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 Legacy Editor

This editor was made to take apart world data and game data. Upon success, you can make any solutions only with this editor, without hard-coded parts in the game. The Legacy 1.05 (latest) version makes 1.05 – compatible maps.

Using the Editor

Selecting a Block

1.  Click on any block to select it. Space bar places an item.
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Selecting a Wall

1. Shift Click on a side of a block to select it.
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Adding a Building or Decoration

1. Select the side of the wall on which you want to place your item.

2. Then select the object in the list at the right of the screen.

3. Place the item by pressing ‘Space’ 

[image: image4.png]



Adding a Statue
1. These items can only be placed in dead ends.

2. Build a wall structure as shown below.

3. Place the item by pressing ‘Space’
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Adding Dungeon Doors

1. These items can only be placed in passages.

2. Build a wall structure as shown below.

3. Place the item by pressing ‘Space’
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Creating a Map

1. Create a position marker and use it to identify your map



Usually this position marker is placed at 1,1 
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2. Add a teleport circle and name it ’STARTGAME’

3. Set the Teleport Type to ’Global’
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4. Select File then world properties and set your world connection



Town of Decrantes – low levels



City of Beraquel – medium levels



GrendelMoore – high levels

5. Create your world using the items list and space to place them

Scripts in the game

Objects

Maps contain many things… map elements, items, monsters, and objects. The objects are special things, and always have link to normal elements (map, monster). Items can’t have object currently.

Every object has a state, which can be controlled by scripts. Not just from the actual object’s script, but from any object in the world. You can’t access an object from a different world. That’s why every object has an identifier, which must be unique in the world. With a trick, probably you can make two objects with the same ID – don’t do it, since the object catalog returns the first found object in the world, and never finds the other one.

The objects have events… these events are fired by the system, and you can catch them in the objects. Normally, an event’s code is: “Default();”. An empty string means that. The Default keyword calls the event’s main code… you can call it from your event, or even you can skip that at all. Some objects may require the Default call.

Object States

The object state is a signed short, I mean –32767 to +32768. You can set a value to every object, it’s up to you. The “Default” implementation never uses this state, since they have other containers to store values (for example door – opening/closing state, or even opened/closed state and needed key, and so on).

The default state is 0, always.

Accessing states:

1. From the current object

Simply call GetState(), which return the current state. You can use the SetState(X), too. Example:

if(GetState()==1)


message(“after first”);

else


SetState(1);

When the script runs 1st time, when the state is 0, then it’ll be 1. From that point, this script will shows you the “after first” message. 

2. From another object in the world

Let’s say you have an object on a Dungeon door, with “door1” identifier. This door cannot be opened, since doesn’t have “lever” nor “keyhole”. From another object’s event, you can do this:

If(door1.GetState()==0)

{


message(“You hear a door opening.”);


door1.Open();


door1.SetState(1);

}

else


message(“Nothing happens.”);

It’s not the best example, because you can do this without states:

If(!door1.IsOpened())

{


message(“You hear a door opening.”);


door1.Open();

}

else


message(“Nothing happens.”);
Events

There are two main types of objects: Map and Monster objects. The type setting is automatically set, when you manually create an object, or the object self-creates it for itself.

Events for map objects:

· Use: when you tap on the screen (Palm, Ppc), or press Space (Communicator). Not all of the objects publish this event, by design.

· StepOn: when you step on a position (offered by for example Road, Map Exit, Floor Switch, etc elements)

· StepOff: similar to StepOn, but fired when you step off from a position. Of course the StepOff is fired for the previous position, then the StepOn is fired for the new position.

· Go: when you go to an object. Some objects have default Go=Use mapping, for example City doors (I mean you can enter a door by using that, or by going to it).

· ItemChange: this one will be fired for containers… shelves, vases, barrels. In the script, you can examine whether a particular item is there or not. The event is fired after the player closed the inventory screen.

· Die: when the monster dies. You can have some problems when you use this event, because you can’t do everything. Some of the commands simply won’t work and some of them can fail.

· Hit: when you hit a monster. You can examine what weapon were used (and set the required damage).

· Spell: similar to Hit, when the monster got a spell. You can make a monster immune to specific spells, or even highly vulnerable for other ones.

· Talk: when you click on the monster (or press Space on communicator) during battle, when the monster is front of you. Note: monsters always attack you, so using this event isn’t recommended.

The base world and the Expansion pack are use only these events, no specials were used.

Functions/Methods

Some objects have special methods, functions, which can be used in scripts. Here is the list:

· IsOpened(): you can use this for a dungeon door, querying the open/close state

· Open(), Close(): for dungeon doors.

· IsVisible(): returns the visibility state of an object. Every object can be hidden, even monsters, too.

· SetVisible(), SetHidden(): to set the visibility for an object

· IsOn(): can be used for more objects, such as Floor Buttons, Levers, Switches

· SetOn(), SetOff(): can be used to set the on/off state

· GetState(),SetState(x):to query/set object state

· StoreTime(): every object has a time container. You can store the actual, in-game time, and query it later with the next functions.

· GetHourDiff(), GetMinDiff(): to query the hour/min difference between the stored and the actual in-game time. If you go back 1 hour 38 minutes later, then GetHourDiff() return 1, while GetMinDiff() returns 98 (not 38!). 

· IsDead(): to query a monster’s health state (example: one of the first quests in the base world, when you have to kill spiders in the catacombs)

· Move(x): can be used for monsters, and for the party. The x must be a valid object in the current map for monsters, or a valid object in the world for the party.

· SetDamage(x),GetDamage(): can be used in “Spell” or “Hit” events, for monsters. You can set the needed damage using them.

· GetSpell(): can be used in then “Spell” event, to query the used spell. Based on the result, you can modify the damage.

· IsWeapon(x): the x must be an item identifier, and this function return true/false (1/0). Based on the result, you can modify the damage.

· AddHp(x): can be used for monsters, to increase hp

· SetFullHp(): can be used for monsters, to restore the full hp

· GetHp(): can be used for monsters, to query the current hp

· HaveItem(x): can be used for monsters, item containers and the party. The x must be a valid item identifier IN THE CURRENT WORLD. No, your script can’t accept an item with the same identifier from a different world!

· Run(): Special. Can be used for wall traps, for example.

· GetFilter(), SetFilter(): ?
The party object has some special methods, functions as well. Here is the list:

· Party.Addquest(”Name”,”Description”): Adds the named quest and its description to the quest list.
· Party.Founditem(”$Item”): Searching give the item to the party
· Party.HaveItem(”Item”): Checks to see if the item is in any inventory
· Party.Movequestion(”TeleportPosition”,”Question”): If you answer the question Yes then you are moved to the TeleportPosition specified.
· Party.ReceiveItem(”Item”): A NPC gives an item to the party.
· Party.ReceiveXp(x): Give exp to the party.
· Party.ReceiveGold(x): Give Gold to the party.
· Party.RemoveItem(”Item”): Removes an item from the party.
· Party.Solvequest(”Name”): Sets named quest as solved.
There are additional commands for use in scripting. Here is the list:
· Dialog(”Caption”):
· Message(”Message”):

· Question(”Answer1”,”Answer2”): Prompts for a 2 choice question. Answer1 and Answer2 can be anything. (yes/no, true/false, way/noway).
· NextPage(x): Reloads the current script setting the state value to x
· Random(x): Generates random numer from 0 to x -1
· If...Else: Standard ’C’ if statement
· GetTime(): ?
Script Examples

You can download the example world:

http://www.redshift.hu/stewe/examples.pdb
Simply open it from the Editor, and examine the maps.

Door Open/Close (map: OpenClose)

1st example: well-known stuck door, with overloaded “Use” and “Hit” events

2nd example: floor switch, which opens the door when you step on, but closes when you step off that. You have to put something over there. Note: examine the StepOff event, it’s special:

default();

if(!IsOn())

  door1.Close();

First, the default() must be called for this example. This one will examine the state of the floor switch, and sets “On” when you have item(s) on it, but sets “Off” when you don’t have anything there. Default “knows” that you aren’t there, since you moved to a new position. After Default, you can examine whether the switch is on or off, and you can operate on the door.

Note: in Editor, you can test items on floor switches by “creating” items on the switch (and deleting them after).
3rd example:  You have to talk with the woman, she can force the door to let you enter. With overloaded “Use” event on the door.

Visible/Hidden (map: VisibleH)

1st example: secret buttons hides a wall

2nd example: the button on the wall shows/hides the hole. Note: you have to call “default”, because the on/off state is set during the default function.

3rd example:  Surprise… monsters beyond the disappearing walls.

On/Off (map: OnOff)

1st example: you can open the door after you use the secret button. You can’t close it at all.

2nd example: the wall of force lets you pass when you set the correct combination.

Scripting Conversations (Quest) 

state=GetState();

if(state==0)

{

message("A quest you need to do. "

"Bring me back some Item to complete the quest. \n\n");

party.receiveitem("akey");

party.addquest("TheQuest","Bring back the Item ");

SetState(1);

}

else

if(state==1)

{

if(party.HaveItem("Item"))

{

message("You found it! .\n\n");

party.RemoveItem("Item");

party.ReceiveItem("treasure");

party.receivegold(700); 

party.Receivexp(1000);

party.solvequest("TheQuest");

SetState(2);

}

else

message("Please, bring me that Item ");

}

else

message("Thanks again for your service");

}

Scripting Conversations (Choice) 

state=GetState();

if(state==0)

{

   message("Welcome! "

      "Are you interested ?");

  question("yes","no");

  NextPage(2);

}

else

if(state==1)

{

  message("So you have changed your mind ?\r"

    "And what's your answer? Are you interested "

    "in a duty ?");

  question("yes","no");

  NextPage(2);

}

else

if(state==2)

{

  if(answer()=="no")

  {

    message("Come back later, if you want.\r"

      "Although I can't guarantee I will offer "

      "the same for you...");

    SetState(1);

  }

  else

  {

    message("Are you really interested ?");

    question("Yes","Nope");

    NextPage(3);

  }

}

else

if(state==3)

{

  if(answer()=="Yes")

  {

    message("Dramatic pause…");

    coulner.StoreTime();

    NextPage(4);

  }

  else

  {

    message("I don't like this answer."

      "Come back when you know what you want.");

    SetState(1);

  }

}

else

if(state==4)

{

  if(party.haveitem("questItem"))

  {

    message("Yeah, You solved the quest.");

    party.receivegold(1000);

    party.receivexp(5000);

    party.removeitem("morahstatue");

    SetState(5);

  }

  else

  message(

      "Directions for the quest.");

}

else

{

  message("Thank you!");

}

Stuck Door

Use Script:

if(IsOpened() || GetState()==1)

{

    Default();

}

else

if(GetState()==0)

{

    message("You try to open the door, but "

        "it seems it's stuck.");

}

Hit Script:

message("You hit the door and it replies "

"with a creakingly sound.");

SetState(1);

 Wall of Force

StepOn Script:

if(IsOn())

{

  if( dlever1.IsOn())

  {

    SetOff();

    message("The Wall of Force disappears.");

  }

  else

  {

    Default();

    message("You try to pass through the Wall "

    "of Force, but this time it pushes you back.");

  }

}

Random Number Conversations

num=random(3)+1;

if (num==1)

{

message("Message1");

}

else

if (num==2)

{

message("Message2");

}

else

if (num==3)

{

message("Message3");

}

Main Properties

BG Type


Blue Bricks


Forest


City Ground


Green One


Swamp


Brown Bricks

Wall Type


House Wall 01


House Wall 02


Blue Bricks


Brown Bricks


Granular


House Wall 03


Green Bricks

Roof Type

           House Roof  01

           House Roof  02

Road Type


City Road


Forest Road

Env Type


Rain

Item Families and Items

Building



House Door 01


House Door 02


House Door 03


House Door 04


House Door 05


House Window 01

House Window 02

House Window 03

House Window 04

Decoration-City


Barrel 01


Barrel 02


Drain 01


Junk 01


Junk 02


Sign/Armourer


Sign/Blacksmith


Sign/Inn


Sign/Magic

Decoration-Dungeon


Blood 01


Blood 02


Body 02


Candle 01


Candle 02


Column 01


Column 02


Column 03


Crack 01


Crack 02


Dripstone 01


Dripstone 02


Dripstone 03


Ornament 01


Painting 02


Pergamen 01


Relief  01


Relief  02


Relief  03


Relief  04


Spider egg 01


Spider egg 02


Stand 01


Stand 02


Tapestry 01


Vase 01


Vase 02


Web 01


Web 02


Web 03


Well 01

Decoration-Outer


Pool 01


Pool 02


Pool 03


Pool 04


Pool 05


Pool 06


Rock 01


Rock 02


Rock 03


Rock 04


Rock 05


Rock 06


Table 01


Table 02


Totem 01

Door


Blue Brick Door


Brown Brick Door


Granular Door


Green Brick Door

Hole


Hole 01


Hole 01 Up


Hole 02


Hole 03


Hole 03 Up

Monster


Amazon


Bandit


Barbarian


Behemoth


Cacodemon


Dragon


Druid


Elemental


Evil Eye


Ghost


Gnome


Knight


Lich


Lizard


Lizard Man


Mage

Medusa


Monk


Ogre


Sorceress


Soul Grabber


Spawn


Spider


Wolf


Zombie

NPC


Man


Prisoner


Woman

Plant


Bush 01


Bush 02


Bush 03


Bush 04


Bush 05


Fern 01


Fern 02


Flower 01


Flower 02


Flower 03


Flower 04


Flower 05


Flower 06


Grass 01


Grass 02


Mushroom 01


Mushroom 02


Mushroom 03


Pine 01


Pine 02


Root 01


Root 02


Root 03


Root 04


Swamp Tree 01


Swamp Tree 02


Swamp Tree 03


Swamp Tree 04


Swamp Tree 05


Swamp Tree 06


Swamp Tree 07


Tree 01


Tree 02


Tree 03


Tree 04


Tree 05

Position


Position

Shelf


Shelf 01


Shelf 02


Shelf 03


Shelf 04

Passage


Circle Teleport


Exit Hole


Ladder


Map Exit


Stair Down


Stair Up


Tree 06


Wall of Force

Switch


Button 01


Floor Switch


Keyhole


Lever 01


Secret switch


Small Lever

Trap


Trap 01


Trap 02


Wall Trap

Tree-Group


Treegroup 01


Treegroup 02


Treegroup 03


Treegroup 04

Current BG

Current Wall

Current Roof

Current Road
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