:yacht
0001: wait 0 ms 
0247: request_model -8 (YT_MAIN_BODY)
0247: request_model -9 (YT_MAIN_BODY2)
0247: request_model -10 (YT_DOORS14)
0247: request_model -11 (YT_TMP_BOAT)
0247: request_model -12 (LODMAIN_BODY)
0247: request_model -115 (BIG_POLY_TINGS)
0247: request_model -14 (YT_GANGPLNK_TMP)
038B: load_requested_models
:test 
00D6: if 25
8248: NOT model -8 (YT_MAIN_BODY) available
8248: NOT model -9 (YT_MAIN_BODY2) available
8248: NOT model -10 (YT_DOORS14) available
8248: NOT model -11 (YT_TMP_BOAT) available
8248: NOT model -12 (LODMAIN_BODY) available
8248: NOT model -115 (BIG_POLY_TINGS) available
004D: jump_if_false ££nachalo
0002: jump ££test

:nachalo
049C: unknown_set_special_object_flags 0 90.0 to $DD 
029B: $DE = init_object -8 (YT_MAIN_BODY) at -1204.678 -1376.395 9.811
029B: $DF = init_object -9 (YT_MAIN_BODY2) at -1204.678 -1376.395 9.811
029B: $E4 = init_object -10 (YT_DOORS14) at -1204.678 -1376.395 9.811
029B: $EA = init_object -11 (YT_TMP_BOAT) at -1204.678 -1376.395 9.811
029B: $F0 = init_object -12 (LODMAIN_BODY) at -1204.678 -1376.395 9.811 
029B: $big = init_object -115 (BIG_POLY_TINGS) at -1204.678 -1376.395 9.811 
01C7: remove_object_from_mission_cleanup_list $DE
01C7: remove_object_from_mission_cleanup_list $DF
01C7: remove_object_from_mission_cleanup_list $E4
01C7: remove_object_from_mission_cleanup_list $EA
01C7: remove_object_from_mission_cleanup_list $F0 
01C7: remove_object_from_mission_cleanup_list $big 
049D: unknown_use_special_object_flags $DD in_object $DE
049D: unknown_use_special_object_flags $DD in_object $DF
049D: unknown_use_special_object_flags $DD in_object $E4
049D: unknown_use_special_object_flags $DD in_object $EA
049D: unknown_use_special_object_flags $DD in_object $F0 
049D: unknown_use_special_object_flags $DD in_object $big 

004F: create_thread ££speeder 
004F: create_thread ££speeder2 
004F: create_thread ££speeder3 
004F: create_thread ££go 
004F: create_thread ££near 
0004: $go = 0 
004E: end thread 






:go
0001: wait 0 ms
03BC: $marker0 = create_sphere -1202.859 -1398.98 7.990476 2.0
049E: unknown_change_special_objects_flag $DD 0.0 
049F: unknown_change_special_objects_flag $DD 0.0 


:go2 
0001: wait 0 ms
00D6: if 0 
00F9: player $PLAYER_CHAR stopped 0 ()near_point_on_foot -1202.859 -1398.98 7.990476 radius 2.0 2.0 2.0
004D: jump_if_false ££go2 
016A: fade 1 () 500 ms 
0001: wait 500 ms
03bd:destroy_sphere $marker0 
0400: create_coordinate $X2 $Y2 $Z2 from object $DE using 0.0 -10.0 0.0
012A: put_player $PLAYER_CHAR at $X2 $Y2 13.0
016A: fade 1 () 500 ms 
0001: wait 500 ms 
049E: unknown_change_special_objects_flag $DD 10.0 
0004: $go = 1 
0001: wait 10000 ms


:end
0001: wait 0 ms
00D6: if 0
04E5: unknown_object $DE near_point -1212.871 -1396.152 radius 25.0 25.0 unknown 0
004D: jump_if_false ££end 
0400: create_coordinate $X $Y $Z from object $DE using 0.0 0.0 0.0
00D6: if 0 
00e3: player $PLAYER_CHAR 0 near_point $X $Y radius 200.0 200.0
004D: jump_if_false ££end2
016A: fade 0 () 1000 ms 
0001: wait 1000 ms
049E: unknown_change_special_objects_flag $DD 0.0 
012A: put_player $PLAYER_CHAR at -1195.167 -1383.448 6.990476 
049F: unknown_change_special_objects_flag $DD 0.0 
0004: $go = 0 
016A: fade 1 () 1000 ms 
0001: wait 1000 ms 
0164: disable marker $marker
0002: jump ££go

:end2
0001: wait 1000 ms
049E: unknown_change_special_objects_flag $DD 0.0 
012A: put_player $PLAYER_CHAR at -1195.167 -1383.448 6.990476 
049F: unknown_change_special_objects_flag $DD 0.0 
0004: $go = 0 
0001: wait 1000 ms 
0164: disable marker $marker
0002: jump ££go 

:near
0001: wait 0 ms 
00D6: if 0 
0038: $go == 1 
004D: jump_if_false ££near
0400: create_coordinate $X5 $Y5 $Z5 from object $DE using 0.0 0.0 0.0
00D6: if 0 
00e3: player $PLAYER_CHAR 0 near_point $X5 $Y5 radius 100.0 100.0
004D: jump_if_false ££stop
049E: unknown_change_special_objects_flag $DD 10.0 
0002: jump ££near

:stop
0001: wait 0 ms 
049E: unknown_change_special_objects_flag $DD 0.0 
0002: jump ££near




:speeder
0001: wait 0 ms 
0400: create_coordinate $X2 $Y2 $Z2 from object $DE using 0.0 0.0 0.0 
00D6: if 0 
00F9: player $PLAYER_CHAR stopped 0 ()near_point_on_foot $X2 $Y2 11.5 radius 2.0 2.0 2.0 
004D: jump_if_false ££speeder 
016A: fade 0 () 500 ms 
0001: wait 500 ms
0400: create_coordinate $X2 $Y2 $Z2 from object $DE using 0.0 -25.5 0.0
012A: put_player $PLAYER_CHAR at $X2 $Y2 7.0 
016A: fade 1 () 500 ms 
0001: wait 500 ms
0002: jump ££speeder

:speeder2
0001: wait 0 ms 
0400: create_coordinate $X3 $Y3 $Z3 from object $DE using -5.0 -25.0 0.0 
0400: create_coordinate $X4 $Y4 $Z4 from object $DE using 5.0 -25.0 0.0 
00D6: if 21
00F9: player $PLAYER_CHAR stopped 0 ()near_point_on_foot $X3 $Y3 7.0 radius 1.5 1.5 1.5
00F9: player $PLAYER_CHAR stopped 0 ()near_point_on_foot $X4 $Y4 7.0 radius 1.5 1.5 1.5 
004D: jump_if_false ££speeder2 
016A: fade 0 () 500 ms 
0001: wait 500 ms
0400: create_coordinate $X5 $Y5 $Z5 from object $DE using 0.0 -10.0 0.0 
012A: put_player $PLAYER_CHAR at $X5 $Y5 13.0 
016A: fade 1 () 500 ms 
0001: wait 500 ms 
0002: jump ££speeder2 

:speeder3 
0247: request_model #speeder 
0247: request_model -11
038B: load_requested_models 

:test2
00D6: if 1 
0248: model #speeder available 
0248: model -11 available 
004D: jump_if_false ££test2

:speeder4
0001: wait 0 ms 
0400: create_coordinate $X6 $Y6 $Z6 from object $DE using 0.0 -27.0 0.0 
00D6: if 2 
00F9: player $PLAYER_CHAR stopped 0 ()near_point_on_foot $X6 $Y6 7.0 radius 1.5 1.5 1.5 
00E1: key pressed 0 15
03CA: object $EA exists 
004D: jump_if_false ££speeder4
0400: create_coordinate $X7 $Y7 $Z7 from object $DE using -1.0 -30.0 0.0
0176: $ang = object $DE z_angle 
0009: $ang += 270.0 
016A: fade 0 () 500 ms 
0001: wait 500 ms
0108: destroy object $EA 
00A5: $speeder = create_car #speeder at $X7 $Y7 5.4 
0175: set_car $speeder z_angle_to $ang
0229: set car $speeder color to 19 19 
0369: put_player $PLAYER_CHAR in_car $speeder 
02EB: restore camera with jumpcut
0001: wait 500 ms
016A: fade 1 () 500 ms 
0002: jump ££speeder5

:speeder5
0001: wait 0 ms 
00D6: if 0 
00DC: player $PLAYER_CHAR driving $speeder 
004D: jump_if_false ££speeder5 
0400: create_coordinate $X8 $Y8 $Z8 from object $DE using 0.0 -30.0 0.0 
00D6: if 1 
00F7: player $PLAYER_CHAR 0 (in-sphere)near_point_in_car $X8 $Y8 5.4 radius 10.0 10.0 10.0
00E1: key pressed 0 19
004D: jump_if_false ££speeder5
016A: fade 0 () 500 ms 
0001: wait 500 ms
0400: create_coordinate $X9 $Y9 $Z9 from object $DE using 0.0 -25.0 0.0 
012A: put_player $PLAYER_CHAR at $X9 $Y9 7.0 
00A6: destroy car $speeder 
0400: create_coordinate $X10 $Y10 $Z10 from object $DE using 0.0 0.0 0.0 
029B: $EA = init_object -11 (YT_TMP_BOAT) at $X10 $Y10 $Z10 
01C7: remove_object_from_mission_cleanup_list $EA 
049D: unknown_use_special_object_flags $DD in_object $EA 
02EB: restore camera with jumpcut
0001: wait 500 ms
016A: fade 1 () 500 ms 
0002: jump ££speeder4 
004E: end thread
