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Interactive Storytelling Tool Code 
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B1. C++ node: fp Virtualldentity 

Section B 1. 1 provides the code of the header file and section B 1.2 provides the code of the 

C++ file. 

B1.1. Header file:/pVirtualIdentity.h 

IlfpVirtualIdentity.h defines a virtual identity 


#ifndefFP 
-

VIRTUALIDENTITY- H 


#define FP _ VIRTUALIDENTITY _ H 


#inch](ie <lihfp/perfoITl1erlfpnCS ,h> 


#include <extensions/moving/fpFlyer.h> 


typedef fpSingleField<fpLink<fpFlyer> > fpSFFlyer; 


class fpVirtualldentity: public fpDCS 


public: 


fpVirtualIdentityO; 


~fpVirtualIdentityO; 

Iltime base 


IlfpSFDouble TimeIn; 


lifields 

fpSFFloat Age; 


fpSFBool Sex; Iitrue = female, false = male 


fpSFString Mood; 


fpSFString Occupation; 


Ilinput matrix for connecting nodes 


fpSFMatrix MatrixIn; 
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file:/pVirtualIdentity.h


Iioutput matrix for connecting nodes is the Matrix field 

Ilflag to determine whether the path must be blocked or not 


fpSFBool Blocked; 


Ilflag to determine whether the person is drunk or not 


fpSFBool Drunk; 


Iineed flyer to get the value of the av-mover matrix at the current 


Ilposition of the user to do the translation 


lilink to the current position of the av-mover (fpFlyer) 


fpSFFlyer Flyer; 


Iluser info for connecting to the viewer 


fpSFFloat UserHeight; 


fpSFFloat UserBelly; 


fpSFFloat Speed; 


fpSFFloat Sensitivity; 


lifields for the swaying effect 


Iitime base 


fpSFFloat TimeIn; 


Ilfrequency and amplitude 


fpSFFloat Frequency; 


fpSFFloat Amplitude; 


Ilmethods 

void evaluateO; 


void fieldHasChanged(fpField& field); 


Ilperformer needs this 


static pfType* getClassTypeO {return classType;} 


Iitry to find a path in pfMemory in the inheritance graph l*virtual*1 

pfMemory* castToPerformerO; 

protected: 
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private: 

l/this is for Performer rtti 


static pffype* classType; 


lIto determine whether the Age or Drunk field is activated or not 


int _age; 


int _drunk; 


Ilrelated to the age field - sets the viewpoint according to the age 


float _height; 


fpLink<fpFlyer> _mLflyer; 

}; 

#endif 

Bl.2. C++ file: fp Virtuallden tity. c++ 

11************************************************************* 


II * This node defines the virtual identity in general * 

II * It defines the fields required by all virtual identities * 


II * It only changes the viewpoint * 

II * Other virtual identities inherit from this class 
 * 
II * and then specializes in the behaviour * 
H* * 

11**************************************************** ********* 

#include "fpVirtualIdentity2.h" 


#include <extensions/movinglfpFlyer.h> 


FP _FC_DEFINE(fpVirtualIdentity) 


pffype* fpVirtualldentity: :classType = NULL; 
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I I constructor 

fpVirtualldentity: :fp VirtualIdentityO: 

_height(O.O) 

IIPerformer type ini t 

setType( c \assType); 

FP _FC _ ST~T_ CONSTRUCT(fpDCS); 

fpMatrix identity; 

identity.makeIdentO; 

llinitializing fields 

FP _ FC _ ADD _FIELD(Flyer, fpLink<fpFlyer>O); 

FP _FC_ADD_FIELD(Age, 0.0); 

FP _FC_ADD _FIELD(Sex, TRUE); 

FP _FC_ADD _FIELD(Mood, "happy"); 

FP _FC_ADD_FIELD(Occupation, "unknown"); 


FP _FC_ADD_FIELD(Speed, 0.0); 


FP _FC_ADD_FIELD(Sensitivity, 0.0); 


FP _FC_ADD_FIELD(Blocked, FALSE); 


FP _FC_ADD_FIELD(Drunk, FALSE); 


FP _FC_ADD_FIELD(MatrixIn, identity); 


FP _FC_ADD_FIELD(UserHeight, 0.0); 


FP _FC_ADD_FIELD(UserBelly, 0.0); 


FP _FC_ADD_FIELD(TimeIn, 0.0); 


FP _FC_ADD_FIELD(Frequency, 5.0); 


FP_FC_ADD_FIELD(AmpJitude, 0.3); 


FP_ FC _FINISH _ CONSTRUCTO; 

} 

I I destructor 

fpVirtualIdentity::~fpVirtua\IdentityO 

} 
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//methods that are always required by Performer 

void fpVirtualldentity::initClassO 

if (c1assType == NULL) 

fpSFFlyer: :initClass("fpSFFlyer", "fpField "); 


classType = new pIType(fpDCS::getClassTypeO, "fpVirtualIdentity"); 


FP _FC_INIT(fpDCS, fpVirtualldentity, TRUE, classType); 


/* virtual */ 


pfMemory* fpV irtualldenti ty:: castT oPerformerO 


return (pfMemory*)this; 

} 

/* virtual * / 

void fpVirtualldentity: :evaluateO 

/lifview has not been changed according to age 

if Cage) 

/* _my_flyer = Flyer.getValueO; 

fpMatrix trnp _mat; 


trnp_mat.copyCmy_flyer->Matrix.getValue()); */ 


if (Age.getValueO <= 12) 


{ 


_height = 1.0; 


UserHeight.setValue(1.0); 


UserBelly.setValue(0 .5); 


Speed.setValue(1 .0); 


Sensitivity.setValue(0.02); 
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http:Sensitivity.setValue(0.02


Blocked.setValue(TRUE); 

} 

else if (Age.getValueO > 12) 

{ 

_height = 1.8; 


UserHeight.setValue( 1.8); 


UserBelly.setValue(0.9); 


Blocked.setValue(FALSE); 


if (Age.getValueO < 60) 

{ 

Speed.setValue(l.O); 

Sensitivity.setValue(0.02); 

} 

else 

{ 

Speed.setValue(O.OOOl); 

Sensitivity.setValue(O.OO 1); 

_age=O; 

else 

_my_flyer = Flyer.getValueO; 

fpMatrix tmp _mat; 


tmp_mat.copyLmy _ flyer->Matrix.getValue(»; 


fpMatrix new_mat; 

cerr« "In the else loop ... \n" « flush; 

new_ mat.makeldentO; 


new_mat.copy(tmp_mat); 


new_mat.makeTrans(new_mat[3] [0], new_mat[3][I], _height); 
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http:Sensitivity.setValue(O.OO
http:Sensitivity.setValue(0.02


if Ldrunk) 

lito calculate the translation with the swaying 


fpV ec3 --'position; 


--'position[O] = sin(Amplitude.getValue()) * sin(TimeIn.getValueO * 
Frequency.getValue()); 

new _mat.makeTransVosition[O], new _mat[3][1], new _mat[3][2]); 

Matrix.setValue(new _mat); 

1* virtual *1 


void fp Virtualldentity: :fieldHasChanged(fpField &field) 


if (&field == &Age) 


_age = 1; 


if (&field == &Drunk) 


_drunk = 1; 
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B2. Scheme Scripts 

Section B2.1 presents the scheme script 

scheme script for the Zulu man and sectio 

r the shebeen owner. Section B2.2 presents the 

B2.3 presents the scheme script for the Zulu boy. 

Section B2.4 presents the scheme script wi h the different objects that have hooks and that are 

loaded into the first three scheme scripts. 

B2.t. Shebeen owner 

.. ****** ************* ************** ******************************* " 

.. * * " 

;; * A sound file is played when the user cl cks on the drum * 

;; * To run the program use the following: * 

.. * 1. Start the sound service with sndserv sh -p <filepath> * 
" 

.. * 2. Run the script with the following co and: * 
" 

.. * Ihome/medicine/avocadolbinlaview. h -0 sndserv:quitte * 
" 
.. * * " 

.. ********************************* ***************** ***** **** ***** 
" 

(define (mono) (for-each (lambda (scr) (-> -> scr 'StereoOn) 'set-value 0» av-all-screens» 

(define (stereo) (for-each (lambda (scr) (-> (-> scr 'StereoOn) 'set-value 1» av-all-screens» 

;; drag tool to drag around objects, which h ld compatible draggers 

(define drag-tool-right (make-instance-by- arne "fpDragTool"» 

; the point tool 

(-> (-> drag-tool-right 'Name) 'set-value lid ag-right") 

(-> (-> drag-tool-right 'TimeIn) 'connect-fr m (-> time-sensor 'Time» 


(define drag-tool-right-geo (make-instanceiby-name "fpLoadFile"» 


(-> (-> drag-tool-right-geo 'Filename) 'set-Jrlue (in-vicinity av-data-vicinity "av-stylus.iv"» 


(-> (-> drag-tool-right 'Cursor) 'set-value d g-tool-right-geo) 


(-> (-> drag-tool-right 'Tool Manager) 'set- lue av-tool-manager) 


;; the drag tool becomes the default tool fo the stylus 


(-> (-> av-stylus 'DefaultTool) 'set-value dr g-tool-right) 


(-> (-> av-stylus 'Tool) 'set-value drag-tool 
 ight) 
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http:av-stylus.iv


;;defining geometry 


;;(av-set-tool-dragger-match "fpPickTool" "fpScriptDragger" 


"fpPickTooIScriptDraggerCon") 


;(fp-set-value av-stylus 'DefaultTool dragTool) 


;(fp-set-value av-stylus 'Tool dragTool) 


(define room(make-instance-by-name "fpLoadFile"» 


(fp-set-value room 'Name "room") 


(fp-set-value room 'Filename 


"lhome/marde/avango/GMD/virtual_identity/shebeen/shebeen.flt") 


(fp-set-value room 'Matrix (mult-mat (make-rot-mat -9000 1)(make-trans-mat 1 40») 


(av-add room) 


..---------------------------------------------------------------- ­,,----------------------------------------------------------------­

;;define the virtual identity 


(define identity(make-instance-by-name "fp V irtualldentity"» 


(fp-set-value identity 'Flyer av-mover) 


(fp-set-value identity 'Age 30) 


(fp-set-value identity 'Sex 0) 


(fp-set-value identity 'Mood "Happy") 


(av-add identity) 


(fp-set-value av-mover 'CollisionResponse 1) 


..================================================================= 
" 

;;connect the virtual identity to the viewer 

(fp-connect-from av-mover 'Matrix identity 'Matrix) 

(fp-connect-from av-viewer 'Matrix av-mover 'Matrix) 

(fp-connect-from av-mover 'UserHeight identity 'UserHeight) 
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(fp-connect-from av-mover 'UserBelly identity 'UserBelly) 


(fp-connect-from av-mover 'Sensitivity identity 'Sensitivity) 


(fp-connect-from av-mover 'Speed identity 'Speed) 


(fp-set-value av-mover 'Acceleration 0.1) 


(fp-set-value av-mover 'CollisionResponse 1) 


.. ================================================================= 
" 
;;get hooks to objects 

(load" .lshebeenPieces.scm") 

(define radioDragger(make-instance-by-name "fpScriptDragger"» 

(fp-set-value radioDragger 'PushCB "(sound-cb)") 

(define nliste '()) 

(for-each 

(lambda (piece-name) 

(let 

( 

(piece (-> room 'get-hook fp-dcs piece-name» 

(moveDragger (make-instance-by-name "fpMatrixDragger"» 


) 


(display piece-name) (newline) 


(if piece 


(begin 


(if (equal? piece-name "dcs_button_top") 


(begin 


(fp-add-1 value piece 'Dragger radioDragger) 


(fp-set-value piece 'Name "piece-name") 


(display "Dragger connected to ") 


(display piece-name) (newline) 


» 


(if 


(or 


(equal? piece-name "dcs_table_up") 


(equal? piece-name "dcs_table_ground") 


90 

 
 
 



(equal? piece-name "dcs_crate_l") 


(equal? piece-name "dcs_crate_2") 


(equal? piece-name "dcs_crate_3") 


(equal? piece-name "dcs_crate_ 4") 


(equal? piece-name "dcs3hair_l") 


(equal? piece-name "dcs_chair_2") 


(equal? piece-name "dcs_chair_3") 


(equal? piece-name "dcs_chair_ 4") 


(equal? piece-name "dcs_crate_table_l") 


(equal? piece-name "dcs_crate_table_2") 


(equal? piece-name "dcs3rate_5") 


(equal? piece-name Idcs_crate_6") 


(equal? piece-name "dcs3rate_7") 


(equal? piece-name "dcs_crate_8") 


(equal? piece-name "dcs_cushion_l") 


(equal? piece-name Idcs_cushion_2"» 


(begin 


(fp-add-l value piece 'Dragger moveDragger) 


(fp-connect-from piece 'Matrix moveDragger 'Matrix) 


(fp-set-value piece 'Name "piece-name") 


(display "Dragger connected to ") 

( display piece-name) (newline) 

» 
) 


) 


) 


) 


room-pieces 


) 

.. ================================================================= 
" 
;;define sounds 

(av-assert-extension 'av-ext-sound) 

;;initialize the sound server 

(av-sndserv-reset) 
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(av-sndserv-on) 


;;create a sound source 


(define sound-source (make-instance-by-name "fpSoundSource")) 


;; set the name of the sample to play 


(fp-set-value sound-source 'EarNode av-mover) 


(fp-set-value sound-source 'SourceMode "fl ") 


(fp-set-value sound-source 'PlayMode "co") 


(fp-set-value sound-source 'SpatMode "dy") 


(fp-set-value sound-source 'SoundName "shibeenJadio") 


(fp-connect-from sound-source 'TimeIn time-sensor 'Time) 


..~=====~~========================================================= 
" 
;;callback to play sound when the radio is selected 

(define (sound-cb) 

;; play the sound sample 

(display "playing ... ") (newline) 

(fp-set-value sound-source 'Playing 1) 

) 

B2.2. Zulu man 

.. ***************************************************************** " 

.. * * " 

;; * A sound file is played when the user clicks on the drum * 

;; * To run the program use the following: * 

.. * 1. Start the sound service with sndserv.sh -p <filepath> * 
" 

.. * 2. Run the script with the following command: * 
" 

.. * Ihome/medicine/avocadolbinlaview.sh -0 sndserv:quitte * 
" 
.. * * " 

.. * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * * *** * * * * * * * * * * * * * * * * * * * * * * * * * * * * 
" 

(define (mono) (for-each (lambda (scr) (-> (-> scr 'StereoOn) 'set-value 0)) av-all-screens)) 

(define (stereo) (for-each (1ambda (scr) (-> (-> scr 'StereoOn) 'set-value 1)) av-all-screens)) 

;; drag tool to drag around objects, which hold compatible draggers 
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http:sndserv.sh


(define drag-tool-right (make-instance-by-name "fpDragTool")) 


;; the point tool 


(-> (-> drag-tool-right 'Name) 'set-value "drag-right") 


(-> (-> drag-tool-right 'Time In) 'connect-from (-> time-sensor 'Time)) 


(define drag-tool-right-geo (make-instance-by-name "fpLoadFile")) 


(-> (-> drag-tool-right-geo 'Filename) 'set-value (in-vicinity av-data-vicinity "av-stylus.iv")) 


(-> (-> drag-tool-right 'Cursor) 'set-value drag-tool-right-geo) 


(-> (-> drag-tool-right 'ToolManager) 'set-value av-tool-manager) 


;; the drag tool becomes the default tool for the stylus 


(-> (-> av-stylus 'DefaultTool) 'set-value drag-tool-right) 


(-> (-> av-stylus 'Tool) 'set-value drag-tool-right) 


..============================================================== 
" 
;;defining geometry 


;;(av-set-tool-dragger-match "fpPickTool" "fpScriptDragger" 


"fpPickTooIScriptDraggerCon") 


;(fp-set-value av-stylus 'DefaultTool dragTool) 


;(fp-set-value av-stylus 'Tool dragTool) 


(define room(make-instance-by-name "fpLoadFile")) 


(fp-set-value room 'Name "room") 


(fp-set-value room 'Filename 


"lhome/marde/avango/GMD/virtual_identity/shebeen/shebeen.flt") 


(fp-set-value room 'Matrix (mult-mat (make-rat-mat -90 0 0 l)(make-trans-mat 1 40))) 


(av-add room) 


.. ================================================================= 
" 
;;define the virtual identity 


(define identity(make-instance-by-name "fp Virtualldentity")) 


(fp-set-value identity 'Flyer av-mover) 


(fp-set-value identity 'Age 30) 
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-----------------------------------------------------------------

(fp-set-value identity 'Sex 0) 

(fp-set-value identity 'Mood "Happy") 

(av-add identity) 

(fp-set-value av-mover 'CollisionResponse I) 

..---------------------------------------------------------------- ­
" 
;;connect the virtual identity to the viewer 


(fp-connect-from av-mover 'Matrix identity 'Matrix) 


(fp-connect-from av-viewer 'Matrix av-mover 'Matrix) 


(fp-connect-from av-mover 'UserHeight identity 'UserHeight) 


(fp-connect-from av-mover 'UserBelly identity 'UserBelly) 


(fp-connect-from av-mover 'Sensitivity identity 'Sensitivity) 


(fp-connect-from av-mover 'Speed identity 'Speed) 


(fp-set-value av-mover 'Acceleration 0.1) 


(fp-set-value av-mover 'CollisionResponse I) 


..=========================~======================================= 
" 
;;get hooks to objects 

(load ".lshebeenPieces.scm") 

(define radioDragger(make-instance-by-name "fpScriptDragger")) 

(fp-set-value radioDragger 'PushCB "(sound-cb)") 

(define nliste '()) 

(for-each 

(lambda (piece-name) 

(let 

( 

(piece (-> room 'get-hook fp-dcs piece-name)) 


(moveDragger (make-instance-by-name "fpMatrixDragger")) 


) 

( display piece-name) (newline) 

(if piece 
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(begin 

(if (equal? piece-name "dcs_button_top") 

(begin 


(fp-add-l value piece 'Dragger 


(fP-set-value piece 'Name "piece-name") 


(display "Dragger connected to ") 


(display piece-name) (newline) 


» 

(if 

(or 


(equal? "",""VV-'"'~U 


(equal? piece-name 


(equal? ") 


(equal? piece-name 


(equal? piece-name 


(equal? piece-name 


(equal? piece-name ") 


(equal? piece-name 


(equal? piece-name 


(equal? piece-name 


(equal? piece-name ") 


(equal? 


(equal? 


(equal? 


(equal? 


(equal? 


(equal? nlP(·.... _Tl ") 

( equal? "dcs_cushion_2"» 

moveDragger) 

'Matrix) 

(display 

(display 

) 
) 
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) 

) 


) 


room-pIeces 


) 

..================================================================= 
" 
;;define sounds 


(av-assert-extension 'av-ext-sound) 


;;initialize the sound server 


(av-sndserv-reset) 


(av-sndserv-on) 


;;create a sound source 


(define sound-source (make-instance-by-name "fpSoundSource")) 


;; set the name of the sample to play 


(fp-set-value sound-source 'EarNode av-mover) 


(fp-set-value sound-source 'SourceMode "f! ") 


(fp-set-value sound-source 'PlayMode "co") 


(fp-set-value sound-source 'SpatMode "dy") 


(fp-set-value sound-source 'SoundName "shibeenJadio") 


(fp-connect-from sound-source 'TimeIn time-sensor 'Time) 


.. ================================================================= 
" 
;;callback to play sound when the radio is selected 

(define (sound-cb) 

;; play the sound sample 

(display "playing ... ") (newline) 

(fp-set-value sound-source 'Playing 1) 

) 
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B2.3. Zulu boy 

.. ***************************************************************** 
" 
.. * * " 

;; * A sound file is played when the user clicks on the drum * 

;; * To run the program use the following: * 

.. * 1. Start the sound service with sndserv.sh 
 * " 

.. * 2. Run the script with the following command: * 
" 

.. * Ihome/medicine/avocadolbin/aview.sh -0 sndserv:quitte * 
" 

.. * -p <filepath> 
 * " 
.. * * " 
.. ***************************************************************** 
" 

" 
;;defining geometry 

;(av-set-tool-dragger-match "fpPickTool" "fpScriptDragger" 


"fpPickTooIScriptDraggerCon") 


(define room(make-instance-by-name "fpLoadFile")) 


(fp-set-value room 'Name "room") 


(fp-set-value room 'Filename 


"lhome/marde/avango/GMD/virtual_identity/shebeen/shebeen.f1til) 


(fp-set-value room 'Matrix (mult-mat (make-rot-mat -90 0 0 1 )(make-trans-mat 1 4 0))) 


(av-add room) 


.. ~~~~~~~~~~~~~~~=~=~============================================== 
" 
;;creating the light source 

(define light(make-instance-by-name "fpGlobaILight")) 

(fp-set-value light 'Matrix (make-trans-mat 00 I)) 

(av-add light) 

.. ================================================================= 
" 
;;define the virtual identity 
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(define identi ty( make-instance-by-name II fp Virtualldenti ty")) 


(fp-set-value identity 'Flyer av-mover) 


(fp-set-value identity 'Age 6) 


(fp-set-value identity 'Sex 0) 


(fp-set-value identity 'Mood "Happy") 


(av-add identity) 


..================================================================= 
" 
;;connect the virtual identity to the viewer 


(fp-connect-from av-mover 'Matrix identity 'Matrix) 


(fp-connect-from av-viewer 'Matrix av-mover 'Matrix) 


(fp-connect-from av-mover 'UserHeight identity 'UserHeight) 


(fp-connect-from av-mover 'UserBelly identity 'UserBelly) 


(fp-connect-from av-mover 'Sensitivity identity 'Sensitivity) 


(fp-connect-from av-mover 'Speed identity 'Speed) 


(fp-set-value av-mover 'Acceleration 0.1) 


(fp-set-value av-mover 'CollisionResponse 1) 


(fp-set-value av-mover 'Dof 10) 


(fp-set-value av-mover 'Speed 1.0) 


(fp-connect-from av-viewer 'Matrix av-mover 'Matrix) 


..--------------------------------------------------------------­,,--------------------------------------------------------------­

;; blocking path 

(define _override-mtl (make-instance-by-name "fpOverrideMtl")) 


(define _ change-mtl (make-instance-by-name II fpMaterial ")) 


(-> (-> _ override-mtl 'Material) 'set-value _ change-mt!) 


(-> (-> _ override-mt! Transparency Mode ) 'set-value 5) 


(-> (-> _change-mtl'FrontColorMode) 'set-value 0) 


(-> (-> _change-mtl'BackColorMode) 'set-value 0) 


(av-add _override-mt!) 


(define blocking_cube (make-instance-by-name "fpLoadFile")) 


(fp-set-value blocking_cube 'Matrix (mult-mat 

(make-scale-mat 40 10 60) 

(make-trans-mat 10 50 0))) 
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---------------------------------------------------------------

(fp-add-l value _override-mtl 'Children blocking_cube) 

(fP-set-value blocking_cube 'Filename 

tt/home/medicine/workiTestZone/graphics/iv/misc/P ANEL.ivtt) 

(-> (-> _ change-mtl 'Ambient) 'set-value (make-vec3 1 1 1)) 

(-> (-> _change-mtl 'Alpha) 'set-value 0.0) 

(fP-set-value _override-mtl 'Enable 1) 

..-------------------------------------------------------------- ­
" 
;;getting the value of the blocking flag and determining the 


;;blocked path 


(define block-path-trigger (make-instance-by-name "fpTriggerCB")) 


(fP-connect-from block-path-trigger 'Input identity 'Blocked) 


(fP-set-value block-path-trigger 'Callback (lambda ignore (block-path-cb ))) 


(define (block-path-cb) 

(if (equal? (fP-get-value identity 'Blocked) 1) 

(begin 


(av-add override-mt!) 


(display "Blocking path ... ") 


) 


) 


(if (equal? (fP-get-value identity 'Blocked) 0) 


(begin 


(av-remove _ override-mtl) 


(display "Unblocking path ... ") 


) 

) 

) 

..~~~~============================================================ 
" 
; ;getting the value of the identi ty's Age and setting the draggers 

;;accordingly 
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(define interaction-trigger (make-instance-by-name "fpTriggerCB")) 


(fp-connect-from interaction-trigger 'Input identity 'Age) 


(fp-set-value interaction-trigger 'Callback (lambda ignore (interaction-cb))) 


. . ================================================================ 
" 
;;set the properties of the fpFlyer 

(fp-set-value av-mover 'Dof 10) 

;;lets the user be bounced back when he/she collides with an object 

(fp-set-value av-mover 'CollisionResponse I) 

..================================================================= 
" 
;;define sounds 


(av-assert-extension 'av-ext-sound) 


;;initialize the sound server 


( av-sndserv-reset) 


(av-sndserv-on) 


;;create a sound source 


(define sound-source (make-instance-by-name "fpSoundSource")) 


;; set the name of the sample to play 


(fp-set-value sound-source 'EarNode av-mover) 


(fp-set-value sound-source 'SourceMode "f1 ") 


(fp-set-value sound-source 'PlayMode "co") 


(fp-set-value sound-source 'SpatMode "dy") 


(fp-set-value sound-source 'SoundName "shibeenJadio") 


(fp-connect-from sound-source 'TimeIn time-sensor 'Time) 


. . ================================================================= 
" 
;;get hooks to objects 

(load" ./shebeenPieces.scm") 

(define photoDragger(make-instance-by-name "fpScriptDragger")) 
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(fp-set-value photo Dragger 'pusheB II (photo-cb )") 

(define moveDragger(make-instance-by-name "fpMatrixDragger")) 

(define si tDragger(make-instance-by-name "fpScriptDragger")) 

(fp-set-value sitDragger 'pusheB "(sit-cb)") 

(define drurnDragger(make-instance-by-name "fpScriptDragger")) 

(fp-set-value drurnDragger 'pusheB II (sound-cb )") 

(define transitionDragger(make-instance-by-name II fpScriptDragger")) 

(fp-set-value transitionDragger 'pusheB II (trans-cb )") 

(fp-add-l value blocking_cube 'Dragger transitionDragger) 

(define nliste 'm 

;;callback to allow the correct interactions according to the identity's Age 

(define (interaction-cb) 

(if« (fp-get-value identity 'Age) 13) 

(begin 


(av-add _ override-mtl) 


(display "Blocking path ... ") (newline) 


(for-each 


(lambda (piece-name) 


(let ( 


(piece (-> room 'get-hook fp-dcs piece-name)) 


) 


(if (equal? piece-name "dcs_soccer") 


(begin 

(fp-remove-l value piece 'Dragger photoDragger) 

(fp-set-value piece 'Name "piece-name") 

(fp-set-value sound-source 'SoundName "soccer") 

;(fp-set-value sound-source 'SoundName "shibeenJadio") 

(display "Dragger removed from ") 


(display piece-name) (newline) 
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)) 

(if (equal? piece-name "dcs_boxingyhoto") 

(begin 

(fp-remove-I value piece 'Dragger photoDragger) 

(fp-set-value piece 'Name "piece-name") 

(fp-set-value sound-source 'SoundName "crowdy") 

;(fp-set-value sound-source 'SoundName "shibeenJadio") 

(display "Dragger removed from ") 

(display piece-name) (newline) 

)) 

(if (equal? piece-name "dcsjazz") 

(begin 

(fp-remove-I value piece 'Dragger photoDragger) 

(fp-set-value piece 'Name "piece-name") 

(fp-set-value sound-source 'SoundName "jazzyhoto") 

;(fp-set-value sound-source 'SoundName "shibeenJadio") 

(display "Dragger removed from ") 


(display piece-name) (newline) 


)) 


(if 

(or 

(equal? piece-name "dcs_cup_I") 

(equal? piece-name "dcS3uP_2") 

(equal? piece-name "dcs_cup_3") 

(equal? piece-name "dcs_cup_ 4") 

(equal? piece-name "dcs_cup_5") 

(equal? piece-name "dcs_cup_6") 

(equal? piece-name "dcs_cup_T') 

(equal? piece-name "dcs_cup_8") 

(equal? piece-name "dcs_cup_9")) 

(begin 

(fp-remove-I value piece 'Dragger moveDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from ") 

(display piece-name) (newline) 

)) 
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(if (equal? piece-name "dcs _crate _1 ") 

(begin 

(fp-remove-1 value piece 'Dragger sitDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from If) 

( display piece-name) (newline) 

» 

(if (equal? piece-name "dcs_crate_2") 

(begin 

(fp-remove-1 value piece 'Dragger moveDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from ") 

(display piece-name) (newline) 

» 

(if (equal? piece-name "dcs_crate_3") 

(begin 

(fp-remove-1 value piece 'Dragger moveDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from ") 

(display piece-name) (newline) 

» 

(if (equal? piece-name "dcs_crate_ 4") 

(begin 

(fp-remove-1 value piece 'Dragger moveDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from If) 


(display piece-name) (newline) 


» 
(if piece 

(begin 

(if (equal? piece-name "dcs_button_top") 

(begin 

(fp-add-1 value piece 'Dragger drurnDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger connected to If) 
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(display piece-name) (newline) 

» 
(if (equal? piece-name "dcs_front_wall") 

(begin 

(fp-add-l value piece 'Dragger transitionDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger connected to ") 


(display piece-name) (newline) 


» 
» 

» 
room-pieces) 

) 

) 

(if (> (fp-get-value identity 'Age) II) 

(begin 


(av-remove _ override-mtl) 


(display "Unblocking path ... ") (newline) 


(for-each 


(lambda (piece-name) 


(let ( 


(piece (-> room 'get-hook fp-dcs piece-name» 


) 


(if piece 


(begin 


(if (equal? piece-name "dcs_button_top") 


(begin 

(fp-remove-l value piece 'Dragger drumDragger) 

(fp-set-value piece 'Name "piece-name") 

(display "Dragger removed from ") 


(display piece-name) (newline) 


» 
(if (equal? piece-name "des jront_wall ") 

(begin 

(fp-remove-l value piece 'Dragger transitionDragger) 

(fp-set-value piece 'Name "piece-name") 

104 

 
 
 



(display "Dragger removed from ") 


(display piece-name) (newline) 


) ) 

(if 

(equal? piece-name "dcs_soccer") 

(begin 

(fp-add-Ivalue piece 'Dragger photoDragger) 

(fp-set-value piece 'Name "piece-name") 

sound-source 'SoundName "soccer") 

;(fp-set-value 'SoundName 


(display connected to ") 


(display piece-name) (newline) 


» 
(equal? "dcs _ boxing-'photo") 

(begin 


(fp-add-l val ue 'Dragger 


(fp-set-value 'Name "piece-name ") 


(fp-set-value sound-source 'SoundName "crowdy") 


sound-source 'SoundName "shibeen radio") 

(display "Dragger connected to ") 

(display piece-name) (newline) 

)) 

(if (equal? 

(fp-add-l value 'Dragger photoDragger) 

'Name 

sound -source 'SoundN arne "jazz -'photo") 

;(fp-set-value sound-source 'SoundName "shibeenJadio") 

(display "Dragger connected to ") 

(display piece-name) (newline) 

» 


(if 


(equal? ") 


(equal? piece-name "dcs_cup_2") 


(equal? piece-name "dcs_cup_3") 


(equal? melce-11an1e 
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- -

- -

- -

- -

- -

- -

- -

- -

- - -

) 

;;callback to make transition from boy to man 

(define (trans-cb) 

;; change the age of the identity 

(fp-set-value identity 'Age 20) 

(fp-set-value av-mover 'Speed 0.5) 

(fp-set-value av-mover 'Dof I) 

) 

..---------------------------------------------------------------- ­,,---------------------------------------------------------------- ­

B2.4. Shebeen pieces 

;; the different pieces (objects) in the shebeen that have hooks 

(define room-pieces 

(list 


"dcs shebeen" 


"dcs roof" 


"dcsJoo(yillars" 


"dcs walls" 


"dcs front wall" 


"dcs back wall" 


"dcs _ boxing---'photo" 


"dcs soccer" 


"dcsjazz" 


"dcs left wall" 


"dcs window" 


"dcsJight_wall" 


"dcs _ wall---'piliars" 


"dcs floor" 


"dcs crates" 


"dcs crates left" 


"dcs crate 1" 


"dcs crate 2" 


"dcs crate 3" 


"dcs crate 4" 


"dcs crate tables" 


"dcs crate table 1" 
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- -

- -

"dcs_cups" 

"dcs_cup_1 " 

"dcs_cup_2" 

"dcs_cup_3" 

"dcs bucket crate 1" 

"des bucket 1" 

"des bucket 2" 

"des bucket 3" 

"dcs crate table 2" 

"de s_eup_4 " 

"des_eup_5" 

"de s_eup_6 " 

"des_eup_7" 

"des candle 1" 

"des_cup_8" 

"des radio" 

"dcs aerial" 

"des handle" 

"des_button_top" 

"des button bottom" 

"des konka" 

"des_table _ground" 

"des bucket 4" 

"des candle 2" 

"dcs_eup_9" 

"des chair 1" 

"des chair 2" 

"des chair 4" 

"des chair 3" 

"des_extra_heap" 

"des crate 5" 

"des crate 6" 

"dcs crate 7" 

"des crate 8" 

"des_table_up" 

"des_bed_top" 

"des sheets 1" 
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- -

- -

- -

- -

"des cushion I" 

"des frame I" 

"des bed bottom" 

"des sheets 2" 

"des cushion 2" 

"des frame 2" 

) 

) 
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