Lance's Script Elenents

Using O ficer Rank
e ficerRank bl ah;

O ficerRank = Ori onBaseTeam >mCet Fi r st Shi p() - >neet Of fi cer Rank(kSecurityOificer);
O ficerNunmber = OficerRank * 5;

Di spl ay a Message

f M ssion. nDi spl ayMessage( kLNF_nsg, kM ssi onScri pt Message);

Di spl ay a Random Message

f M ssion. nDi spl ayMessage (fM ssi on. nRandom nt 32 (kOrionTaunt1_mnsg,
kOri onTaunt 3_nsg), kM ssionScri pt Message) ;

Set a Comm Button

Shi p- >nSet ConmButt on (1, kButtonHail text);

Set a cal |l back event
Shi p- >net Shi pCal | backEvents (kNoti fyTransportedltenio);

**ist of callback events in scriptstructs. h**

Damage a ship's conponents

Shi p- >mDamageSyst em( kDanmageMaxShi el ds, 100);

Create a pointer to a Ship

t Shi pl nf o* Shi p;
Ship = Ori onBaseTeam >nGet Thi sShi p(1);

Pointer to a Team

t Team nf o* Pl ayer Team = f M ssi on. mCGet TeanHandl e ( kPl ayer Team ;

Set teamrel ati ons

f M ssi on. nSet TeanRel ati ons (kOri onTeam Kkl nperi al Team kTeamAt War, kCGoal Destr oy,
1.0, kTrue);

Create fl eet

Oi onTeam >nCr eat eFl eet (5, kMaxBPV, kC assFrigate, kCd assFrigate, 50,
kStart Position_O);

Create Ship



Oi onBaseTeam >nCr eat eShi p (kMaxBPV, kC assStar Base, kC assStarBase, 100,
kStart Position_V);

Track a distance froma grid point
Shi p->mirackTact i cal Di st ance(50.0, 13, 8);

case kNoti fyAtDi stance:
i f (Ship->ntet Tactical Di stance(Ori onBaseTeam >nfGet First Ship()) < 50.0)

i f (Ship->ntet Tracki nghi stance() == 50.0)

Determ ne a distance from an object

float dist
float dist

Shi p- >mGet Tacti cal Di stance (Pl ayer Team >mGet Fi r st Ship());
Shi p- >net Tact i cal Di st ance (mapQbj ect);

create ships during the mssion

nCr eat eM ssi onShi ps (kPCl nOrbit);

Determ ne the Player's target
t Shi pl nf o* Pl ayersTarget = fM ssion. mGet Shi pTarget( fPlayerShip );

if (target == StarTapTeam >mGet Fi r st Ship())

Set a tiner

fM ssion. nSet Ti medl nterval (kTinerLimtSet, 20);

fM ssion.nSetTinedl nterval (kTinmerLinmtSet 10, 20);

f M ssion. nSet Ti medl nterval (kTi nmer TurnsSet, 10);

f M ssion. nBSet Ti medl nterval (kTi mer Count downSet, 5); /1 set countdown tiner
expire in 5 turns

switch (fEventl D)
{

case kTinmerLimtSet:
case kTimerLinmtSet 10:
case KkTi mer Tur nsSet :
case kTi mer Count downSet :

Shi p- >net Shi pCal | backEvent s (kDi sengageShi p) ;
case kNoti fyDi sengaged:

Neut ral _ATeam >nDi sengageShi ps( kByMapEdge, kVeryHi ghPriority );

Di sengage net hod
kByAccel eration,
kByMapEdge,

to



PRI ORI TY

kNeverPriority =
kVeryLowPriority
kLowPriority= 3,
kMedi unPriority = 5,
kHi ghPriority = 7,
kVeryHi ghPriority
kAbsol utePriority

On

Deep Scan

case kNoti fyDeepScan:
if (flsDeepScanOn == kTrue)

Pl ace a ship near a grid point

Ship = fPlayer Ship;

int32 AdX = 0;

int32 Ady = 0;

Shi p->mGet Gi dPosition (&1 dX, &4 dY);

int32 NewX = A dX + fM ssion. mRandom nt32 (1, 2);

int32 Newy = A dY + fM ssion. nRandonm nt 32 (5, 10);

Bost onTeam >nCr eat eShi p( kMaxBPV, kC assLi ght Crui ser, kd assLi ght Crui ser, 20,
kStart Position_Specified, NewX, NewY);

change the Nanme of a ship

Shi p- >nChangeNane( kBost on_nane) ;

Check shi ps Damage percent

i f (Ship->ntet DanmagePercent () < 50.0)

schedul e a m ssion

nSchedul eM ssion (int32 MsglD);// file name of mission to schedule (including
ext ensi on)

Tractor - Tell a ship to tractor sonething

nrractorEntity(tShiplnfo* Ship, int32 X, int32 Y, aiPriority)

Defend - Tell a ship to defend sonething

nDef endEntity ( tShiplnfo* Ship, ThreatRadius, FollowRadius, aiPriority)

Patrol - set patrol routes



Change t he anpbunt of supplies aboard a ship

Shi p- >mAccessSuppl i es (kSet Suppl yCount, kSuppl yScatterPack, 0);

Add transporter itens to a ship

Shi p- >mAccessSuppl i es (kSet TransporterltenCount, kTransCGornEgg, 1);
gets the shooter

in kNoti fyDamage

t Shi pl nf o* HostileShip = fM ssion. nFi ndShi pl D (f Eventl|D);

sets a navigational goal arrow

f M ssi on. nSet Goal I ndi cator( Ship );
fM ssion. nSet Goal I ndicator( i Truth, X, Y);

figure out what a player is orbiting
in kNotifyBegi nOrbit:

t Shi pl nfo* OrbitObject = fMssion.nFindShiplD (fEventID); // what the player is
orbiting

transport an itemto a ship
Pl anet Team >mGet Fi r st Shi p() - >nBet Shi pCal | backEvent s( kNoti fyTransportedltenio );
t Shi pl nfo* Transport Target = fM ssion. nFi ndShi pl D (f Event|1D);

set the call backs on the ship that is doing the transporting, either to or from
set nBet Shi pCal | backEvent s( kNotifyTransportedltenio );

the "Ship' in the Events switch is the ship that is issuing the command to do the
transporting

in other words, the fEventID is alway the other ship, and Ship is fPlayerShip
this is the itemthat is transported

fEventltenl == kTransGor nEgg

the transporter can only hold one of any item

check out Klingon 9 for some groovy details

figure out closest map edge
voi d Fi ndCl osest MapEdge(t Script& tScript, tShiplnfo* fPlayerShip);

Fi ndCl osest MapEdge(*this, fPlayer Ship);

/1 figure out closest map edge to fPlayerShip

/1 and set the goal pointer to that edge

/1

voi d Fi ndCl osest MapEdge(t Script& tScript, tShiplnfo* fPlayerShip)



/1 LNF maybe turn off goal pointer when the player gets close to the border?
/1 LNF or just have a goal pointer toggle button

const int32 MapEdgeX = 35;

const int32 MapEdgeY = 26;

i nt 32 Shi pPosi tionX, ShipPositiony,

bool MapLeft = false;

bool MapTop = fal se;

int32 XDiff, YDiff;

f Pl ayer Shi p- >mGet Gri dPosi ti on (&Shi pPositionX, &ShipPositionY);
if ( ((MapEdgeX / 2) - ShipPositionX) >= 0 )
{

MapLeft = true;
XDi ff = Shi pPosi tionX;

el se

XDi ff = MapEdgeX - Shi pPositionX;

if ( ((MapEdgeY / 2) - ShipPositionY) >= 0 )
{

MapTop = true;
YDi ff = Shi pPosi tionY;

}
el se
XDi ff = MapEdgeY - Shi pPositionY;
}
if ( XDiff <= YDiff )
{
if ( MapLeft == true )
{
tScript.fM ssion. nBet Goal | ndi cator( kTrue, 1, ShipPositionY );
}
el se
{

tScript.fM ssion. nBet Goal | ndi cator( kTrue, MapEdgeX,

Shi pPosi tionY );

}
}
el se
{
if ( MapTop == true )
{
tScript.fMssion. nSet Goal | ndi cator( kTrue, ShipPositionX, 1 );
}
el se
{
tScript.fMssion. nSet Goal | ndi cator( kTrue, ShipPositionX,
MapEdgeY );
}
}

DeepScanTracker - gets the player's target



( fOojects[i] == fScript->fMssion. nGetShipTarget( fScript->fPlayerShip ) )

test the status of a ship
i nt32 bl ah = Shi p->niTest Shi pSt at us( kShi pCaptured );

kUndef i ned

kShi pCr eat ed

kShi pAt Fi nal Desti nati on
kShi pCapt ur ed

kshi pDi sengaged

kShi pDest r oyed

Bal ance tricks
randoni ze eneny ships based on the player's fleet size

i nt 32 Nunber EnenyShi ps = f M ssi on. nRandon nt 32 (2, Player Team
>mGet Shi psl nPl ayCount () ) ;

switch on the Difficulty Level (three |evels)
int32 DifLev = fMssion. nGetDifficultyLevel ();

switch ( DifLev )
{
case 0: // easy
br eak;
case 1: // nedium
br eak;
case 2: // hard
br eak;

}

use these BPV levels - total for team: adjust the multiplier

i nt32 LowBPV = Pl ayer Team >net Conbat BPV() * .8;

i nt32 H ghBPV = Pl ayer Team >net Conbat BPV() * 1.1;

int32 Total BPV = fM ssi on. nRandoni nt 32 (LowBPV, Hi ghBPV);
average player ship BPV - adjust the multiplier

int32 LowBPV = (float) PlayerConbat / (float) NunPl ayerShips * 0.8f;
int32 H ghBPV = (float) PlayerConbat / (float) NunPl ayer Ships * 1.3f;
int32 Total BPV = fM ssi on. nRandom nt 32 (LowBPV, H ghBPV);
-Or-
i nt 32 Nunber O Pl ayer sShi ps = Pl ayer Team >nGet Shi psl nPl ayCount () ;
i nt 32 Aver agePl ayer BPV = Total BPV / Nunmber O Pl ayer sShi ps;
Al ways give the player a fixed nunmber of ships
gNunshi psAddedToCommand = 6 - Pl ayer Team >nCGet Shi psl nPl ayCount () ;
Qut gunned BPV
get the difference between the eneny's BPV and the players
"5" is the nunber of eneny ships you want

i nt 32 Esti nmat edEnenyBPV = 5 * Total BPV + 200; // 5 eneny ships and the bats
i nt 32 Qut Gunned = Esti mat edEnenyBPV - Pl ayer Conbat ;



Determ ne the player's largest ship class
/1 this line in declaration
eC assTypes Pl ayer Shi pd ass = kC assShuttl e;

/1 determ ne the biggest ship class the player has
for (Ship = Player Team >nGet First Ship(); Ship !'= NULL; Ship = Player Team
>mCet Next Shi p())
{
i f (PlayerShipd ass < Ship->nGetd assType())
Pl ayer Shi pll ass = Shi p->nCGet O assType();
}

Use casting to increnent/decrement the ship classes

/1 this line in declaration
eCl assTypes Pl ayer Shi pCl ass = kCl assShuttl e;

this line will take Pl ayer ShipCl ass which is type eCl assTypes, cast it to an int32,
increnent it, then cast it back as eCl assTypes

((eC assTypes) ((int32)PlayerShipCass + 1))

Oi onTeam >nCr eat eFl eet ( Number OfF Pl ayer sShi ps, Tot al BPV, kC assFri gate,
((eCl assTypes) ((int32)PlayerShipClass + 1)), 50, kStartPosition_Specified, 25,
17);

| think this is good, but | haven't tested it

use Total BPV which is dependent on difficulty level, then choose the largest ship
cl ass based on the largest player's ship and make that dependent on diff |evel

/1 put this in the declarations section
eC assTypes Largest EnenyShi pCl ass = kCd assFri gat e;

put this line in the difficulty switch statenent, and change -1, 0, +1 ship class
according to difficulty |evel

don't forget to check the '"ends' of the ship classes so the enemy ships aren't |ess
t han

frigates or greater than battleships! (unless you want base stations and

frei ghters)

Lar gest EnenyShi pCl ass = (eC assTypes) ((int32)Pl ayerShipC ass - 1);

also, in the create ship line, use Total BPV that is al so dependent on difficulty
| evel

Oi onTeam >nCr eat eFl eet ( Number OfF Pl ayer sShi ps, Tot al BPV, kd assFri gate,
Lar gest EnenyShi pCl ass, 50, kStartPosition_Specified, 25, 17);

this is all | have so far....|l would |ike sonething where if | have nmultiple teans,
| can bal ance nunbers and ship classes across all teans....on both sides
[ *** bal ance * ok ok

eC assTypes Pl ayer Shi pd ass = kCl assShuttl e;
eC assTypes Largest EnenyShi pCl ass = kC assFri gat e;
eC assTypes NewEnemyShi pCl ass( tScript& tScript, eC assTypes Largest EnenyShi pd ass

)



//*** * k%

/1 determ ne the biggest ship class the player has
for (Ship = Player Team >nGet First Ship(); Ship !'= NULL; Ship = Player Team
>mCet Next Shi p())
{
i f (PlayerShipd ass < Ship->nGGetd assType())

Pl ayer Shi pCl ass = Shi p->nCGet O assType();

}
}
switch ( DifLev )
{
case O:
{
Tot al BPV *= 0. 60f;
/1 set Largest EnenyShi pCl ass to one SMALLER than the player
if ( PlayerShipCass > kCl assFrigate )
{
Lar gest EnenyShi pdl ass = (eC assTypes)
((int32)Playershi plass - 1);
}
br eak;
case 1:
{
/1 do nothing
Lar gest EnenyShi pCl ass = Pl ayer Shi pCl ass;
}
br eak;
case 2:
{

Total BPV *= 1. 5f;

/1 set Largest EnemyShi pd ass to one LARGER than the player
if ( PlayerShi pdass < kC assBattl eship )

Lar gest EnenyShi pCl ass = (eC assTypes)
((int32)PlayerShi plass + 1);

}
}
br eak;

}
i nt 32 Aver agePl ayer BPV = Tot al BPV / Number O Pl ayer sShi ps;
Message if player uses ESC key to End M ssion
bool Pl ayerUsedESCKey = false; // if the player Ends M ssion with the ESC key
case kNoti fyPl ayerLeavi ng:
Pl ayer UsedESCKey = true;
br eak;

if ( PlayerUsedESCKey == fal se )

el se // player exited inproperly, display a nessage

{
}

f M ssi on. mMAddToDebr i ef i ngLi st ( kI nproper| yExi t edM ssi on_nsg );



kl nproper| yExi t edM ssi on_nsg,

/1 Kl nproperl yExitedM ssion_nsg
"You inmproperly exited the mssion.",



