So You Want To Edit Things

by Tim Cain

So you want to edit things in Arcanum? In general, you would be wise to first read these docs:

	Eventscripts.doc
	Describes the format of scripts, including the associated dialog files

	GeneratedDialog.doc
	Describes the use of the generated dialog opcodes


Some may have changed, so make sure you are current. If you insist on jumping right in, at least read the specific documents for the thing you are interested in editing.

New note: the data in the game has been divided up into two kinds: game and module. Game data is needed by the game in order to run, and this data is loaded by the game at startup and is available in every module. Game data is located in the data subdirectory. Module data is specific to a particular module and is located in the Modules subdirectory.

You Want To Make A Script

Use scrmaker.exe (SockMonkey ScrMaker) to edit your script. The .scr files in the scr directory are NOT text files, and you can only create and modify these files with scrmaker.

Remember to prefix the name of your script with a 5 digit number unused by any other script in scr (check in source safe first). Note that the numbers 00000 thru 00999 are reserved. You are limited to scripts number 01000 thru 99999. Knock yourself out.

Finally, use that prefix number in WorldEd to access script. So if you want to use 01622bang.scr as a trap on a door, edit the door in WorldEd and set its “use” script to 1622. Now when the door is opened, it will call that script.

Script attachment points are defined in Eventscripts.doc.

You Want To Write A Dialog

Make a script (see above) to control the dialog entrance points and to handle any script calls from your dialog. Remember, you use the “Dialog (num)” opcode to access the dialog file you write.

The dialog itself is in a file named the same as the script, except with the extension .dlg and it is located in dlg directory. You can edit this dialog with the pull down Dialog->Edit in scrmaker or with any text editor you want.

Finally, attach the finished script to a creature’s “dialog” attachment point using WorldEd.

You Want To Add A Quest

First get two files out of source safe, rules\gamequest.mes and mes\gamequestlog.mes. Find the first sequential unused numbered message line in each one (it should and must be the same line, or someone has messed up). Then add that line in each file, with the following info


rules file: add 23 numbers (yow!). These are a number for the quest level (1 thru 20, indicating difficulty of the quest and determining the xp bonus for completing it), another number for the alignment adjustment for the pc completing the quest, and 3 banks of seven numbers each. The banks, in order, are normal dialog, bad reaction dialog, and stupid PC dialog. Each of the seven numbers in each bank is the dialog entry point for the quest in each of its seven states. You can use a –1 to indicate no dialog line, meaning no message will be printed.


mes file: this is the log entry that will appear in the log file for this quest. It will be added as soon as the quest is mentioned. Remember, this one log entry is used for all quest states, from mentioned thru completed and including botched. It is colored differently and perhaps struck out for the different states.

Remember, game quests start at 1000.

You Want To Add A Rumor

First get four files out of source safe, all of them in mes: game_rd_npc_m2m.mes, game_rd_npc_m2f.mes, game_rd_npc_f2m.mes, and game_rd_npc_f2f.mes. These files contain rumor messages, starting at line 20000 for rumor 1000, and incremented in blocks of 20, for each subsequent rumor. You will add a block to the end of each file, one message line (blank in all files except game_rd_npc_m2m.mes) followed by a message line for each social class in the game. That first line is blank except in game_rd_npc_m2m.mes, where you add a line representing the log book entry for this rumor.

NOTE: if a rumor message is missing for a particular social class, the noble social class message will be substituted instead. This is useful for situations where all classes give the same rumor.

Remember, game rumors start at number 1000 (and therefore message line 20000), since the first 1000 (0-999) are reserved.

You Want To Use A PC Variable

Get the file semes\pcvars.mes and look at the pc variable descriptions. If someone is already using a PC variable with the info you need, use that one. Otherwise use the next unused PC variable and add a message line describing its use.

Remember, game PC variables start at 1000, since the first 1000 (0-999) are reserved.

You Want To Use A PC Flag

Get the file semes\pcflags.mes and look at the PC flag descriptions. If someone is already using a PC flag with the info you need, use that one. Otherwise use the next unused PC flag and add a message line describing its use.

Remember, game PC flags start at 1000, since the first 1000 (0-999) are reserved

You Want To Use A Global Variable

Get the file semes\globalvars.mes and look at the global variable descriptions. If someone is already using a global variable with the info you need, use that one. Otherwise use the next unused global and add a message line describing its use.

Remember, game globals start at 1000, since the first 1000 (0-999) are reserved.

You Want To Use A Global Flag

Get the file semes\globalflags.mes and look at the global flag descriptions. If someone is already using a global flag with the info you need, use that one. Otherwise use the next unused global and add a message line describing its use.

Remember, game global flags start at 1000, since the first 1000 (0-999) are reserved.

You Want To Refer To A Map Area

You are likely using the generated dialog opcodes D: (for directions) or X: (for X marks the spot), and you need an area number.

Open the file mes\gamearea.mes and look for the area. Each line has this format


x-coord y-coord /name /description

If you find the area you are looking for, refer to it by its line number. Otherwise, add it to the end of the list. Get the coordinates from Jesse, and make sure the name and description appear EXACTLY how you want them to appear on the world map and in dialog.

Areas are not used in multiplayer, since there is no world map. So areas begin numbering at 0.

You Want To Add An Effect

First, open either the file rule/effect.mes (under data) if this is a game-independent effect or the file rules/gameeffect.mes (under Modules), if this is a module-specific effect. Add a new line for your effect, using this format for the line’s text:

<attr> <adj> [, <attr> <adj>]

where



<attr> is an attribute like a stat or skill



<adj>  is a numerical adjustment using +, -, *, /, %, min or max

Examples:

{1}{st +10, in –3}

{2}{healrate +25%}

{3}{be max 8, cn min 15}

{4}{wp *3, ch /2}

These effects do the following


{1} strength gains 10 points, intelligence drops 3


{2} heal rate is increased by 25% of its current value


{3} beauty cannot be higher than 8, constitution cannot be lower than 15


{4} willpower is tripled, charisma is halved

The operator precedence, from lowest to highest are


%, *,  /, +, -, min, max

So the effect of {be min 10, be max 8} would be a maximum Beauty of 8, since max has precedence.

You Want To Add A Background

First, open the file rules/backgrnd.mes. Each background uses 5 lines, and each block is spaced apart on multiples of 10 (so background 1 uses lines 10, 11, 12, 13, and 14, and background 23 uses lines 230, 231, 232, 233 and 234). The first line is an index into the description message file mes/gameback.mes (which you should open and place the description of your background now), the next line is an index into the effect message file,  and the last line is the list of race-gender combinations for which the background is legal (the syntax of which defined in rules/backgrnd.mes). The fourth line is how much money the background gives the character,  and the last line is an index into a small number of items that the background can supply the character. This index is into an array in the background.c module. It should be left blank unless an item is  supplied.

You Want To Give A Description To An Object

A description is what the player see when he examines an object (if it is an NPC he hasn’t met or an item he hasn’t identified, he will get another description instead). To add a new description string that you can select in WorldEd, open mes/gamedesc.mes and add it to the end of the list. In the RARE case that you added a prototype, add that description to mes/description.mes.

You Want To Give An Effect  Description To An Item

An effect description is seen when the player hovers to examine a known item (any tech item or any identified magic item). To add a new effect description string, open mes/gameitemeffect.mes and add it to the end of the list. In the RARE case that you added a prototype, add that description to mes/itemeffect.mes.

You Want To Give A Name To An Object

A name is what an object goes by internally, and you will access objects by name in scripts and in dialog {Test} and {Result} fields. To add a new name, open oemes/oname.mes and add the name in the proper category block, after the last name in that block (so a sword goes under weapon and a shield under armor).

You Want To Add A Reputation

You need to open rules/gamerep.mes and add a new line for the reputation (reputations start at line 1000). Each reputation starts with 3 faction numbers, indicating the three factions that will treat the reputation owner as being part of their faction. One or all of these faction numbers can be zero, which is the empty faction. Each reputation can then have up to 5 effects, separated by commas. In turn, each reputation effect is represented 3 numbers, separated by spaces. The first number is a reaction adjustment, the second number is an origin (0 means ANY origin), and the third number is a faction (0 means ANY faction). Any NPC who matches the origin and faction will have his or her reaction to the PC adjusted by the reaction adjustment. When you are done, add a message with the same line number to mes/gamereplog.mes. This message is the entry in the log book for that particular reputation.
If you would like NPC’s to occasionally greet the player with a comment about one of his reputations, then you need to add a line to each of the four files in mes: game_rp_npc_m2m.mes, game_rp_npc_m2f.mes, game_rp_npc_f2m.mes, and game_rp_npc_f2f.mes. Use the same line as the reputation number. If a line is missing in one of these files, then the NPC will not comment on that reputation.

You want to make a key and a lock

You need to open mes/gamekey.mes and add a new message line for your new key. The message line number is now your Key ID. Make a key in WorldEd and edit it, changing its Key ID to this number. Then edit any lockable object (container or portal) that this key should open, and give it the same Key ID.

Note that there are two special Key ID’s. A zero Key ID on a key means the key opens no lock in game, and a Key ID of zero on a lock means no key will open it. A Key ID of one on a key means it will open any lock regardless of the lock’s Key ID (the key is a master key), and a Key ID of one on a lock means any key will open it.

You Want To Add A Faction

You need to open oemes/faction.mes and add a new line for the faction. This faction will now appear as a faction selection in WorldEd’s critter edit window. You do NOT need to keep factions in linear order, but faction 0 is special. Do not alter it.

You Want To Add A Blessing

You need to open mes/gamebless.mes and add a new set of lines for the blessing. Each blessing starts on a multiple of 10 and consists of three lines. The first two lines are mandatory and the third is optional. The first line is the log entry which appears in the PC’s logbook when he gains the blessing. The second line is an index into the effect message file which should be applied when the blessing activates. The third line is the message that appears when the blessing activates. This line is optional.

You Want To Add A Curse

You need to open mes/gamecurse.mes and add a new set of lines for the curse. Each curse starts on a multiple of 10 and consists of three lines. The first two lines are mandatory and the third is optional. The first line is the log entry which appears in the PC’s logbook when he gains the curse. The second line is an index into the effect message file which should be applied when the curse activates. The third line is the message that appears when the curse activates. This line is optional.

You Want To Add A Level Scheme

You need to open rules/gamelevel.mes and add a line for the scheme. Schemes are numbered 50 to 100. Each scheme line uses a similar format as an effect line, except you simply refer to the level of the skill/stat/spell you want to reach. For example

{50}{st 12, repair 11, necro_evil 3}

means the critter will try to buy his Strength up to 12, then his Repair skill up to 11, then the first three spells in the Necromantic Evil college.

Whenever a PC or NPC levels, he marches down this list, trying to buy each thing listed. If there is a prerequisite, he will also try to buy those (so in the above example, he may raise his Intelligence to get Repair or the necromantic spells). As soon as he runs out of unspent character points, he stops buying. The next time he levels, he will begin the process again.

Then open mes/gamelevelname.mes and add a new line, using the same line number you added to rules/gamelevel.mes above. The text is whatever name you want to use for this level scheme. You and the player will select level schemes using these names, so be descriptive.

You Want To Add A Trap

Use one of the predefined scripts 30000 thru 30006. Attach it to a tile or to an object’s use script attachment point. Then set the counters as follows:

	Script Number
	Trap Type
	Disarm Item
	Counter 0
	Counter 1
	Counter 2
	Counter 3

	30000
	Magical
	nothing
	-
	-
	-
	spell/tech

	30001
	Mechanical
	spike
	min damage
	max damage
	-
	spell/tech

	30002
	Arrow
	arrow
	min damage
	max damage
	source id
	spell/tech

	30003
	Bullet
	bullet
	min damage
	max damage
	-
	spell/tech

	30004
	Fire
	fuel
	min damage
	max damage
	-
	spell/tech

	30005
	Electrical
	battery
	min damage
	max damage
	-
	spell/tech

	30006
	Poison
	poison
	min damage
	max damage
	-
	spell/tech


Note if you set an arrow trap script (30002), you will need to identify the source of the arrow. Attach trap source script 30007 to an object nearby, and the arrow will shoot from that object to the trap. The trap source script object must be within 10 tiles of the arrow trap. If you have several arrow traps near each other, you can identify each trap with its trap source by giving them the same unique Counter 2 value. Counter 2 defaults to zero.

You can set the trap’s area of effect to a two, three or five tile radius by setting the appropriate script flags when you attach the script. You can also set the flag to auto-remove the trap after it is triggered.

You Want To Use Magic Effect Wield On and Off scripts 28012 and 28013

These scripts make it easy to create magic items that give effects proportional to the wielder’s magical aptitude. The involved one is the Wield On script 28012. First, attach it to the object’s Wield On attachment point. Then set these two counters


Counter 1 – maximum number of times to add the effect


Counter 2 – the effect number to add

So if you wanted an item that added effect 150 up to 3 times, you would set counter 1 to 3 and counter 2 to 150. If the wielder has lots of magical aptitude, he will get the effect added all three times. If he has less aptitude, he may only get it added 1 or 2 times, or possibly 0 times if he is a powerful Technologist.

Do not set Counter 0 or Counter 3, as these are used by the script. The other script, Wield Off 28013, just needs to be attached to the object’s Wield Off attachment point. No counters need to be set, as it will use the information in the Wield On script to execute itself.

These scripts will automatically adjust the item if the wielder’s aptitude changes.

You Want To Add A Monster Generator

You need to open semes/monstergen.mes and either add a new line for a new monster generator or select an existing generator whose index you will share with another generator. This index will control two things about your generator: how many monsters it has currently spawned and whether it is enabled/disabled.

Now drop a critter in WorldEd and edit it. Make any changes to it that you want your generated monsters to share, as they will all be exact clones of this critter. Then press the Generator button and set the following values:

	index
	this is the index you selected from monstergen.mes

	flags
	these are flags to control the generator’s behavior:

DAY – generator works during the day

NIGHT – generator works during the night

HIDDEN – generator only works when off-screen

ALL – generator makes all of its spawn at once

INFINITE - generator has no upper limit to the total spawn

	max concurrent spawn
	this is the maximum number of monsters that this generator can have spawned at one time

	max total spawn
	this is the maximum number of monsters that this generator can ever spawn (ignored if you use the INFINITE flag)

	spawn rate
	this is the rate at which monsters are spawned. Monsters spawn one at a time unless the ALL flag is used, in which case the max concurrent spawn will happen all at once

	enabled
	you can set the generator to start the game as active or not (this can be modified later by scripts)


When the game is running, a generator will create its spawn in a radius of 5 tiles around itself. Spawned creatures are identical to the generator, with one exception: their creation location becomes their new day and night standpoints. However, they do inherit the generator’s waypoints and use them, if set to.

If two or more generators share the same index, then they will share the current number of created creatures and whether or not they are enabled. No other values are shared. The generators can make different monsters, can have different flags, can have different spawn rates and different max values. However, if one is disabled, they all are disabled. And no generator will ever spawn anything if the current number of spawn exceeds its own personal maximum value.

You Want To Add A Slide

Slides are added by modifying one of three scripts, which add slides via the script slide command. The three scripts are


5000 - called when a script has ended the game


5001 - called when the player has died


5002 - called when in-game credits are requested

Note that no script is called when the game ends through the player exiting the game. The game simply returns to the main menu.

Slides are listed in the module’s rules/slide.mes file. Each slide entry lists a BMP and an MP3. The bmp is an 8-bit BMP located in the module's Slide directory. The MP3 must be located in the module's Sound/Speech/Slide directory.

Note that slide entry 0 is the DEFAULT death slide. If the player dies and no slide is queued by script 5001, then slide 0 is used. Slide 0 should reference a BMP and MP3 in the game data area, not the module data area, since any module may use it.

