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elcome to the Official Community Guide to FPS Creator! Over the years this 

guide has grew from a small page of answered questions into the Official 

Community guide it is today, and it has done so through the help of all those 

ǿƘƻΩǾŜ ǇǳǎƘŜŘ Ct{/ Ƨǳǎǘ that little bit further ƛƴ ƻǊŘŜǊ ǘƻ ƘŜƭǇ ƴŜǿŎƻƳŜǊǎ όŀƴŘ ΨƻƭŘΩ 

professionals ) alike. IƴǎƛŘŜ ȅƻǳΩƭƭ ŦƛƴŘ ŜǾŜǊȅǘƘƛƴƎ ȅƻǳ ƴŜŜŘ ǘƻ ƪƴƻǿ ǘƻ ŎǊŜŀǘŜ ŀ ƘƛƎƘ 

quality first person shooter. There are tips on lighting, game design, model creation, game 

publishing, questions answered, tutorials and a complete lowdown on the FPI scripting 

language. 

 This is THE guide to getting the best out of FPS Creator. Have fun... 

... and dibs playing the first copy of your award winning commercial game! 

 

Note: This guide is for the classic version of FPSC and you may find 

that some things might not work correctly in FPSC X10. 

 

 

 

 

 

άThanks for making a superb guide!έ Lee Bamber ς TGC Lead programmer and Founder 

 

  

W 

By Nickydude 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 3 
 

The Official Community Guide to FPS Creator 

Table of Contents  

Game Design Hints & Tips ..................................................................................................................... 9 

In The Beginning ..................................................................................................................................................... 9 
Paul Jaquays. id Software: ......................................................................................................................................10 

The FPI scripting language .................................................................................................................. 14 

Tutorial #1: - Light script explained ........................................................................................................................17 
Tutorial #2: - Light Switch .......................................................................................................................................21 
Tutorial #3: - Half-Life AutoMed .............................................................................................................................27 
Tutorial #4: - Custom Game HUD ............................................................................................................................34 
Tutorial #5: - Custom AI ..........................................................................................................................................40 
Tutorial #6: - Variables ...........................................................................................................................................50 

Conditions list ..................................................................................................................................... 55 

Actions list .......................................................................................................................................... 58 

Script Bank .......................................................................................................................................... 65 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 4 
 

Talking npc/character Script ...................................................................................................................................65 
Homing in behaviour ..............................................................................................................................................71 
Activate a light after entering a zone (like an alarm) ..............................................................................................71 
Entering a pin number of a door .............................................................................................................................72 
Entering a pin number of a door #2 ........................................................................................................................73 
Use trigger zone to turn on fog ...............................................................................................................................74 
Use a trigger zone to turn off fog ............................................................................................................................75 
Have an entity sitting down, like on a chair ............................................................................................................75 
Have text / a hud appear when you walk near something. .....................................................................................75 
Destroy object ς lock door. ....................................................................................................................................76 
Show objectives on screen .....................................................................................................................................77 
Game over when a certain NPC dies .......................................................................................................................77 
In game cheat ........................................................................................................................................................78 
Making a Camera Spawn Guards ............................................................................................................................78 
Auto Quicksave ......................................................................................................................................................80 
How to change the ambience lighting per level ......................................................................................................80 
Trigger a door when object is placed ......................................................................................................................83 
Manual Lift.............................................................................................................................................................84 
Move the player to a location ................................................................................................................................85 
Randomise Character Animations ..........................................................................................................................85 
God Mode ..............................................................................................................................................................86 
Player locked on antigrav platform ........................................................................................................................86 
How to change skybox per level .............................................................................................................................87 
Opening a door using a trigger zone .......................................................................................................................88 
Stop "door locked, requires a key to open" when carrying key ...............................................................................88 
Shoot several enemies to open a door ...................................................................................................................89 
Search for and shoot player ...................................................................................................................................90 
Swivelling wall (secret passage) .............................................................................................................................91 
Killer Slime .............................................................................................................................................................92 
Door open initially....trigger to close it ...................................................................................................................92 
Present HUD Image when Entity is destroyed/killed ..............................................................................................93 
Open the doors like Resident Evil ...........................................................................................................................93 
Shootout lights Script with entity ...........................................................................................................................94 
Lights On In Sequence ............................................................................................................................................95 
Explode a barrel when stepping on a trigger zone ..................................................................................................97 
Zombie Melee Script ..............................................................................................................................................98 
Friendly AI Script ....................................................................................................................................................99 
Trick Floor ............................................................................................................................................................ 101 
Music Selector ..................................................................................................................................................... 101 
Radio Station Selector .......................................................................................................................................... 102 
Flash Light Script .................................................................................................................................................. 102 
Proximity Alarm ................................................................................................................................................... 104 
Using a switch/button/any entity to spawn multiple objects ............................................................................... 106 
Animated Menus ................................................................................................................................................. 107 

TUTORIALS ........................................................................................................................................ 118 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 5 
 

Level Design Help: By Various  ....................................................................................................... 118  
Guide to creating the ultimate horror game: By Various  ...................................................... 129  

Using sound zones properly ................................................................................................................................. 129 
Falling object by Nathan Seedhouse ..................................................................................................................... 129 
In Your Face! By Nathan Seedhouse ..................................................................................................................... 130 
The Dark Figure by Nathan Seedhouse ................................................................................................................. 131 
Van/Object Throw by Nickydude.......................................................................................................................... 133 
Poltergeist Room by Nickydude ........................................................................................................................... 135 

How to use .x media files: By Devild0g ........................................................................................ 138  
How to make a HUD using GIMP: By FredP ................................................................................ 140  
Creating over -saturated textures in GIMP: By Antonio Limpo (alimp083)  ..................... 140  
Normal map Tutorial with GIMP by Dark Jaguar Flame  ........................................................ 142  
Make your own FPS Creator Signs: By Devild0g ...................................................................... 148  
How to create your own player soundest: By That c++ Nerd  ............................................... 150  
How to create your own decals: By Higgins ............................................................................... 151  
Changing the default FPS game.exe icon: By Brian Lizotte  ................................................... 153  
Spawning enemies with a trigger zone: By Brian Lizotte  ...................................................... 154  
Machinima Cutscenes: By Tanner Productions  ........................................................................ 155  
Blender Cutscene Tutorial by ninja9578  ................................................................................... 157  
MilkShape and FPSC: By Disturbing 13 ....................................................................................... 163  
How to animate weapons in Milk Shape: By Wembley1967 ................................................. 166  
How to create dead people in MilkShape: By Airslide  ........................................................... 178  
Puzzles: By Flashing Snall ............................................................................................................... 180  
How to get your game published: By Benjamin A  .................................................................... 183  
Dual Weapon Wield: By PeanutButterFingers  ......................................................................... 187  
Prevent characters passing halfway through the floor: By Disturbing 13 ....................... 195  
Terrain Tutorial: By Rolfy  .............................................................................................................. 196 
Grunge texturing: By Inspire  ......................................................................................................... 199  
UV Mapping: By Screwed Over ...................................................................................................... 204  
Alpha Channels using PaintShop Pro: By  Disturbing 13  ...................................................... 208  
A Brief Tutorial on alpha maps using Photoshop: By Roger Wilco  .................................... 209  
Transparent Textures using Photoshop (and .dds plugin) by TeMpLaR1  ....................... 212  
Muzzle Flash Tutorial by Toasty.  .................................................................................................. 213  
Multiplayer Setup [Router/Port Forwarding] Guide by DarkFact  ..................................... 219  
Sketchup to FPSCreator Tutorial by daarboven  ...................................................................... 220  
Make a Multitextured entity with Sketchup: by daarboven  ................................................. 226  
The Segment Editor Tutorials: By X Games  ............................................................................... 230  

Basic Window Frame Segment: ............................................................................................................................ 230 
Advanced Window Frame Segment ...................................................................................................................... 233 
Basic Room Segment ............................................................................................................................................ 238 

Some solutions to FPSC errors by Nickydude .................................................................................... 241 

Quick Tips & Tricks ............................................................................................................................ 243 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 6 
 

Display a hud while holding an object .................................................................................................................. 243 
Alter lift weight .................................................................................................................................................... 243 
Respawn Times .................................................................................................................................................... 243 
Distance + Size ..................................................................................................................................................... 243 
Change lighting while playing ............................................................................................................................... 243 
Fix disappearing labels ......................................................................................................................................... 243 
Dynamic entity & scripts ...................................................................................................................................... 244 
Reversed colours .................................................................................................................................................. 244 
Change character shadow .................................................................................................................................... 244 
Infinite ammo ...................................................................................................................................................... 244 
Movable teleport ................................................................................................................................................. 244 
Light from light marker ........................................................................................................................................ 244 
Level distortion fixed ........................................................................................................................................... 244 
Breakable doors ................................................................................................................................................... 245 
How to delete entities in one go .......................................................................................................................... 245 
Rotating entities .................................................................................................................................................. 245 
Winzone with video ............................................................................................................................................. 245 
Disappearing Walls / Corridors ............................................................................................................................. 245 
Air shaft / duct lag ............................................................................................................................................... 246 
Door opened by key and stays open ..................................................................................................................... 246 
Music Volume Formula ........................................................................................................................................ 246 
Win a level with a switch like in Doom1 ............................................................................................................... 247 
Rotating a Decal ................................................................................................................................................... 248 
Sharper Character Visuals by Lee Bamber ............................................................................................................ 248 
The placement of objects in editor ....................................................................................................................... 250 
False Doors .......................................................................................................................................................... 250 
Enemy seems to spawn from teleport .................................................................................................................. 250 
Instant-Barrier 1/2 ............................................................................................................................................... 250 
Enemy crushed by box ......................................................................................................................................... 251 
Simple Artillery Fire.............................................................................................................................................. 251 
Floor Access ......................................................................................................................................................... 251 
Multi -lifts ............................................................................................................................................................. 251 

Questions & Answers ........................................................................................................................ 252 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 7 
 

Q: How do I stop weapons and ammo floating up and down and glowing? .......................................................... 252 
Q: How do I get enemies to follow a waypoint? ................................................................................................... 252 
Q: How do I change the backdrop (sky/ground)? .................................................................................................. 252 
Q: How do I make dark rooms / lower the overall lighting level? .......................................................................... 252 
Q: How do you get a sound zone to play music from when the player steps into the zone? .................................. 252 
vΥ Iƻǿ Řƻ L ŎƘŀƴƎŜ ǘƘŜ ǇƭŀȅŜǊΩǎ ǿŀƭƪƛƴƎ ǎǇŜŜŘΚ .................................................................................................. 252 
Q: How can I put the name of the game on the main menu? ................................................................................ 252 
Q: How do you make platforms move horizontally, like across chasms or acid? ................................................... 253 
Q: How do I get rid of all the blood from the enemies? ........................................................................................ 253 
Q: Is there is a way to let an entity spawn when another is dead?........................................................................ 254 
vΥ L ŎŀƴΩǘ ƎŜǘ Ƴȅ ǘŜƭŜǇƻǊǘŜǊ ǘƻ ǿƻǊƪΣ ǿƘȅΚ ........................................................................................................... 254 
Q: How do I have a flickering light? ...................................................................................................................... 254 
Q: How do I make an object transparent? ............................................................................................................ 254 
Q: How can my enemies have low gravity? .......................................................................................................... 254 
Q: How do I align something with the ceiling, like a light? .................................................................................... 254 
Q: How do I make a door start open / broken?..................................................................................................... 254 
Q: How can I play a sound when the player picks up ammo? ................................................................................ 255 
Q: How do you make a character start with a weapon in multiplayer? ................................................................. 255 
Q: Whenever I run my game, the characters are all black, like shadows, why? ..................................................... 256 
Q: How do I put non default weapons in allocation slots when building my game? .............................................. 256 
Q: I need a barrel that spawns from a trigger zone and explodes straight away, how? ......................................... 256 
Q: What image files can I use in FPSC? ................................................................................................................. 256 
Q: How do I get a weapon to lie on its side? ......................................................................................................... 256 
Q: Why can't I place weapons on their side? ........................................................................................................ 256 
Q: Why are the blood splat decals flickering in my game? .................................................................................... 257 
Q: When I shoot once, there are two bullet holes, why? ...................................................................................... 257 
Q: How do I change the footstep sounds when walking on something?................................................................ 257 
vΥ ²Ƙȅ ŀǊŜƴΩǘ Ƴȅ ŘƻƻǊǎ ƻǇŜƴƛƴƎΚ κ aȅ ŘƻƻǊǎ ŀǊŜ ƻǇŜƴƛƴƎ ōǳǘ ǘƘŜǊŜΩǎ ŀ ǿŀƭƭ ƛƴ ǘƘŜ ǿŀȅΗ .................................... 258 
Q: How can I make curved walls that can be destroyed? ...................................................................................... 258 
Q: How to do an enemy to walk until the end of the waypoint and to stop? ........................................................ 258 
Q: How do you delete an enemy when it's reach the end of its way point? .......................................................... 258 
Q: When I place a light on the wall and play the game, they fall off! Why?........................................................... 258 
Q: How do you turn lights on and off? .................................................................................................................. 259 
Q: How do I edit the loading screen without getting an error? ............................................................................. 259 
vΥ ²Ƙȅ ǿƻƴΩǘ Ƴȅ ōŀǊǊŜƭǎ ŜȄǇƭƻŘŜ ǿƘŜƴ L ǎƘƻƻǘ ǘƘŜƳΚ ........................................................................................ 260 
Q: How do I change the radius of a grenade explosion?........................................................................................ 260 
Q: Is it possible to turn a decal (like steam) on / off? ............................................................................................ 260 
Q: How do I change the resolution of a build game?............................................................................................. 260 
Q: Why are there gaps around my doors when place them on a wall? .................................................................. 260 
Q: How do I turn a sound zone off using a switch? ............................................................................................... 261 
Q: What ports do I have to forward in order for me to start a server? .................................................................. 261 
Q: Can I change the size of a decal, like blood? ..................................................................................................... 261 
Q: When I place a wall / floor down, the floor / wall next to it changes, why? ..................................................... 261 
vΥ ²ƘŜƴ L ŜȄǇƻǊǘ Ƴȅ ŎƘŀǊŀŎǘŜǊ ŦǊƻƳ Ƴȅ ƳƻŘŜƭ ǇǊƻƎǊŀƳ ŀƴŘ ƛƳǇƻǊǘ ƛǘ ƛƴǘƻ Ct{/Σ ƛǘΩǎ ǘƘŜ ǿǊƻƴƎ ǿŀȅ ǊƻǳƴŘΗ ...... 261 
Q: How can I move part of my map to another part of the play area? .................................................................. 261 
Q: When running a script to ŘƛǎǇƭŀȅ ŀ ƘǳŘ LΩǾŜ ƳŀŘŜΣ L ƎŜǘ ŀ ΨŘŀƳŀƎŜ ŜȅŜΩ ƘǳŘ ŀƭƭ ǘƘŜ ǘƛƳŜΣ ǿƘȅΚ ....................... 262 
Q: How do I get a model to stay on one frame of an anim? .................................................................................. 263 
Q: How do I disable quick saves in my game? ....................................................................................................... 263 
vΥ ²ƘŜƴ L ŦƛǊŜ ŀ ƎǳƴΣ L ƎŜǘ ŀ ǎǉǳŀǊŜ ǘƘŀǘΩǎ ǇǳǊŜ ǿƘƛǘŜ ǘƘŀǘ Ŧƭƻŀǘǎ ŀǿŀȅΦ  ²ƘŀǘΩǎ ǿǊƻƴƎ ǿƛǘƘ ƛǘΚ............................ 263 
vΥ ²Ƙȅ Řƻ Ƴȅ ŎƘŀǊŀŎǘŜǊǎ Ƨǳǎǘ ΨƳƻƻƴǿŀƭƪΩ ƻƴ ǘƘŜ ǎǇƻǘ ŀƴŘ ƴƻǘ ƳƻǾŜ ŀƴȅǿƘŜǊŜΚ ................................................ 263 
Q: How do you cause an entity to snap to the wall when added to the level? ...................................................... 263 
Q: I have created a wooden object but when I shoot it, it shows a metal spark. How do I change the material so 
that is shows wooden splinters? .......................................................................................................................... 263 
Q: I have made a robot and I want it to shoot out sparks instead of blood when I hit it how do I do this? ............ 263 
Q: How do I stop the footfall sounds on my character or animal entity?............................................................... 264 
Q:  I have a character which is using a slow walk, or has three legs, how can I get the footfall sound effects to 
match the animation? .......................................................................................................................................... 264 
Q:  Sometimes, when I build a multiplayer game, the IP is blank and I cannot host/join a multiplayer game? ...... 264 
Q: I have created my arena game but when I try to host a game, all my friends say they see waiting to join and 
stays there? ......................................................................................................................................................... 264 
Q:  If I change my IP address, will my arena game work without the 'waiting to join...' message? ........................ 264 
Q: I noticed my game start to slow down the more I add to my level? Is this normal? .......................................... 265 
Q: Why does my game start to slow down when I start adding lots of enemies into the level?............................. 265 
Q: Why does it seem to take longer to load a character the first time?................................................................. 265 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 8 
 

Q: Why does the blood decals create a large black shaded area when I lightmap in quick lightmapping mode? ... 265 
Q: It will sometimes appear that the static lights do not correctly illuminate dynamic objects in the scene, why is 
this? ..................................................................................................................................................................... 265 
Q:  Sometimes when I am lightmapping a large level, I get the process freezing during the calculation? .............. 265 
Q: When do parts of the corridor disappear when I place a deadend segment and walk towards it? .................... 265 
Q: How do I break a window with an object? ....................................................................................................... 265 

OUTRO and Thanks ........................................................................................................................... 266 

 

  



The Official Community Guide to FPS Creator ɀ Revision 3 Page 9 
 

Game Design Hints & Tips 
By Various 

In The Beginning  

By Nickydude 

When you first get FPS Creator up and ǊǳƴƴƛƴƎΣ ȅƻǳ ŎŀƴΩǘ ƘŜƭǇ ōǳǘ Ǉƭŀȅ ŀǊƻǳƴŘ ǿƛǘƘ ƛǘΣ ŀƴŘ ǿƘȅ ƴƻǘ, you can 
get a game up and running in under 30 mins! .ǳǘ ǿƘŀǘ ƛǎ ƛǘ ǘƘŀǘ ȅƻǳΩǾŜ actually made? My guess here is a 
couple of rooms with a scattering of objects, weapons and enemies while sat in front of FPSC making it up as 
you go along, which is all good and well, but unless you really ƪƴƻǿ ǿƘŀǘ ȅƻǳ ǿŀƴǘ ȅƻǳΩƭƭ ǎƻƻƴ Ǌǳƴ ƛƴǘƻ ǘǊƻǳōƭŜ 
ŀƴŘ ƭƻǎŜ ƛƴǘŜǊŜǎǘ ƛƴ ȅƻǳǊ ΨƎŀƳŜΩΦ If you want to create a game that people will want to play and something that 
you ǿƻƴΩǘ ƭƻǎŜ ƛƴǘŜǊŜǎǘ ƛƴ ƘŀƭŦ ǿŀȅ ǘƘǊƻǳƎƘ ǘƘŜƴ youΩƭƭ need is a Game Design Brief. 
 
¸ƻǳ Ƴŀȅ ƘŀǾŜ ƘŜŀǊŘ ŀ ǇƘǊŀǎŜ ǎƻƳŜǘƘƛƴƎ ǎƛƳƛƭŀǊΣ ΨDesign DocumentΩ ƛǎ ƻƴŜ ƻŦ ǘƘŜƳ όŀƴŘ ȅƻǳ Ŏŀƴ ǎŜŜ ǘƘŜ 
anatomy of a Design Document here: http://gamedeveloper.com/features/19991019/ryan_01.htm) and all 
ƳŀƧƻǊ ƎŀƳƛƴƎ ŎƻƳǇŀƴƛŜǎ ƘŀǾŜ ǘƘŜƳΣ ƛƴ ŦŀŎǘΣ ŀ ƎŀƳŜ ǿƻƴΩǘ ōŜ ǿǊƻǘŜ ǿƛǘƘƻǳǘ ƻƴŜΗ  ! design document 
describes a game from beginning to end; including story boards and concept designsΣ ƘŜǊŜΩǎ ŀ ǉǳƻǘŜ ŦǊƻƳ ǘƘŜ 
above link: 
 

άThe purpose of design documentation is to express the vision for the game, describe the 

contents, and present a plan for implementation. A design document is a bible from which 

the producer preaches the goal, through which the designers champion their ideas, and from 

which the artists and programmers get their instructions and express their expertise.έ 

 Our ŘŜǎƛƎƴ ōǊƛŜŦ ǿƻƴΩǘ go into such depth; it will just ask 6 simple questions. 
 

1. What is your game about? LŦ ȅƻǳ ƳŜǘ ŀ ŦǊƛŜƴŘ ƻƴ ǘƘŜ ǎǘǊŜŜǘ ŀƴŘ ȅƻǳ ƳŜƴǘƛƻƴŜŘ ǘƘŀǘ ȅƻǳΩǊŜ ǿǊƛǘƛƴƎ ŀ 

ƎŀƳŜ ŀƴŘ ƘŜ ŀǎƪŜŘ άǊŜŀƭƭȅΚ ²Ƙŀǘ ƪƛƴŘ ƻŦ ƎŀƳŜΚέ ǘƘŜƴ ǘƘƛǎ ǿƻǳƭŘ ōŜ ȅƻǳǊ ŀƴǎǿŜǊΦ ²Ƙŀǘ ŜȄŀŎǘƭȅ ƛǎ 

your game about? A good inspiration here is the back oŦ 5±5 ŦƛƭƳ ŎŀǎŜǎΦ ²ƘŜƴ ȅƻǳ ƘƛǊŜ ŀ ŦƛƭƳΣ ƛǘΩǎ ǘƘƛǎ 

ŘŜǎŎǊƛǇǘƛƻƴ ǘƘŀǘ ŘǊŀǿǎ ȅƻǳǊ ŀǘǘŜƴǘƛƻƴ ǘƻ ǿƘŀǘ ǘƘŜ ŦƛƭƳΩǎ ŀōƻǳǘ ŀƴŘ ƛŦ ƛǘ ǎƻǳƴŘǎ ƛƴǘŜǊŜǎǘƛƴƎΣ ȅƻǳΩŘ 

probably hire it, the same can be said for your game. Try to sum this up in 1 or 2 paragraphs. 

Example: The player must enter a lost temple and find The Lost Diamond of Ra then place it in a 
special opening to prevent a prophecy coming true in which the dead rise.  
 

2. Where does it take place? Where does the game setting take place? Is it in an overrun medical 

facility? A military factory? Over a number of settings (outside, alien landscape / inside, a base on 

Mars)? 

Example: The game takes place inside and around a large ancient pyramid. This will be split over 

several levels with a number of floors per level. 

3. When does it take place? What period in history is this game taking place? Is it set in the future? In 

the past? Or is it set in an unknown time? 

Example:  Earth, 1940's 

4. Who is the player? A little background on who the player is will help a lot. This will help you 

ŘŜǘŜǊƳƛƴŜ Ƙƛǎ ǎǘǊŜƴƎǘƘǎ ŀƴŘ ǿŜŀƪƴŜǎǎΩΣ Ƙƛǎ ŀƎŜΣ ŜȄǇŜǊƛŜƴŎŜΣ ŜǘŎΦ  

Example: The player plays an archaeologist in his mid 30's. He has a few scars from previous 

adventures and always carries a pistol. 

  

http://gamedeveloper.com/features/19991019/ryan_01.htm
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5. Why is the player there? ¢Ƙƛǎ ƛǎ ŎǊǳŎƛŀƭΣ ǿƛǘƘƻǳǘ ǘƘƛǎ ǘƘŜ ǇƭŀȅŜǊ ƛǎ Ƨǳǎǘ ǎƻƳŜƻƴŜ ΨǘƘŜǊŜ ǘƻ ǎƘƻƻǘ 

thingsΩ. A good back-story will help draw the player into the game. 

Example: He has deciphered an ancient scroll ǘƘŀǘΩǎ ƭŀƛŘ ŀƭƳƻǎǘ ŦƻǊƎƻǘǘŜƴ ƛƴ ŀ ƳǳǎŜǳƳ ǳƴǘƛƭ ǘƘŜ ǇƭŀȅŜǊ 

came across it. The scroll foresees the end of the world when the dead rise. As no one else believes 

him, he is the only one who can stop it. 

6. How is the game won? This will help plan the ending of the game as this is where many games fall 

down. Game makers have many excellent ideas about what should go into their game, the puzzles, 

ǘƘŜ ǘǊŀǇΣ ǘƘŜ ƭƻƻƪ ōǳǘ ƘŀǾŜƴΩǘ ǊŜŀƭƭȅ ǘƘƻǳƎƘǘ ŀōƻǳǘ Ƙƻǿ ƛǘ ǿƛƭƭ ŜƴŘΦ bƻǿ ƘŜǊŜΩǎ ȅƻǳǊ ŎƘŀƴŎŜΗ 

Example: He must find a large diamond that will fit in a certain opening, this will then open another 

chamber where another scroll can be read out, in turn, stopping the dead rising. 

!ǎ ȅƻǳ Ŏŀƴ ǎŜŜΣ ŀƭǘƘƻǳƎƘ ƛǘ ŎŜǊǘŀƛƴƭȅ ŘƻŜǎƴΩǘ Ǝƻ ƛƴǘƻ ŀƴȅ ŘŜǇǘƘΣ Ƨǳǎǘ ǎƛǘǘƛƴƎ Řƻǿƴ ŦƻǊ мр ƳƛƴǳǘŜǎ ǿƛth these 6 
questions will undoubtedly help you with the flow of your game and you can make your answers as detailed as 
you wish, in fact, the more detailed the better and you can add / remove as you go along. 

Paul Jaquays. id Software: 

1. Know what you want to do with a level before you start. Don't expect a map that you start as a single-

player map to be easily changed into a multiplayer map. The reverse holds true for trying to make a 

Deathmatch map into a single player challenge.  

2. Sketch out a diagram of the map to use as an initial guide.  

3. Don't start with grandiose projects. Try making something fun with a few rooms.  

4. If possible, build your level with a "gimmick" in mind-some tricky gamism bit that players will 

remember. Popular gimmicks that have been used in the past include wind tunnels, numerous 

portals, lava maps, trap maps, water-filled maps, map with large, slow-moving hazards, and low-

gravity maps.  

5. Try to be fresh and original with every new design. Do something that you haven't seen done before.  

6. Test gimmicks of gameplay, tricks, and traps in test levels before building them into your game level.  

7. Do architecture and texture studies ahead of time to establish an architectural style. Stick to that 

style.  

8. Block out your level with large pieces of geometry. Think of the architecture you'll use, but 

concentrate more on how gameplay will flow through the level. At this stage, I try to keep my map 

grid at the largest possible setting (in Quake II or Quake III, that's the "64" grid). Avoid fussy details at 

this point and go for massiveness. At this stage of development, try to keep your frame-rate speeds 

well below the amount allowed by the game (for Quake II, we aimed to be below a maximum count of 

500 triangles of architecture in any view). A good rule might be to try for no more than a third of your 

total possible polygon count in the worst views in and near your larger rooms.  

9. Once the flow is established, you can start adding architectural detail and refining hall and room 

shapes.  

10. When designing architectural elements, study the real world. Try to duplicate the look and feel of 

impressive works, but with less complicated geometry. Set yourself challenges in the regard.  

11. Strike a balance between the use of the real geometry and textures that imply three-dimensional 

depth when building architectural details. Textures that appear to be 3D should be used with caution. 

When viewed from a distance, they can fool the eye into believing that the architectural geometry is 

significantly more complex than it actually is. But the same texture viewed up close and the eye levell 

completely destroys the illusion of depth.  

12. Compile the map often. Don't wait until everything is placed to see what things look like (or if you 

have leaks in the map hull).  

13. Complete your map geometry before adding monsters and items.  
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14. When building single-player game maps, don't put every game feature in the level. Having every 

monster possible in the game in a single game level is a glaring sign of amateur work. Generally 

speaking, the only place you're going to see all the monsters at once is in the AI programmer's test 

level.  

15. The same goes for tricks, traps, items, weapons, and power-ups. Unless your map is as massive as the 

64-player DM maps created for Quake II, restrict the number of different items you put in the map. 

Use a few things cleverly, rather than many poorly.  

16. "City64," a largeDM map for Quake II, featured a huge canyon area, a massive alien temple, 

underwater caverns, a vast deep tank with water in the bottom, and numerous stretches of twisty 

corridors. The corridors were often similar, but they ended in distinctive large play areas.  

17. For DM maps, give the players frequent opportunities to avoid pursuit and dodge the cover. Long 

hallways with no exits are bad. Avoid forcing players to make long trips to dead-end rooms-even to 

get good power-ups.  

18. Place lights to achieve gamma. If you have a choice between under-lighting an area and over-lighting 

it, err on the side of darkness. Just don't go overboard. Dark levels may look nifty, but stumbling 

around in the dark while playing gets old fast.  

19. Light as you go-even if you're only placing temporary lights.  

20. Don't forget the audio elements of a map. Sounds can provide important game clues.  

21. If possible, allow multiple solutions for puzzles. You can still reserve the greatest rewards for players 

who them in what the designer has decided is the "best way."  

22. Give the player a variety of game experiences and challenges in each map. All combat of all puzzles 

can get old quickly.  

23. Be kind to your players; don't over-challenge them unnecessarily. Well-places environmental hazards 

add to the tension of game play, but falling into lava or slime every third step or being crushed to 

death by falling weights every time you turn around quickly becomes frustrating.  

24. Study maps you like and make an effort to duplicate or even improve situations and settings.  

25. Finish what you begin. 

 

26. MAKE {¦w9 ¸h¦ I!±9 ¢I9 [!¢9{¢ 5Lw9/¢· ±9wLh{b Lb{¢![[95Φ LC ¸h¦ I!±9bΩ¢ 5h²bLOADED 

IT AFTER MARCH 1ST 2008Σ ¸h¦Ω[[ b995 ¢h. 

27. READ THE MANUAL. All of it! This will save you being flamed on the Forum. 

28. Don't make big open areas, they seem to decrease a lot the speed, FPSC cannot handle it. But if you 

really want to do it, you can use invisible segments; 

29. Don't have too many dynamic objects in one room, it's decrease the speed; 

30. Have a good variety of objectives; 

31. Test everything, go to all corners, try finding bugs; 

32. Don't give up when you find a problem - try solving it; 

33. Have a large variety of enemies; 

34. Get some model packs, they are worth it; 

35. Make lots of levels and make each one different from each other. 

36. Use physics well: But breakable things, things that fall and/or you can push; 

37. Be careful when using the fire effects, it must be a non accessible area, because if you look from the 

upside, you'll see it's just a line; 

38. Draw your maps on paper first define simple marks as lights, range, ŀƴŘ ŜƴǘƛǘȅΩǎ. 

39. Make your story before starting anything. 

40. /ŀƴΩǘ find an answer? DƻƴΩǘ moan for it...just ask nicely on the FPS Forum with a normal topic title. 

41. 5ƻƴΩǘ try to be a smart guy, take advice from people. 

42. Stock Media is OK, but level design must be OK to let Stock media look OK! 
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43. 5ƻƴΩǘ announce ANY game until you REALY think ƛǘΩǎ worth posting it;  

44. Learn FPI {ŎǊƛǇǘƛƴƎΣ ƛǘΩǎ VERY useful to be a FPSC master 

45. Listen to the MOD's on the Forum, most of them had the EA version so they know it very well. 

46. Use the search option before posting; chances are your question has been posted before. 

47.  All player unseen segments parts should be deleted, this will speed up everything, ex: if the player 

isn't supposed to see the back of a building, you can delete it. 

(use noclip on some random games to see how professionals made them: example games: hl2, ut2k4, 

css, cs1.6 hitman, max payne1/2, etc.) 

48. Really important thing: if you really want to move with creating games, just have this in mind, the 

game isn't for you to have fun, but to others, since it's you making the game, you'll know everything, 

you'll know the story, you'll know how the levels look like, you'll know where each enemy is going to 

be and how they act. Knowing all this will make it.  BUT when building a game, build it how YOU like it, 

and not others, forget others opinions until you've built your very own game (ǘƘŜǊŜΩǎ always someone 

who thinks 100% the same as you think), after that you see if it's ok to accept others opinions or not. 

49. Don't lose hope, if someone says that you level sucks, it doesn't matter what 1 guy says, show it to 

more people, and eventually you'll see that they like it. 

50.  After releasing a demo or beta, learn to accept both positive and negative comments, this will help 

you in many ways. 

51.  Need help with textures or models (new ones), feel free to ask help on the Forum. 

52. The more work from you, the more unique your game will be, it's ok to use others people work (with 

their proper permission) but the game looks much better if it has more work from you; 

53. Don't release betas after betas, the less the better, and the more work added in each beta, the more 

the players will like your game; 

54. FPSC isn't meant for you to make next HL or Quake or even next Halo; just a plain "simple" nowadays 

game. 

55. You can find a lot of information about detailed game planning by searching Google, but there are a 

few basics you should have at a minimum. A basic plan should include the story line, maps of each 

level and explanations of game progression, with diagrams of characters, objects, puzzles, etc. A game 

plan is basically a walk through or book of the game. 

56. Some people set out to build a game limited by what is available to them: the basic included themes 

and whatever else is available at the forum and elsewhere. Others set out to build a game they can 

imagine and then work to find or create the content they need to fill it. The second option is harder 

and takes longer, but makes for a great original game. 

57.  Get Photoshop, PaintShop Pro or Gimp and learn how to texture. Some custom textures on the walls 

can make all the difference in the world. 

58. Make the environments feel non-linear even though they maybe are.  

59.  Variate the situations the player are in. Using some puzzle situations between the shooting keeps the 

player from not being wearied.  

60.  Get FL Studio, Med Studio or another music program to make some background music, ambience and 

sounds for your game. 

61.  To avoid frame rate problems with large levels, try not to put too much on the same level building 

area. Use staircases and elevators to extend upwards and downwards to build on those levels. 

62. Print your manual out. It's not that many pages, especially if you print front and back. I find it's always 

easier to read and comprehend something when its right in front of me in black and white; 

63. Stick to one project, no one likes to see 100 different threads about all your different projects, also 

you'll be able to concentrate more on the one project you have to make that the best you possibly 

can, as opposed to doing a little on each at a time and losing concentration. 

64.  Created a 'grid' on Photoshop ( 40x40 squares ) and use markers to define what kind of walls to use 

in a level, filled with x's and o's to define where certain entities and lights are, numbers where 

waypoints for enemies are, and letters where winzones, story zones, start zones, etc. are. 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 13 
 

The grid also kind of looks like a 'battleship' map ( the board game where you try and sink the others 

ship by saying something like 'a1' or 'b12' or something along those lines ) so you can have some kind 

of coordinate system to help you. 

65. Sometimes, building an entire level from scratch can seriously improve frame rates, it is a theory that 

FPSC sometimes compiles areas that are deleted (as notable by the 0 fps bug) or places the same 

segment multiple times in the same location. 

66. Better A.I. without new scripts: 

 Sniper: 

 Main = Snipe.fpi 

 Shoot = Snipe.fpi 

 Gunner: 

 Main = Snipe.fpi 

 Shoot = Shoot.fpi or Shootclose.fpi 

67. Additionally, do not be AFRAID of physics objects. Physics may slow down your game slightly, but it is 

OFF most of the time, an object only interacts with the physics system if a force is applied (or it is 

spawned, or the game starts) 

68. Also, do not be afraid of wide open rooms, large open rooms CAN render properly without a large 

slowdown, what causes the slowdown is polyleaks. 

69. Double Side Tiles, A very interesting fact, double sided tiles are less likely to produce a poly leak then 

single sided ones, furthermore, single sided tiles might become 'invisible' on the opposing side. 

70. Constantly remind the player of his objectives, simply throwing a guy into a shoot-em-up does little to 

make a game, making the story unravel around him through head set communications, over heard 

conversations or notes left on the floor does wonders to immerse the player in the game. DO NOT 

have a guy nag the player to complete his objectives. 

71. Change the health pack scripts to heal small amounts instead of the full 500 heal they currently do. 

72. NEVER hold a random boss fight. Nothing is worse than when a game has a boss fight thrown in 

without reason (IE. ̧ ƻǳΩǊŜ on the way to kill the 'big guy' when he sends his apprentice to kill you...). It 

may seem cool first few times, but pretty soon the player will recognise it as filler. 

In a game I have been playing there has been 3 boss fights over 2 hours, and that does not include the 

objective based fights (basically throw x number of people into y object). 

73. Have a large amount of acrobatics in the game, simply put, walking is boring... it is much more fun to 

climb walls or run across unstable platforms to get to the other side. The thing is a person can easily 

beat a shooting game, and once a puzzle is discovered it isn't the same anymore... But acrobatics are 

something that takes time and can be fun a few times over. 

74. Do not, force the player to walk a great distance over a locked door. I mean take a look at half life, 

you have this guy with all these explosives, but he can't blow apart a single door... 

75. Darkness is bad. What is scarier... a zombie covered in blood eyes rolling, foam gushing from its 

mouth... its skin yellow, wrinkled, and falling off, its clothes tattered and torn or a dark room? 

76. Light is bad. What is scarier, a bloody knife in the middle of a well lit foyer or a knife clearly seen, 

blood still dripping from its tip, but you cannot see (clearly) where the source is... or if the wielder is 

still around. 

77. If you just bought the software, don't jump into making an official game, you should play around and 

learn how it works! 

78. Don't leave open rooms empty; add some boxes and furniture or better yet people! 

79. Don't Substitute quality for quantity 

80. Don't be afraid to ask questions! 

81. Try to not intersect 2 static lights when with full lightmap, that creates a big instability and it might 

crash during the build of your level (it creates a big instability, it doesn't mean it doesn't work, it will 

work, but, it has a bigger case of crashing). 
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The FPI scripting language  
 By xplosys 

The scripting language is a simple trigger-based artificial intelligence language used to program objects in 

games. It consists of simple if/then syntax and a pre-defined list of conditions and actions.  This tutorial will 

discuss how the game engine processes fpi script elements and its progression. 

 

An fpi script is made up of statements and remarks.  The statements start with a colon. Following that is a 

condition, a test to see if something is true. If there is more than one condition, they are separated by a 

comma. After all the conditions have been listed, there is another colon. The second colon separates the 

conditions from the actions. If there is more than one action, they too are separated by a comma. 

:condition,second condition:action,second action  

 

Remarks, sometimes called comments, start with a semicolon. For the purpose of this tutorial, we will use the 

term remarks so that we don't confuse comments with conditions.  Remarks are used to label the script and 

clarify or document its use for both the creator and end user.  In many cases, a remark is used to define a 

segment of a script, such as the header and trigger sections.  The engine ignores remarks when executing the 

script and they are in no way necessary for it to operate, except for the reason stated above.  We will discuss 

the importance of remarks again as we dissect a script. 

;this is a remark  

 

In the following sample script, you can see the use of Remarks, Conditions and Actions.  The use of spacing 

between script lines can also help to define and clarify the script and its different sections. 

;Artificial Intelligence Script  

 

;Header  

 

desc = Player Proximity Door (Open and Close)  

 

;Triggers  

 

:state=0,plrdistwithin=120:state=4  

:state=1:incframe=0  

:state=1,frameatend=0:state=2,coloff  

:state=2,plrdistfurther=120:state=3,sound=$1,colon  

:state=3:decframe=0  

:state=3,frameatstart=0:state=0,setframe=0  

:state=4,plrcanbeseen:state=1,setframe=0,sound=$0  

:state=4,state=0  

 

;End of Script  

 

[ŜǘΩǎ begin at the top and work our way down the script. 

;Artificial Intelligence Script  

 

This first remark defines the document as being an Artificial Intelligence Script.  As stated earlier, remarks help 

both the creator and end user to locate, use, and alter the script if necessary.  While this may seem 

unnecessary in a script such as this, its value becomes more apparent in larger, more complex scripts with 

multiple paths and operations. 

;Header  
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The header section is followed by the scripts description ( desc = description )  and may contain additional 

remarks as required to clarify the scripts purpose, actions or even instructions to the end user.  Simply stated, 

anything can follow the header remark.  Remember that each new line of a remark must begin with a semi-

colon. 

desc = Player Proximity Door (Open and Close)  

 

The scripts description is preceded by the abbreviation desc =.  While a description is not necessary for the 

script to operate, I'm sure you can realize the purpose for this one by now.  Believe me, as you get into more 

complicated scripts, the reason for all this documentation will become apparent.  

So far we have discussed the basic contents of fpi scripts, the proper way to document them and the reasons 

to do so. Now ƛǘΩǎ time to get down to the meat of the script.   

;Triggers  

 

The triggers section contains the statements of the script and is made up of conditions and actions.  As earlier 

discussed, statements start with a colon, followed by a condition.  In order to understand how conditions are 

tested, it is important to know how values are stored.  Think of a condition as being a container.  Inside the 

container is a value which can be set at the start of the game, changed during the play of the game, or fixed 

throughout the game. 

[ŜǘΩǎ break down the first line in the triggers section. 

:state=0,plrdistwithin=120:state=4  

 

The first condition we see is "state=0".  State is the container and the value it holds is "0".  As the game begins 

this is true because the value of "state" is always initialized at "0".  Because "state=0" is true, the engine 

continues to process the statement.  

Next, the comma tells us that there is another condition to be tested, "plrdistwithin=120".  Remember that 

"plrdistwithin" is the container and "120" is the value.  If this condition is true (the player is within 120 units) 

then the engine continues to process the statement.  If not, ( the player is not within 120 units) then the 

engine stops processing the statement.  For the sake of this tutorial, let's say that the player is within 120 units 

and the engine continues to process the statement. 

Next, the colon tells the engine that there are no more conditions to be tested and since they all tested 

positive, or true, it's time to process the actions.  The first action, "state=4" is now processed by the engine.  

This means that the value in the container "state" is changed from "0" to "4", or state=4.  As you may have 

noticed, "state" is used as a condition and an action, allowing the script to progress to another statement and 

perform more actions.  Since there are no more actions and that is the end of the statement, the engine move 

on to the next line. 

There is an exception to the condition/action format that we see in this script.  What if we wanted the engine 

to perform an action unconditionally?  In that case, we would start the line with a colon, as usual, and follow it 

immediately with another colon.  For instance: 

::incframe=0  

 

In this case the engine has no conditions to test, and since none are false, moves on to perform the actions.  

Again, this is just an example and it does not appear in our sample script, so let's move on. 

:state=1:incframe=0  
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The engine once again begins to process the conditions on this statement, but something different happens 

here.  The first condition after the colon, "state=1" is not true because the value of "state" was changed to "4" 

by the previous statement.  Therefore the engine stops processing this statement and moves on to the next 

without processing any of the statements actions.  The engine continues to check the conditions in each new 

statement until a condition is met or true. 

:state=1:incframe=0  

:state=1,frameatend=0:state=2,coloff  

:state=2,plrdistfurther=120:state=3,sound=$1,colon  

:state=3:decframe=0  

:state=3,frameatstart=0:state=0,setframe=0  

 

Therefore, the processing of this script begins once again in the following statement: 

:state=4,plrcanbeseen:state=1,setframe=0,sound=$0  

 

Since "state=4" is true, the engine continues to process the next condition in the statement, "plrcanbeseen". If 

that condition is met, or true, then the progression continues.  If this condition is not true (the player cannot 

be seen) then the engine stops processing the statement, and the value of "state" remains "4". The engine 

continues to loop through the statements, stopping at "State=4" to see if "plrcanbeseen" is true yet.  If and 

when that condition is met, the progression will continue. 

You may have wondered why the value of "state" was changed from "0" to "4" when there are clearly states 1, 

2, and 3 in-between.  The first action in this statement provides the answer.  The value of "state" is now 

changed to "1", and when the player can be seen (plrcanbeseen=true), progression will continue on the 

"state=1" statement.  The "state=4" action created a loop, if you will, that told the engine to continue checking 

the condition "plrcanbeseen" and not to move on until it were true. 

So the engine continues to the next statement and so on.  When it reaches the end, it begins processing once 

again at the beginning, and so loops until destroyed, instructed to stop or the game ends. 

The script ends with a remark telling you that you have reached the end.  More remarks may follow the "End 

of Script" remark if desired, always remembering to start each line with a semi-colon. 

;End of Script  

 

Knowing how the engine processes a script is a good first step in learning to understand and create fpi scripts 

for your games.  The best way to learn is to study existing scripts.   Follow the progression in your head and see 

what the script is doing to achieve its end results.  And remember, practice make perfect. 

Included is a list of conditions, action, animations and key codes to use in your scripts.  Happy game making. 

  



The Official Community Guide to FPS Creator ɀ Revision 3 Page 17 
 

Tutorial #1:  - Light script explained  

By PlystirE 

For this first tutorial, we'll be opening up a default script and attempting to FULLY understand how it works. 

I've decided to use the "light1.fpi" script due to its simplicity and yet, complex nature. 

Open it up in Notepad, or if you so choose, an FPI Editor of your choice. It can be found in the following 

directory: FPS Creator/Files/scriptbank 

When it comes up you should see this: 

 

;Artificial Intelligence Script  

 

;Header  

 

desc          = Light Toggle (On By Default)  

 

;Triggers  

 

:state=0:state=1  

:state=1,activated=0:state=2,lighton  

:state=2,activated=1:state=1,lightoff  

 

;End of Script  

 

Let's start by breaking this down line by line. 

 

First line containing new stuff: 

 

;Artificial Intelligence Script  

 

This line is a comment, which is not processed and is not necessary. Comments are used for documentation 

and in FPI are denoted with the ";" at the beginning. 

 

Our First Discovery 

Comments are made by placing a ";" at the beginning of a line. 

Comments are used for documenting code. 

 

Second Line containing new stuff: 

 

desc = Light Toggle (On By Default)  

 

This line will set the description of the script to "Light Toggle (On By Default)". This line is not needed to run a 

script, but it is good practice to ALWAYS describe what your script is supposed to do here. 

 

Our Second Discovery 

The "desc =" command sets the description of an FPI script. It is not needed but can be useful for further 

documentation. 
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Third Line containing new stuff: 

 

:state=0:state=1  

 

This is the first line of actual scripting code. Let's take a look at the structure for starters: 

 

Take note of the ":" at the beginning of the line. This leading colon tells the scripting engine that we are about 

to give it some conditions. I'm going to code-name this the Condition Colon. 

 

Conditions listed after this colon are checked by the engine. Let's look at the condition listed here: 

 

state=0  

 

Well, we only have one condition to check. This condition will check the value of the script's "state" variable. 

This specific variable is unique to all scripts. Each script has its very own state variable. 

When a script is first run the state variable will always start out at 0. 

 

When the engine first gets to this condition the state will be 0, and the condition will be considered TRUE. 

 

If all conditions on a certain line are TRUE, then the engine will continue reading the line. 

 

In this case, all the conditions are TRUE, so let's keep looking through the line. 

 

There seems to be another ":". This second colon tells the scripting engine that we are about to list the actions 

that we want to be run when all the conditions on that line are TRUE. I'm going to code-name this the Action 

Colon. 

 

Actions listed after this colon are "executed" by the engine. We can only give the engine actions that it 

understands though! If you are using a non-modified FPSC-Game.exe then all the actions you need to worry 

about are listed in the FPSC Manual starting on page 86. Since our condition for this line was TRUE, let's take a 

look at the actions that are listed: 

 

state=1  

 

Hmmm, this looks familiar. Yes, it looks the exact same as the Condition of this line! But don't be fooled! 

Since this came AFTER the action colon it GIVES the script's "state" variable a new number. In this case, it's "1". 

So once this is executed by the engine, the script's state variable is now "1". 

 

That does it for this line! 

 

Our Third Discovery 

The first ":" on a line must come before everything else on that line. It is called the Condition Colon. 

After this colon, we list the conditions. Conditions are all checked by the engine, and they must all be TRUE for 

the engine to look at the rest of the line. The "state=" condition checks if the script's "state" variable has a 

certain value. If it does then the condition is TRUE. The second ":" on a line comes immediately after our list of 

conditions. It is called the Action Colon. After this colon, we list the actions that should be executed if the 

conditions are all TRUE. Actions are all executed by the engine, these are what make things happen in a game. 

The "state=" action will GIVE the script's "state" variable a new value. 
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Fourth Line containing new stuff: 

 

:state=1,activated=0:state=2,lighton  

 

Alright, looking from left to right we can see our Condition Colon and a Condition that checks if the script's 

"state" variable is set to "1". Our last line gave the script's "state" variable a value of "1", so this condition is 

TRUE. Nothing new so far. 

 

Hmmmm, right after the condition there's a ","! That sure looks new. Let's explore what the comma does: 

 

When we want to have more than one condition or more than one action then we must separate them by 

using a comma. When the scripting engine finds a comma, it knows that we are going to give it more 

conditions or more actions, depending on which "colon" it last saw. 

Right here, the last colon it saw was our Condition Colon, meaning we're telling the engine that we are going 

to give it another condition. Let's look at this condition: 

 

activated=0  

 

The "activated" condition will check to see what "active status" the entity that our script is attached to has. 

This takes a little further explaining: 

 

When an entity first comes into being, it is not "active", and so it's "active status" will be "0". Since we're 

assuming our entity just came into being, then this condition is TRUE, because it's "active status" is currently 

"0". 

 

That takes care of that, let's continue reading the line. 

 

Next we see that there is an Action Colon meaning that we are now going to be looking at actions. The action 

being executed is a "state=" action that gives the script's "state" variable a new value of "2". Nothing new so 

far. 

 

Aha! A "," is here! As we saw earlier this tells the engine that we are going to give it another action because it 

last saw our Action Colon. Let's take a look at this new action: 

 

lighton  

 

This action is used for "light entity" scripts. This tells the "light entity" to turn on. Pretty simple, huh? 

 

That does it for this line. So, since the conditions for that line were all TRUE, the actions were both executed, 

setting the script's "state" variable to "2", and turning the "light entity" on. 

 

Our Fourth Discovery 

Commas are used to list more than one condition or action. 

The "activated=" condition checks the entity's "active status" for a certain number. 

When entities first come into being, their "active status" is set to "0". 

The "lighton" action is used for "light entities" and tells them to turn on. 

Fifth Line containing new stuff: 
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:state=2,activated=1:state=1,lightoff  

 

Okay, reading from left to right we can tell from what we've learned that this line will: 

 

Check if the script's "state" variable is set to "2" 

Check if the script's "active status" is set to "1" 

 

That's not new to us, but we can see that when this script is first run, the condition that checks for an "active 

status" of "1" will be FALSE. This is because nothing has changed the entity's "active status", yet. 

 

However, if this line's conditions were ALL true we can see that it would: 

 

Give the script's "state" variable a new value of "1" 

Execute the "lightoff" action 

 

Well, we haven't seen this action before, but you probably guessed that it will turn a "light entity" off. And you 

would have guessed right! That's exactly what this action does. 

 

That does it for this line. 

 

Our Fifth Discovery 

The "lightoff" action is used for "light entities" and tells them to turn off. Okay, so wait. When DOES the "active 

status" of our entity become "1"? This will be covered in the next tutorial, "Light Switch"!  

 

Hopefully this tutorial has helped some to better understand what goes on in a script. 

 

I will continue the lesson soon with a "Light Switch" tutorial where we will look into the FPI script behind a 

light switch and how it turns the light on and off! 
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Tutorial #2: - Light Switch  

By PlystirE 

Okay, in our last tutorial we learned about the following: 

 

- How to make comments in a script for documenting the code 

- What the "desc=" is for 

- What a Condition Colon and an Action Colon are 

- The "state=" condition 

- The "state=" action 

- What a Comma is used for 

- The "activated=" condition 

- The "lighton" and "lightoff" actions 

 

 

Now, to start off the lesson let's begin by opening up the "switch.fpi" script. It can be found in the same place 

as our previous script. 

 

When you get it opened up you should see this: 

 

;Artificial Intelligence Script  

 

;Header  

 

desc          = Switch Activate (toggle on and off)  

 

;Triggers  

 

:state=0:hudreset,hudx=50,hudy=90,hudimagefine=gamecore \ text \ pressentertous

e.tga,hudname=useswitchprompt,hudhide=1,hudmake=display,state=10  

:plrdistwithin=50:hudshow=useswitchprompt,hudfadeout=useswitchprompt  

 

:state=10,plrdistwithin=50,plrusingaction=1:state=1,plrsound=$0,activateifu

sed=1,alttexture=1  

:state=1,plrusingaction=0:state=2  

:state=2,plrdistwithin=50,plrusingaction=1:state=3,plrsoun d=$1,activateifus

ed=0,alttexture=0  

:state=3,plrusingaction=0:state=10  

 

;End of Script  

 

Okay, no dilly dallying in the classroom, let's get right to it. 

 

First Line containing new stuff: 

 

:state=0:hudreset,hudx=50,hudy=90,hudimagefine=gamecore \ text \ pressent ertous

e.tga,hudname=useswitchprompt,hudhide=1,hudmake=display,state=10  

 

WOW! This may take a little bit, but we can get through it! Okay, what do we know about this line? Well, we 

know that it's going to: 

 

Check to see if the script's "state" variable is set to "0" 
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Then if that condition is true, it will execute the actions listed after the Action Colon. 

 

But... hold on a sec. What exactly do all those actions do? Let me start this little endeavour of knowledge by 

first explaining about HUDs: 

 

Images that are going to be put onto the screen and not into the 3D world are called HUDs in FPSC. This line, as 

we will soon find out, creates a very small HUD. How does it do that? Let's look at the first action taking place: 

 

Hudreset  

 

This action tells the engine to prepare itself to load up a brand spankin' new HUD. This will allow you to further 

describe how the new HUD should be loaded without messing with previously loaded HUDs. 

 

Now that our engine is ready to load up our new HUD let's start looking at the rest of the actions. 

 

hudx=50  

 

Okay, this action tells the engine that the HUD about to be loaded is going to be centered at the 50% mark of 

our screen's width. Some of you may be thinking "Huh?!?" so I'll elaborate. 

 

The screen's width is the size of the screen horizontally. This is given by your game's resolution. This action 

tells the engine that you want the hud to be centered halfway (50%) across the screen. 

 

That's it for that action. Next is: 

 

hudy=90  

 

This is similar to the previous action except it positions our soon to be loaded HUD vertically. In this case we 

want the HUD to be 90% down the screen. That'll put it ALMOST at the bottom. 

 

Next action in line is: 

 

hudimagefine=gamecore \ text \ pressentertouse.tga  

 

This one tells the engine that we're wanting to load an "image" of "fine" quality into our HUD. That image is 

going to be found at the path provided to this action. 

 

But wait... where's the "C:\Program Files\" etc.? The script assumes that it's already looking in the "FPSC 

Creator\Files" folder. So, we can leave off the folders BEFORE that and just skip to the path inside of the "Files" 

folder. In this particular case our image would be located in the "FPSC Creator\Files\gamecore\ text" folder, 

and the image to be loaded is the "pressentertouse.tga" file. 

 

Now that our HUD has an image in it, what else is there? 

 

hudname=useswitchprompt  

 

This action gives a name to our HUD. The name chosen is "useswitchprompt". It's also wise to give slightly 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 23 
 

descriptive names to your HUDs so that while you're scripting you won't get confused between loaded HUDs. 

 

That was pretty simple, next action is: 

 

hudhide=1  

 

This action immediately hides the HUD from view. In our "Light Switch" example, we don't want the player to 

see the HUD if they're nowhere NEAR the switch, so we hide it from the get go. 

 

Another easy one. Let's see here, next is: 

 

hudmake=display  

 

This one can be troublesome to first time scripters. It is the final word in loading up a new HUD, because it is 

the last action to be executed when loading one! So what does the "=display" mean? And what else could it 

equal? 

 

Well, let's say this, you execute this command to finish loading your HUD and it also tells the engine how to 

treat the HUD. This time, it told the engine that it's just going to be a "display" HUD, meaning that it won't do 

anything special but be displayed. 

 

Out of shear completion of this tutorial here are the other values you can set this equal to: pointer, button, 

status, internal, numeric, anim, edit, list, ipaddress, winnersname 

I will not elaborate on the use of each one in this tutorial as it deviates from the scope. 

 

After that action we can see that it will then give the script's "state" command a new value of "10". 

 

Our First Discovery (And what a discovery it is) 

The "hudreset" action readies the engine to load a new HUD. 

The "hudx=" action positions the new HUD horizontally by a percentage of the screen's width. 

The "hudy=" action positions the new HUD vertically by a percentage of the screen's height. 

The "hudimagefine=" action loads an image using fine quality into the new HUD. 

The "hudname=" action gives the new HUD a name that we can use for scripting later. 

The "hudhide=" action will immediately hide the HUD from view. 

The "hudmake=" action will complete the loading process by telling the engine how to treat the new HUD. 

 

Second Line containing new stuff: 

 

:plrdistwithin=50:hudshow=useswitchprompt,hudfadeout=useswitchprompt  

 

Okay, so in this line's condition list we see a new condition: 

 

plrdistwithin=50  

 

This condition will be TRUE if the player is closer than 50 units from the light switch. A good way to 

guesstimate a nice distance is to remember that segments are 100 units wide, so this is checking if we're half a 

segment away from it. 
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Now onto the action list: 

 

hudshow=useswitchprompt  

 

This action will make the HUD named "useswitchprompt" visible. Remember that "useswitchprompt" is what 

we named the HUD that we loaded. So, now the HUD is visible! 

 

hudfadeout=useswitchprompt  

 

This action will cause the HUD named "useswitchprompt" to fade away and become hidden from view. 

 

But... wait just a second. I thought we wanted to SEE the HUD! How come we're making it fade away right 

after we show it? 

 

Let's take a quick time-out to discuss something. 

It is CRUCIAL to understand that the script is not run just once per game! It is, in fact, looked through by the 

engine MANY times per second. So while you are writing your script, pretend that as soon as the engine 

finishes reading the last line of script that it will immediately start back at the top. Even though you didn't 

realise it, the engine has already gone and read through every other script in your game as well! So keep that 

in mind when scripting. 

 

So what does that mean here? It means that the engine will show us the HUD and then BEGIN to fade it away 

immediately. But it comes back and shows us the HUD once again before it even had a chance to fade. This will 

make it appear as though the HUD is not fading away. 

So then, why tell it to fade away if it's not going to really fade? Because as soon as the condition for this line is 

FALSE, meaning our player is further from the switch than 50 units, then the "fadeout" action will have a 

chance to fade it out and hide it, making it look very smooth and appealing. 

 

Our Second Discovery 

The "plrdistwithin=" condition will check to see if the player is within a certain amount of units from the entity. 

The "hudshow=" action will tell the engine to make a HUD with a specified name visible to the player. 

The "hudfadeout=" action will tell the engine to make a HUD start to fade away. 

 

Third Line containing new stuff: 

 

:state=10,plrdistwithin=50,plrusingaction=1:state=1,plrsound=$0,activateifu

sed=1,alttexture=1  

 

Okay, so this line checks to see if the script's "state" variable is set to "10", then check to see if the player is 

within 50 units of the entity, and THEN: 

 

plrusingaction=1  

 

This condition will check to see if the player is currently pushing the "Use" or "Action" key... I prefer to call it 

the "Use" key so as not to get mixed up with scripting terminology. The default Use Key is the "Enter" key. 

If the player is pressing this key then the "plrusingaction" will be a "1", if not, it will be a "0". 

 

So, our line continues, and if our list of conditions are all TRUE, then it will set the script's "state" variable to a 
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new value of "1", and then: 

 

plrsound=$0  

 

This action will play a sound. What sound will it play? Well we gave it a "$0" so what does that mean? Let's 

look at the properties of the switch entity we are giving this to. If you scroll to the bottom of the list of 

properties for the switch, you'll see two fields labelled "Sound0" and "Sound1". By giving this action the value 

of "$0" it will play the sound in the "Sound0" field of that entity. Like-wise, if you gave this action a value of 

"$1" it would play the sound in the "Sound1" field. 

 

Okay, that's simple enough, right? Now let's look at: 

 

activateifused=1  

 

Aha! Here we are, the action that makes it all work! Go back to the properties of your switch entity. You will 

see a field in the "AI Automated" section called "If Used". This action will look for any and ALL entities in your 

level that have EXACTLY that name, and set their "active status" to whatever number you give. In this case it 

will set the "active status" of those entities to "1". 

This, ladies and gentlemen, is how our Light from Tutorial #1 will get an "active status" of "1". Simply give the 

switch entities "If Used" field the name of the light. 

 

One more action to look at for this line: 

 

alttexture=1  

 

Okay, back to the properties we go! Under the "Optional Visuals" section you'll see a field named "Texture" 

and a field named "Alt Texture". If we gave this action a value of "0" it would texture the entity with whatever 

texture is in the "Texture" field. But, since we gave it a value of "1" then it will texture the entity with whatever 

texture is given in the "Alt Texture" field. 

It is important to note that the texture an entity has when it first comes into being is the texture given in the 

"Texture" field. 

 

Our Third Discovery 

The "plrusingaction=" condition will check to see if the player is pressing the "Use" key on the keyboard. If they 

are, then it will be a value of "1", if not then it will be "0". 

The "plrsound=" action takes two values. "$0" and "$1" which correspond to the fields "Sound0" and "Sound1" 

in the entity's properties. It plays the sound within the matching field. 

The "activateifused=" action will set the "active status" of all entities, whose names match the name given in 

the entity's "If Used" field of the properties, to a specific value. 

The "alttexture=" action takes two values. "0" and "1" which correspond to the fields "Texture" and "Alt 

Texture" in the entity's properties. It textures the entity with the texture specified in the matching field. 

 

What's this?! We're done?!?! Yes! There are no more new conditions or actions in this script. But, just to clear 

up any haziness here, let's give a basic description of what's going to go on here: 

 

The script loads in a new HUD and calls it "useswitchprompt".  If the player comes within 50 units of the switch 

that has this script, then it will display the HUD. 

The HUD will fade away if the player walks out of range from the switch. 
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If the player is within 50 units of the switch and is pressing the Use key, it will activate the entities in its "If 

Used" field with a value of "1", play a sound specified in the "Sound0" field, and texture itself with the texture 

specified in the "Alt Texture" field. 

To keep the switch from toggling too fast, we will wait until the player is NOT pressing the Use key, before 

moving on. 

If the player is within 50 units of the switch and is pressing the Use key again, it will activate the entities in its 

"If Used" field with a value of "0", play a sound specified in the "Sound1" field, and texture itself with the 

texture specified in the "Texture" field. 

Then, it waits for the player to stop pushing the Use key, and goes back to waiting for the player to press the 

Use key to activate the "If Used" field entities with a value of "1". 

 

As you can see, it is effectively looping itself to turn on and off our Light! (Or whatever you want it to turn on 

and off) 

 

This concludes Tutorial #2. 

 

Hope I was able to get some novice scripters on their way to scripting greatness!  

 

If anyone would like a tutorial, please ask and I will consider if I have time to discuss it, but if the tutorial would 

exceed the scope of this thread (Complete Newbs) then I may have to make a new thread for it. 

 

Good luck out there, guys! 
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Tutorial #3: - Half -Life AutoMed  

By PlystirE 

I decided that I don't like the current script for the Automed they give us in the scifi section. I want it more like 

the Med Units in Half-Life. So in today's lesson, we're going to come up with a script that will do the following: 

 

 Give the player health, 1 unit at a time 

 Continually give health as long as the player has the Use Key held down 

 Loop a sound while the med unit is giving health 

 Won't give the player more health than they are supposed to have 

 Will ONLY give up to 100 health to the player before "running out" (This will keep the player from 

camping the automed device and being immortal) 

 

First things first, we want the automed to give health. So let's look in our trusty manual and find an action 

that'll do that for us. After a little searching I found this action that will do just nicely: 

plraddhealth=X  

 

This action will give the player an amount of health equal to X. So if we want to give the player 10 health right 

away the action would read "plraddhealth=10". Simple, right? ... Right. 

 

Okay, we also want this thing to loop a sound while it's pumping our players full of med dopamine. Let's see, 

the manual says that this action will do the trick: 

loopsoun d=X 

 

Sound actions can work in two different ways. Just like the "sound=" action that we covered in Tutorial 2, 

where X would equal "$0" or "$1" and we would put the sound in the entity's properties. But any sound action 

can also be given a specific path to a sound file! Remember, the engine assumes that the current directory is 

the "Files" directory. So, in general the current directory would be the "C:/Program Files/The Game 

Creators/FPS Creator/Files" directory. From there we would be able to give it a specific path to any sound in 

the "audiobank" folder.  Example would be: "audiobank/items/healthup.wav" 

 

Alright, so now we know the commands to give the player some health and to loop a sound. What about when 

the player decides they had enough health for now and stop pressing the Use Key? Or when the unit runs out 

of that fine dine health serum? We got to stop that sound or it'll just keep on looping! Well, the manual 

doesn't have this action listed so I'll fill you guys in. In order to "stop sounds" the command is: 

stopsound  

 

And it does exactly what it sounds like. No values needed. Just use that action and your looping sound will 

stop. Hurray!  
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Let's start up our script! Open a new Notepad file and type this in: 

 

;The Half - Life Automed Unit, Tutorial # 3 

 

;Header  

 

desc = AutoMed Station  

 

;Triggers  

 

Well, let's start brainstorming for a minute on how we're going to do this. 

 

First, we need to see if the player is in range of using our AutoMed. After all, we don't want them to be 

accessing free bodyjuice telepathically from the basement when our AutoMed is on the top floor! Let's say if 

the player is within 100 units (1 segment width) then they can use it. So to start off let's put in a condition to 

check for the "state" variable at 0 (Since it just came into being and check for the player being within 100 units. 

The line should look like this so far: 

:state=0,plrdistwithin=100  

 

Don't put in the Action Colon just yet, we still have more things to check for! 

 

If we left it like that and started pumping out sweet syringical goodness then the player would need only run 

up to the automed and it'd start doing it without the player pushing a button! Well, you could do that if you 

want, just leave off this next piece: 

 

Check for the player pushing down the Use Key. You remember that condition, right? That was in Tutorial #2 

for flipping the light switch! Same deal here, we'll use the "plrusingaction=X" condition! Now, we want to 

know if they ARE pushing it so X would be equal to "1", right? 

 

So after we put that in our line looks like this: 

:state=0,plrdistwithin=100,plrusingaction=1  

 

Hmmm, well, that sounds good for right now. If all those conditions are true, then we need to give the 

deserving player some loving! And by that, I mean health.  

 

Put in the Action Colon now so we can move onto executing some actions. 

 

We said we wanted to give health to them 1 unit at a time, so we'll use the "plraddhealth=X" action where X is 

gonna equal "1". 

We also said that we wanted to loop a sound while the player was getting their health, se we'll use the 

"loopsound=X" action. 

 

I took a listen at all the sounds in the audiobank and I thought that the "acidhum.wav" sounded the best for 

my health looping purposes. You may not think so, so if you'd like you can go find a sound more suitable to 

your needs. 

The file I wanted is in the "audiobank/atmos" directory. 

 

Adding those two actions onto our first line we should have what looks like this: 
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:state=0,plrdistwithin=100,plrusingaction=1:plraddhealth=1,loopsound=audiob

ank/atmos/acid hum.wav  

 

Awesome, now when the player gets in range of the Automed and presses (and holds) the Use Key, they'll get 

health and hear a cool looping sound to boot! 

 

But wait, we can't run this just yet. What was that other command we just learned about? The one NOT in the 

manual? That's right, we got to stop the looping sound when the player's not getting anymore health! 

 

So when should we stop the sound? When the player isn't using the Automed anymore, right? ...Right! 

 

Let's make a new line and check for the player NOT pressing the Use Key. Then in our Action List we'll just tell 

the sound to stop. We'll get something looking like this to start with: 

:state=0,plrusingaction=0:stopsound  

 

Okay, just using those two lines our Automed will work! But, unfortunately, it won't work the way we want it 

to. What's wrong with it? Well, let's take a moment to "idiot proof" our script, as it's said in the professional 

realm. 

 

Q. What if a player was to walk up to our Automed, hold down the Use Key, then walk away from it? 

A. The player would stop getting health, but the sound would not stop until the player released the Use Key! 

 

That's a problem, as it makes our Automed very amateurish. So, let's make a new line that will check for the 

player being further than 100 units from our Automed and then stop the sound if they are. 

Well, we haven't yet covered how to detect if the player is FURTHER than a certain distance from the entity, so 

let's look in the manual. The manual gives us this condition to detect if the player is FURTHER than a certain 

distance from the entity: 

plrdistfurther=X  

 

Yes, it is very self-explanatory. Use this condition to find out if the player is further than X units from the entity. 

Let's use that condition and finish up our line of code to get something that looks like this: 

:state=0,plrdistfurther=100:stopsound  

 

Great! Now the sound will stop when the player runs away from our Automed! Problem solved. Using just 

what we have now, we'll discover yet another setback, but nothing us scripters can't handle!  

 

Q. What's wrong now? 

A. The player can indeed use our Automed to get health and the sound is just perfect, but the Automed 

doesn't STOP giving us health! 

 

How do we get around this? Well, we'll need a way to keep track of how much health our Automed has given 

the player overall. To do this, we'd need a "variable". Now I know what some of you expert scripters are 

probably thinking. "But the only way to get variables is to use empty's mod or to modify the source code 

ourselves in V1.0!!!" 

 

Wrong! I do recall that I've used the term "variable" to describe TWO things thus far. Can anyone tell me what 

they are? You guessed it, class! The "state" and "active status" variables! Those will allow us to stick in 

whatever numbers we want and to detect what number they are! But, only one of those will fit the bill, so to 

speak. We need to INCREMENT our variable by 1 every time the player gets 1 unit of health! 
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Hmmm, this poses a problem, so let's reference our manual and see what we can dig up. 

 

*rummages through the manual for a second* 

 

AHA!!! The manual says that we are allowed to increment the script's "state" variable by any amount that we 

want! But we're already using the "state" variable, aren't we? Yes, indeed we are, but it's not serving us any 

purpose right now. If you notice, we don't DO anything with it except check for a "state" value of "0"! 

 

I smell a sneaky under-handed technique coming on, don't you?  

 

Okay, let's see what we have so far in terms of code: 

;The H alf - Life Automed Unit, Tutorial #3  

 

;Header  

 

desc = AutoMed Station  

 

;Triggers  

 

:state=0,plrdistwithin=100,plrusingaction=1:plraddhealth=1,loopsound=audiob

ank/atmos/acidhum.wav  

:state=0,plrusingaction=0:stopsound  

:state=0,plrdistfurther=100:stopsound  

 

I think that's it... well, since we would like to use the "state" variable for our counter, let's delete all the 

conditions checking the state variable. 

That'll give us: 

;The Half - Life Automed Unit, Tutorial #3  

 

;Header  

 

desc = AutoMed Station  

 

;Triggers  

 

:plrdistwithin=100,plrusingaction=1:plraddhealth=1,loopsound=audiobank/atmo

s/acidhum.wav  

:plrusingaction=0:stopsound  

:plrdistfurther=100:stopsound  

 

Good, now we are free to use the "state" variable as we please.  

We know that it starts with a value of "0", which is good because at the beginning our Automed has not given 

the player any health. What was the action in the manual for incrementing the "state" variable? 

 

Oh yeah: 

incstate=X  

 

We use this action by replacing X with how much we would like to increment the "state" variable. 

Well, we want to increment it by 1 every time the player gets 1 unit of health, so let's use this action next to 

where we give the player 1 unit of health in our first line of code. Just stick it in the list and your first line 

should now look like this: 
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:plrdistwithin=100,plrusingaction=1:incstate=1,plraddhealth=1,loopsound=aud

iobank/atmos/acidhum.wav  

 

Now, our "state" variable will always be equal to how much health the player has drawn out of the Automed. 

All we got to do now is check for when the "state" variable has reached the maximum amount of health that 

can be drawn out, then stop the player from getting any more... because we're greedy like that. lol  

 

We said we wanted the player to only get 100 units of health out of our Automed, so... 

 

add a new line of code at the bottom of our script that will check for the "state" variable being at a value of 

100. 

:state=100  

 

Now, we need to think of some way to keep the player from getting more health out once it has reached this 

much... 

 

Well, we still have one variable left, why don't we use it as a flag that says "No more health for mister player." 

Our "active status" variable will be our stopping flag, so when it equals "0" (like it does when the game first 

starts) the player can draw out health, and when it equals "1" the player WON'T be able to draw out more 

health. So, in our Action List, let's set the "active status" to "1" on this line of code. 

 

How do we do that? We haven't covered how to make a script set its OWN "active status" variable! Manual 

time!! 

 

Okay the manual gives us: 

activate=X  

 

This will set the current script's "active status" to X. So let's put it in: 

:state=100:activate=1  

 

Let's also increment the state ONE more time so the engine ƛǎƴΩǘ constantly running this line of our script and 

lagging us down just a tad. 

:state=100:activate=1,incstate=1  

 

We're forgetting something else... what is it? Hmmmm... oh right! We need to stop that looping sound as soon 

as our Automed runs out of health! 

:state=100:activate=1,incs tate=1,stopsound  

 

And last but not least, we need to check that the "active status" variable is "0" in our earlier lines of code! That 

way the player only gets to have health if our Automed hasn't already given them 100 units of goodness! 

 

So, let's go back and put in a condition to check for that in our first three lines of code! 

What we should have so far will look something like this: 

;The Half - Life Automed Unit, Tutorial #3  

;Header  

 

desc = AutoMed Station  
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;Triggers  

 

:activated=0,plrdistwithin=100,plrus ingaction=1:plraddhealth=1,loopsound=au

diobank/atmos/acidhum.wav  

:activated=0,plrusingaction=0:stopsound  

:activated=0,plrdistfurther=100:stopsound  

 

:state=100:activate=1,incstate=1,stopsound  

 

Alright!!! Now our automed is smart enough to limit our little drug...I mean, health addict players! 

 

But something isn't quite right. We are ALMOST there, it's just that we still need one little thing. As it stands 

right now our players can go over their maximum health using our Automed!!! That's not good. 

 

Let's go back to our first line of code and put in a condition for if the player has less than their maximum 

health. In my game, the player has a maximum of 500 health, but yours may be different. 

Wow, yet another command we haven't covered before! How do we detect if the player has less than a certain 

amount of health? Guess ƛǘΩǎ back to the manual for us. Alright, I dug up this condition from our trusty little 

paperback: 

plrhealthless=X  

 

This condition will be TRUE if the player has less than X units of health. Let's put it in: 

:activated=0,plrdistwithin=100,plrusingaction=1,plrhealthless=500:plraddhea

lth=1,loopsound=audiobank/atmos/acidhum.wav  

 

And now, we also have to turn off the looping sound if the player happens to hit their maximum health before 

the Automed runs out. So let us insert a new line of code before the last line, just to keep it organized. 

 

In this line we're going to check if the player is able to pull out more health ("active status" variable is "0") and 

if the player has their maximum amount of health. Problem here is there doesn't seem to be a condition for 

detecting a specific amount of health! Well, we're clever little scripters and we know that we can just detect if 

the player has health greater than 1 unit LESS than their maximum amount of health. 

What does that mean? In my player's case, I'm going to detect if they have MORE THAN 499 units of health. 

 

The manual says we can do that using this condition: 

plrhealthgreater=X  

 

And just like its brother condition, X is going to be the value we are checking against. 

When we put in our line it should look like this: 

:activated=0,plrhealthgreater=499:stopsound  

 

Wait... wait a minute. What's this?!? Are we...? Yes! We are!!! 

 

We're done!!!  

 

After all that scripting and thinking we came up with a script that probably looks similar to this: 

;The Half - Life Automed Unit, Tutorial #3  

 

;Header  
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desc = AutoMed Station  

 

;Triggers  

 

:activated=0,plrdistwithin=100,plrusingaction=1:plraddhealth=1,loopsound=au

diobank/atmos/acidhum.wav  

:activated=0,plrusingaction=0 :stopsound  

:activated=0,plrdistfurther=100:stopsound  

:activated=0,plrhealthgreater=499:stopsound  

 

:state=100:activate=1,incstate=1,stopsound  

 

If you'd like you can comment on the end of the script, but it isn't necessary. 

 

When we put this onto the "Main AI" of our Wall-mounted med kit provided to us by TGC, it will function just 

as we initially intended it to!  

 

NOTE: The wall-mounted medkit seems to be a little fritsy and so, I would suggest turning the "Physics On?" 

property to "No". When I didn't do that, it flew off the wall as soon as the game started, lol! 

 

This concludes Tutorial #3, The Half-Life AutoMed! Made by Us. 
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Tutorial #4: - Custom Game HUD 

By PlystirE 

Start by opening up Windows Explorer and navigating to your "FPS Creator/Files/gamecore/huds" folder and 

unzipping our HUD image there. 

 

Next, navigate to your "FPS Creator/Files/languagebank/english/gamebank/mygame" folder. It is in here that 

we will find a script called "setuplevel.fpi". Make a copy of that file and call it something 

"setuplevel_original.fpi" 

This is so we still have a backup copy of how the level USED to be set up and we don't lose the information for 

the original HUD setup. 

 

Now open "setuplevel.fpi" 

 

In that script you will see lots of junk that we haven't covered before. Some of the new conditions and actions 

may be self-explanatory to you and others won't be. Don't worry about that right now, we will be dealing 

solely with actions that create HUDs. 

 

Locate the line that looks like this: 

 

 

:state=0:hudreset,hudx=5,hudy=5,hudimage=languagebank \ english \ gamecore \ huds

\ lives.tga,hudmake=display  

 

It should be the 4th line in the second block of code. (4th line after the space) 

 

Using our scripting knowledge attained thus far, let's break down what's going on here: 

 

Check if the script's "state" variable is set to "0". 

If it is, then: 

- Prepare the engine to make a new HUD. 

- Set the Center of the HUD 5% across the screen and 5% down the screen. 

- Load an image called "lives.tga" into the HUD. 

- Finish making the HUD as a "display" HUD. 

 

Awesome!!! We have already covered everything used in this line! And from the name of the image loaded, 

you can probably guess that this HUD has something to do with the "Lives" HUD shown in the game. Well it 

does! In fact, it is the text shown on your screen that reads "LIVES". 

 

Let's look at the line after that: 

 

 

:state=0:hudreset,hudx=4,hudy=8,hudsizex=16,hudsizey=16,hudimage=gamecore \ h

uds \ numeric1.tga,hudtype=1,hud make=numeric  

 

Alright, by observation we can see that this line will: 

 

Check is the script's "state" variable is set to "0" 

 

If it is, then it will: 
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- Prepare the engine to make a new HUD. 

- Set the Center of the HUD to 4% across the screen and 8% down the screen. 

- Load an image called "numeric1.tga" into the HUD. 

- And then... Huh? 

 

Looks like we haven't covered the last two actions in the list just yet. Let's start by looking at: 

 

hudtype=1 

 

The manual has this to say about the command: 

Quote: "HUDTYPE=X set the HUD type (1-lives,2-health,3-weapon)" 

 

Well, that sounds all good and dandy, but let me elaborate on this a little bit. The manual makes a very 

CRUCIAL assumption. That is, it's assuming that you are making a "status", "numeric", or "anim" HUD. 

That's fine for now, because you can see in the next action in the list, we ARE making a "numeric" HUD. 

 

With that said, the "hudtype=1" action is setting a variable unique to the HUD we are creating to a value of 

"1". Yes, I said it... "variable". But don't go thinking that this may give us another work-around to using 

variables. There is no scripting condition to check the HUDTYPE, and so it would be useless to us. 

 

Now, the next action in the list will Finish making the HUD as a "numeric" HUD. 

 

Since it's a "numeric" HUD, then the "hudtype=1" action from before will let the engine know that this HUD is 

going to be keeping track of the player's "lives" variable. The "lives" variable is GLOBAL, meaning that it will 

have the same value no matter what script is checking it, and if one script were to change it then all other 

scripts would know about the change. 

 

NOTE: When making a "numeric" HUD, be sure the image you are using is formatted correctly. By that, I mean 

it must be a 64x64 image and must contain the numbers you want to use in it. Each number should take up a 

15x15 space. That means that you will have 4 numbers on each row. the sequence should go as follows:  

0 1 2 3 on the first row 

4 5 6 7 on the second row 

8 9 . / on the third row 

And the fourth row is blank 

 

Okay, you may be wondering by now why I missed the "hudsizex=" and "hudsizey=" actions... the answer is: 

These actions are specific to the "selectability" range of a HUD, meaning that it only serves for detecting if the 

mouse has moved over the HUD. Since in our game, we don't CARE about that, then it makes no sense to cover 

these actions. 

 

That takes care of that line. Hopefully it was informative enough for everyone.  

 

Next line: 

 

:state=0:hudreset,hudx=15,hudy=5,hudimage=languagebank \ english \ gamecore \ hud

s\ health.tga,hudmake=display  

 

This line is almost the same as the first line we looked at! 

Only differences are the positioning and the image that is loaded into the HUD. 



The Official Community Guide to FPS Creator ɀ Revision 3 Page 36 
 

This one loads an image called "health.tga", and, as you may have surmised, it is the text on screen that reads 

"HEALTH". 

 

NEXT LINE! 

 

:state=0:hudreset,hudx=14,hudy=8,hudsizex=16,hudsizey=16,hudimage=gamecore \

huds \ numeric1.tga,hudtype=2,hudmake=numeric  

 

This one looks just like the line that controls the displaying of the player's "lives" variable! 

 

The only difference for this one is its positioning and the hudtype. 

 

This time around, the HUD's type is set to "2". And since the HUD is a "numeric" HUD, it will be in charge of 

displaying the player's "Health" variable. This variable is also a GLOBAL variable. 

 

The next line in queue is: 

:state=0:hudreset,hudx=85,hudy=8,hudimage=gamecore \ huds \ ammo.tga,hudtype=3,

hudmake=status  

 

Alright, let's skip the formalities. This line is just like the others, except for one thing: 

 

This HUD is a "status" HUD. Which means that it, too, will be following the (1-lives,2-health,3-weapon) rule 

given by the manual. 

In this instance, the HUD has been given the job of displaying "something" relevant to the player's current 

weapon. The details behind which are not entirely clear at this point, so I'll just say: 

This HUD will display the picture of the player's current weapon. The picture to be used is called 

"hud_icon.dds" and is located in the corresponding folder in the "gamecore/guns" directory. 

 

You may be wondering what the point of the image loaded into this HUD is then. Well, the best answer I can 

give you is that it's a stand-in for the images that are to come. If the player does not have a weapon equipped 

at the moment, this HUD is hidden by order of the game's engine. If you were to go and look at the 

"ammo.tga" image loaded into this HUD you'll see a picture of an assault rifle. Obviously, it doesn't always 

STAY as that image, so the HUDs type takes care of changing the image when necessary.  

 

That's all I have to say on that line, moving on we have: 

:state=0:hudreset,hudx=88,hudy=12,hudsizex=16,hudsizey=16,hudimage=gamecore

\ huds \ numeric1.tga,hudtype=3,hudmake=numeric  

 

Okay, this is going to load up a "numeric" HUD of "hudtype=3". That means it's related to the player's current 

weapon! Well, what about a weapon do we know of that's numeric? 

 

That's right! Ammo! This HUD is given the task of displaying the player's current weapon's ammo. 

Well, those are the only lines that we need to worry about for what we're going to do. For the sake of learning 

I am going to list more information than you possibly need to know about HUD types. 

  



The Official Community Guide to FPS Creator ɀ Revision 3 Page 37 
 

HUD Types 

There are 11 "main types" of HUDs that can be made. They are: 

- display 

- status 

- numeric 

- pointer 

- button 

- internal 

- anim 

- edit 

- list 

- ipaddress 

- winnersname 

 

There are also "sub types" for HUDs. The following HUDs have sub types: 

 

- display 

- status 

- numeric 

- button 

- internal 

- anim 

 

Now for each HUD "main type" I will list the values of their "sub types" and give a name to each of them. I will 

not elaborate on them, because in order to do that I would need to do further research. 

 

The display HUD 

 

0 - Always display 

X - Objective Related (Multiplayer) 

 

If no type is given, it will obviously default to "0". 

 

The status HUD 

 

1 - Lives 

2 - Health 

3 - Weapon 

4 - Frags 

5 - Time 

11 - "Blip" 
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The numeric HUD 

 

1 - Lives 

2 - Health 

3 - Ammo 

11 - "Blip" 

 

The button HUD 

 

1 - New 

2 - Load 

3 - Save 

4 - Continue 

5 - Exit 

 

The internal HUD 

 

1 - Loader 

2 - Eye HUD 

3 - Fader 

4 - Zoom 

 

The anim HUD 

 

1 - Lives 

2 - Health 

3 - Ammo 

11 - "Blip" 

 

 

That does it, that's all the information I can currently give you related to HUD types. If enough interest is 

shown into specific types, I may or may not dig up more info on it. 

 

Moving on, now that we know how the player's HUD is being drawn on screen, we can start to manipulate 

what's already here to create our own! 

 

Let's replace the "lives.tga" HUD image with the "OurHud.png" image. That way it'll show our desired HUD 

instead. 

 

Since the image I have given already has the text for everything, we can go ahead and comment out the line 

that loads up the "health.tga" image. Remember how to do that? We just put a ";" at the beginning of the line. 

 

Now, for my HUD I didn't see any use for the big picture of the player's gun on screen. I mean, he's HOLDING 

the thing, why be redundant and show a picture of it? So I've also commented out the line that loads up the 

"ammo.tga" image. 

 

Alright, now that our desired HUD image is being shown on the screen, let's move the "numeric" HUDs over to 

it and position them so that they are sitting inside the box that they belong in. 

 

To do this takes a little bit of "guess and check" type work, where you guess a percentage value on the screen 
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to put the "numeric" HUD, then test the game and see if it was good enough or not. Well, I already did the 

guessing and checking for you, and I found: 

 

The hudx for the "OurHud.png" image was about 13 and the hudy for it was about 10. I liked that position, but 

you may think otherwise and you are free to change it and discover your own position for it on-screen.  

 

The hudx for the Health "numeric" HUD was about 7, and the hudy for it was also about 7. 

The hudx for the Lives "numeric" HUD was about 16, and the hudy for it was about 7. 

The hudx for the Ammo "numeric" HUD was about 6, and the hudy for it was about 16. 

 

Those values worked for me, and I liked the result. The "numeric" HUDs fit nicely into the spaces provided and 

are labelled accordingly.  

 

Now, I encourage you to go out and make a HUD of your own. When everyone starts using the same old HUD, 

it gets boring. I believe if somebody makes a game, it should have its own unique HUD, and since you just 

learned how to make one, GO FOR IT!!  
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Tutorial # 5: - Custom AI 

By PlystirE 

Let's start by brainstorming. (As with all creations, this is the best place to start) Most people want to simply 

make AI but don't know where to start, so let's start by imagining what we want our AI to do. 

 

I think a smart AI should be able to patrol an area via waypoints, shoot at the player if it sees them, and follow 

the player once it has already started shooting. Also, I believe a smart AI won't stand there taking hits all day, 

so I want it to strafe around randomly so that it'll be harder for the player to get a hit in. I bet a further target 

would be a harder to hit target, so I don't want the AI to get very close to the player. 

 

Alright, brainstorming over with for now, let's make a list! (Because I know you all love lists, am I right? ) 

 

Things our AI should do: 

Á Patrol Waypoints 

Á  Start shooting player if it sees them 

Á Strafe randomly if close enough to player 

Á  Follow player around, but don't get too close. 

That sure SOUNDS easy, but let's start scripting and find out how easy it's really going to be. 

 

STEP #1: Patrolling Waypoints 

 

Alrighty, first thing on the list is to make it patrol waypoints. Let's take a look into the manual and see what 

scripting commands we can find that are related to waypoints. 

Conditions: 

WAYPOINTSTATE=X  

is true when the waypoint state value equals X. 

State 0 means the entity has not yet started following  

waypoints. 

State 1 means the entity is looking for the nearest waypoint  

marker to start from. 

State 2 means the entity is following a waypoint line to its  

current waypoint marker. 

State 3 means the entity has reached the waypoint marker and  

needs to decide what to do. 

State 4 means the entity has reached the waypoint marker and  

it splits off in more than one other direction. 

State 5 means the entity has reached the very end of the  

current waypoint structure and requires a decision to be made. . 

A state of 999 means the entity has been placed in zero- 

waypoint mode where the entity simply ignores waypoints. 

Wow, that's a lot to read, but the more detailed the description the better, as I always say.  

  



The Official Community Guide to FPS Creator ɀ Revision 3 Page 41 
 

Actions: 

WAYPOINTSTART  

instructs the entity to find the closest waypoint 

WAYPOINTSTOP  

stops the entity following waypoints 

WAYPOINTREVERSE  

makes the entity reverse course and go the other way 

WAYPOINTNEXT  

instructs the entity to find the next waypoint 

WAYPOINTPREV  

instructs the entity to find the previous waypoint 

WAYPOINTRANDOM  

instructs the entity choose a random waypoint direction 

Awesome! We got lots of actions to choose from, so this will make it easier on us.  

 

I think we have enough information now to start coding our Waypoint Patrolling section of the script. To start 

off, let's think of how we can mesh these commands together to get our AI doing what it should be doing. 

 

When it first spawns it should begin its patrol. We know that when it first spawns, it isn't following a waypoint, 

right? So, then we can safely assume that our AI's "waypointstate" is going to be 0, according to what the 

manual says. 

 

With that in mind, we can come up with this piece of code: 

:waypointstate=0:waypointstart  

 

Deng, that was easy.  

 

Now that he's on his way to the nearest waypoint, his "waypointstate" should be equal to 1. That's fine, we 

don't want him to be doing anything different while he's already walking.... WAIT! Walking? We need to make 

him walk, too! Otherwise, he'll just glide along his merry way.  

 

Let's find us some animation commands to make our AI look like he is walking. The manual gives us lots of 

commands to deal with animating, but only one in particular will do what we want here: 

ANIMATE=X  

 

automatically play animation X. 

In regards to characters provided, there are a number of  

animations built in which can be played. These are: 

0 = Spawn 

1 = Idle 

2 = Move Slow 

3 = Strafe Left 

4 = Strafe Right 

5 = Move Fast 

6 = Reload Weapon (or Toss) 

10 = Climb 

11 = Impact Front 
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12 = Bounce Front 

13 = Get Up Front 

14 = Impact Back 

15 = Bounce Back 

16 = Get Up Back 

17 = Impact Left 

18 = Bounce Left 

20 = Impact Right 

21 = Bounce Right 

31 = Crouched Idle 

32 = Crouched Move Slow (same) 

33 = Crouched Strafe Left (same) 

34 = Crouched Strafe Right (same) 

35 = Crouched Move Fast (same) 

36 = Crouched Reload Weapon (or toss) 

40 = Freeform Idle 

41 = Freeform Move 

50 = Weapon Spawn 

51 = Weapon Idle 

52 = Weapon Move Slow 

53 = Weapon Strafe Left 

54 = Weapon Strafe Right 

55 = Weapon Move Fast 

56 = Weapon Reload Weapon (or Toss) 

57 = Weapon NEW Climb 

61 = Weapon Impact Front 

62 = Weapon Bounce Front 

63 = Weapon Get Up Front 

64 = Weapon Impact Back 

65 = Weapon Bounce Back 

66 = Weapon Get Up Back 

67 = Weapon Impact Left 

68 = Weapon Bounce Left 

70 = Weapon Impact Right 

71 = Weapon Bounce Right 

81 = Weapon Crouched Idle 

82 = Weapon Crouched Move Slow (same) 

83 = Weapon Crouched Strafe Left (same) 

84 = Weapon Crouched Strafe Right (same) 

85 = Weapon Crouched Move Fast (same) 

86 = Weapon Crouched Reload Weapon (or toss) 

90 = Weapon Freeform Idle 

91 = Weapon Freeform Move" 

 

Whoa! That's some heavy stuff going on right there! But, we got what we wanted. A single command to 

automatically play (and loop) any animation that the entity has! 
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Hmmm, looking in the list, animation number 52 (Move Slow) looks like what we want, so let's put it in. 

:waypointstate= 0:waypointstart,animate=52  

 

Awesome, now our Ai will have a walking animation while he goes to his first waypoint! Now, once he gets 

there, what is he going to do? And how can we tell if he's there or not? Well, the "waypointstate" should be 

equal to 3 if it reached the waypoint. So, once it gets there let's have it move to the next one in line. And, while 

we're at it, let's make him animate the walk also. 

 

:waypointstate=0:waypointstart,animate=52  

:waypointstate=3:waypointnext,animate=52  

Alright, that takes care of that! Now our Ai should be finding waypoints and following them until the end. 

Speaking of end, we gotta make sure the AI knows what to do when it gets there! 

 

If the AI is at the end of the waypoints, the "waypointstate" should be equal to 5, right? Well, once it does 

equal 5, let's have it reverse direction and go back.  

:waypointstate=0:waypointstart,animate=52  

:waypointstate=3:waypointnext,animate=52  

:waypoints tate=5:waypointreverse,animate=52  

 

 

There, that should do it. However, this will only work if our AI is following a stream of waypoints that don't 

have multiple paths to take. Let's make our AI follow a random waypoint if it comes to a fork in the road... so 

to speak.  If it finds a branch, then the "waypointstate" will be equal to 4, according to what the manual says: 

:waypointstate=0:waypointstart,animate=52  

:waypointstate=3:waypointnext,animate=52  

:waypointstate=4:waypointrandom,animate=52  

:waypointstate =5:waypointreverse,animate=52  

 

Okay, that looks like it'll handle pretty much everything we want it to. What's next on the list? 

 

Step #2: Shoot Player if Seen 

 

Now that our AI is a Waypoint walking fool, let's have it shoot the player if it sees them. As per our protocol, 

let us consult the manual for any useful commands! 

 

Conditions: 

PLRCANBESEEN  

is true when player can be seen 

PLRCANNOTBESEEN  

is true when player cannot be seen " 

Actions: 

ROTATETOPLR  

rotate the entity to face the player 

SHOOTPLR  

runs the internal FPI script SHOOT specified in character properties" 
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Okay, looks like we got our work cut out for us here. But, not to fear! Your faithful leader will get us through 

this!  

 

I gotta explain a couple things here. Firstly, to keep our scripts clean, we don't want to pile ALL of our AI's code 

into one script. You'll notice that the action "shootplr" will call up a different script. We'll code that script as 

well, and it will handle the chasing and shooting of the player. Right now, we need to determine if we should 

start using that script or not. With that said, HERE WE GO! 

 

First up, we gotta find out if the AI can see the player. We can use the "plrcanbeseen" condition for that. Then, 

if it CAN see the player we want it to rotate to the player and start shooting! 

 

However, our AI is currently following waypoints, so we need to tell him to stop, and also to stop doing it's 

walk animation! Well, according to our list of animations, animation number 51 (Idle) is the one we're looking 

for. 

 

Sounds like a plan, so let's script it!  As per proper scripting, we don't want everything to happen at the same 

time, so we need to break it up into states: 

:state=0,plrcanbeseen:state=1  

:state=1:rotatetoplr,waypointstop,animate=51,shootplr,state=2  

 

Okay, so now our AI knows that if it sees the player it should stop walking the waypoints, play the Idle 

animation, and run it's "Shoot" script, which is given to it in its properties. Alright! Now, we'll assume that our 

AI has spotted the player is now running it's "Shoot" script, so now we have to make it! 

 

Step #3: The Shoot Script, Following and Firing 

 

Lets open up another Notepad or your preferred FPI editing tool and start to work on our Shoot script. In this 

script, we already know that the player has been spotted and we should have already rotated to face the 

player. 

 

What should happen now? 

 

Well, we need to take some situations into account, and for this, we're gonna make a list: 

Á The Player is far away 

Á The Player is very close 

Á The Player is within desired range 

Á The Player disappeared from view 

Okay, let's look at our first situation. If the player is far away, we want to get into range. I think the range of 

our AI should be between 4 segments away and 5 segments away, translating into a distance of 400 to 500. 

 

If the player is further than 500 units away, we should move in closer. 

 

Coupling with this situation we have the other situation that the player is very close to us. So, if the player is 

closer than 400 units, we're gonna want to back up. 

 

Remember, when making the AI move, it has to animate correctly as well. During combat a nice run seems like 

a good animation, so animation number 55 (Move Fast) would be nice for this. 
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Consulting the manual we come up with some commands to help us out here: 

 

Conditions: 

PLRDISTWITHIN=X  

is true when player is within X units 

PLRDISTFURTHER=X  

is true when player is further than X units 

Actions: 

MOVEFORE=X  

moves the entity forward by X units 

MOVEBACK=X  

move the entity back by X units" 

Now, let's start our script before our heads get too full of ideas and we start to forget things. 

:state=0:state=1  

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

 

Alright, now our AI can move forward and back up if necessary. But as of right now, our AI doesn't know how 

to STOP moving, so let's put that in there and satisfy situation 3 where the AI is within the desired range. 

:state=0:state=1  

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animat e=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

:state=1,plrdistwithin=500,plrdistfurther=400:animate=51  

 

Okay, now, our AI will do the idle animation if it's in the desired range. With that in place, let's look at our last 

situation, where the player disappears from the AI's view. We don't want our AI to try shooting through the 

wall, so let's look in the manual and see what we can find. 

 

Actions: 

FOLLOWPLR  

follows the players trail if one exists 

Wow, that seems rather specific to our needs, doesn't it?  

 

We want the AI to follow the player if the player can't be seen, and once it finds the player again, to resume 

what it was previously doing. We'll want to make the following part of our AI a separate state. 

 

We already have an action to check if the player disappeared from view, so let's code this: 
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:state=0:state=1  

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

:state=1,plr distwithin=500,plrdistfurther=400:animate=51  

:state=1,plrcannotbeseen:state=2  

:state=2:followplr  

:state=2,plrcanbeseen:state=1  

 

Okay, now that we have our AI following the player around and dauntlessly staring them in the eyes, let's have 

it start shooting.  

 

Again, we must consult the mighty manual for advice: 

 

Conditions: 

PLRINGUNSIGHT=X  

is true when an entity has the player is gun sights [and X equals 1] 

Actions: 

USEWEAPON  

fires any weapon half by an entity in the direction of the target 

 

Well, there we have it. If the player is in gun sight, we'll use our weapon! That sounds pretty simple. Point and 

click, really.  Remember, we only want to shoot when we have the player in sight, so this will go into state 1. 

:state=0:state=1  

 

:state=1:rotatetoplr  

:st ate=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

:state=1,plrdistwithin=500,plrdistfurther=400:animate=51  

:state=1,plrcannotbeseen:state=2  

 

:state=1,plringunsight=1:useweapon  

 

:state=2:followplr  

:state=2,plrcanbeseen:state=1  

 

And there we have it. Our AI will now shoot the player until it runs out of ammo. Ammo? Awwww ****, we 

gotta make sure that our AI reloads properly!  

 

Okay, manual time!~ 

 

Conditions: 

IFWEAPON=X  

is true when the weapon being used by entity is ready and X is one" 
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Actions: 

RELOADWEAPON  

reloads the weapon from the entities stock of infinite ammo" 

 

That condition sure seems cryptic, but to me it looks like we can check if the weapon is NOT ready (meaning 

out of ammo) but checking it against zero. Then, if our weapon isn't ready, we gotta reload! Also, we'll need to 

make sure that we animate our AI to reload it's weapon. Animation 56 (Reload) is perfect.  

 

Now, remember that reloading is instantaneous for AI, and that's not very fair to the player, so we'll need to 

animate this one ourselves instead of autoplaying it. 

 

Here's what the manual gives us about animating manually: 

 

Conditions: 

FRAMEATEND=X  

is true when animation X is at an end 

FRAMEATSTART=X  

is true when animation X is at the beginning" 

 

Actions: 

SETFRAME=X  

set animation X start frame  

INCFRAME=X  

increment another frame in animation X" 

This one is going to be a little more complicated than our auto-playing action. Oh well, it's for a good result, 

right? RIGHT! 

 

First things first, we'll want to check if our AI is out of ammo, then we'll want to set up a "Reload State" that 

the AI can go to when it runs out of ammo. In that state, we'll show the reload animation and after it's finished 

we'll return to our shooting state. 

 

Right before moving to our reload state, we want to start up our reload animation, then once we get to the 

reload state, we'll want to increment through the frames until we get to the end. I'm going to make state 10 be 

our reload state. And we're off!  

:state=0:state=1  

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

:state=1,plrdistwithin=500,plrdistfurther=400:animate=51  

:state=1,plrcannotbeseen:state=2  

:state=1,ifweapon=0:state =10,setframe=56  

:state=1,plringunsight=1:useweapon  

:state=2:followplr  

:state=2,plrcanbeseen:state=1  

 

:state=10:incframe=56  

:state=10,frameatend=56:animate=51,reloadweapon,state=1  
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Okay, now our Ai will show a reload animation when reloading, and return to his normal state when he's done. 

 

Step #4: Strafing 

 

Recall that we also wanted our AI to strafe around so that it'll be harder for our player to hit them. 

 

Manual says: 

 

Actions: 

CHOOSESTRAFE  

randomly selects a strafe direction (ie left/right/forward) 

STRAFE  

perform the previously chosen strafe to avoid player shots 

If only these commands worked as promised this would be cake! Unfortunately for us, the choosestrafe 

command doesn't seem to act quite right with the strafe command. Allow to rephrase the "Strafe" command: 

STRAFE=X 

Will force the entity to strafe in the direction specified by X degrees from the forward position. 

Negative X will be towards the entities Left, while a Positive X value will be towards the entities Right" 

 

So, if you gave Strafe a value of "90" it would strafe directly to the Right. Also, the strafe command doesn't 

animate the entity with the proper strafe, so we'll need to do that ourselves as well. 

 

This look like it could take some work!  

 

First, we'll want to set up a way to tell if we're in range of the player, then if we are, we'll want to choose a 

random direction to strafe in. After strafing, we'll want to check our distance again. 

 

Hmmmm, let's think about how we can set this up. 

 

Okay, i got it! If our Ai is within range, we'll go to a "Strafe State" (we'll use state 5 for this). In this state, we 

will randomly choose a strafing direction by using the following condition I found in the manual: 

RANDOM=X  

is true when a random value between 0 and X is equal to one" 

 

So, basically, this condition will randomly be true. The higher the value of X, the less likely it will be true. I'm 

going to use a 50/50 chance here and go with "random=1". 

 

If our condition returns true, we'll want to go to a state specifically designed for that strafing direction, and set 

up the animation for it as well. We also want to continue shooting the player and rotating to them while 

strafing. This means we'll have to check for reloads, as well as if the player is in gunsight. 

 

Now, let's start scripting: 
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:state=0:state=1  

 

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdistwithin=400:moveback=4,animate=55  

:state=1,plrdistwithin=500,plrdistfurther=400:animate=51,state=5  

:state=1,plrcannotbeseen:state=2  

 

:state=1,ifwea pon=0:state=10,setframe=56  

:state=1,plringunsight=1:useweapon  

 

:state=2:followplr  

:state=2,plrcanbeseen:state=1  

 

:state=5,random=1:state=6,setframe=54  

:state=5:state=7,setframe=53  

 

:state=6:incframe=54,strafe=90,rotatetoplr  

:state=6,ifweapon=0:state=10,set frame=56  

:state=6,plringunsight=1:useweapon  

:state=6,frameatend=54:state=1,animate=51  

 

:state=7:incframe=53,strafe= - 90,rotatetoplr  

:state=7,ifweapon=0:state=10,setframe=56  

:state=7,plringunsight=1:useweapon  

:state=7,frameatend=53:state=1,animate=51  

 

:state=10:incframe=56  

:state=10,frameatend=56:animate=51,reloadweapon,state=1  

 

Wow, that sure added on a lot of code! Alrighty, so our AI can strafe, shoot, follow, and walk waypoints like a 

reigning champ! 

 After all that work, we finally have something to show for it! Two whole scripts that will make a semi-smart AI. 

For quick reference here they are: 

 

Final Main AI Script 

:waypointstate=0:waypointstart,animate=52  

:waypointstate=3:waypointnext,animate=52  

:waypointstate=4:waypointrandom,animate=52  

:waypoin tstate=5:waypointreverse,animate=52  

 

:state=0,plrcanbeseen:state=1  

:state=1:rotatetoplr,waypointstop,animate=51,shootplr,state=2  

 

Final Shoot AI Script 

:state=0:state=1  

 

:state=1:rotatetoplr  

:state=1,plrdistfurther=500:movefore=4,animate=55  

:state=1,plrdis twithin=400:moveback=4,animate=55  

:state=1,plrdistwithin=500,plrdistfurther=400:animate=51,state=5  

:state=1,plrcannotbeseen:state=2  

 

:state=1,ifweapon=0:state=10,setframe=56  

:state=1,plringunsight=1:useweapon  
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:state=2:followplr  

:state=2,plrcanbeseen:state=1  

 

:state=5,random=1:state=6,setframe=54  

:state=5:state=7,setframe=53  

 

:state=6:incframe=54,strafe=90,rotatetoplr  

:state=6,ifweapon=0:state=10,setframe=56  

:state=6,plringunsight=1:useweapon  

:state=6,frameatend=54:state=1,animate =51 

 

:state=7:incframe=53,strafe= - 90,rotatetoplr  

:state=7,ifweapon=0:state=10,setframe=56  

:state=7,plringunsight=1:useweapon  

:state=7,frameatend=53:state=1,animate=51  

 

:state=10:incframe=56  

:state=10,frameatend=56:animate=51,reloadweapon,state=1  

 

There we have it. A very complicated process broken down... and we at last have something to show for it! 

 

With this knowledge, you can probably go out and make your own, better AI (which you probably should, since 

it will make your games more unique)  

 

Tutorial #6: - Variables  

By PlystirE 

Let's get started! 

 

To begin, I'll list the added conditions and actions that have to deal with variables: 

 

Conditions: 

 

VAREQUAL=X 

 

- returns true if the current variable equals X 

 

VARNOTEQUAL=X 

 

- returns true if the current variable does not equal X 

 

VARGREATER=X 

 

- returns true if the current variable is greater than X 

 

VARLESS=X 

 

- returns true if the current variable is less than X 

 

 

Actions: 
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GLOBALVAR=X 

- set the current local variable index to wrire/read from to X 

 

LOCALVAR=X 

 

- set the current local variable index to write/read from to X 

 

SETVAR=X 

 

- set the value of the current variable to X 

 

INCVAR=X 

 

- increases the value of the current variable by X 

 

DECVAR=X 

 

- decreases the value of the current variable by X 

 

Alright, that is verbatim from Lee's update for V109beta3. 

 

Let us speculate a little about this. I have not used these variables, so let's not count on my own experience to 

get through this. Have no fear, though, we have Lee's examples to give us some insight!  

 

Let us open the "pickuplockpicks.fpi" that was included with V109beta3: 

;Artificial Intelligence Script  

 

;Header  

 

desc          = Pickup Lock Picks (for doors that can be picked) [G1]  

 

;Triggers  

 

:state=0,plrdistwithin=40:state=1,playertake,coloff,plrs ound=audiobank \ misc

\ ping.wav  

:state=1:rundecal=5,globalvar=1,setvar=1  

 

;End of Script  

 

Well, that looks pretty simple. The first line is a generic pickup sequence used in a lot of default scripts for 

picking stuff up. 

 

The second line, however, is where we see some of our new commands: 

:state=1:rundecal=5,globalvar=1,setvar=1  

 

According to our code, we move into this state once the player picks up the item. 

 

Once we get here, we can see these two actions being used: globalvar and setvar. 

 

What are they doing, though? 
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The GlobalVar action can be a bit confusing at first. What it does is tell FPSC which variable we are wanting to 

alter. In this case, we want to alter "Global Variable #1", which is why the script says "globalvar=1". 

 

The SetVar action goes hand in hand with the previous action. Once FPSC knows which variable you are 

wanting to change, this commands does just that. It changes it. It will set the variable to the value in which you 

specify. So for the current circumstances, this action is setting "Global Variable #1" to a value of 1. 

 

Great! Now, we know that once the player picks up the entity with this script attached to it, then the "Global 

Variable #1" will be equal to 1!  

 

Moving on with our examples, we have "doorlockpick.fpi" 

 

Let's take a look inside, shall we?  

;Artificial Intelligence Script  

 

;Header  

 

desc          = Door requiring lock picking (variable used for 'attempts')  

 

;Triggers  

 

;If global variable [G1] is zero (no lock pick), always fail lock picking  

:state=0:globalvar=1  

:state=0 ,varequal=0:localvar=1,setvar=1  

 

;If local attempts variable [L1] is not reset, can successfully lock pick 

door  

:state=0:localvar=1  

:state=0,plrdistwithin=120,plrusingaction=1,varequal=0:setvar=1,sound=$0  

:state=0,plrdistwithin=120,plrusingaction=1,varequal=10:incvar=1,sound=$0  

:state=0,plrdistwithin=120,plrusingaction=1,varequal=20:incvar=1,sound=$0  

:state=0,plrdistwithin=120,plrusingaction=1,varnotequal=0:incvar=1  

:state=0,vargreater=30:state=1  

 

;Door ope ns  

:state=1:incframe=0  

:state=1,frameatend=0:state=2,coloff,localvar=1,setvar=20  

 

;Trigger door to close at random point when lock pick effect fades  

:state=2:localvar=1  

:state=2,random=25,varless=21:decvar=1  

:state=2:state=3  

:state=3,varnotequal=0:state=2  

 

;Door closes  

:state=3:localvar=1  

:state=3,varequal=0:decframe=0  

:state=3,frameatstart=0:state=0,setframe=0,colon  

 

;End of Script  

 

Whoa, that's a lot of code for a simple door! 

 

But, this isn't just any door. It's a door that the player needs lock picks in order to open! 

Now, remembering what we talked about with the other script will help us to decipher this one. 
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Here are a few rules to go by when reading the parts dealing about variables: 
- The variable to be checked or altered is ALWAYS the one that was last set by either "globalvar" or 

"localvar" 

- "Global Variable #1" is DIFFERENT than "Local Variable #1" (Pretty obvious) 

- ALWAYS set the variable to be altered before trying to do anything with it. That includes checking it. 

Okay, with that said, let's recall that in the other script, "Global Variable #1" will only be set to 1 if the player 

picked up some lock picks. 

 

Now we can start to read this puppy from the top, starting with state 0. 

- Set the variable to be used to "Global Variable #1" 

- If the variable is set to 0 (Meaning we HAVEN'T picked up lock picks), then set "Local Variable #1" 

as the variable to be use, and set it to 1. 

- Set the variable to be used to "Local Variable #1" as the variable to be used. 

- If the player is close to the door and using the action key AND "Local Variable #1" is equal to 0, 

then set the variable to 1 and play a sound defined in the entity. 

- If the player is close to the door and using the action key AND "Local Variable #1" is equal to 10, 

then increase the variable's value by 1 and play a sound defined in the entity. 

- If the player is close to the door and using the action key AND "Local Variable #1" is equal to 20, 

then increase the variable's value by 1 and play a sound defined in the entity. 

- If the player is close to the door and using the action key AND "Local Variable #1" is NOT equal to 

0, then increase the variable's value by 1. 

- If "Local Variable #1" is greater than 30, then go to state 1. 

That sure does a lot. 

Basically, while the user is within range and holds down the use key, they'll hear a couple sounds play while 

the variable is increasing in value until it gets to 30, then it'll go to state 1.  

 

State 1, translated: 

 

- Increase frames through animation 0 

- If animation 0 is at the end, then turn the collision of the door off (So we can walk through it), set "Local 

Variable #1" to 20, and go to state 2. 

 

That's pretty basic operation of opening the door. 

 

States 2 & 3, translated: 

 

State 2: 

- Set the variable to be used to "Local Variable #1" 

- If a 25 sided die is rolled and lands with 1 facing up and "Local Variable #1" is less than 21, then decrease 

"Local Variable #1" by 1. 

- Go to state 3. 

 

State 3: 

- If "Local Variable #1" is not equal to 0, then go back to state 2. 

 

- Set the variable to be used to "Local Variable #1" 

- If the variable is equal to 0, then decrease frames through animation 0 

- If animation 0 is back at the start, then set the frame to 0, turn collision back on (So we can't pass through the 


