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elcome to theOfficial Community Guide to FPS Credt@ver the years this

guide has grew from a small page of answered questions intoQffeial

Community guide it is today, and it has done so through the help of all those
GK2QOS Lldza K & little thif furthe2 dzf G 2 NRSNJ (2 KSf L) ySgO2
professionals @) alike.ly aA RS &2dzQff FTAYR SOSNRGKAYy3A &2dz
qudlity first person shooterThere 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 thesbeut 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 thingsmight not work correctly in FPSC X10

Not really, I'm using By Nickydude
the FPS Creator. It
S$ays you can
"Create your game
instantly with the
intuitive 3D editor.
Drag and drop
walls, lights, doors,
enemies, ammo,
weapons and

I'm creating a Won't that be hard? ||
first-person

shoot-em-up.

dThanks for making a superb guideLee Bamber, TGO.ead programmeand Founder
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Game Design Hints & Tips
ByVarious

In The Beginning
ByNickydude

When you first get FPS Creatorup atlzy y Ay 33X &2dz OF y Qi KSf LJ oymican | & | NBd
get a game up and running in under 30 minstizi ¢ K (i A Zactdallymaild? IMii guéss liz@ 8 &

couple of rooms with a scattering of objects, weapons and enemies while sanirof FPSC making it up as

you go alongwhich is all good and well, but unless yeally] y2 ¢ ¢ KI G @&2dz gl yi @&2dzQfft &;:
FYR € 24&S8 Ay dS NBau vantito/creadte adghidhe Whatlpe6Benill wanttiay and something that

youg 2y Qi 248 Ay SNBa joudhged K h Gafe Besign BieK N2 dZ3 K G KSy

,2dz Y@ KIF @S KSI NR | DédigihNDoduBes 2AVAS RK/ASYy 2 Fa AIKASEYr MB yWR & 2 dz
anatomy of a Design Documemére: http:/gamedeveloper.com/features/19991019/ryan_01.hjnand all

YI22NJ 3FYAy3 O02YLI yASa KI @S GKSYS AdgsigFdodmment I 3+ YS 62
describesa game from beginning tend; including story boards and concept desins K SNB Q& | 1jd2GS 7T
above link:

GThe 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 frain wh
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.

OurRSa A3y ogdts Fuch@epyi;@ ivill just ask 6 simple gtiess.

1. Whatisyourgameaboutt ¥ &2dz YSiG | FNASYR 2y GKS aidNBSiG I yR
I3rYS YR KS Fa1SR aNBrftekK 2KIFGd {AYR 2F 3JIYSKe GK
your game about? good inspiration here isthebacko 5+5 FTAfY OFaSaod 2KSy &2dz
RSAONRLIIAZ2Y GKFG RN}ga &2dzNJ I GiSyaAazy (2 6KIG GKS
probably hire it, the same can be said for your gaiirg.to sum this up in 1 or 2 paragraphs.

ExampleTheplayer mustenter a lost temple anéind The Lost Diamond of R@en place it in a
special opening to prevent a prophecy coming true in which the dead rise.

2. Where does it take placeWheredoes the game setting take place? Is iakimoverrun medical
facility? A military factory? Over a number of settings (outside, alien landscape / inside, a base on
Mars)?

ExampleThe game takes place inside and arourldrgeancient 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 plads 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@ little background on who the player is will help a lot. This will help you
RSGSN¥AYS KAa aidNBy3ldkKa FyR ¢SI1ySaaQry Kia 3sSs S

ExampleThe player plays an archaeologist in his mid 3®shas a few scars from previous
adventures and alwgs carries a pistol.
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5. Whyisthe playerthere® KAad A& ONHzOALl X gAGK2dzi GKA& GKS LJX I &°¢
thingsQA good bacistory will help draw the player into the game.

ExampleHe has deciphered an ancientsciolK F 6§ Q& AR FfY2ald FT2NH2GG4Sy A
came across it. The scrédreseesthe end of theworld when the dead rise. As no one else believes
him, he is the only one who can stop it.

6. How is the game won7This will help plan the ending diie¢ game as this is whereany games fall
down. Game makathave many excellent ideas about what should go into their game, the puzzles,
GKS GNY LI GKS 221 o0dzi KIFI@SyQié NBFffe (K2dAaAKG |02

ExampleHe must find a laye 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.

la @2dz Oy 4SS IfiGK2dza3K Al OSNIIFIAyfeée R2Bthes®G 3I2 Ayi:
guestions 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 wantd 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 ¢hmap to use as an initial guide.

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

4. If possible, build your level with a "gimmick" in misome tricky gamism bit that players will
remember. Popular gimmicks that have beerdsn the past include wind tunnels, numerous
portals, lava maps, trap maps, watilted maps, map with large, slemoving 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.

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 piecesgdometry. Think of the architecture you'll use, but
concentrate more on how gameplay will flow through the level. At this stage, | try to keep my map
grid at the largest possible setting (in Quake Il or Quake lll, that's the "64" grid). Avoid fussyatletails
this point and go for massiveness. At this stage of development, try to keep your-feaenspeeds
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 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 atttectural 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 im@g-tiimensional
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 aglly 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 rap geometry before adding monsters and items.

w

o
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14. When building singkplayer 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 ol place you're going to see all the monsters at once is in the Al programmer's test
level.

15. The same goes for tricks, traps, items, weapons, and pawsr Unless your map is as massive as the
64-player DM maps created for Quake I, restrict the numbedifiérent 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 numestresches 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 forcpplgyers to make long trips to deashd roomseven to
get good poweiups.

18. Place lights to achieve gamma. If you have a choice between digtiing an area and ovdighting
it, err on the side of darkness. Just don't go overboard. Dark levels may fogknt stumbling
around in the dark while playing gets old fast.

19. Light as you geven 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 coaibatizdles
can get old quickly.

23. Be kind to your players; don't ovehallenge them unnecessarily. Wplaces 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 weikgts 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}] 1 1'+9 ¢19 [!¢9{¢ 5Lw9/ ¢- +O9MDADEDb Lb{ ¢!
IT AFTERIARCHI®™2008Z . h! Q[ [ b995 ¢h

27. READ THE MANUAAI 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 sp&&igannot 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 problentry 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 youpuaah;

37. Be careful when using the fire effects, it must be a aonessiblarea, 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, rangeR Sy (i A (& Qa

39. Make your story before stéing anything.

40. / | yfidian answer®? y @aan for it...just ask nicelgn the FPS Forumith a normal topic title.

41. 5 2 yiQiid be a smarguy, takeadvice frompeople.

42. Stock Media i©K, butievel design must be OK to let Stock media look OK!
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43. 5 2 yafnidunce ANY game until you REALY tRittk@réh posting it;

44. Learn FP] ONJ LJGVERYB&ultd\bé QBEPSC master

45. Listen to the MOD'sn the Forummost of them had the Exersion sahey know it very well.

46. Use the search option befoggosting;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 supposedo see the back of a building, you can delete it.

(use noclip on some random games to &@eav professionals made theraxamplegames: hl2, ut2k4,
css, ¢s1.6 hitman, max paynel/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'si yoaking 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 nd others, forget others opinions until you've built your very own gaime(S hiBa@sisomeone
who thinks 100% the same as you think), after that you see if it's ok to accept others opinions or not.

49. Don'tlosehope, if someone sayhat you level sucks, 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 mode(sew ones), feel free to ask hedm the Forum

52. The more work from you, the moreniqueyour gamewill 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 &t betas, the less the better, and tineore work added in each beta, the more
the players will like your game;

54. FPSC isntheantfor you to make next HL or Quake or even ridato;just a plain "simple" nowadays
game.

55. You can find a lot of information abodetailed game planning by searchi@gogle but there are a
few basics you should have at a minimum. A basic plan should include the story line, maps of each
level andexplanationsof game progression, with diagrams of characters, objects, puzzles, gamé
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 gamanhey c
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 PhotoshopPaintShogPro or Gimp and learn how to texture. Some custom textures on theswall
can make all the difference in the world.

58. Make the environments feel nelineareven thoughthey maybe are.

59. Variate the situations the player are in. Using sqmezle situationbetween the shooting keeps the
player from not being wearied.

60. GetFLStudio, Med Studior anothermusic progranto make some background music, ambience and
sounds for your game.

61. To avoidrame rateproblems with largdevels,try not to put too much on the same level building
area. Use staircases and elevators to extepdiards 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. | find it's always
easier to read and comprehend something when its rigtitant of me in black and white;

63. Stick to o 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 losingertration.

64. Qreated a 'grid’ orPhotoshop( 40x40 squares ) and use markers to define what kind of tealise
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 wkerinzones, story zones, start zones, etc. are.

The Official Community Guide to FPS CreatpiRevision 3 Pagel2



65.

66.

67.

68.

69.

70.

71.
72.

73.

74.

75.

76.

77.

78.
79.
80.
81.

The grid also kind of looks likelmttleshig map ( the board game where you try and sink the others
ship by saying something like 'al' or 'b12' or something along those linggoustanhave some kind
of coordinate system to helpou.
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 timesni the same location.
Better A.l. without new scripts:

Sniper:

Main = Snipe.fpi

Shoot = Snipe.fpi

Gunner:

Main = Snipe.fpi

Shoot = Shoot.fpi or Shootclose.fpi
Additionally, do not be AFRAID of physics objects. Physics may slow down your gamelsligihfly,
OFF most of the time, an object only interacts wiltk physics system if a forceapplied(or it is
spawned, or the game starts)
Also, do not be afraid of wide open rooms, large open rooms CAN r@najeerlywithout a large
slowdown, what cases the slowdown is polyleaks.
Double Siddiles, A very interesting faaiouble sided tiles are less likely to produce a poly leak then
single sided onedurthermore, single sided tiles might become 'invisible' on the opposing side
Constantly remindhe player of his objectives, simply throwing a guy into a stemotup 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 wondersnmersethe player inthe game. DO NOT
have a guy nag the plar to complete his objectives.
Change the health pack scripts to heal small amounts instead of the full 500 heal they currently do.
NEVER hold a random boss fight. Nothing is witraewhen a game has a boss fightown in
without reason (IE, 2 dashNd8 way to kill the 'big guy' when he sends digrenticeto kill you...). It
may seem cool first few times, but pretty soon the player will recognise it as filler.
In a game | have been playing there has been 3 ffights over 2 hours, and that does not include the
objective based fights (basically throw x number of people into y object).
Have a large amount of acrobatics in the game, simply put, walking is boring... it is much more fun to
climb walls or ruracrossunstable 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 anymoracrdbaticsare
something that takes time and can be fun a few times over.
Do not, force the player to walk a great distance over a locked door. | mean take a ek |dé,
you have this guy with all these explosives, but he can't blow apart a single door...
Darkness is bad. What is scarier... a zombie covered in bloodaieg, foam gushing from its
moutbh... its skin yellow, wrinkled, and falling off, its clothes tattered and torn or a dark room?
Light is bad. What is scarier, a bloody knife in the middle of a wédlidr or a knife clearly seen,
blood still dripping from its tip, but yocannotsee (clearly) where the source is... or if the wielder is
still around.
If you just bought the software, don't jump into making an official game, you showdaptaindand
learn row it works!
Don't leave open roomempty;add some boxes and furniture or better yet people!
Don't Substitutequality forquantity
Don't be afraid to ask questions!
Try to not intersect 2 static lights when with full lightmap, that creates a big indtaaiid 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 FPIscripting language
Byxplosys

Thescripting language is a simple triggeased artificial intelligence language used to program objects in
games. Itonsistsof simpleif/then syntax and a pralefined list ofconditionsandactions This tutorial will
discuss how the game engine processes fpi script elementgspmebgression.

An fpi script is made up of statements and remarkhe 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 & 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, stgith a semicolon. For the purpose of this tutorial, we will use the
term remarks so that we don't confuse comments with conditioRemarks are used to label the script and
clarify or documentts use for both the creator and end usein many cases, &mark is used to define a
segment of a script, such as the header and trigger sectibhs.engine ignores remarks when executing the
script and they are in no way necessary for it to operate, except for the reason stated abveveill discuss
the impottance 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 Attiensse of spacing
between script lines can also help to define and clarify the scripttantifferent 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

[ S beqia at the top and work our way down the script.

;Artificial Intelligence Script

This first remarldefines the document as being an Artificial Intelligence SchAgtstated earlier, remarks help
both the creator and end user to locate, use, and alter the script if necesgdénjle this may seem
unnecessary in a script such as titsyalue becomes more apparent in larger, more complex scripts with
multiple paths and operations.

:Header

The Official Community Guide to FPS CreatpiRevision 3 Pagel4d



The header section is followed by the scripts description ( desc = descripgiath nay contain additional
remarks as required to clarify the scdggburpose, actions or even instructions to the end usgimply stated,
anything can follow the header remarRemember that each new line of a remark must begin with a-semi
colon.

desc = Player Proximity Door (Open and Close)

The scripts description freceded 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 mBalieve me, as you get into more
complicated scripts, the reason for all this documentatiot 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. Nowh (itif€ito get down to the meat of the script.

;Triggers

The triggers section contains the statements of deeipt and is made up of conditions and actiods earlier
discussed, statements start with a colon, followed by a conditlarorder to understand how conditions are
tested, it is important to know how values are storethink of a condition as bajra 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.

[ S brexk down the first line in the triggers section.
:state=0,plrdistwithin=120:state=4

The frst condition we see is "state=0State is the container and the value it holds is "8 the game begins
this is true because the value of "state" is always initialized at B&tause "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=1R@member that
"plrdistwithin" is the container and "120" is the valuH.this condition is trud€the player is within 120 units)

then the engine continues tprocess the statementlf not, ( the player is not within 120 units) then the

engine stops processing the statemertor the sake of this tutorial, let's say that the player is within 120 units
and the engine continues to process the statement.

Next, thecolon 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 actionghe first action, "state=4" is now processed by the engine.

This means that the value in the containstdte" is changed from "0" to "4", or state=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 efdtatement, the engine move

on to the next line.

There is an exception to the condition/action format that we see in this sctat if we wanted the engine
to perform an action unconditionallyt that case, we would start the line with a colon, asal, and follow it
immediately with another colonFor 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 oupkastript, 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 "statethasyed to "4"

by the previous statementTherefore the engine stops processing this statement and moves on to the next
without processing any of the statements actiorihe engine continues to check the conditions in each new
statement until a conditioris 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 inolfming 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 continudfsthis condition is not true (the playszannot

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 trué gat.

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 irbetween. The first action in this statement provides the answ&he vale 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 "plrcambeseen” and not to move on until it were true.

So the engine continues to the next statement and so\&fhen 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 scipt ends with a remark telling you that you have reached the eMdre remarks may follow the "End
of Script" remark if desired, always remembering to start each line with a-celon.

;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 scripEollow the progression in your head and see
what the script is doing tochieveits end results.And remember, practice make perfect.

Included is a list of conditions, action, animations and key codes to use in your seldmgy game making.
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Tutorial #1: - Light script explained
ByPlystirE

For this first tutorial, we'lbe opening up a default script and attempting to FULLY understand how it works.
I've decided to use the "lightl.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 cambarf 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 withe ";" 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 descrijim 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 FPItstirip 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 beginnirgf the line. Thideading colortells the scripting engine that we are about
to give it someconditions I'm going to codename this theCondition Colon

Conditionslisted after this colon are checked by the engine. Let's look atdmalition listed here

state=0

Well, we only have oneondition to check. Thisondition will check the value of the script's "state" variable.
This specific variable is unique to all scripts. Each scrigtdwery own state variable.
When a script is first run the statariable will always start out at 0.

When the engine first gets to theondition the state will be 0, and theondition will be considered RUE
If allconditionson a certain line are TRUE, then the engine will continue reading the line.
In this case, all theonditionsare TRUE, so let's keep looking through the line.

There seems to be another ":". Tisiscond colorells the scripting engine that we are about to list thetions
that we want to be run when all theonditionson that lire are TRUE. I'm going to cedame this theAction
Colon

Actionslisted after this colon are "executed" by the engine. We can only give the engine actions that it
understands though! If you are using a Amodified FPSGame.exe then all the actions yoeed to worry
about are listed in the FPSC Manual starting on page 86. Sincemdition 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 a€dinelitionof thisline! But don't be fooled!
Since this came AFTER #wtion colonit 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 calle@dhdition Colon

After this colon, we list theonditions. Conditionsare all checked by the engine, and they must all be TRUE for
the engine to look the rest of the line. The "state<bndition checks if the script's "state" variable has a
certain value. If it does then theonditionis TRUE. The second ":" on a line comes immediately after our list of
conditions It is called theAction Colon Afterthis colon, we list thactionsthat should be executed if the
conditionsare all TRUEActionsare 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 ddondition Colorand aConditionthat checks if the script's
"state" variable is set to "1". Our last line gave the script's "state" varabiglue of "1", so thisondition is
TRUE. Nothing new so far.

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

When we want to havenore than one conditionor more than one actiorthen we mustsepaate them by
using a comma. When the scripting engine finds a comma, it knows that we are going to give it more
conditionsor moreactions depending on which "colon" it last saw.

Right here, the last colon it saw was @wondition Colon meaning we're telhg the engine that we are going
to give it anothercondition. Let's look at thisondition:

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 explairgn

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 tbisdition is TRUE, because it's "active status" is currently
llOIl.

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

Next we see that there is ahction Colonmeaning that we are now going to be lookingaations Theaction
being executed is a "stateattionthat 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 anotimerbecause it
last saw ouAction Colon Let's take a look at this neaction:

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

That does it for this line. So, since ttenditionsfor that line were all TRUE, tlaetionswere both executed,
setting the sdpt's "state" variable to "2", and turning the "light entity" on.

Our Fourth Discovery

Commas are used to list more than orendition or action.

The "activated="tondition checks the entity's "active status" for a certain number.
When entities first cora into being, their "active status" is set to "0".

The "lighton"actionis 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 wiveg'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 rungahelition 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'sonditionswere ALL true we can see that it would:

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

Well, we haven't seen thiaction before, but you probably guessed that it will turn a "light entity" off. And you
would have guessed right! That's exactly what tion does.

That does it for this line.

Our Fifth Discovery
The "lightoff"action is used for "light entities" and tells them to turn offkay, so wait. When DOES the "active

status" of our entity become "1"Phis will be covered in the next tutorial, "Light Switc
Hopefully this tutorial has helped some to better understand tdy@es on in a script.

| 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!

I've heard that he Yeah? I've heard of
now knows how to this 'guide’. Sounds
spawn an enemy stupid to me, |
with a trigger zone mean who needs a
because he read stupid guide to "Spawn an
‘the guide’ know whatyou're [l enemy", like that's
doing? i ever gonna happen.
|

o

I ‘='-

zdlmlzﬂl
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Tutorial #2: - Light Switch
ByPlystirE

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

- How to make comments in a script for documenting the code
- What the "desc=" is for

- What aCondition Colorand anAction Colonare

- The "state="condition

- The "state="action

-What a Comma is used for

- The "activated=tondition

- 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" variableas t® "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 abouHUDs:

Images that ee going to be put onto the screen and not into the 3D world are calld@s in FPSC. This line, as
we will soon find out, creates a very snmdllD How does it do that? Let's look at the first action taking place:

Hudreset

This action tells the engine tprepare itself to load up a brand spankin' nelyD This will allow you to further
describe how the newdUDshould be loaded without messing with previously loadtdDs.

Now that our engine is ready to load up our nelDlet's start looking at the resif the actions.

hudx=50

Okay, this action tells the engine that thikJDabout 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 smehorizontally. 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 itifioas our soon to be loadeHUDvertically. In this case we
want theHUDto 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 wantit@load an "image" of "fine" quality into olHUD That image is
going to be found at the path provided to this action.

But wait... where's the "©Program Filés etc.? The script assumes that it's already looking in the "FPSC
CreatokFiles" folder. Soye 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 Gieilgdgamecorétext” folder,

and the image to be loaded is the "pressentertouse.tgja’ f

Now that ourHUDhas an image in it, what else is there?

hudname=useswitchprompt

This action gives a name to ddktJD The name chosen is "useswitchprompt". It's also wise to give slightly
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descriptive hames to your HUDs so that while you're scigpyiou won't get confused between loadetiDs.

That was pretty simple, next action is:

hudhide=1

This action immediately hides théUDfrom view. In our "Light Switch" example, we don't want the player to
see the HUD if they'raowhereNEAR the switchpswe 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 &lb@®\wbecause it is
the last action to be executed when loading one'vBw@t does the "=display" mean? And what else could it
equal?

Well, let's say this, you execute this command to finish loading MtlDand it also tells the engine how to
treat the HUD This time, it told the engine that it's just going to be a "displdy/D 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
| will notelaborate 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 DiscoveryAnd what a discovery it is)

The "hudreset" actiomeadies the engine to load a nedlJD

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

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

The "hudimagefine=" action loads an image using fine quality into theHHgi

The "hudname=" action gives the né¥lJDa name that we can use for scripting later.

The "hudhide=" action will immediately hide tk#JDfrom view.

The "hudmake=" action will coptete the loading process by telling the engine how to treat the D

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 thelUDnamed "useswitchprompt" visible. Remember that "useswitchprompt" is what
we named theHUDthat we loaded. So, now thidUDis visible!

hudfadeout=useswitchprompt

This actiorwill cause theHUDnamed "useswitchprompt"” to fade away and become hidden from view.

But... wait just a second. | thought we wanted to SEBHH& How come we're making it fade away right
after we show it?

Let's take a quick timeut to discuss somethg.

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 efript 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 tha £ngine will show us thdUDand then BEGIN to fade it away
immediately. But it comes back and shows uski¢Donce again before it even had a chance to fade. This will
make it appear as though théUDis not fading away.

So then, why tell it to fade aay 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 smoatt 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 makeldDwith a specified name visible to the player.

The "hudfadeout=" action will tell the engine to makei&Dstart 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 scrifsttate” 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... | 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 conditioms 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 eity we are giving this tdf you scroll to the bottom of the list of

properties for the switch, you'll see two fieltibelled"Sound0" and "Soundl1". By giving this action the value
of "$0" it will play the sound in the "SoundQ" field of that entity. kikise, 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 witehsntity. You will

see a field in the "Al 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 setthe "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 &n

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 gitka in
"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 twalues. "$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 namegiven

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 texturessiied in the matching field.

What's this?! We're done?!?! Yes! There are no more new conditions or actions in thisBatjptist 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 neUDand calls it "useswitchprompt'lf the player comes within 50 units of the switch
that has this script, then it will display théUD
TheHUDwill 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 entits4fin

Used" field with a value of "1", play a sound specified in the "SoundQ" field, and texture itself with the texture
specified in the "Alt Taure" 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 entsies in
"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 playestthpres
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 | was able to get s novice scripters on their way to scripting greatn!

If anyone would like a tutorial, please ask and | will consider if | have time to discuss it, but if the tutorial would
exceed the scope of this thread (Complete Newbs) then | may have to make thread for it.

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

| decided that | don't like the current script for the Automed they give us in the scifi section. | want it more like
the Med Units in HalLife. So in today's lesn, we're going to come up with a script that will do the following:

¢ Give the player health, 1 unit at a time

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

e Loop a sound while the med unit is giving health

e Won't give the playemore health than they are supposed to have

e 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 lin our trusty manual and find an action
that'll do that for us. After a little searching | 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 pldagsaithOright
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 patha 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 givpdtdis 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 fomnand 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" thenand 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 bodyjuicelepathically 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 cante reing 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 st 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 R&u 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 inar 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, | mean heé@l.

Put in the ActiorColon 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 gehtgighealth, se we'll use the
"loopsound=X" action.

| 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 sounsuiteble to

your needs.

The file | 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@rnEhOT in the
manual? That's right, wgot to stop the looping sound when the player's rg#ttinganymore 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 foethlayer 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, unfortulyaiewon'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 ifa player was$o 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 unifsom 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 manualThe manual gives us this condition to detect if the player RFHER than a certain

distance from the entity:

plrdistfurther=X

Yes, it is very setixplanatory. 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 somgtttiat 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 anotheatback but nothing us scripters can't handlé“g’:I

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 kizgapk of how much health our Automed has given
the player overall. To do this, we'd need a "variable". Now | 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 souece cod
ourselves in V1.01!"

Wrong! | 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" variablexde will allow us to stick in

whatever nunbers 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 saewehcan dig up.
*rummages through the manual for a second*

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

| smell a sneaky undéranded technique coming on, don't yo

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

| 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 "Oihich is good because at the beginning our Automed has not given
the player any healtiWhat 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 inanethe "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 cahiest stick it in the list and your first line

shauld 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 wegot to do now ischeck for when the "state" variable has reached the maximum amount of health that

can be drawn out, then stop the player from getting any molgecauseve're greedy like that. Io@I
We said we wanted the player to only get 100 units of health out offaiomed, 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
mud...

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 cadraw 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 scriptts€@WN "active stius" 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 engidegofstantly running thisine 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 bdcand 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!!l Now our automed is smart enough to limit our litdeug...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 gaback to our first line of code and put in a condition for if the player has less thamtlagimum

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 dete¢le player has less than a certain
amount of health? Guess (b&c# to the manual for uglright, | 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 he&lputeat in:

:activated=0,plrdistwithin=100,plrusingaction=1,plrhealthless=500:plraddhea
Ith=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 Automedruns 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 leéalth. 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 amoue&ivfih

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 likets brother condition, X is going to be the value we ahecking 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 astcthat 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 Al" of our Watlounted med kit provided to us by TGC, it will function just

as we initially intended it to!@'

NOTE: The wathounted medkit seems to be a little fritsy and so, | would suggest turning the "Physics On?"
property to "No". When | didn't do that, it flew off the wall as soon as the game started, lol!

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

Start by opening up Windows Explorer and navigatingotwar "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 tlilatand 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 jlrthat we haven't covered before. Some of the new conditions and actions
may be seHexplanatory to you and others won't be. Don't worry about that right now, we will be dealing

solelywith 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 downt\wlg@ing 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.

- Fnish 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\ numericl.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% doworden.
- Load an image called "numericl.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=s¢t the HUD type €lives,2health,3weapon)"

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, | said it... "variable". But dogt thinking that this may give us another weafound 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'sa "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 scriptiecking 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, | mean
it must be a 64x64 image and must contain thanmbers 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

45 6 7 on the second row

8 9. /on the third row

And the fourth rowis blank

Okay, younay bewondering by now why | 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 tHeUD. 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 every@e.

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.
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This one loads an image called "health.tga", and, as you may have stirihisehe text on screen that reads
"HEALTH".

NEXT LINE!

:state=0:hudreset,hudx=14,hudy=8,hudsizex=16,hudsizey=16,hudimage=gamecore \
huds \ numericl.tga,hudtype=2,hudmake=numeric

This one looks just like the line that controls the displaying of theepkaylives" variable!
The only difference for this oneits 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 @blé 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 HUDsia "status" HUD. Which means that it, too, will be following thivgs,2health,3weapon) 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 behindhich 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.

Youmay be wondering what the point of the image loaded into this HUD is then. Well, the best answer | can
give you is that it's a stanith for the images that are to come. If the player does not have a weapon equipped
at the moment, this HUD is hidden by erdbf 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 ne@ssary.

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

:state=0:hudreset,hudx=88,hudy=12,hudsizex=16,hudsizey=16,hudimage=gamecore
\ huds \ numericl.tga,hudtype=3,hudmake=numeric

Okay, this is going to load up a "numeric* HUD of "hudtype=3". That meésunsldted 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 abéutwhat we're going to do. For the sake of learning
| am going to list more information than you possibly need to know about HUD types.
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HUD Types
There are 11 "main types" of HUDs that can be made. They are:
- display

- status

- humeric

- 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" | will list the values of theib types" and give a name to each of them. | will
not elaborate on them, because in order to do that | would need to do further research.

The display HUD

0- Always display
X- Objective Related (Multiplayer)

If no type is given, it will obviously feilt 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-Eyw HUD
3- Fader
4-Zoom

The anim HUD

1-Lives

2 - Health
3-Ammo
11-"Blip"

That does it, that's all the information | can currently give you related to HUD types. If enough interest is
shown into specific types, | may or may not dig up more imfit.o

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 | 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 | didn't sesy use for the big picture of the player's gun on screen. | 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 besithgwn 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, | already did the
guessing and checking for you, and | found:

The hudx for the "OurHud.png" image was about 13 and the hudy for it was about 10. | liked that position, b
you may think otherwise and you are free to change it and discover your own position fessd:reen.@

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, andhtidy 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 | liked the result. The "numeric" HUDs fit nicely into the spaces provided and
arelabelledaccordingly.

Now, lencourage you to go out and make a HUD of your own. When everyone starts using the same old HUD,
it gets boring. | believe if somebody makes a game, it should iteen unique HUD, and since you just

learned how to make one, GO FOR
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Tutorial # 5: - Custom Al
ByPlystirE

Let's start by brainstorming. (As with all creations, this is the best place to start) Most people want to simply
make Al but don't know where to start, so let's start by imagining what we want our Al to do.

| think a smart Ashould 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, | believe a smart Al won't stand there taking hits all day,
so | want it to strafe around randomly so thi#ll be harder for the player to get a hit in. | bet a further target
would be a harder to hit target, so | don't want the Al to get very close to the player.

Alright, brainstorming over with for now, let's make a list! (Because | know you all Ityalfis | right?@)

Things our Al should do:

A Patrol Waypoints

A Start shooting player if it sees them

A Strafe randomly if close enough to player

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

That sure SOUNDS easy, but let's start scripting and find ouehewit's really going to be.
STEP #1Patrolling 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:

WAYPONTSTATE=X

is true when the waypoint state value equals X.

State Omeans the entity has not yet started following
waypoints.

State 1means the entity is looking for the nearest waypoint
marker to start from.

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

State 3means the entity has reached the waypoint marker and
needs to decide what to do.

State 4means the entity has reached the waypoint marker and
it splits off in more tlan one other direction.

State Smeans the entity has reached the very end of the
current waypoint structure and requires a decision to be made. .
A state of 999means the entity has been placed in zero
waypoint mode where the entity simply ignores waysi

Wow, that's a lot to read, but the more detailed the description the better, as | alwayé@‘ay.
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Actions:

WAYPOINTSTART

instructs the entity to find the closest waypoint
WAYPOINTSTOP

stops the entity following waypoints
WAYPOINTREVERSE

makes the atity 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 wayipt direction

Awesome! We golbts of actions to choose from, so this will make it easier o.

| think we have enough information now to start coding our Waypoint Patrolling section of tip. Jaristart
off, let's think of how we can mesh these commands together to get ouoiigdvhat it should be doing.

When it first spawns it should begitis patrol. We know that when it first spawns, it isn't following a waypoint,
right? So, then we can safely assume that our Al's "waypointstate" is going to be 0, according to what the
marual says.

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

:waypointstate=0:waypointstart

Deng, that was eas@

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

Let's find us some animation commands to make our Al look like hekeng/dthe 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 h@ayed. 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 éft

18 = Bounce Left

20 = Impact Right

21 = Bounce Right

31 = Crouched ldle

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 = Freeformdle

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 Bouncednt

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 Sl{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 stgibingon 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 wayNowt! once he gets

there, what is he going to do? And how can we tell if he's there or Wi, the "waypointstate" should be

equal to 3 ifit 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 Al knows what to do when it gets there!

If the Al is at the end of the waypoints, the "waypointstate" should be equal to 5, right? d¥ek it does
equal 5, let's have it reverse direction and go ba@’i.

‘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 Al is following a stream of waypoints that don't
have multiple paths to take. Let's make our Al follow a random waypoint if it comes to a fork in the soad...
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 iMfhat's next on the list?
Step #2 Shoot Player if Seen

Now that our Al is a Waypoint walking fool, let's have it shoot the player if it sees thamer 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

runsthe 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! &

| gotta explain a couple things here. Firstly, to keep our scrlpn, we don't want to pile ALL of our Al'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 needetaridee if we should
start using that script or not. With that said, HERE WE GO!

First up, we gotta find out if the Al 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 plagad start shooting!

However, our Al 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.

Soundsike a plan, so let's script itAs 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 Al 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$mproperties.Alright! Now, we'll assume that our
Al has spotted the player is now ming it's "Shoot" script, so now we have to make it!

Step #3 The Shoot Script, Following and Firing

Letsopen up another Notepad or your preferred Flitingtool andstart to work on our Shoot scripin this
script, we already know that the player$iaeen 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:

The Player is far away

The Player is very close

The Player is withidesired range
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. | think the range of
our Al should be between 4 segments away and 5 segments away, translating into a dist&d@em500.

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.

Reamember, when making the Al 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:

Qonditions:

PLRDISTWITHIN=X

is true when player is within X units
PLRDISTFURTHER=X

is true whenplayer 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 s@pt 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 Al can move forward and kag if necessary. But as of right now, our Al doesn't know how
to STOP moving, so let's put that in there and satisfy situation 3 where the Al 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, pIrdistfurther=400:animate=51

Okay, now, our Al will do thidle animation if it's in the desired rang®Vith that in place, let's look at our last
situation, where theplayer disappears from the Al's view. We don't want our Al to try shooting through the
wall, so let's look in the manual and see what we can find.

Actions:

FOLLOWPLR
followsthe players trail if one exists

Wow, that seems rather specific to our needs, doesn'

We want the Al 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 gdErate 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,plIrdistfurther=400:animate=51
:state=1,plrcannotbeseen:state=2

:state=2:followplr

:state=2,plrcanbeseen:state=1

Okay, now that we have our Al 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 playsrgun sights [and X equals 1]

Actions:

USEWEAPON
fires any weapon half by an entity the direction of the target

Well, therewe 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 Al will now shoot the player until it runs out of anfAnomo? Awwww **** we
gotta make sure that our Al reloads proper

Okay, manual time!~

Conditions:

IFWEAPON=X
is true when the weapon begnused 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 chedng it against zero. Then, if our weapon isn't ready, we gotta reld&d, we'll need to

make sure that we animate our Al to reload it's weapon. Animation 56 (Reload) is pct.

Now, remember that reloading is instantaneous for Al, and that's not far 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 animatioiX 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 qul&ying action. Oh well, it's for a good result,
right? RIGHT!

Hrst things first, we'll want to check if our Al is out of ammo, then we'll want to set up a "Reload State" that
the Al 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 shootingstate.

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 stateAnd we're df!

‘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,pIrdistfurther=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 retuhistoormal state when he's done.
Step #4 Strafing

Recall that we also wanted our Al 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 ch@n 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 commakitbw 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 Stratevalue of "90" it would strafe directly to the Rigldso, 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 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 rangeve'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 | found in the manual:

RANDOM=X
is true when a random value between 0 and X is equal to one"

So, bagally, this condition will randomly be true. The higher the value of X, the less likely it will bérrue.
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 stagpecificallydesigned for thastrafing direction, and set
up the animation for it as wellWe 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 scriptig:
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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 Al can strafe, shoot, follow, and agkwts like a
reigning champ!

After all that work, we finally have something show for it! Two whole scripts that will make a sesmiart Al.

For quick reference here they are:

Final Main Al 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 Al 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 wehave 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 Al (which you probably should, since
it will make your games more uniqu

Tutorial #6: - Variables
ByPlystirE

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 currenvariable 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

LOCAVYAR=X

- set the current local variable index verite/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. | 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 i@'ight!

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 sge 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 doig, 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 tthin 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 set@igbal 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 dook 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=3$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 picksier to open!
Now, remembering what we talked about with the other script will help udgcipherthis one.
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Here area few rules to go by when reading thersdealing about variables:
- The variable to be checked or altered is ALWAYS the one thdastaet 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'secall 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 varialte 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 usifg taction key AND "Local Variable #1" is equal to 0,
then set the variable to 1 and play a sound defined in the entity.

- Ifthe player is close to the door and using the action key AND "Local Variable #1" is equal to 10,
then increase the variable's valug th 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.

- Ifthe player is close to the do 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 dovenuse 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 sta@l.
State 1, translated:

- Increase frames through animation 0
- If animation 0 is at the end, then turn the collisiontibé 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 imlled 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 O, then go back to state 2.

- Set the variable to be used to "Local Mate #1"
- If the variable is equal to 0, then decrease frames through animation O
- If animation 0O is back at the start, then set the frame to 0, turn collision back on (So we can't pass through the
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