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SCRI PTI NG CONCEPTS

Witing a mission script using the Gane Buil der System is a very sinple
process once you know what you are doing. Things to bear in nmnd are:

(a) know the world layout. The only way you are going to get a clear
understanding is to print out the maps of the galactic regions. You wll
al so need to print out the navigation |inks because you will need these
in

order to reference objects starting points in the region

(b) know the alien nation rel ationships. For this, you would need to

read

the manual. A lack of understanding in this area can and will lead to
scripts that are illogical and which will fall through. For instance,
t he

Terrans are hostile toward the Gammul ans especially the "mlitary’
castes.

So if you script two ships of this race/caste in the sanme region
regardl ess of what your script does, a conbat situation will ensue (c)
you

al so need to print out the list of objects (stations, ships etc), the
tradi ng database, the nedals distribution etc.

Using the GBS, you can create single mssions or a collection of

m ssi ons

maki ng up a scenario. You can also create scenarios w th branching or
linear storylines. There is no limt to the nunber of m ssions that you
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can
create nor the nunmber of nissions that a scenario can contain. The
| onger

the script, the longer it will take to parse and interpret.

You also need to think logically. This is not your everyday run of the
mill

system The GBS allows you to do very powerful things within the game
worl d. You can alter the world itself (which is not covered or allowed
in

this "lite' version of the (BS), the objects in it etc. There is no GUJ
here. You will be using a text editor to script the mssion and then use
a

tool to parse and play it.

Al objects in the gane are either DYNAM C or STATIC. The former are

obj ects that can nove, make decisions, respond to external Al

i nstructions

etc. Exanples would be a starstation or ship. These are called 'actors'.
The latter are objects that cannot nove nor respond to external Al

i nstructions. Exanples would be planets or junp anonalies.

RACE AND CASTE DI SCUSSI ON

There are twelve 'known' races in the gane world and 22 castes (see
t he gane appendix file).

The Al engines directly affect the race and caste rel ations. Though the
world is initialized with a default alliance matrix (see OBJECTS. TXT),
you

can override this in your script. However, you only have a high | evel
access and *not* a low | evel one. For instance, though the Gammul ans are
hostile to the Terrans by default, using a script conmand

(MOD_ALLI ANCE) ,

you can nake them friendly. They can organi ze cookouts or go to

power bal |

ganmes together. However, a Terran raider is going to attack a Ganmul an
di pl omat regardl ess of what the race relation is, leaving it up to the
deci sion makers to sort it out. The castes thenselves interact with each
ot her based on their internal Al goals. A TERRAN M LITARY ship is going
to

i gnore a GAMMULAN DI PLOVAT but will attack a GAMMIULAN M LI TARY ship. A
TERRAN EARTHCOM ship is going to attack a TERRAN | NSURGENT ship. A
TERRAN

PCLICE unit is going to attack a GAMMULAN RAI DER regardl ess of the race
relationship. It gets nore conplex at lower |levels but we don't need to
bother with that right now These relationships are what nake it
possi bl e

for the world to continue operating regardl ess of what you are doing. A
station that is scheduled to | aunch a patrol (or invasion) into a
hostile

region only needs to send the units (actors) to the region and their
internal Al will take over. No additional work is involved. Even when
scripting, to create a skirm sh, all you have to do is introduce a unit
to

the region and that's it. You can script a GAMMIJLAN M LI TARY ship to
appear

in the Earth region and GALCOM HQ wi | | i mmedi ately launch a fighter w ng
to

take it out. If the ship is within range, it will also launch mssiles
or

activate it's turret firing system You don't have to send any scri pt
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instructions to GALCOM HQ or the ship in question. If the shipis a
carrier, then it too will launch it's own fighters to engage the
fighters

| aunched at it. If a scripted ship lays mnes in Earth regi on and GALCOM
|_Q

detects the mines, it will launch a wing of fighters with M NESWEEP

or der

to renove them

An understanding of the race/caste relationis vital to the integrity of
the scripts. Using the powerful option of actually altering these

rel ations, you can alter and tip the bal ance of power at a galactic
scal e.

You may for instance, via a canpai gn consisting of several scripted

m ssions and scenarios, create a diplomatic situati on between one race
and

another, leading all the way up to outright hostility based on the

out cone

and resolution of the scripted m ssions. For instance you could script
an

ship to deliver an object to another ship sonmewhere. If the object is
not

delivered, you can then alter the relationship slightly between the two
races etc.

THE GBS PARSER

The scripting systenm is a high level interpreted | anguage that is
execut ed

at runtinme. The PREPARE parser takes the script,

parses it (like a | anguage conpiler such as C++), checks for errors and
produces a binary file that the interpreter built into the ganme engine,
uses at runtinme. The parser has no know edge of how ill ogical or

i nconcl usive your scripts are. It doesn't care either. So, just because
t he

script parses OK, does not nean that all is well and good. You should be
able to read your script and tell if it's logical or not. Then, once its
in

t he gane, you have to pray that some AC actor is not going to render
your

script pointless (as previously discussed). During the parsing of a
script,

the parser will halt at any errors it finds and provide a |line nunber
t hat
the error occured on

Al scripts nmust be created from the folder in which the parser resides.

The last line of EVERY script file MJUST have the $ character. This is
used
to signal and end of file condition

LAYQUT AND SYNTAX

VWhen witing a script, use indentations as well as a conbinati on of CAPS
and | owercase so that the logic junps out at you. When nesting IF

bl ocks,

i ndent them so that, again, they are readable. Here is a script segnent
that illustrates this. Notice the indentation and the use of CAPS and

| ower case syntax. As you become an expert (yeah, right), you will be
abl e

to look at a script block and i medi ately notice the |ogic and/or
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errors.

The parser is not case sensitive so 'START' is the sane as 'start', 'IF
is

the sane as '"if' and so on. If you create a script that is hard to read,
you won't be able to nake sense of it, nor will the person you are

sendi ng

it off to.

Though the maxi mun line length is 128 characters, if you have a |line of
script that exceeds the screen display, i.e., line 79, it will be hard
to

read and understand. All script commands MJST be on their own |ine.
There
is no line continuation.

SAMPLE SCRI PT EXCERPT:

[ dynami c]
vesperon di pl omat,, f3, nrt15. 3dc, DI PLOVAT3
[ai]
. 13,100, 100, 100, 100, 100, 100, 0
start 120000 near canaanz”j np-33 2000 j np- 32
stop
events 101
I'startup
junp majoriszwm 23
br oadcast " DI PLOVAT3 LAUNCHED"
lunder _attack this
broadcast "W are under attack!"
reset _under _attack this
I destroyed this
say TO, "Vesperon di pl omat3 has been destroyed”
arrived majorisz
IF EXIST majoris_s THEN
br oadcast "Executing docki ng approach to station Mjoris"
dock majoris_s
ELSE
broadcast "Station Majoris not operational, returning to Eridani"
I F EXI ST eridani THEN
dock eri dani
ELSE
flee
ENDI F
ENDI F
I docked majoris_s
say CMDO, "Vesperon di pl omat 3 has docked at station Mjoris"
endevent s

OBJECT | DENTI FI ERS

Use descriptive nanes for all object identifiers. Wen you are witing a
script, avoid id abbreviations such as 'f3" used above unless you are an
expert and can keep track of this stuff wi thout scrolling the page. If
you

are scripting nmultiple ships, then nanmes |ike eneny_shipl

friendly_ship2

are nore descriptive than el and f1. The max id length is 128
characters.

If you are creating w ngs, you can then use friendly_w ngl etc.

NOTE: You *CANNOT* use duplicate identifier nanes in the sane script,

4
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even
if you are breaking thenm up. Therefore, 'enenyl' can only be used once.
| f

you have, for instance, two files that are joined together using

#i ncl ude,

this rule al so applies because all the files are parsed as one file.

LOGE CAL LAYQUT & ORGANI ZATI ON

Use comment lines # to separate scripted entities. This al so i nproves
readability. Wen possible, include coments in areas where there is no
clear indication as to what is happening.

Augnent ed bl ocks such as [sets] and [event] should al ways be at the end
of
the file. This also inproves readability.

If you are witing a canpaign, break it up into smaller script files and
then use the #include directive to connect them For instance, you may
have

a 20 m ssion scenario and you can break it into 4 files each with 5

m ssions and nane themrr sensibly. In this exanple, we assune that the
"master' script is called BClA0201. SCR and that each of the other files
each contain their own m ssion bl ocks.

NOTE: The #i ncl ude directive MJST be on colum 1 of the I|ine!

You woul d have BCl A0100. SCR, TOD201. SCR, TOD202. SCR, TOD203. SCR and
from within BCl A0100. SCR (usually after the coment) you would incl ude
the smaller files. You can use any fil ename convention you |ike.

The parser will first parse all the included files and then nove into

t he

current file and parse them This also nmeans that you can al so #incl ude
files at the END of the master file. This would be the case if the first
file, BCIA0100.SCR contains 5 missions and the subsequent files contain
5

each in sequence. O course the master file doesn't have to contain any
scripts at all. It can sinply contain the description of the scenario
script and |lines which include the m ssions thensel ves.

#

# The BCl A0100. SCR master file will include 3 other smaller script files
#

#i ncl ude tod201. scr

#i ncl ude tod202. scr

#i ncl ude tod203. scr

#

As your scripts get larger, they will becone nore and nore difficult to
read. By grouping object entities and bl ocks together, you will be able
to

read and understand thenm nore clearly. In exanplel, all the objects are
identified at the beginning of the script. In exanple2, they are
identified

when and where needed. This probably won't make sense until you start
scripting four or nore entities in a script.

e.g. #1
[ dynami c]

vesperon di pl omat,,f3, nrt15. 3dc, DI PLOVAT3
vesperon di pl omat,, f4, nrt15. 3dc, DI PLOVAT4
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[ai]
. 13,100, 100, 100, 100, 100, 100, 0
start near canaanz”jnp-33 2000 j np-32
stop
events
I'startup
br oadcast " DI PLOVAT3 LAUNCHED"
endevent s
#
.f4,100, 100, 100, 100, 100, 100, 0
start near canaanz”j np-33 5000 j np-32
stop
events
I'startup
br oadcast " DI PLOVAT4 LAUNCHED
endevent s

e.g. #2

#
# Vesperon diplomat is travelling to Mjoris/A pha Majora
# where it will neet up with anot her Vesperon dipl omat
#
[ dynami c]
vesperon di pl omat,, f3, nrt15. 3dc, DI PLOVAT3
[ai]
. 13,100, 100, 100, 100, 100, 100, 0
start near canaanz”jnp-33 2000 j np-32
stop
events
I'startup
junp majoriszwm 23
br oadcast " DI PLOVAT3 LAUNCHED

ldetect f4
br oadcast "Dl PLOVAT4 detected on radar!"
endevent s
#
# The ship will patrol Mjoris until diplomat3 arrives
#
[ dynami c]

vesperon di pl omat,, f4, nrt15. 3dc, DI PLOVAT4
[ai]
.f4,100, 100, 100, 100, 100, 100, 0
start near canaanz”jnp-33 5000 j np-32
stop
events
I'startup

junp majoriszwm 23

br oadcast " DI PLOVAT4 LAUNCHED
larrived majorisz

patrol majorisz

br oadcast "DI PLOVAT4 starting patrol pattern”
Idetect 3

br oadcast "Hey guys, about tinme!"
endevent s
#

1.7 GAME SYSTEM FI LES
Al your master scripts MJIST contain the system files that the world

needs
to run. You should ensure that the followi ng block is in your master
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2.

file

after the description. You do NOT need to put these in files that you
have

broken up into smaller parts. ONLY the master file needs this. See the
i ncl uded script exanples. |In the exanple above, this bl ock of text
woul d

only be in the main script file and not the smaller #included files. It
i s preceeded by your scenario description and foll owed by your #include
directives if you are including other smaller script files (see above)

e.g.

[ dynami c]

#i ncl ude gl ob_dyn. scr
#

[ ai]

#i ncl ude gl ob_ai . scr
#i ncl ude gl ob_ag. scr

CREATI NG A M SCON DESCRI PTI ON FI LE

M SCON description files are also ascii text files that have a .DES

ext ensi on. These are used to describe the basic prem se of the scenario
created. This is the file that is displayed when the user selects a
scenario in M SCON

Each i ne should be no nore than 80 characters w de and each page shoul d
not exceed 30 lines or the display will overflow into the graphics area.

The last line of the file should be a carriage return or parsing wll
fail

Like .MS files, the .DES description file must be copied over to the
SCRI PTS fol der where it can be accessed by M SCON at runtine.

FI LENAME CONVENTI ONS

The GBS adheres to strict scenario nam ng conventions. Whatever you do,
do NOT use the sane file nam ng convention used by the gane.

VWhen naming your scripts, do NOT use the nam ng convention used by ganme
scripts!! e.g. BCIA0101 to BCI AO125 are a ganme scripts, so you should
start

your nunbering from BCl AO201 to BCl A0299, BClI A0301 to BCl A0399 etc. This
applies to all script types (ROAM ACM | A, TA) but each have their own
nam ng

conventi ons.

GBS FI LE TYPES EXPLAI NED

You will be working with the following file types, so | may as well

expl ain
them briefly.
1. SCR/ MS

VWhen you parse a source .SCR script file, the resulting file is the
bi nary
version with a .M S extension. This is the file that the gane runs.

2. DES
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VWhen you create a .DES description file, it is displayed, as is, when
M SCON starts. The systemrr checks for scenarios in the resource files
and the SCRIPTS sub-folder and will display those that it finds. It
wil |

use the nost recent file if a file exists in that folder and in the
resource files. If you create a mssion with no description file, it
will not show up in M SCON and therefore cannot be pl ayed.

3. TXT / DAT

The gane has multi-| anguage support built in but was never used. The
par ser

was al so updated to support this system Therefore, when you wite a
script, all strings scripted using the SAY and BROADCAST commrands as
wel |

as those within the [ACM block, are stored in a . TXT text file. Each
tinme

you build a script, you should run the parser with the 'phrases

par anet er .

This creates a . TXT file and a .DAT file. The forner contains the
act ual

strings and the latter contains the parsed version that the

i nterpreter uses.

4. GLOB_AG SCR, GLOB_Al.SCR, G.OB_DYN. SCR, | A AG SCR, | A Al.SCR,

I A_DYN. SCR
OBJDEFS. SCR, OBJCLASS. SCR, OBJCLASS. LST, STD_| D. HPP, TEMPLATE. HPP,
WORLD. SCR

There are several system files that you MUST not be altered in any
shape

or form These files are used by the parser to set up interna
variables. If these files are altered, not only will your play world
be

i nval i dated, the parser won't even parse your script. You have been
war ned.

ONLY nodi fy the OBIJDEFS. SCR and OBJCLASS. SCR files if you know
what you are doing. And even then, you will NOT be able to run the
scenari os

whi ch shipped with the ganme. You will only be able to run your own
scenari os

whi ch make use of these nodified files.

2.1 PLANNI NG AND CREATI NG SCRI PTS

Unl ess you are just experinenting or nodifying the sanple script to your
heart's content, there will conme a tinme when you are going to lose it

and

attenpt to create the best mssion script you have ever seen. | sure
hope

you have a lot of hair left on your head. Start small, think small and

progress. The GBS is a very powerful system and you are going to get
carried away | ong before you even get your first script to run. Be
patient.

To design, wite and run a good script (no script is perfect), you have
to

1. Think about what you want to achieve in the script.

2. Look at the maps and figure out where it is going to take place.
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2.

3. Make a note of any hostile forces operating in the regions that the
script takes place in. Such as the Insurgent station in Sygan

4. Make a note of the current race/caste relations. Make a note of what
ki nd of objects you are going to be using in the script.

5. Think up a descriptive short scenario briefing for display in M SCON
where you get to choose the script you are about to run

6. Think up short and descriptive mssion orders that are going to be
di spl ayed in the COWLI NK conput er when the particul ar scenario
starts. Renenber that the if you are creating an ACV scenari o,

what ever

you have the .DES file, should also be in the [ACM bl ock because
when

the ganer does to COMMLINK, it is the [ACM bl ock description that
is

di spl ayed, NOT the one in the .DES file (that one is only displ ayed
in M SCON) .

EASY STEPS FOR CREATI NG PLAYI NG A M SSI ON SCRI PT

1. Create the mssion script in text editor and give it a nane based on
t he convention al ready di scussed.

2. Create the M SCON description file and give it a nanme based on the
convention al ready discussed.

3. Parse the script using PREPARE in the form ' PREPARE <fil enane. scr>'
4. Cenerate the strings file i.e ' PREPARE PHRASES <fil enane. scr>

5. Copy the parsed script file, the description file and the | anguage
data file, to the SCRI PTS sub-folder in your ganme runtine
envi ronnent .

6. Run the ganme, select the scenario from the [ist in M SCON and pl ay
it!

Once you start the gane, the description file, will be displayed in
M SCON.

Select it and launch to run your script. You should then proceed to
t he

area where your script takes place and watch it in action

DI STRI BUTI NG SCRI PTS

To share scripts with your friends, send them the entire script set. A
script set consists of the .SCR .DAT, .TXT and .DES files. Al they
have

to do is put the files in their SCRIPTS folder and run the gane. O
cour se,

since they have the source (.SCR file), they can make any nodifications
they wish, to the script and build their own variance.

WARNI NG There WLL be set nane conflicts for instance if you send
soneone

a BCl A0201 set and they already have their own or one fromn anot her

sour ce.

The user will sinply have to renanme all the files to a vacant 'slot' on
hi s
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system So for instance if you send them the BCl A0201 set and they

al r eady

have one, but have the BCI AO501 'slot' free, all they would have to do

is

renanme all the files. For exanple 'ren BCI A0200*.* BCl A0501*.*' will do
t he

trick. O course they can overwite any script set that they no | onger

wi sh

to keep.

Forei gn | anguage speakers can edit the .DES and . TXT files to match
their

| anguage. All text displayed in M SCON and COMLI NK (generated by the
script) will be in the foreign | anguage. Once the . TXT file is
transl at ed

from English to, say, German, the script .SCR source nust then be parsed
in

order to generate a German version of the .DAT file.

Finally, when witing scripts, you MIJST include a conment bl ock (you can
cut and paste the excerpt below) at the top of the main file. This bl ock
will contain a brief description about the script. For nore information
about what its about, they can always read the .DES file.

#

# SCRI PT Script file nane, ie BClA0201

# NAME Aut hor' s nane

# l[ist nultiple authors on separate |ines

# EMAI L ermai | address

# V\EB Website URL

# DATE Date of creation

# NEW SOUNDS Y| N(this will always be N unless you have new
soundf x)

# VERSI ON The version of the PREPARE parser used. This is
di spl ayed

# when the parser starts.

#

# SCENARI O Brief description of the scenario.

# Use multiple lines if necessary.

#

2.4 SCRI PT DEVELOPMENT TIPS

Since you will be working from a consol e M5-DOS box, you can make use of
mul ti-tasking and reduce stress. You cannot wite five lines of a two

t housand |ine scenario and expect to run it right away. Unless of course
you are testing. You have to finish the script, parse it, run the gane
and then note any inconsistencies. If the script parses, then it wll
run,

all you will be looking for are flaws in the |logic (as previously)

di scussed

You shoul d open your text editor as normal and create the script from
there. OQpen up anot her wi ndowed DOS session (with a mni mun of 8MB of
menory available in the shortcut properties) and log to the fol der
contai ni ng the parser and your script. Once you have finished witing

t he

script, even if it is five lines, you sinply mnimze the editor and run
the parser from the DOS wi ndow. You will then be able to catch any
errors,

hit the enter key to return to the DOS pronpt (allowi ng PREPARE to cl ose
the file), nake a note of the Iine and error type, then switch to the

10
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2.

editor and correct the error
THE SCRI PT AND OBJECT PARSER

The PREPARE parser is used to parse an ascii script file into a format
t hat

can be read by the interpreter. It can also parse .3D objects and jam
rel evant Al instructions into them for use by the gane engine.

VWhen a script is parsed, each block is access and parsed one at a tine.

| f

an #include directive is encountered, the file is | oaded and parsed.
Processing then continues in the original file. Prepare does multi-
passes

in order to resolve forward references. This means that an object can be
scripted to reference an object that is probably not even in scope at

t he

time of interpretation.

Bl ocks can be arranged in any order but for clarity, you nust follow the
convention and be consistent. If you script the [ai] block for an actor
and then it is followed by instructions that are only valid in a

[ dynami c]

bl ock, an error will occur. You must ensure that your script lineis in
context with the bl ock being parsed. This is why, in the previous

secti on,

you were advised to let each actor have it's own [dynamic] and [ai]

bl ock.

The [sets] and [event] blocks should be last in the file. If you put
event

identifiers in a [sets] block and vice versa, an error will occur

PREPARE expects all files to be terminated with the $ character. This
tells
it that an end of file has been reached.

Al'l bl ocks MIUST be on colum 1 of the line. This also applies to the
files
i ncluded with the #include directive.

VWhen an error is encountered, PREPARE will terminate with an explanation
and possibly a Iine nunber containing the error. If the line is correct
then you nust check that the command is in context with the rel evant

bl ock.

A typical mstake would be to be putting [ai] block commands in

[ dynami c]

bl ocks etc.

UNI VERSAL Tl ME FORNVAT

There is a universal tinme format that can be used in [acn] and [event]
bl ocks.

<m nutes> eg 10 = 10 m nutes, or

<hours>:<m nutes> eg 1:30 = 1 hour and 30 nmins = 90 m nutes, or
<days>: <hours>:<minutes> eg 1:4:10 = 1 day 4 hours 10 nmns = 1690
m nut es

The parser will not allow certain dubious tinmes, for exanple

180 minutes (3 hours) can be specified as foll ows:

11
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180 <--- ok
0:0:180 <--- ok
3:0 <--- ok
0:3:0 <--- ok
2:60 <--- invalid
1: 120 <--- invalid

Simlar restrictions apply to hours (rmust be < 24) if days are
speci fi ed.

For conveni ence, days can be specified as:
4:: <-- 4 days
Ti mes of zero are not all owed.

3.0 SCRI PTI NG BLOCKS - OVERVI EW

Each gane script can contain definitions for objects, regions and even
Al processing information for those objects and regions. A script is
di vided into separate bl ocks which determ ne how each actor/entity is
handl ed.

There are systemr and mission scripts with the only difference being that
m ssion scripts actually contain orders and goals for the entities
created.

M ssion scripts can include systenm scripts which contain definitions for
t he gane universe itself.

Each script command MUST be on its own line. There is NO continuation
character for script lines. So if you have word wap turned on in your
editor and it causes a |lengthy conmand, ie "broadcast”, to wap to the
second |ine, the PREPARE parser will choke. In general, you should

al ways

have wordw ap turned OFF in your editor but renenber to adhere to the
maxi murr line Iimt for script commands and the [ACM scenario
description

bl ock (see bel ow).

Script blocks in GBS are :

[acn] - ACV orders and definitions block

[ dynani c] - definitions for dynamc entities

[ai] - goal related instructions for defined entities
[ event] - scripted events identifiers

[ sets] - defines sets of entities

[ macr o] - macro definitions for entities and commands

SYNTAX LEGEND

> i ndi cates a mandatory field

] i ndi cates an optional field

> < > indicates a collection of mandatory fields
< > < >] indicates a collection of optional fields

3.1 SCRIPTI NG BLOCKS - [ACM

This is usually the first block in a script. It defines the scenario
regi on

12
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and al so displays the mssion instruction to the player. You can have as
many [ ACM bl ocks as you like with varying duration. Each bl ock will
define

a new m ssion

The maxi murr character length for the ACvV block is 65. So, you should
Lﬁruordwwap at line 64 and end all lines with hard breaks. There is no
&f;gping when this block is displayed in COWLINK at runtine. If you
Iglgo this, then the m ssion description displayed in COWLINK will not
?grnatted properly.

SYNTAX

[acm

<orders description>

:<acm.i d>, <t heatre>, <set up_event >, <begi n_event >, <resol ve_event >, <acmtic
k>
<tinel> <tinme2>, <tinme3>

<orders description>

Text describing the ACV scenario. Mist not exceed 65 characters per

line.

There is no restriction on the nunber of |ines because this is displayed
in

COMMLI NK. You are advised to keep it short as possible but enough to
clearly explain the goals of the mission. You CANNOT have a bl ank |ine
within this field. If you want to insert a blank line in order to nake

t he

description readable, put a period (.) in colum 1 of the line.

The next line, preceed by a colon character, is the ACv definition |line
whi ch consists of 9 paraneters. ALL paraneters MJST be provided and the
entire definition MJUST be on one line. So, if you have word-wap turned
on,

turn it off or this line will wap at the predefined colum setting for
your editor.

<acm.i d>

This is an identifier for the current mssion within the scenario. It
can

be any positive non-zero value. Exanple, mssion 1 in TOD 1 contai ni ng
several mssions can be identified as 101, 102, 103...etc

This id is also used in the events/endevents block in order to restrict
processing for the particular ACV scenario only. If you fail to use this
id, then ALL events will be fired within ALL [acm blocks instead of

j ust

the current one.

The ACV id can be used in an | F/I FNOT statenent as well in order to test
i f

the condition is true/false for the current ACV scenari o.

IF ACV 101 <command>

13
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meaning: if the current ACV scenario is 101 do <command>
<t heatre>

is where the mission scenario starts, it nust be a valid region nane.

Thi s

is where the player has to go for the ACV events (see below) to be
fired.

<event s>

set up_event : signalled just before the timel timer is started
begi n_event : signalled just before the time2 timer is started

resol ve_event : signalled after time2 has expired

These are 'one off' events equivalent to user defined events specified
in

an [event] block. They can be signalled using the signal keyword just

i ke

ot her user defined events if necessary. An error is issued if the event
nanes are already defined or are keywords. These can be any string nane
you

choose but try to use short and descriptive event names that are easy to
remenber .

You can use these events anywhere in your script within an
event s/ endevent s
bl ock.

The 'setup_event' is rarely used.

In principle, you ALWAYS want to use the 'begin_event' in your scripts
so

that all actors pertaining to this scenario are activated when the
CURRENT

scenario starts.

The 'resolve_event' is very inportant because it signals the end of the
scenario. You can use it to determ ne what happens when the scenario is
finished. You can then do normal cleanup using this event. An exanple
woul d

be to send an RTB order to all surviving ships etc.

<acmtick>

is an event called every 5 seconds & used to term nate/control scenario
usi ng above conditional statements. A 'tick event' may be placed in any
obj ect, but the usual use would be to place the event in a persistent
obj ect which lasts for the duration of the ACV scenario. You can al so

use
this tick in an event/endevents bl ock for checking events every 5
seconds.

EVENT TI MERS

<tinmel>:The max arrival time, the tinme allowed for the player to reach
the theatre before the scenario starts, if the player
doesn't get there in time the scenario will begin wthout hinm
after
this time has elapsed. If the player reaches the theatre in this
time, the scenario will begin as soon as he arrives.

14
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<time2>:Scenario time, the time the player is allowed to resolve the
scenario before it is resolved for him The scenario will always
take this anpunt of tinme even if the player has suceeded in
destroyi ng the bad guys etc. The player cannot request new
orders
until this time has el apsed.

<time3>:Scenario interval time, this is the max tinme the player can lick
hi s wounds between scenarios before he will get new orders fron
Gl comhqg. During this time, the player can "request new orders”
This termnates this interval delay and starts the next
scenari o.

The "time2' variable is vital because, in conjunction with the

'resolve_event', it determ nes when the scenario ends. Sometines, you
won' t

know how |l ong a scenario will take. You should estimte how | ong you

t hi nk

it would take and then add 15 minutes to this tine. Even if there is

excess

time left over and the player is idle, you can always use an 'event' to
trigger the next mission using the 'resolve_event' event timer. For
exanple, if you estimated that the player would take 15 m nutes to

destroy

a target and he finishes in 5, you can use an event trigger (perhaps in
t he

object he is sent to destroy) and a conbi nati on of the 'acm next
conmand

to start the next mssion without having him wait around for 10 mi nutes
pl us whatever '"tine3" is set to.

NOTE: * Normally, you would use mnutes in an [acn] bl ock for
simplicity.
* Refer to SECTION 2.6 for notes on the universal time format

USI NG COMMVENTS

Comment lines (lines starting with #) are skipped. Oders text lines
cannot

be bl ank since these are eaten by the parser, to specify a blank Iine
(for

spacing the orders neatly), place a . (period) at the start of the line.
The entire line will be replaced by a blank line ("").

Mul tiple acr bl ocks are allowed, but for safety, each nust be a conplete
m ssion scenario (orders text and :parans) otherwi se an "acr definition
is

i nconplete” error is issued. This nmessage will appear if there is

spuri ous

text after a :parans line.

ACV TRI GGERED ALERT CONDI TI ONS

Condition is YELLONuntil player arrives at theatre or tinmeout
Condition is RED while scenario is in progress

NOTE: The internal |low |level alert condition, i.e, the CAS and SAS
alerts,
t akes precedence over the ACV alert condition

Fresh orders can be requested by the player using ALT-CTRL-C if this
enabled with the 'acmscript_enabl e’ comrand.
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I n debug node, current ACV nunber,state and date of next event is
di spl ayed above the SCRIPT line. ACV state is

0 = No ACM (only when no ACNV script)

1 = ARRI VAL (until player arrives)

2 = I NPROGRESS (duration of scenari o)

3 = RESOLVED (until new orders requested/received)

The first mssion is issued one mnute after the ganme starts for the
first

time.

EXAVPLE

[acn]

CAMPAIGN. . ............... TEST TOD1

THEATRE OF OPS. ... ....... EARTH SOL

MSSION CLASS. . .......... LONG RANGE TOW DELI VER TEST

A diplomat ship is starting in the Canaan region

You have 5 mins to get to the area before the scenario starts.
This scenario will run for 30 mns before it is auto-resol ved.
You have 15 mins downtinme to the next m ssion

;101,earthz,setup_tod1,begin_todl,resolve_todl,todltick,5,30,15
#

SCRI PTI NG BLOCKS - [ DYNAM (]
SYNTAX:

[ dynami c]
<race> <caste>, [<skill>], <id> <nodel or class>, [<vdd nanme>],[<alias>]

<race>
The race is mandatory and can be any valid race, ie

TERRAN, SYRI ON, KANDORI AN, EMPI RI AN, VESPERON, DRO DAN, FALKERI E,
MANDCORI AN, GAMMULAN, ZELON, VALKERI E, CREDI AN

The race can al so be:

M XED neaning it is not "owned" exclusively by a single governnent, or
that it has no ownership (eg a conmet) It is neutral

ALLY neaning that the object is any race that is allied to the terrans
pi cked at randonm when the object is created

ENEMY neaning that the object is any race that is an eneny of the
terrans
pi cked at randonm when the object is created

NEUTRAL neani ng that the object is any race that is neutral to the
terrans picked at randomr when the object is created

ANYRACE neani ng that the object can be any race picked at randon when

t he
object is created.

16



gbsl I'1 _docs. t xt

<cast e>

9/ 9/ 2005

The caste is mandatory and can be any of the foll ow ng

Aggr essi ve Castes:

EARTHCOM POLI CE, RAI DER, CRI M NAL, | NSURGENT ASSASSI N, M LI TARY
MERCENARY, MARI NE (Note: these are all aggressive castes)

Har ml ess Cast es:

WORKER, SENG NEER, FENG NEER, PARAMEDI C, SClI ENTI ST, HACKER, DI PLOVAT,
TOURI ST, EXPLORER, JOURNALI ST, COLONI ST, TRADER, COMVERCI AL

HARMLESS
AGGRESSI VE:

ANYCASTE
types

[ <skill>]
of

<id>

Any harm ess caste picked at randon
Any aggressive caste picked at randon

Any caste picked at randomr fromr HARMLESS and AGGRESSI VE

The skill is optional and used to define the skill I|evel
the object. If not specified, a randonm skill level is
generated which is made up of several skill related

attributes. Though this field is optional, use a conma

pl ace

hol der instead of a 1 to 5 value to indicate that you want
the interpreter to pick a random skill.

Valid skill levels are from 1 (low) to 5 (high)
SUPERACE : Hi ghest
ACE :
VET
CADET :
NOVI CE . Lowest

This is mandatory. Each object in a script MJST have a
uni que identifier which is used to reference it. This
identifier MIJST be unique in the script it is defined
in

as well as in any other scripts that are |inked to the
current script using the #include directive. For

i nstance,

you can't have 'shipl' in the current script as well as
in

a script that is linked to the current script. You can
however use this identifier in any other script set

t hat

is not linked to the current one.

<nodel | class> : This is mandatory and can be the .3D fil enane of any

[ <vdd nane>]

valid object in the game or a class of object (advanced
users). ie BCRUZMK2. 3D (object) or BATTLECRU SER_MK2
(class) can be used. See OBJCLASS.SCR file for a list
of

valid classes, and OBJDEFS. SCR for a list of nodels.

This is optional and overrides the actual 'filenane' of

t he obj ect being used. An object with a fil ename of
BCRUZMK2.3D wi Il be listed as BCRUZMK2 in the VDD. To
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3.

3

change it to sonething else, ie '"primary target' use

this
par anet er .
[ <alias>] : Optional nane of unit. This overrides the VDD nane.
There
shoul d be NO spaces in this paraneter. To include a
space
use the underscore character
EXAMPLE
[ dynami c]

terran,mlitary,,friendl, sol nar. 3d, pri mary_t ar get
SCRI PTI NG BLOCKS - [Al]

The [ai] block contains Al processing conmands for all entities within
t he

script. Each entry within an [ai] block nust reference an identifier in
t he

[dynami c] bl ock. Al paraneters are nmandatory! The object's definition
determines its attributes when created.

SYNTAX

[ai]
. <i d>, <shi el d>, <ar nor >, <engi ne>, <weapon>, <l aunch
bay>, <r eact or >, <cl oak_r at i ng>
[ FACE <i d>]
START <par anet er s>
<nav action>
<nav action>
STOP
EVENTS [ <acm._i d>]
I <event id>
<conmand>
I <event id>
<conmand>
ENDEVENTS

The actions/orders which the object can perform nust be nested within
EO%NT_and ENDEVENTS bl ock. The EVENT syntax must al so contain an
Qﬂ?ghlﬁgfgrences the scenario in which the event is triggered. You can
ggvﬁany event ids and commands within the 'event block' as you like, as
long as they are | ogical and make sense.

Every event MJST be on a separate |ine and preceeded by the
(excl amati on
mar k) character which MJST be on colum 1 of the |ine.

You can place an event id anywhere within the EVENTS/ ENDEVENTS bl ock
The
location within the bl ock does not matter

An <event id> can be any of the three defined in the [acm block or a

user
defined event that you create
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The <acm.id> is a numeric value which is defined in the ACV syntax |ine.

The events between EVENTS and ENDEVENTS are only processed if the
current ACNV scenerio is equal to <acm.id> otherwise they are all fired
when the scenario starts. If you don't provide an <acm.id>, then the
default value of 0 is used. This neans that these events are processed
for

all acm scenari os.

VWhen the block is processed by the interpreter, ALL the <commands>

defi ned

for an <levent> are fired at the same tinme and in order. There is no
pause.

Therefore if you the first command you give the 'junp' order and the
second

command is '"halt', then the object will junp to the region and then halt
when it gets there. Because all <comrands> are processed, you can use

t he

very powerful IF conditions within <levent> bl ocks to determi ne when a
conmand is fired.

WARNI NG You MUST use an <acm.id> paraneter when creating scripts that
span

several ACV missions in a single scenario. Failure to do this wll
result

in script commands for the ENTIRE script to be fired at once. So for
instance if you have two scenarios with the 101 and 102 ACV identifier
(as

explained in the [acn] bl ock above) and you fail to include these
identifiers for the events, once the script is started ALL the events
for

both mssions will be fired at once. This is a sure fine way to create
unpredi ctabl e scripts. If you only have a single ACvV m ssion, then you
can

safely omit this paraneter.

BLOCK CONTI NUATI ON

Al bl ock continuations are also allowed. To continue scripting an object
(possibly in a different file) use the follow ng syntax in any

[ai] bl ock.

Example, | need to add new directives for 'objectA, which is defined
somewhere in the current script file or in another file that is | NCLUDED
by

the current one using the #include directive. So | would sinply create
new

events for this actor within another actor's block or by itself.

Lets assunme that this block is the original definition for the object
(where it was first created) in the current or other script file.

[ dynami c]

terran mlitary,,objectA Irt10, primary_target
#

[ai]

. 0bj ect A, 100, 100, 100, 100, 100, 100, 0

FACE karl . bmp

start inactive near earthz”jnp-12 2000 jnp-11
crui se earthz”jnmp-11

stop

events 101
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I begi n_todl

activate this
I'reach earthz”jnmp-11

broadcast "Arrived at Junp Point 11 in Earth region"
endevent s

Now, |ets assunme that further down in the current script file or in
anot her

file that is linked to this one using the #include directive, that |
want

to create additional orders that this object can perform either during
t he processing of the current ACV (id is 101) or when another is active,
I

would sinply reference it by including its id in a new [ai] bl ock (egl)
or

in a block (eg2) already defined for another object. In which case, |
woul d

do the foll ow ng

e.g. #1

In this exanple (sonmewhere further along in the current or different
scri pt

file) the continuation is inits OM [ai] block. This is valid. You can
even insert it AFTER the [dynam c] bl ock for objectA but that would be
BAD

scripting practice because it makes it harder to read and is confusing.
TIP: Always try to pair the [dynam c] and [ai] blocks for the entities
t hey

are created for.

[ dynami c]
terran mlitary,, objectB, generis. 3d, secondary_t arget
[ai]
. 0bj ect B, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”gal comhg 5000 jnmp-11
stop
events 102
I begi n_t od2
activate this
br oadcast " Standi ng by"
endevent s
#
[ai]
. obj ect A
events 102
I begi n_t od2
rtb
br oadcast "Returning to base"
endevent s

e.g. #2

In this exanple, the continuation is within ANOTHER object’'s [ai] bl ock
This is perfectly valid because the [ai] block for objectBis "in
scope'.

If there was anot her block, ie a [dynami c] block in scope (eg3), then I
woul d be forced to use the method in egl other the parser will flag it
as

an error.

You coul d even insert an [ai] block definition before the .objectA
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identifier on line 13 of the script (after the conment separator) and it
woul d be valid. This would be only to nmake it readable but it is valid.

VWhy? Because even though you have an [ai] bl ock for objectB and the one
for

obj ect A comes after,
perfectly valid.

an' [ai] block is in scope, making the operation

Al so, as you can see fronm the exanples that you do not need to provide

t he

"Al definition flags' for objectA (when continuing) because you had

al r eady

provi ded t hemr when the object was first created in egl. All you need is
t he

id for objectA (the actor in question).

[ dynami c]
terran mlitary,, objectB, generis. 3dc
[ai]
. 0bj ect B, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”gal comhg 5000 j nmp-11
stop
events 102
I begi n_t od2
activate this
br oadcast " Standi ng by"
endevent s
#
. obj ect A
events 102
I begi n_t od2
rtb
br oadcast "Returning to base"
endevent s

e.g. #3

This is an exanple of what NOT to do. If you use this method, the parser
will flag it as an error because the [dynam c] block for objectBis in
scope and therefore you MJST use the nethod in egl to continue the
orders

for objectA To make this valid (but a BAD scripting practice), you
woul d

insert an [ai] block definition on line 3 of the script. This would put
the [ai] block for objectA and objectB in scope with no problens.

[ dynami c]
terran mlitary,, objectB, generis. 3dc
. obj ect A
events 102

I begi n_t od2

rtb

br oadcast "Returning to base"
endevent s
#

[ai]

. 0bj ect B, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”gal comhg 5000 jnmp-11
stop

events 102

I begi n_t od2

activate this

br oadcast " Standi ng by"
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endevent s
#

If you are going to be defining a continuation for another ACV m ssion
id

(102) (as | did in egl) then | would need to provide the <acm.id>. For a
secure script, even if the continuation is for the current ACV m ssion

t hat

is in scope (currently running and has not yet reached the 'resol ution
phase'), you MJST al ways provide the <acm.id> this way, you are certain
that the object is going to perform as scripted (subject to its own
internal Al overrides of course)

If the object is out of scope, i.e destroyed, docked etc, the entire
process will sinply be ignored because it won't find the actor. This can
happen if you scripted a ship in, say in an earlier ACvV mission and it
got

destroyed by the tinme it was called again in another future ACV m ssion

TIP: This permits me to nention here that if you are going to script
entities that are to be preserved for an extended period, since you

don' t

know if they will be around by the time they are needed again, it is

al ways

wi se to either make them indestructible or use a conbination of IF flags
to

see if its in scope or not. This way, your script won't fall through. An
exanpl e would be if you scripted a transport to go from Earth to Mars in
an

ACV m ssion. Then several missions later, you want it to return home or
per haps you want the player or another Al actor, to interact with it. If
your script relies on this sort of action, it will faill if the ship was
destroyed in the interim See what | nmean?

Al DEFI NI TI ON FLAGS

The object's ai definition lists its attributes that it is created wth.
Each entry MJST be preceeded with a period indicating the starting of

t he

object's definition. Though all paraneters are mandatory, some are

i gnor ed

in objects for which they are not applicable, ie asteroids do not have
weapons, fighters do not have | aunch bays etc.

The integrity level displayed for the object init's TID is the nean of
it's ENG NE, WEAPON, LAUNCH BAY and REACTOR |l evels. Wen hit, danage is
applied to one of these systens at random and based on the proximty of
t he

hit. If the nean of these systens is |less than 15, the ship will be

di sabl ed. For a station, if it reaches 25, it will emt an SOS signa
allowing it to be captured.

<i d> : ldentifier created in [dynam c] block, used to reference
obj ect Each object in a script MJST have a unique id.

<shield> : The object's shield level. This offers a | evel of
protection
to the object. Wien hit, the shield absorbs the damage. If
breached, then the arnmor and subsequently the object itself
wi |l take damage

0 (no shields) - 100 (full shields)
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The object's arnor level. This offers a | evel of protection
to the object. Wien hit, the arnor absorbs the damage if

t he

shields are down or have been breached. If breached, then

t he

object itself will take damage.

0 (no arnor) - 100 (full arnor)
This paraneter affects the object's turn performnce and

recharge rate of it's junp engines. The | ower the engine's
integrity, the worse the perfornmance of the ship.

0 (no engines) - 100 (fully operational)

This paraneter affects the integrity of the ship's weapon
systens. If this value is less than 25, the guns won't fire
and mssiles cannot be | aunched.

0 (no weapons) - 100 (fully operational)

<l aunch bay>: This paranmeter affects the integrity of the ship's |aunch

<reactor> :

system

<cl oak
rating>
65%

bays. If this value is |l ess than 25, support ships such as
fighters and shuttles cannot be | aunched.

0 (no launches) - 100 (fully operational)
This value affects the integrity of the ship's reactor

Though reactor performance is not nodelled, if this value
drops to 0, regardless of the state of the other systens,
t he

ship/station will explode and be destroyed.

O (reactor breach) - 100 (fully operational)

This allows the ship to be cl oaked when created if it has
cl oaking capabilities. If the ship's integrity falls bel ow

it will decloak and recloak once it's repaired. Ships that
Eﬁggking capabilities will use it based on their skil
Lgxzbér, once a ship launches a weapon or another ship, it
Ei:gfly decl oak and eventual ly recl oak. A ship's cloaking is
activated using the ' CLOAK' script command. This flag does
Egﬁse t he object to be cloaked when created. It just says
;Egtobject has a cl oaki ng device and that it can use it as
k:spernits. You can cloak any object even if the paraneter
;:t to 1 because the 'CLOAK' script comand does not check
Lge if the object has this flag set to 1.

0 (no cloak) - 1 (cloak capable)
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3.4

SCRI PTI NG BLOCKS - [ EVENT]

You al ready know that you can use the [acm block event identifiers
wi t hin

t he EVENT/ ENDEVENT section of the [ai] block in order to nmake entities
do

interesting things. So far, in the exanples you have seen in the

previ ous

sections, only the [acn] identifiers were used.

Al so, the event identifiers in the [acm block are checked at a
predeterm ned tinme and the <acmtick> event is fired every 5 seconds.
VWhat

if you wanted to create your own events that you can check at whatever
i nterval you choose?

Enter the [event] definition block. Don't confuse this with any other
bl ock. This block is used to register user defined timer events which
occur

once or in a user defined cyclic (repeated based on a tined pattern)
sequence. In this block, you can create events that you can use in ANY
object's [ai] bl ock.

The [event] definition block may appear anywhere in the script, and
forward

references are allowed. There may be nore than one [event] definition

bl ock

and subsequent bl ocks augnent the last [event] block. Though you can put
this block anywhere in the file, you nust make it common practice to put
it

at the END of the file. This way, if you want to add/renove and event
id,

you know where to | ook

SYNTAX

[ event]
I <event identifier> /1 user defined identifier
[ <dat e>[, <repeat interval >]] /] date, repeat etc

The leading ! character indicates that the string is an event
identifier.

Internal event identifiers (See SECTION 7.0) are already registered
internally and need not be registered here. This block is only for

regi stering external user defined events which trigger specific actions
determ ned by the script.

The event identifier is equivalent to predefined event names and can be
any

string. The <event identifier> may NOTI be a keyword nor the name of a
previously used actor identifier.

Optional lines following the event identifier are dates at which the
event

is signaled. For each date, an optional repeat interval (in mnutes) can
be

specified. The event will be signaled on the date/tinme specified, and

t hen

again repeatedly every <repeat interval> mnutes. |If the <repeat

i nterval >

is not specified the event is signalled only once. Several |ines may be
used to list nore dates/intervals when the event is signaled, until an
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is

found which starts the definition of a new event. This is called a
CYCLI C

event. Once this type of event is fired, it will continue to be
signal | ed

indefinitely or until the pre-defined date expires.

The cyclic timers are optional, in which case the event is not signal ed
by

time, but by a signal action
EXAMPLE

User defined events can be signaled at any tinme within the [ai] bl ock of
any object by using the 'signal <event_id> [<tinme>]' script comrand

wi t hin

anot her event. You can have as many conmands within an event as you
l'ike.

You can even create an event loop if you' d Iike. Just make sure you get
t he

timng right.
e.g. #1
In this exanple:

- The !'saythisl event is fired imediately (no tinme given) when the
Ibegin_tod2 event is fired. Once fired, the 'broadcast' comrand defi ned
for

the event, is fired.

- The !'saythis2 event is fired 5 mnutes after the !begin_tod2 event is
fired.

- The !'saythis3 event is fired 2 minutes after the Isaythis2 event is
fired.

- The !'saythis4 event is fired every 6 mnutes once its called for the
first time. Gving O as the date, signals it at the current date/time.
To

schedul e another date, refer to SECTION 4.4 on how to use the unversa
date/tinme format. The commands may seen strange to you because you don't
know about themr yet. But, | have used an IF condition in this cyclic
event

so that certain conditions are tested every 6 mnutes. Every 6 m nutes,
obj ectB checks to see if the player's BCis in its current region. If

this

is true, then it powers up its engines, arnms its weapon systens and
att acks

the player. If not, it broadcasts a nmessage until it is fired again, 6
mnutes later. You will also notice that | use the !resolve tod2 ACvV
event to allow this object to go hone. | also renenbered to tell it to
activate its engines and systens. This is a safeguard because if the
pl ayer

never shows up this region, then objectB will never be able to fly nor
fire

weapons. This nmeans that when the ACV scenario resolves, it won't be
abl e

to | eave.

- Notice that even though objectB was the one that fired the !saythis3
event, objectA can also do sonething because that event is al so defined
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within its event definition. In this case, objectA will perform two

actions
once the event is fired. WARNING |If | had defined the cyclic !saythis4
event for objectA the script would still work but the |ogic would be

different! Why? Because the FLEE command tells objectA to | eave the area
i f

the player's BC shows up. But wait! Since the FLEE conmand causes it to
| eave the current region and the event is cyclic, every 6 mnutes,

obj ect A

will check its current region for the BC and if its there, it wll

again perform a FLEE to another region. Cool huh?

Notice also that in the [event] block definition, the cyclic event tinmer
only pertains to !saythis4 because it was defined i nmedi ately AFTER the
event it was defined for. Had |I placed it BEFORE !saythis4, then the

I sayt hi s3 event would be cyclic and !saythis4 would be a nornmal event

t hat

is fired once only.

[ dynami c]
terran mlitary,, objectB,generis,friendly_unit
[ai]
. 0bj ect B, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”gal comhg 5000 j nmp-11
stop
events 102
I sayt hisl
br oadcast "standi ng by"
I'saythis
I sayt hi s2
broadcast "still standing by"
signal saythis3, 2
I sayt hi s3
br oadcast "stopping all engines”
br oadcast "weapon systens now of f"
halt on this
weapons off this
si gnal saythi s4
I sayt hi s4
| F HERE bc THEN
halt off this
weapons on this
attack it
ELSE
broadcast "Player not detected in current region"
ENDI F
I begi n_t od2
activate this
br oadcast " Standi ng by"
signal saythisl
signal saythis2,5
Iresol ve_tod2
halt off this
weapons on this
rtb
endevent s
#
. obj ect A
events 102
I sayt hi s3
| F HERE bc THEN
broadcast "I'm outta here!"
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flee
ENDI F
endevent s
#
[ event]
I sayt hi sl
I sayt hi s2
I sayt hi s3
I sayt hi s4
0, 6
#
$

Usi ng events, you can create sone pretty advanced and conpl ex event
conditions. In the next exanple, | use this trick to simulate a
conversation anong the BC crew during a scenario. Notice that | use the
ACNV

I'todtick (called every 5 secs) to check for the ship. If found, thats
what

triggers the dialogue. Notice how | use timng sequences to simnulate
conversati on where soneone says sonething and sone tine passes before
sonmeone el se responds. Because the conmands are fired all at once but
are

processed in order, everyone will speak one after the other in sonme

i nst ances.

This is a script fragnment so sone definitions are m ssing. Notice
the use of the FLAGL in the 'reingard actor. Since the !todltick is

processed every 5 secs, | don't want the dial ogue repeated. So, | use
this
flag to get out of the event |loop once its been set, i.e. the dial ogue
has

al ready been pl ayed once.
e.g. #2

events 102
I'todtick
| F FLAGL reingard RETURN
| F HERE bc THEN
say CO "We seen to have | ocated the Reingard comuander™
say CO, "Scanning for vital signs now .."
signal found_reingard, 4
signal talkl,1
signal tal k2,3
signal tal k3,4
FLAGL ON rei ngard

ENDI F
I'tal k1
say RE,"No vital signs detected comuander™
say RE,"....looks like they're all dead"
say CO, "Searching computer |ogs now'
say RE,"I'Il do a system wi de analysis check..."
say RE,"Kara, set me up with a class 5 dianetric scan range"
I'tal k2
say TO "...am getting an interference from the antimatter reactor"”
say TO, "looks like the gravinmetric stabilizer has be pol arized"
say CE, "I can probably bypass it by rigging a distortion field"
say CE,"in the systens relay matrix"
say CE,"...lets tractor it"
say FO "Roger that Kendrick"”
I'tal k3
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5

say CO, "Commander, | have accessed the conputer logs..."
say CO "The probe is broadcasting from Polaris!"
say RE,"All we have to do now is figure out what happened to the
crew'
say CE,"....and the Hyperion Subspace Device"

endevent s

#

[ event]

I'tal k1

I'tal k2

I'tal k3

found_rei ngard

Note the use of the $ character in these exanples. This is to show that
the [event] block is at the bottomr of file. Remenber what | said earlier
that the $ character nust be the last line in the script source file?

WARNING |If you are going to be signalling an event from within the [ai]
bl ocks of several actors, be sure to know *exactly* what each actor is
going to be doing. This is one area where |'ve seen many scripts behave
differently because the logic is flawed.

SCRI PTI NG BLOCKS - [ SETS]

Though you can script individual actors, there are tines when you wil |l
want

to work with a group of actors. This is where sets cone in. Using sets,
you

can work with actors, entities as well as cargo itens using a pre-
def i ned

selection set within the [set] block. Like the [event] block, you should
try to keep the set definition block at the end of the file so that its
easy to | ocate and nodify.

SYNTAX

[ sets]

:<set identifier> /] user defined identifier
[ <set menber>,...] /1 set menbers

The leading : character indicates that the string is a set identifier

The set identifier is equivalent to predefined event names and can be
any

string. The <set identifier> my NOT be a keyword nor the nanme of a
previously used actor identifier. Al set identifiers nust be unique.

<set menber> may be a collection of races, castes, actors, objects,
concrete classes, previously defined sets, and nuneric store itens. The
set

acts as a collection of one each of these entities. The <set nenber> may
be

given in any order and may span several |ines,

In the case of subsets, the set contains all the el enents of the naned
subset as well as it's own elements. A set may not include iteself in
its definition.

A new set definition, new block, or end of file "cl oses" the current
set.
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The set may subsequently be used in several internl or user defined
events

and commands including !detect, !exist, create etc. Forward referencing
of

the set is allowed.

There can be any nunber of user defined sets. The only penalty of a set
is incurred when it is used in !detect or create because each one is
processed i ndividually.

EXAMPLES

e.g. #1

In this exanple, the itens placed in the cargo pod are not in a set.
yﬂgnpod is created there will be 100x67, 1x189, 50x277 items. The itens
use

the syntax of the ADD STORE conmand (quantity x item nunber). Once the
'cargo_pod' actor is created, it will contain the itens defined using
t he

ADD STORE conmmand.

[ dynami c]
terran scientist,,cargo_pod, cargo2, pod with_stuff
[ai]
. cargo_pod, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”jnp-10 2000 jnp-04
stop
events 102
I begi n_t od2

activate this

add_store this, 100, 67, 1, 189, 50, 277
endevent s

e.g. #2

In this exanple, the itens placed in the cargo pod are in a set. Al so
notice that there are two lines in the set. You can have as many |ines
as

you want. The shorter the line, the easier it is to read and understand.
The itenms in the set definition use the syntax for the ADD_STORE command
(quantity x itemnunber). Once the 'cargo_pod' actor is created, it wll
contain the itens defined in the 'cargo_podl' set.

Also in this exanple, there are two other sets which create generic
cargopods (with no itens in thenm) when the !begin_tod2 event for the
cargo_pod actor is fired. (1) The 'cargo_pod2' set uses the interna

' cargopod' class nanme. This allows the system to pick a randon type of
cargopod. There are only two types of cargo objects in this interna

cl ass.

It consists of cargol.3dc and cargo2. 3dc objects. See SECTION 8.0 for a
list of internal classes and the OBJDEFS. SCR file for a list of objects.
(2) The cargo_pod3 set uses the object nane directly.

Note that unlike the cargo_pod actor which is created by the script, the
other two pods are created using the CREATE conmand which uses the set
to

determ ne what type of entity to create. It creates one of each set

type.

The [event] block is just there to denonstrate how these two sets can
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co-exist at the end of the file. If you renmenbered the discussion on
events, then you will see that the cargo_pod actor will signal an event
2

mnutes after it is created. It is that event that causes the two other
pods to be created.

Anot her difference with these 3 pods is that only the first one has an
id.

Using this id, you can fire an event that uses a comuand to add itens to
it. Since the other two don't have an id, you cannot script any events

for

them and this is why they are created with no items in them If you

t ar get

the first pod in the VDD, you will be able to see its contents and have
a

shuttl e coll ect them

[ dynami c]
terran scientist,,cargo_pod, cargo2, pod with_stuff
[ai]
. cargo_pod, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”jnp-10 2000 jnp-04
stop
events 102
Icreateit
create 1, cargo_pod2, cargo_pod3
I begi n_t od2
activate this
signal createit,?2
endevent s
#
[ sets]
:cargo_podl
100, 67, 1, 189
50, 277
: cargo_pod2
car gopod
:cargo_pod3
car go2. 3dc
[ event]
Icreateit
$

e.g. #3

In this exanple, a set of hostile targets is defined in a set and
accessed

collectively. The friendl actor will broadcast that nmessage if it
detects

any nenber of the 'hostiles' set, in this case, hostilel or hostile2.

You will also notice that it also has provision for detecting just one
ship. In which case, it will broadcast both nmessages if it detects

hostil el
but the second nessage will not be broadcast for hostile2. You could add
a

"ldetect hostile2' event for a nmessage specific to that actor

You may be wondering about the "attack it' conmand. Well, its perfectly
valid. The actor will act the first nenber of the set that it detects.

| f

it gets destroyed, then it will nove on to the next nenber until al
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menbers of the set are out of scope (left the region, destroyed, docked
etc).

The '"hostiles_class' set lists races and a caste that the player has
determined to be hostile. In this case, if any Ganmul an or Vesperon type
actor is detected, the message will be sent. It will also be sent if an
i nsurgent caste is detected. The '!detect ganmul an, vesperon, i nsurgent
event could al so have been used, but | used a set to illustrate the
benefits of using a set. This set can be accessed by any object without
have to renenber all the set entities as you would if you were witing
each

one individually.

Though you can m x and match entities in a set, be aware of how the

act or

will act based on each nmenber of that set. In the exanple you will see
t hat

the friendl actor will repeat the broadcast under several circunstances
as

expl ai ned above.

Al so, create unique sets when possible to avoid confusion. This nmeans

t hat

while you can m x races and castes in a set, try not to put cargo itens
in

that set too. You will get confused because of how the paraneters are
passed.

[ dynami c]
terran mlitary,,friendl,interceptor_nkl,friendly_unit
gammul an mlitary,, hostil el, vandal, | eader
ganmmul an mlitary,, hostile2, starl ance. 3d, escort
[ai]
.friendl, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”jnp-10 2000 jnp-04
crui se earthz”j np-04
stop
events 102
I begi n_t od2
activate this
I detect hostiles
br oadcast "hostile ships detected!"
attack it
Idetect hostile class
broadcast "hostiles detected!"
Idetect hostilel
br oadcast "l eader detected!"
endevent s
#
.hostilel
start inactive near earthz”jnp-10 5000 jnp-04
stop
events 102
I begi n_t od2
activate this
patrol earthz
endevent s
#
.hostile2
start escort hostilel 250
stop
events 102
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I begi n_t od2
activate this
br oadcast "escorting | eader”
Idetect friendl
broadcast "eneny target detected
endevent s
#
[ sets]
“hostiles
hostil el, hostil e2
:hostile_class
ganmul an, vesper on, i nsur gent
$

In conclusion, sets can be very powerful and make a script nore dynam c
and

readabl e. Al so, you can use sets to generate a randonm set of entities.
The

script for Xtreme Carnage uses sets to generate a randonm type of hostile
ships in sone |evels.

SCRI PTI NG BLOCKS - [ MACRC

Sonmetimes scripts can be repetitious and long especially if you are
designing a | engthy canpaign. In these instances, you may want to use
macros to sinplify some of these comands that you use frequently.

Macros are defined in a [macro] block. The [nmacro] bl ock should end with
a line containing [endmacro]. The macro body may contain npost types of
commands i ncl udi ng ot her script bl ocks.

More than one macro can be defined in a macro bl ock. The [macro] bl ock
is

al so subject to the guidelines for creating other blocks such as [ai]
and

[dynami c]. The bl ock must be in scope. You are advised to keep macro
bl ocks

either at the beginning or at the end of the script file. This way, it
is

easy to | ocate and change.

SYNTAX

[ macr o]

:<macro nanme>[,formal paraneter[=default value]]...

<macr o body>

: MACRO_END

[ endmacr o]

The leading : character indicates that the string is a macro identifier
In the macro, text substitution of formal paraneters is effected by

pl aci ng

the paraneter within % nmetacharacters, i.e

%<f or mal paraneter>%

VWhen a macro is encountered in a script, it is expanded to the genera
fornm

using the foll owi ng syntax:

<macro nane>([actual paraneter][,...])
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If an actual paranmeter is not specified the default value (if given in
the macro definition) is substituted for it.

The macro name MJST begin on the first non-whitespace character in the
line, and a macro with no argunments nust be specifed as foll ows:

<macro name>()
If <macro nanme> is not previously defined, no expansion occurs.

Macro definitions may call other macros, which need not be previously
defi ned.

Macro definition continuation lines for macros with many argunments is
allowed. If the last charactor on the line is a comm, then the

foll owi ng

line is considered a continuation and is appended onto the previous
line.

continuati ons may span several |ines, eg

:macr o( par ami, par an®, par an8, par and, par anb, par an6, par an¥, par anB)
<macr o body>

may be witten as:

:macr o( par ani, par an?,
par an8,

par am4, par anb,

par anb, par an, par anB)
<macr o body>

EXAMPLE

This macro in egl generates ODS platfornms using a default set of

par anet er s

or replacenment paraneters. It contains a macro for actually creating the
ODS obj ect as well as an event bl ock macro!

The lines that invoke the macro, do not need to be placed in any
particul ar

bl ock but for safety's sake, put them where they are nost |ogical. Wy?
Because the macro defines all the valid blocks required for an object.
Thi s

i ncl udes the [dynanmic] and [ai] bl ocks.

In this exanple, two types of ODS platfornms are created around Earth and
Sygan. Wen the friend actor is created, it can also reference a macro
obj ect because the macro al so provides a valid object id.

Notice how in the first macro call, the default orbital speed of the
Earth
ODS is over-ridden with a new val ue.

oserving the macro definition, you can see how easy it is to call the
"make_ods' macro without having to wite a new definition each tinmne.

WARNI NG Whien calling the nacro, you MJST observe the order in which the
variabl es were ordered in the macro defnition. From egl, you will see

t hat

the first call to the macro overrides the object type and the orbita
speed. These values are in the proper order. If the '1000' was before
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t he

' xtender. 3dc' override variable, the parser will flag this as error
because

that variabl e expects an object and not a nunerical value. It is

| MPORTANT

for you to renmenber this. You can bypass, i.e, use the default macro

variable, by sinmply using a , nmetacharacter where the value should be if
you are going to be skipping one value in order to override the next.

e.g. #1

[ macr o]
:0ds_event s()
events
I begi n_todl
broadcast "I'm operational "
endevent s
: MACRO_END
#
:make_ods(race caste, skill, pl anet,
di st ance=170000,
speed=500, rol | =90, pi t ch=0,
obj type=trancor. 3dc,)
[ dynami c]
% ace% Ycast e% kil | % %pl anet % ods, %obj _type%
[ai]
. %! anet % ods, 100, 100, 100, 100, 100, 100, 0
start orbit Y%l anet % %i st ance% Y%speed% % ol | % %pi t ch%
stop
ods_event s()
: MACRO_END
[ endmacr o]
#
make_ods(terran mlitary,,earth,, 1000, ,, xt ender. 3dc)
make_ods(terran insurgent,,sygan)
#
[ dynami c]
terran mlitary,,friend,ic2.3dc
[ai]
.friend, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”jnp-10 2000 jnp-04
stop
events 102
I begi n_t od2
activate this
I detect earth_ods
broadcast "Orbital Defense Systemr detected"
endevent s

e.g. #2

In this exanple, a macro is used to generate a variety of ships. Note
t hat
| have created a macro for al nbst every paraneter all owed.

I have also created a macro expansion for a sinple form of START/ STOP

type.

You can do this if you want but just bear in mnd that the START/ STOP
section in the [ai] block, takes several different paraneters!

See SECTION 6.1 for nore on this section

Noti ce how | augment the default events for the second ship (insurgent)
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created in the macro, with another event. Since you can have severa
[event] blocks for an object, this is perfectly legal. Just renenber
what

|'ve said about the scope of blocks and where to place them If | had
inserted the new events section when the [dynam c] section for another
actor was in scope, an error would occur. As your scripting skills

i mprove,

you will see how to use the object id anywhere in a script to override
t he

default events for an actor. In this exanple, you can assunme that | have
used this technique to augnent another object's (friendl) macro events.

[ macr o]
:ship_events()
events 102
I begi n_todl
activate this
endevent s
: MACRO_END
#
:make_shi p(st_node, st_regi on
race caste, skill, obj_id, obj_type, vddnane,
shi el d=100, ar nor =100, engi ne=100, weapon=100, bay=100,
react or =100, cl oak=0, )
[ dynami c]
% ace% Y%cast e% kil | % Y%obj _i d% Yobj _t ype% %vddnane%
[ai]
. Yobj _i d% Y%shi el d% Y%ar nor % Y%engi ne% %weapon% Y%bay% % eact or % %l oak%
start Y%t_node% I N %t _regi on%
stop
shi p_event s()
: MACRO_END
[ endmacr o]
#
make_ship(inactive,marsz,terran mlitary,,friendl,ic2.3dc,friendly_ship)
make_shi p(inactive, syganz,terran
i nsurgent, , enenyl, vandal . 3dc, enemny_shi p)
events 102
I detect bc
attack it
Iresol ve_todl
rtb
endevent s
#
[ai]
.friendl
events 102
I damaged t his, 50
br oadcast "Damaged by 50%
endevent s
#

Macros can be as powerful as you want them to be. They can al so be
confusi ng and conpl ex. Use wi sely. Wen in doubt, do it the hard way.

3.7 SCRI PTI NG BLOCKS - [REG ON|

You have no business nessing with the [region] block. So, this section
is for information purposes only.

There is absolutely NO reason for you to use this bl ock because the
i nternal
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defaults are in use by the internal master script. Defining a [region]
bl ock
in your own script will not only alter the ganme universe, it will nost
likely weak havoc with the "world order'.
This block is used to define initial region settings & autogeneration.
SYNTAX
The following syntax is used for defining region startup paraneters. A
region may only be ONCE in the script and can apply to space or pl anet
regi ons. See NAVCHART. PDF for nore on region settings.

SET <race>, <r p>, <dp>, <con>, <t | vl >, <dl vl >, <t cl ass>, <i nf >, <sec>, <pop>

<race> - Any valid race

<r p> - Resource Points

<dp> - Defense Points

<condi ti on> - Normal , Unstable, Critical, Barren, | nvasion
<tlevel > - Tech Level (1-10)

<dl evel > - Defense Level (1-10)

<tcl ass> - Tech O ass (AD, MW\, AG RO, HT)

<i nf> - Inflation Level (0-5)

<sec> - Security Status (LEGAL, | LLEGAL)

<pop> - Surface Popul ation (0-100%

DEFI NIl NG REG ON AUTO- GENERATI ON ENTI Tl ES

The following syntax is used for auto-generated entities. If a <race>
appears as the first paraneter instead of the SET keyword, this indicates

to

the parser that it is an auto-generated entity. Autogeneration is region
and

event based. These all appear within the regi on bl ock consisting of

regi on

nanes in the foll ow ng format:

Not e: You can turn auto-generation on/off using the AUTOGEN scri pt
conmand.

: <regi on>, <active_max>, <i nacti ve_max>

<r egi on> - Any space or planet region, eg EARTHZ, EARTH etc
<active_max> - the max nunber of objects that can be generated in a
regi on

that is ACTIVE or one junp away from the player or a
pl ayer controlled probe/ship.

<inactive_max> - the limt of the nunmber of objects generated for a
regi on
that is | NACTIVE

The regi on specification is followed by one or nore event probabilities
and
cl ass instance which may be augmented. The format of each event is:

<race>, <cast e>, <probabi |l ity>, <event _i nterval > <l oiter_interval >,
<start_flag>, <search_fl ag>, <exit_flag>, <cl ass>, <i nt _ag_nax>, <i nt _ag_prob>

<race> - Any valid race.
Can also use E,F,N,* for eneny, friendly, neutral
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<cast e>

<probability>

<event
i nterval >
this

<loiter
i nterval >
<start

flag>
vi sited.

<sear ch
flag>

<exi t
flag>
regi on.

<cl ass>

<i nt _ag_max>

<i nt _ag_prob>
EXAMPLE
e.g. #1

[ macr o]

: enemny_aggressi ve()
ENEMY, RAI DER, 10, 5,5,J,J,J,c
ENEMY, CRI M NAL, 10, 5,5, J,J,J
ENEMY, ASSASSI N, 10, 5,5, J,J,J
ENEMY, MERCENARY, 10, 5, 5, J,

ENEMY, RAI DER, 10, 5,5,J,J,J,f
ENEMY, CRI M NAL, 10, 5,5,J,J,J
ENEMY, ASSASSI N, 10, 5,5, J,J,J

9/ 9/ 2005
(default), or random
Any valid caste

The probability in percent that the unit will actually
be generated. Floating point val ue between 0.002 and
100.

The smal |l est all owabl e value is 0.002 which m ght be
used

to generate a gal axi an ship. 100 nmeans the unit is

al ways

generated if the region limts are not exceeded.

Time in mnutes between each generation of a unit of
cl ass.

The max time in mnutes that the unit will wait before
leaving if it can't find anything interesting to do.

SP,MUJ,*, [/ station/planet/nmoon/uncharted/junp/all
Acts as location mask, if not specified, won't be

e.g PMneans the unit comes from a noon or planet only
the actual planet or junp point etc is chosen at random

SP,MUJ,*, [/ station/planet/nmoon/uncharted/junp/all
Acts as search mask, if not specified, won't be visited.
The unit will visit each flag type before | eaving the
region. Used for search and patrol actions.

SP,MUJ,*, [/ station/planet/nmoon/uncharted/junp/all
Acts as exit nmask and determ nes how entity | eaves

If not specified, will not be used.
O ass of object being generated.

max nunber of intruders to create on players ship when
this object is created. The probability of this occuring
is given by int_ag_prob. Use 0,0 to disable the
generation

The BC nmust be in the player region or the intruder
generation is ignored. Intruders can't beamr to player's
ship if it is cloaked.

I ntruder autogeneration probability (floating point)

!/l ACG nmacro

rui ser, 2,5

cruiser, 2,5

cruiser, 2,5

,cruiser,2,5

ghter, 0,0

fighter,0,0

fighter,0,0

3,3
, i
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ENEMY, MERCENARY, 10, 5,5,J,J,J,fighter,0,0
: MACRO_END

#

: random aggr essi ve()

ANYRACE, M LI TARY, 10, 5,5,J,J,J, cruiser, 4,5
ANYRACE, RAI DER, 10, 5,5,J,J,J,cruiser, 4,5

ANYRACE, RAI DER, 10, 5,5,J,J,J,fighter, 0,0

ANYRACE, CRI M NAL, 10, 5,5,J,J,J,cruiser, 2,5

ANYRACE, M LI TARY, 10, 5,5,J,J,J,fighter,0,0

ANYRACE, CRI M NAL, 10, 5,5,J,J,J,fighter,0,0

ANYRACE, ASSASSI N, 10, 5,5,J,J,J,cruiser, 2,5

ANYRACE, ASSASSIN, 10, 5, 5,J,J,J, fighter, 0,0

ANYRACE, MERCENARY, 10, 5, 5, J, J, J, crui ser, 2, 10

ANYRACE, MERCENARY, 10, 5, 5, J, J, J, fighter,0,0

: MACRO_END

#

[ region]

searthz, 10,5 /1 Region
SET TERRAN, 0, 0, NORVAL, 10, 10, AD, 0, LEGAL /1 Region definition
TERRAN, M LI TARY, 70. 5, 10, 10, J,J, S,fighter, 0,0 /] AC entity
TERRAN, HARMLESS, 80. 5, 9, 10, J, P, J, carrier,0,0 /"
eneny_aggressi ve() /1 macro expansion
friendly mlitary() /1"

#

NOTES:

(1) A region can be made truly dynam c using very powerful macros wth
eclectic entities. However, be certain that you know what you are doi ng.
Since AC entities use their owm internal Al logic, they will use the

def aul t

Al rules for their "type' based on their race/caste. So for instance if
you

generate 'terran mlitary' and 'gammulan mlitary' actors in the sanme
region, a fight will ensue. Period. Simlarly, if diplomats are generated
in

a region that has a probability of raiders showing up, they will get
attacked. This sort of dynam c nature of the AC process is what keeps the
uni verse dynami c. You can define protected regions, trade routes etc.

It is not an easy task to create a truly dynam c world and nost
especially

one which will allow directed (actor using defined scripted actions) or
"free-form (AG actor using internal Al rules and logic) actors. It has

taken ne over 5 years or nore to get it just right and there are still a
| ot
of variations that | still haven't investigated and permutations that |

haven't consi dered.

This is all due to the advanced Al that actors possess and which

det er mi nes

what they do whether they are directed or free-form In fact, creating a
directed actor (as you know by now) only gives it direct orders. Once it
has

performed those, or if there is a conflict with a user defined order and
its

internal A, an actor will always consult its internal Al rules in order
to

exist as it was intended. An Insurgent is an Insurgent, even if you told
it

to halt and park next to a Terran station. The minute it is created, it
wil |
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3.

8

consult its internal Al logic in order to figure out what to do once the
station starts launching attack ships at it. A directed actor created in
a

region, will find sonething to do even if you don't give it an order. In
this instance, it acts just like a free-form actor

(2) The activel/inactive anounts can be overridden by other objects within
the region. This nmeans that if a region is scripted to only have 10 AC
entities at any one tine, once those entities start |aunching their own
ships (carriers etc), the nunber of objects in the region will increase.

(3) An ACTIVE region is one that the player or one of his ships or probes
has visited. It is also one that has an Al actor that requires background
processing. This includes stations, ODS systens, conets etc. Therefore,
out

of the 91 space regions, 75 planets and 145 noons in the gane, since each
one probably has an entity, this neans that about 75% of themr are active
at

the start of the gane. The only exception would be a region that only has
a

region with no station, ODS or conet. These actors that require constant
Al

updating are called 'dynamc' entities. Others, called '"static' entities,
such as the planet object, junp gates etc, do not require background
processi ng because they have no Al.

Once you, one of your ships/probes, or perhaps a scripted ship pass

t hr ough

this type of region (one wthout dynam c actors), it will switch it from
I NACTI VE to ACTIVE. The planetary region itself (if the space region
contai ns a planet/nmoon) however will remain I NACTIVE until the said
entities

actually enter it. So, yes, the space and planetary regi ons are processed
i ndependently of each ot her

Once a region is nade ACTIVE, it cannot be sw tched back. This is why, if
you travel enough around the gal axy, the nore skirm shes that are going
on,

the slower the game gets. In the next generation of this engi ne which
wil |

debut in the sequel, BC:. 3020AD, this processing has been streanined
remar kably. Future versions may probably have SWMP support.

CREATING A WNG OF UNITS

You can collect a group of units into a single wing and then be able to
mani pul ate the wing as a single entity or access each unit in the w ng
directly.

[ dynami c]
<wing_id> (single colon to start the w ng bl ock)

<object list>
(two colons to end the wi ng bl ock)

<wi ng_i d> must not contain a character

<object list>is alist of one or nore object definitions using the
format of the [dynam c] bl ock

This will create a group of |ocal w ng objects that can be
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si mul taneously ordered in ai bl ocks.

<i d> cannot be accessed in [ai] blocks unless the current scope is
the wing it is defined in, but it can be globally accessed using
t he obj ect syntax

<wi ng_i d>. <i d>
e.g attack wingl.f1

The syntax of <object_id> allows multiple <object_ids> to be
used. The followi ng script then is applied to all listed
objects. The syntax is:

. <obj ect _i d>[, <object_id>...] [parans]

or

The second form is used to cancel scripting for the current
wing (if any) and return to the gl obal script scope

e.g. This is a sinplified script with nultiple objects

[ dynami c]
vesperon di pl omat,, enenyl, | rt 10, | eader
vesperon mlitary,, enenmy2, vandal , escortl
vesperon mlitary,,eneny3, corsair, escort?
[ai]
. eneny2, eneny3, 100, 100, 100, 100, 100, 100, 0 #1
. eneny2
start inactive escort enenmyl 150 3 #2
stop
. eneny3
start inactive escort enenyl 150 9 #2
stop
. eneny2, eneny3 #3
events 101
I begi nL1

activate this
I det ect pl ayer

attack it
I'resol velLl

flee
endevent s

Not es:
#1 applies paraneters to all objects |isted.

#2 the objects have unique start directives so that they don't
appear at the sanme | ocation.

#3 this defines the follow ng script commands to apply to both
obj ects, since these orders are identical

A script that uses .<wing_id> in place of an .<object_id>
can be used to encapsulate the objects in the wing. The
exanpl e above can be rewitten as shown bel ow

[ dynami c]
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senemy_wingl

vesperon di pl omat,, enenyl, | rt 10, | eader #1
vesperon mlitary,, eneny2, vandal , escortl #1
vesperon mlitary,,eneny3, corsair, escort? #1
[ai]

. eneny_w ng1l, 100, 100, 100, 100, 100, 100, 0 #2
. enenyl, 50, 50, 15, 100, 100, 100, 0 #2
start inactive near earthz”earth 5000 jnp-10
stop

. eneny2

start inactive escort enenmyl 150 3

stop

. eneny3

start inactive escort enenyl 150 9

stop

. eneny2, eneny3
events 101
I begi nL1
activate this
I det ect pl ayer
attack it
Iresol velLl
flee
endevent s

Not es:

#1 The object ids enenyl, eneny2, eneny3 are | ocal to the eneny_wi ngl
group and may be used for other objects. You can then define w ngs
in a [macro] block and then call-up nultiple instances of themn
wi thout the difficulties of unique nam ng

#2 Specifying object parans for the wing sets these paraneters
for all objects in a wing, they are redefined here for TI1.
previosly it was invalid to specify object paranters nore than
once. It is now possible to re-define them The |ast definition
is the one that is applied to the object. These pareneters
are fixed once the script is running in the gane (i.e you cannot
change themr "on-the-fly")

An exanpl e use of a macro that defines a wing

[ macr o]

: W NGTYPEL( NAVE, M_NUM M_NAME)

#

# Note that the [dynamic] line is part of the macro
# definition

#

[ dynami c]

: YNAVEY%S

vesperon di pl omat,, enenyl, | rt10, | eader
vesperon mlitary,, eneny2, vandal , escortl
vesperon mlitary,,eneny3, corsair, escort?

Y
# Again [ai] is part of the macro definition
#

[ai]

. YNAME% 100, 100, 100, 100, 100, 100, 0

. eneny2
start inactive escort enenmyl 150 3
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stop

. eneny3

start inactive escort enenyl 150 9

stop

.enenyl, eneny?2, eneny3

events %V NUM»b

I begi n%M_NANVEY%
activate this

endevent s

. eneny2, eneny3

events %V NUM»b

I det ect pl ayer
attack it

I'resol ve¥M NAVE%
flee

endevent s

: MACRO_END

If you suspect problens with nmacros try adding the follow ng
between after any [macro] bl ocks that end i mediately before
[dynami c] or [ai] bl ocks

(as in this case)

endmacr o]

Orders specific to the | ead ship

[ai]

.ewl. enenyl, 50, 50, 15, 100, 100, 100, 0

start inactive near earthz”earth 5000 jnp-10
stop

HHHF T HHH I

call up a wing for mssion 101 (day 1 phase 1)

Note this nust be done after defining the |ead

ship START position (ewl.enemyl above) since the fighters need to know
where the transport is |located. O herwi se you will

get a "defined outside region" error

The transport ship definition in the [dynam c] section in the

macro definition is processed before the preceding

| ead ship start/stop placenent (in a prior pass) so it is

valid to reference it before it is defined.

HHHFHFHF

W NGTYPE1(ewl, 101, L1)

#

# The macro can be used again to create another simlar
# wing of ships for exanple:

#

.ew2. enenyl

start inactive near earthz”earth 25000 jnp-02
#

# This tinme the lead will dock with a station
#

dock gal conm

stop

#

W NGTYPEL1( ew2, 102, L1)

Q HOWDO | DI STRIBUTE A SET OF SCENARI O SCRI PTS?
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A

>0 >0

>0

>0

You pack up the MS, DES and DAT files associated with the script and send
to the person. They would then copy it to their SCRI PTS fol der and run the
gane. The files can either be in a zip file (neater) or not. e.g. you
could

have the files in a MYSCENARIO ZI P file or just have the three files in

t he

f ol der unzi pped.

If there are naming conflicts e.g. you create scripts which have the sanme
name

as the gane script, the game will use the scripts with the nost recent
date/tinme

stanp. So, e.g. if you created a Roam scenario script for the comrander
and call it CMDR _BCRO000. SCR, the new version will be used by the gane.

NOTE: Wien nami ng your scripts, do NOT use the nam ng convention used by
gg??pts!! e.g. BCIA0101 to BCl A0125 are a ganme scripts, so you should
;gﬁ:fnunbering from BCl A0O201 to BCI A0299, BCI A0301 to BCl A0399 etc. This
?gpgiﬁsscript types (ROAM ACM | A, TA) but each have their own nam ng
conventi ons.

CAN | MODI FY THE SPACE OR PLANETARY WORLD?
No. You can only create new scenari o scripts.

CAN | CREATE NEW MODELS SUCH AS SHI PS ETC?

No. You can only use existing 3D assets already in the gane. For a list of
ganme 3D assets, refer to the OBIDEFS. SCR file as well as the ganme appendi x
files.

CAN | MESS WTH THE GAME | NI FILES ( DATA and PTE2 FOLDERS)?
No, some are MD5 encrypted and the game will refuse to start if you ness
with them

HOW DO | MODI FY THE PARAMETERS OF AN EXI STING UNIT I N THE GAME?
If you are interested in changing settings such as flight dynam cs, weapon
| oadouts etc, look in the OBJDEFS. SCR file

If you are interested in changing the class definitions such as support
crafts, types, conplenent etc, ook in the OBJCLASS. SCR fil e.

e.g.

To change the firing rate of the Battlecruiser MK3 carrier, from one shot
every 350ns to one shot every 100ns, go to OBJDEFS. SCR |line 161 and change
the 9850 paraneter to %100

To change its HJ transit tine from 120 secs to 10 secs, change the J120000
to J10000

To change its HJ recharge time from 90 secs to 5 secs, change the j 90000
to j 5000

To change the damage factor of the shots fired by the Battl ecruiser M3
carrier (and all crafts that use that shot type), go to OBJCLASS. SCR |i ne
502 and nmake a note of which shots it uses. They are type SHOTI 4r. Now
go to OBJDEFS. SCR |ine 589 and change the E100 to E1000 to nake each shot
gi ve 1000 units of damage instead of the default 100.

The description of all the paraneters are |located at the top of the
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system script file.

NOTE: that editing any of the .SCR system script files requires
preparation

of ALL script files associated with them If you do not do this (see the
PREPSCRI PTS. BAT file conments), then you will have problens. Since you
don't have the sources for the scenarios which ship with the gane, the
new paranmeters will NOT work with those scenarios, they will only work
with your scripts. As such, if you make drastic nods to these systen
files, NONE of the scenarios which ship with the ganme, will work.

Q HOWCAN | MODI FY THE ATTRI BUTES OF STATI ONS ALREADY I N THE GAME WORLD?
A. Because stations, starbases, orbital defense systems, supply stations etc
are al so scripted, you can access thenr WTHOUT having to nodify the
system scripts in which they are defined. This exanple nodifies the
GALCOVHQ station from within your script and does not affect the station
when ot her scenarios are run.
[ai]
. gal conmhq
events 1
I'setupl1
damage this 15 25 -1 -1 -1 -1
weapons off this
| aunches off this
si gnal ghg_back_online, 15
I det ect pl ayer
broadcast "OUR LAUNCH AND WEAPON SYSTEMS ARE OFFLI NE"
br oadcast "SHOULD BE BACK ONLINE I N ABOUT 15 M NUTES"
I ghg_back_onl i ne
| aunches on this
weapons on this
signal launch_wi ng, 5
I'l aunch_wi ng
[ aunch fighter, 4, def end gal comhqg
br oadcast "PROTECTI VE W NG LAUNCHED'
endevent s
#
[ event]
I ghg_back_onl i ne
I'l aunch_wi ng
Note that you don't need to include the [ai] block if you are adding
this definition within a pre-existing [ai] block. Because this script
fragment uses the station's identifier (see GLOB_DYN SCR), you have direct
access to it.
In the exanpl e above, the station's shield and arnor integrity are
reduced to 15% and 25% respectively. Its weapons and | aunch systens are
al so di sabl ed. They are however turned back on 15 mins after this script
starts via an event trigger. And five mnutes after that, it |aunches
a wing of four fighters (picked at random) to defend itself from further
attack.
Q HOWDO I OBTAIN THE SPACE REG ON NAME AND ENTI TI ES FOR USE W TH SCRI PTS?
A. You can start objects in a space or planetary region. In the case of a
space

regi on, you can use the "START NEAR' or "START IN' directive. But you need
to know the follow ng "

(1) The nane of the region
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(2) The nane of an object in the region

To obtain the nane of the region, look in the WORLD. SCR file. Any region
nane ending with the Z character, is a space region. Wthout it, the
regi on

is a planet or noon

e.g. inwrld.scr line 110, is the name of the space region where the
pl anet (line 111) and noon (line 112) are |ocated. Between lines 113-120
are the junp anonalies in the region

If you start the ganme and go to the Earth space region, the go to Tacops,
you will see these two planets and those junp anomalies in the space

regi on.

Usi ng Tacops (you can take a screen shot of the region from the top-down
view) is a good way to figure out where the anonalies are |ocated, their
di stances and relation to each other etc.

Now t hat you know t he name of the space region, the planet and the junp
anonal i es, you can use themr to define the start |ocations of your units.

The foll owi ng exanpl es use variations and script directives
e.g #1

[ dynami c]
terran mlitary,,f1, bcruznk2. 3d
[ai]
.f1, 100, 100, 100, 100, 100, 100, 0
start inactive near earthz”jnp-10 5000 jnp-02
stop
events 1
I beginl1
activate this
I'startup
broadcast "I activated in Earth space regi on”
broadcast "1 am 5kn from junp point #10 facing junp point #2"
endevent s

e.g #2

[ dynami c]
terran mlitary,,f1, bcruznk2. 3d
[ai]
.f1, 100, 100, 100, 100, 100, 100, 0
start in earthz
stop
events 1
I beginl1
activate this
I'startup
broadcast "I started in Earth space region at random | ocation"
endevent s

e.g #3

[ dynami c]

terran mlitary,,f1, bcruznk2. 3d

[ai]

.f1, 100, 100, 100, 100, 100, 100, 0

start near marz”mars 150000 noon- phobos
stop
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>0

events 1
I'startup

broadcast "I started in Mars space regi on”

broadcast "1 am 150knm from the planet Mars and faci ng the Phobos noon"
endevent s

Note also that in addition to using region names and anomalies within

t hem

you can al so use other objects that exist in the region. As long as they
exi st, they can be used - and they can be any object (e.g. another ship,
cargo pod etc). This exanple uses a pre-existing station in orbit around
t he planet Earth.

e.g #4

[ dynami c]

terran mlitary,,f1, bcruznk2. 3d

[ai]

.f1, 100, 100, 100, 100, 100, 100, 0

start near earthz”gal comhg 50000 earth

stop

events 1

I'startup
broadcast "l started in Earth space region"
broadcast "1 amr 50k from GALCOVHQ station and facing the planet Earth”

endevent s

NOTE: You can al so start the player in a space region by using the
SET_REG ON
command. It takes the same parameters as START I N or START NEAR

In this exanple, the player is starting at a randonm |location in the Earth
space region.

e.g. set_region earthz

HOW DO | OBTAIN THE PLANET REG ON NAME AND ENTI TI ES FOR USE W TH SCRI PTS?
You can start objects in a space or planetary region. In the case of a

pl anet region, you nmust use the "START ON_PLANET" directive. But you need
to know the follow ng "

(1) The nane of the planet region
(2) The nane of the nzone within the nzone

The PTEDEFS.IN file located in the PTE2 fol der contains the |list of al
nzones and scenes in the ganme world. You would need the PTEstudi o too
in order to view them without having to run the game. See bel ow

e.g.

.f1, 100, 100, 100, 100, 100, 100, 0

start on_planet on_pl anet earth earthOO[ sbase] 175.86 51.14 0 180

stop

events 1

I'startup
broadcast "I started on the Earth planet in the earthOO[ sbhase] nzone"
broadcast "My X/Y locations within the nzone are 22.847, 4. 666"
broadcast "l am at zero altitude on ground headi ng South at 180
degr ees”

endevent s
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NOTE: You can al so start the player on a planet by using the SET_REQ ON
command. It takes the same paranmeters as START ON_PLANET, except that it
t akes the scene paranmeter as well.

In this exanple, the player is starting in the base_earthOl scene | ocated
in the earthOO[ sbase] nzone on the Earth planet. This command can
also take relative X' Y/Z | ocations w thin the nzone.

e.g. set_region earth, eart hOO[ sbase], base_eart hO1

4.1 TOOLS - PTESTUDI O SCENE VI SUALI ZER

This tool is used to view the nzones and scenes on planets in order to
obtain start |ocation for scripts which take place on planets.

1. Copy ptestudi 03.exe and ptestudio.ini files to your gane install folder
It will not work from ANYWHERE el sel

2. Create a shortcut with the desired paraneters. See the ptestudio.txt for
nor e

info on valid

par anet er s

3. Start the program and go to FILE/ SELECT PLANET/ SCENE t hen scroll down to
near the end of the list and left-click on the Earth (planet) in the first
wi ndow,

t hen EARTHOO[ SBASE] (nzone) in the second wi ndow, BASE EARTHOl1l (scene) and
click

on the GO TO SCENE button. Wait for it to |oad.

Once you are taken to the scene, you will be in the mddle of the scene at
ground zero.

NOTE: That there usually is no nodel at the center of the scene |ocation
because the

primary unit (e.g. a starbase) is scripted in order to have access to it at
scri pt

level. This is because entities within a .3DG group file cannot be accessed
fronm

within a script.

1. Go to OPTIONS/LOCAL MAP to display the map of the area you are in.

You should see a Yellow rectangle. This defines the nzone limts. The Wite
box

inside are the scenes within the nzone. The Yellow |line indicates your

| ocation

and direction of view travel.

2. Go to OPTI ONS/ STATS and you will see a bunch of info, including the
foll owi ng
i mportant ones

The entries you are interested in are:
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- pl anet : Earth
- region : terran/mlitary
- mssion zone : earthOO[ sbase], 26,170

- neone position @ 176528.562500m 51721. 531250n
Grab hold of paper and pen to wite down the info you need from all this.

Unl i ke space based scripts which use an actor as a starting point, planet
based
scripts primarily require a planetary | ocation based starting point.

So, assuming you wanted to create an | A scenario which takes place in an
nzone/ scene above, you would need to know where to start the player and
any scripted actors you wish to create within your script. Here's what you
need to do:

1. Use the UP/ DONN LEFT/ RI GHT arrow keys to nove to the desired | ocation on
the map. It can be inside or outside the scene but it nmust be within an
nzone.

You can increase your traversal range using 0-9. Wen you reach the desired
spot,

st op.

2. Now note your current position and wite it down e.qg.
nezone position : 176256.812500m 51397.625000m

3. Repeat steps 1-2 as often tinmes as needed. You would need to do this
if you were starting actors at various locations within the nzone.

At this point you can exit the progranm and go back to scripting. Unless of
course you want to see exactly where this neone is |located. In which case
go to OPTI ONS/ ZONE SELECTOR. The Red crosshair on the Zone Sel ector

map is your current |location on the planet. This is also the same map yo
see in Tacops, though Tacops uses a nore advanced version with a lot nore
options.

If you have the | ocal map displayed, you can right-click anywhere on the
Zone Sel ector, including inside the Yellow nm ssion zone boxes and instantly
be warped there. You will then see where you are on the |local nmap. Then you
can toggle off the Zone Selector and get a full view of the |ocal area.

You can also right-click inside the Local Map in order to warp to a | ocation
on the planet.

If you want to cal culate the di stance between two points e.g. you want sone
hostiles to intercept a target from a certain range and you don't want them
to have to travel too far over boring | andscape, then you would use the

mar ker .

To do this, press Mand a flashing dianond marker will appear. Now nmove to
the I ocation you want to neasure the range to (you can either travel using
t he keyboard as normal, or right-click to warp there). As you nove (or when
warped to the | ocation), the Marker Distance info will appear in the stats
display. So if it says 21347.207321m then thats how far you are from the
mar ker. To cancel the marker, press SH FT+M

NOTE: That the program will always override the local time by default. As
such,

it will always be daytine on the map you are on. To change it and use the
act ual

Time O Day for the area you are on, go to ENVI RONVENT/ CONTANT TOD

and toggle it.
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WARNI NG |f you nove outside of the |local scene, the position will display
NULL.

Thats normal and the nzone position co-ordinates will still be valid. But you
nmust

NOT nmove outside the m ssion zone. If you do and it goes NULL, you're in deep
troubl e.

ALSO

DO NOT!! mess around with the map editors in the Editor nmenu. If you do, you
wil |
nmost likely screwup the INI files and invalidate the gane environnment!!

THE SCRI PTI NG PART

NOW t hat you have the info, you can now use them in your |A script.

Below is a script excerpt which uses this info to start the player. The
conmand

whi ch uses these paraneters is in bold letters. You can take a | ook at one of
sanpl e scripts which uses these simlar conmmands.

L'init_player
set _race terran
set _caste insurgent
set _career elite force_narine
set_regi on earth, earthQOQ[ shase], base_eart h01

If you go back to the info above, you will see that EARTHOO[ SBASE]

neone is under Terran/Mlitary control. As such, the Terran/Ilnsurgent EFM
pl ayer

is being started in that nzone inside the BASE EARTHO1 scene on the planet
Eart h.

In other words, smack in the mddle of a hostile base.

>

Because the starting location for the player (in sp and np) is determ ned by
the /wp tags within various objects, we don't need an actual starting

| ocati on.

The systenm knows to pick a waypoint within the scene and start our hero off
there.

But if you wanted to add an exact starting location, you could use this
format which

puts you at that exact |ocation inside the nzone.

set_regi on earth, eart hOOQ[ shase], base_eart h01, 144. 962, 194. 030, 0, 0

Bel ow i s an excerpt which uses nore info to start an actor. Actors use the
on_pl anet

paranmeter of the start command and NOT the set_regi on command. However, both
use the

sane val ues derived from the nrzone

. badguy1, 100, 100, 100, 100, 100, 100, 0
start on_pl anet <b>eart hOO[ sbase] base_earth0l1 176.256 51.397 0 0</b>
stop
events 1
I'startup

broadcast "Ready to kickass and chew gum But ['m all outta gum"
endevent s

You are probably wondering why the values for the X and Y start |ocations for
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this

actor are not the sane as those you wote down. This is because the co-

ordi nate systen

ranges are calculated differently in the ganme itself. Al you need to do in
order to

arrive at valid nunbers is to discard all nunbers to the right of the deci mal
poi nt

and divide the nunbers preceeding the decinmal point by 1000 to obtain the

val ues

required by the gane engine. In this case the recorded position of

176256. 812500m 51397. 625000
becones
176. 256, 51. 397
and the start location for your actor will be where you were on the map

HOAEVER t here are tines when you need to use nore preci se values. After all,
if you

are creating a teamr of marines, you probably want thenm being neters instead
of

kilometers apart. In this regard, after you have actually converted the

val ues,

you woul d further adjust the nunbers precisely. Belowis an actor who are
nmerely

2 meters (along Y) apart from the first one above.

. badguy2, 100, 100, 100, 100, 100, 100, 0
start on_pl anet <b>eart hOO[ sbase] base_earth0l1 176.254 51.397 0 0</b>
stop
events 1
I'startup
broadcast "Here, | have an extra pack"
endevent s

Though this FAQentry is not to teach you how to use a scripting comrand, | et
ne
explain the last two paraneters used by this on_planet script conmand.

The Z conponent is only used for actors (e.g. crafts) who need to be started
in the air (though they can still be started on the groun). And if you're

t hi nking of doing this, be sure to be aware of the craft's capabilities
because

if you script a fast nmover at sonething |like 1000 neters above the ground,
e.g. 166.723 11.912 100 O, it will drop like a rock when activated and hit
the ground before it has tine to start its engines. In this case, you want
its start altitude to either be zero (it will take off just fine) or at

| east 1000nm above the ground.

The headi ng conponent (specified in degrees) e.g. 166.723 11.912 0 90

is rarely used because actors will turn toward their target. This paraneter
i s included for convenience only. Wo knows, you m ght want to create an
actor who is looking in one direction, while sonmeone is about to cap his
ass from the rear.

4.2 TOOLS - BCSTUDI O MODEL VI EVER

This tool is used to view the 3D nodel s and characters in the ganme
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1. Copy bcstudi 0. exe and bcstudio.ini files to your gane install folder.
It will not work from ANYWHERE el se!!

2. Create a shortcut with the desired paraneters. See the bcstudio.txt
for more info on valid par anet ers

Start the program and use File/Qpen to load a .3D file from the MODELS
fol der.

=== THE END ===
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