y ;= avat.y
z = avat.z
every node := (ITroomsToBeRendered) do {
temp := node
Xroom := temp.x
zroom :=temp.z
yroom := temp.y
dist := find_distance(x,y,z,xroom,yroom,zro om)
render_dist := 6
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if dist < render_dist then

temp.render_level := 4

else

if dist > render_dist & dist < (render_dist +10) then
temp.render_level ;= 3

else

if dist > (render_dist+ 10) & dist < (render_dist+ 20) then
temp.render_level := 2

else

if dist > (render_dist+ 20) then
temp.render_level := 0

if node.name == world.curr_room.name then {
write( "name" ,world.curr_room.name)
world.curr_room.render_level := 4}

node.render(world)}
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