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A)  Through callbacks from the physics system on
CLivingEntity::LineOfSightRayCastChanged().

B) The AI uses visibility information that is computed by
the renderer, this information can be utilized through
IRenderer::IsEntityVisibleInSceneGraph().

C) Through callbacks on IVisionMap::ObserverChanged().

​


A) PE_SOFT
B) PE_ARTICULATED
C)  PE_LIVING

​


A)  r_ShadersEditing=1
B) r_ReloadShaders=1
C) Neither of the above

​


A)  OPTION_RECODE
B) OPTION_ENGINE
C) OPTION_PCH

​


A)  REGISTER_GRAPH_NODE
B) REGISTER_FLOW_NODE
C) REGISTER_NODE




