setMusicState

An eventCall to change the state of the specified idMusicEntity in an idEncounterManager.

Usage

item[ 0] = {

[eventCall = {

[TeventDef = "setMusicState";
(Tergs = {

(IThum = 3;

(Ilitem 0] = {

ITkentity = ""; // target
Tt
IIitem[ 1]
[(II1decl = {

[(IIITkoundstate = ""; // stateDecl
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Tt
[IIitem[ 2]
ITktring = ""; // designComment
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e target isthe idMusicEntity to change the state of.

o stateDecl is the path to the decl for the idSoundState you want to change it to.

Example Usage

item[ 0] = {
[(eventCall = {
[TeventDef = "setMusicState";

[Thrgs = {
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(IIhum = 3;
[[Thitem[ 0]
ITentity
(1%
IIitem[ 1]
[IITdecl = {

[(IIITkoundstate = "music_ghost states/main_heavy"; // stateDecl
nnnny;

1%

dTitem[ 2] = {

[(IITktring = "Change music state to heavy combat music"; // designComment

{

"sound sound musicentity 1"; // target
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See Also

e idMusicEntity
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