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Scene Initialization File

1.0 Introduction

1.1 Overview

The SIF contains all of the data required to create a scene for GK3. A SIF is required for each Stage (a stage is everything associated with specific game location during a specific timeblock, e.g. Dining Room, Day 1, 10 am) in the game. In addition, there will be a SIF for each location that contains data used for all timeblocks.

1.2 Organization

1.2.1 Sections

The SIF is divided into sections, each of which contains groups of related data. Each section begins with a header that will consist of the section name enclosed in square brackets. For example, the section of the SIF containing the actor data will begin with the heading [ACTORS].

1.2.2 Lines

Each section will consist of some number of lines. Each line contains the data for a particular item. For instance, each line in the [ACTORS] sections contains data for one actor. Commas will separate each element of the data specified by the line.

1.2.3 Labels

Some lines will begin with a label, which is simply a string used for identification. For example, each camera definition line will begin with a label that scripts will use as a reference to that camera.

1.2.4 Variables

Most of the data in the SIF consists of variables. Each of these is specified by the name of variable, an equal sign, and a value. For example, to specify that a particular actor’s model is “gab”, that actor’s line would contain the item “model=gab”.

1.2.5 Flags

Flags specify data that may only be true or false. If a line contains a flag, then that particular flag is considered true, otherwise the flag is considered false. For instance, if an actor’s data line contains the flag “ego” then that actor will be the ego for the scene. If the line does not contain “ego” then the actor will not be ego.

1.2.6 Comments

Any text following “//” in a line will be ignored and may be used to make comments in the SIF.

1.3 Conventions

1.3.1 Naming

1.3.1.1 Generic SIF

A SIF that contains the data for a location that is common to all timeblocks is called a “generic SIF.” This file should be named with the location’s three letter abbreviation and the “.sif” extension. For example, the generic SIF for the Dining Room should be called “din.sif.”

1.3.1.2 Specific SIF

A SIF that contains the data for a location that is used for a single timeblock is called a “specific SIF.” This file should be named with the location’s three letter abbreviation, the timeblock notation, and the “.sif” extension. For example, the specific SIF for the Dining Room during Day 1, 10AM should be called “din110a.sif.”

1.3.2 Capitalization

Labels that are used by scripts to reference data should be capitalized. Any noun, verb, or case names should also be capitalized. All other variable names and values should be lower case.

1.3.3 Positions

Positions in the game consist of three coordinates {x, y, z } where y is the elevation. 

Important Note: Positions reported by Viewer and 3DS Max use the z value to represent elevation. In order to use these values correctly, the y and z values must be swapped before they are placed in the SIF.

1.3.4 Default Values

Many variables have default values that will be used if no value is specified. The details of these default values are listed below. 

2.0 Format

2.1 [GENERAL]

2.1.1 Overview

The [GENERAL] section holds all the data for a scene that does not fall into one of the other sections. This includes anything that isn’t a group of related data, such as the name of the scene model, the panorama, camera and walker boundaries, and the global lights.

2.1.2 Netpath

This specifies directories where the game should search for resources first. This is used only during development. Semi-colons should separate multiple directories.

2.1.2.1 Example:

Netpath=n:\art\locations\din\*;n:\art\1-10a\*

2.1.3 Scene

The name of the scene model to use. (Without the *.scn extension.)

2.1.3.1 Example:

Scene=din

2.1.4 Floor

This is the name of the model that represents the floor or ground in the scene. When the user clicks on this model, ego will walk to the spot that was clicked. This model is also used to determine the elevation and SFX of characters as they walk.

2.1.4.1 Example:

Floor=floor

2.1.5 Boundary

This is the name of the boundary map for the scene.

2.1.5.1 Size

This is the size of the boundary map.

2.1.5.2 Offset

This is the offset of the boundary map.

2.1.5.3 Example:

Boundary=DinBounds,size={550.391052,440},offset={-10,-35}

2.1.6 CameraBounds

This is the name of the model specifying the scene’s camera bounds.

2.1.6.1 Type

This may be “static” or “dynamic”. Default is “static”.

2.1.6.2 Example:

CameraBounds=DinCameraBounds,type=static

2.1.7 GlobalLight

This specifies the position, color, and ambient value of the scene’s global light.

2.1.7.1 Pos

Specifies the 3D position of the light. Note that for Global light, the z-value is the elevation. Default value is {100,100, -500}

2.1.7.2 Color

Specifies the RGB value of the light. Default value is {1.0,1.0,1.0}

2.1.7.3 Ambient

??? Default value is 0.3

2.1.7.4 Example:

GlobalLight,pos={100, 100, -500},color={1.0, 1.0, 1.0},ambient=0.3

2.1.8 Skybox

Specifies what the scene’s background should look like. The skybox is a set of bitmaps applied to the interior of a cube, infinitely large, in which the camera is always centered. Any of the faces of the skybox may be omitted if they are not visible in the scene.

2.1.8.1 Left

Specifies the bitmap for the left interior face.

2.1.8.2 Right

Specifies the bitmap for the right interior face.

2.1.8.3 Front

Specifies the bitmap for the front interior face.

2.1.8.4 Back

Specifies the bitmap for the back interior face.

2.1.8.5 Up

Specifies the bitmap for the top interior face.

2.1.8.6 Down

Specifies the bitmap for the bottom interior face.

2.1.8.7 Example

Skybox, left=rlc_3p_512lf, right=rlc_3p_512rt, front=rlc_3p_512ft, back=rlc_3p_512bk, up=rlc_3p_512up, down=rlc_3p_512dn

2.1.9 Panorama

Specifies what the scene’s background should look like. This should no longer be used as it is superceded by the skybox.

2.1.9.1 Bitmap

Specifies what bitmap to use as the panorama.

2.1.9.2 Offset

Specifies what the offset of the bitmap should be.

2.1.9.3 SkyColor

Specifies the background sky color. If the panorama uses a bitmap, this color is used above the bitmap. If the panorama does not use a bitmap then this color is used for the entire background. Default value is {0.0, 0.0, 0.0}

2.1.9.4 GroundColor

Specifies the background ground color. If the panorama uses a bitmap, this color is used below the bitmap. If the panorama does not use a bitmap then this color is not used.

2.1.9.5 Internal

Specifies that the scene is entirely internal. This speeds the rendering process by ignoring the background.

2.1.9.6 Example

Panorama,bitmap=pano2,offset={400,230},skyColor={255,255,255},groundColor={90,39,23}

2.2  [ACTORS]

2.2.1 Overview

The [ACTORS] section holds all of the data required for placing characters in the scene. Each character used by the scene will have a line specifying its data here.

2.2.2 Model

Specifies the model representing the actor in the current scene.

2.2.3 Noun

The noun associated with the actor.

2.2.4 Pos

This is the label for the actor’s initial position. 

Note that characters may be placed into positions by scene-specific code that will override any value placed here.

2.2.5 Idle

The GAS file specifying the actor’s idle behavior. Default value is “<model>Idle.gas.” For example, if the model is “gab,” then the default idle is “gabIdle.gas.”

2.2.6 Talk

The GAS file specifying the actor’s idle behavior while talking. Default value is “<model>Talk.gas.” For example, if the model is “gab,” then the default idle is “gabTalk.gas.”

2.2.7 Listen

The GAS file specifying the actor’s idle behavior while in a conversation but not currently talking. If no listen idle is specified, then the talk idle will be used.

2.2.8 InitAnim

This specifies an animation to be used to place the actor. This first frame of this animation will be applied to the actor during scene initialization. If this variable is set, it will override any value placed into the Pos variable.

2.2.9 Hidden

If this flag is present, the actor will be hidden during scene initialization.

2.2.10 Ego

If this item is present, then this actor is the Ego for the current scene. Only one actor may be the ego in a scene.

2.2.11 Example

model=gab, noun=GABRIEL, pos=GABRIEL_INIT, idle=gabIdle.gas, talk=gabTalk.gas, ego

2.3  [MODELS]

2.3.1 Overview

The [MODELS] section contains the list of models that need to be accessed in the scene. This includes any props that will be animated, any scene objects that the user can interact with, and any scene objects that should be hidden but still receive hit tests.

2.3.2 Model

Specifies the name of the model.

2.3.3 Noun

The noun associated with the model. Default value is NONE.

2.3.4 Type

Specifies what kind of model this is. Default Value is scene.

2.3.4.1 Scene

This model is built into the scene model.

2.3.4.2 Prop

This model is separate from the scene model. Props are typically used in animations.

2.3.4.3 HitTest

This model is built into the scene model, but should never be visible. This is used to provide invisible clickable areas of the scene, such as exits between external scenes.

2.3.4.4 gasprop

This model is separate from the scene model. Can be animated with a Gas file.

2.3.5 Verb

If a model may only respond to a single verb, that verb may be specified here. When the cursor passes over this model it will change to the cursor associated with that verb. By default, models do not have a single verb.

2.3.6 InitAnim

This specifies an animation to be used to place the model. This first frame of this animation will be applied to the model during scene initialization. This is only valid for Props. Other types of models will ignore this variable.

2.3.7 Hidden

If this flag is present, the model will be hidden during scene initialization.

2.3.8 Gas

Name of the Gas file to use for a gasprop. 

2.3.9 Examples

model=dinarchway,noun=ARCHWAY,type=scene,verb=EXIT

model=mos_paper,noun=MOSELY,type=prop

model=ba2, noun=MOSELY, type=gasprop, gas=bat.gas

2.4 [INSPECT_CAMERAS]

2.4.1 Overview

The [INSPECT_CAMERAS] section lists the default camera angle to inspect objects in the scene. These can be specified by NOUN or by model name.

2.4.2 Noun

Specifies the NOUN reference to the object which this camera is used to inspect. Note that if a noun is specified, then there should be no model specification.

2.4.3 Model

Specifies the model name of the object which this camera is used to inspect. Note that if a model is specified, then there should be no noun specification.

2.4.4 Angle

Specifies the camera’s angle. Default value is {0,0}

2.4.5 Pos

Specifies the camera’s position. Default value is {0,0,0}

2.4.6 Examples

noun=KITCHEN_DOOR, angle={3.68,3.50}, pos={174.76, 54.83, 341.34}

model=dinfireplace, angle={90.99,-1.06}, pos={444.21, 56.12, 283.11}

2.5 [ROOM_CAMERAS]

2.5.1 Overview

This section lists the camera angles available as toolbar buttons.  The order of entries in this section will determine the order the buttons appear on the toolbar. If more than 4 cameras are listed here, than the excess are treated as cinematic cameras. Note that these cameras can also be used in scripts by referring to their label.

2.5.2 <Label>

The first item in each camera’s definition is the camera’s label. This is the name that is used to identify the camera in scripting.

2.5.3 Angle

Specifies the camera’s angle. Default value is {0,0}

2.5.4 Pos

Specifies the camera’s position. Default value is {0,0,0}

2.5.5 Default

If this item is present, then this camera is the default camera for the room. If no camera is specified, then the first listed camera is used as the default.

2.5.6 Examples

BIRDSEYE, angle={146.04,16.65}, pos={79.16, 104.15,416.10}, default

MOSETABLE, angle={-37.50, 0}, pos={293.10, 46.00, 209.70}

2.6 [CINEMATIC_CAMERAS]

2.6.1 Overview

This section lists the cameras available exclusively for scripting. They do not appear on the toolbar.

2.6.2 <Label>

The first item in each camera’s definition is the camera’s label. This is the name that is used to identify the camera in scripting.

2.6.3 Angle

Specifies the camera’s angle. Default value is {0,0}

2.6.4 Pos

Specifies the camera’s position. Default value is {0,0,0}

2.6.5 Examples

MOSETABLE, angle={-37.50, 0}, pos={293.10, 46.00, 209.70}

2.7 [DIALOGUE_CAMERAS]

2.7.1 Overview

This section lists the cameras used for conversations. These cameras may be added to the toolbar for the duration of the conversation. 

2.7.2 <Label>

The first item in each camera’s definition is the camera’s label. This is the name that is used to identify the camera in scripting.

2.7.3 Dialogue

Specifies the conversation for which the camera is used. In scripting, this label will be used to activate the cameras when a conversation begins.

2.7.4 Set

Specifies the set of cameras to which the camera belongs. In the director file, a line of dialog may specify from which set to choose a camera angle. 

For example, most of Gabe’s lines will use the set labeled GABRIEL. When the game plays one of these lines, it will check the list of active DIALOGUE_CAMERAS and randomly choose one from the GABRIEL set.

2.7.5 Angle

Specifies the camera’s angle. Default value is {0,0}

2.7.6 Pos

Specifies the camera’s position. Default value is {0,0,0}

2.7.7 Show

If this item is present, then this camera will be added to the toolbar when its conversation is begun.

2.7.8 Final

If this item is present, then this camera will be used when the conversation ends.

2.7.9 Examples

GABEJEAN_CU,  dialogue=GABEJEAN, set=GABRIEL, angle={-206.25, 0}, pos={87.7, 46, 393.44},show

GABEJEAN_LONG, dialogue=GABEJEAN, set=GABRIEL, angle={-206.25, 0}, pos={87.7, 46, 393.44}

JEAN_CU, dialogue=GABEJEAN, set=JEAN,  angle={-206.25, 0}, pos={87.7, 46, 393.44},show,final

2.8 [POSITIONS]

2.8.1 Overview

This section defines labels for positions used to place or walk characters in the scene.

2.8.2 <Label>

The first item in each position definition is the label. This is the name that is used to identify the position in scripting.

2.8.3 Pos

The actor’s target position. If no position is specified, then character will not move, but will turn to face the specified heading.

2.8.4 Heading

The actor’s target heading in degrees. If no heading is specified, then the character will retain whatever heading they had when they reached their position.

2.8.5 Camera

What camera to use when the position is applied to a character. By default, the camera will not change when the position is used.

2.8.6 Example

FR_LOBBY, pos={309.2, 0.0, 101.4}, heading=310.4, camera=BIRDSEYE

TO_LOBBY, pos={386.9, 0.28, 47.05}, heading=206.39

2.9 [REGIONS]

2.9.1 Overview

This section defines labels for rectangular areas in the scene for use in scripting.

2.9.2 <Label>

The first item in each region definition is the label. This is the name that is used to identify the region in scripting.

2.9.3 Rect

This specifies the region’s rectangle in the format {x1, z1, x2, z2}. 

2.9.4 Examples

NEAR_BOOKSTORE, rect={3110, -1315,  3095, -1522}

2.10 [TRIGGERS] 

2.10.1 Overview

This section defines labels for rectangular areas in the scene that trigger actions when ego enters them.

2.10.2 Noun

This specifies the NOUN associated with the trigger. When ego walks into the trigger area, the game will attempt to initiate an action using the trigger’s NOUN and  “WALK” as the VERB.

2.10.3 Rect

This specifies the trigger’s rectangle in the format {x1, z1, x2, z2}. 

2.10.4 Example

Noun=FRONT_DESK,rect={324,204,378,302}

2.11 [AMBIENT]

2.11.1 Overview

This section is a list of the soundtrack files used for ambient music and SFX in the scene.

2.11.2 <Label>

This specifies the name of a soundtrack to be played in the scene.

2.11.3 Example

CHUSNDTRK2.ANM

2.12 [ACTIONS]

2.12.1 Overview

This section lists the action (*.nvc) files that should be loaded for this scene. Generic SIFs may include any of the action files that span one or more entire days. The game will only include those appropriate for the current game day.

2.12.2  <Label>

This specifies the name of an action file to load.

2.12.3 Example

Din110a.nvc

Din110a112p.nvc

2.13 [LISTENERS]

2.13.1 Overview

This section lists conversation and the characters that have special behavior during those conversations.

2.13.2 Dialogue

This is a label identifying a conversation.

2.13.3 Actor 

This specifies the name of an actor involved in the conversation. This actor will come to start a listen idle when this conversation begins.

2.13.4 Talk

The GAS file specifying the actor’s idle behavior while talking during this conversation. This value is only required when it differs from the default for this actor for the scene.

2.13.5 Listen 

The GAS file specifying the actor’s idle behavior while listening during this conversation. This value is only required when it differs from the default for this actor for the scene.

2.13.6 Example

Dialogue=GABEEMIL,actor=GABRIEL,talk=GabTalkDown.gas,listen=GabListenDown.gas

Dialogue=GABEEMIL,actor=EMILIO
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