TUTORIAL: a permanent store in game V 1.2

Final release with Demo By Sterlino

10/2/2004

Prepare to change your gamesys many, many times…. 

Remember to save the gamesys and set it on the mission for any step you do in this way:

save gamesys name it, for example, burrick .

then go to the command window on the right bottom of the dromed and write:

set_gamesys burrick.gam

then save your mission. 

The first thing to do is to create a new series of stimulus:

go to Act/react menu in the Object Hierarchy

put the selection on Stimulus and click add

name it:

Moneystim

Neglootstim

Personalstim (a personal one you can choose the name, in the Demo is Sterlinostim)

Then save your gamesys put in the mission save the mission and reopen the mission (it’s necessary for solve a little bug of the dromed).

NB - 

In order to have a general view of the mechanism i suggest you to download the zip file, 

it contains some pictures that explain it well.

Step0 – prologue -  The sequence:

the sequence of buying one object is that:

1 – Garrett frob a purse (I should tell STEAL a purse but it didn’t matter) so he gained 100 mo of loot.

      The SENSOR (an immobile door) will teleport itself at 4 spaces under ITSELF (+4 x).

      An arrow (a custom one) come out from the emit trap number4 (yes there are many emit traps one under the other)

      that hits the door.

      At this stimulus the door respond teleporting a purchasable Arrow (custom) in the display chase and 

      teleporting away a fake arrow (not frobbable or linked to a wrong message sound) that is present in the display    

      chase until this time.

2 - Garrett go to the shop see the object purchasable with 100 mo and frob it.

      When Garrett frob that object it happen different things:

      a – create a real arrow on the chest of the acquisition.

      b – move the sensor up of the measure he spend to buy that object. (for example 3 spaces up(- 3 x).

3 – the door/sensor moved is hitted again from the arrow that is coming from one of the emit traps and in response 

     at that stimulus the door teleports the fake arrow back to the display chase and teleports the purchasable arrow away.

In fact when Garret buy or acquire money the sensor will teleport itself up or down by the right measure.

At the same time when Garrett buy or acquire money All the emit traps fire an arrow.

Hope you don’t be faint at this point. 

But honestly I think it’s not so difficult to understand. The precedent version was much more chaotic than this one.

Sure there will be other methods to do same things that I can write here but I’m also sure that the circle of buying is that, and it’s difficult to find another way without the implements of personal modified script (quest variables apart).

Hope that all the question that flip inside your mind will be solved after you have read the rest of the tutorial.

Step 1 – Modify all the loot

Every piece of loot must have the right source:

so go to the object hierarchy and go to the propriety of every single loot.

As first example I’ll take the purse object.

Archetype

         |_Object:

               |_physical

                       |_ Treasure

                                  |_Swag

                                      |_Lucre




    |_Purse (-2609)

Select it and then push edit

Select  add then Act/react




                                    |_ Source

Click add

Stimulus

       |_ object :  (put it after the Stimulus) Purse (-2609)

            |_ Stimulus: Moneystim

                    |_ Propagator: Contact – Frobinworld

                            |_intensity: 100

then exit and do the same for example at the Goldcoinstack (-2956)

but this time put a 25 on the intensity. And so go on to all the object lootable.

(I know it’s boring….hehe)

And here we have the limitation of this system: you can’t let Garrett frob some loot with a Gems value or Art value cause it will not be added like gold total gained.

So for the gems and arts you must modify  the propriety : 

Dark GameSys

              |_Loot
Gold      (the value) – 100 (for example)

Gems     0 

Art         0

Special    None.

Step 2 – the Object purchasable hierarchy

Then go to create all the object purchasable:

you can use a directory that you want to use. In this case I used the decorative dir:

Archetype

         |_Object:

               |_physical

 
         |_Decorative(-149)

Select it and then click on ADD. Name it DisplayChaseX

After that select it and click on EDIT.

Once inside de edit window,

Click on ADD (is on the right). 

 Engine Feature


|_FrobInfo 

select :  World Action- Move and UseAmmo, (this one is very important)

leave the other two under spaces InvAction as none and ToolAction as none.

Click on ADD

 Engine Feature


|_CombineType 

                                          write: Loot

Click on ADD

               Inventory


        |_Can’t drop this
select the empty little box (when you exit you must see : Can’t drop this TRUE)


Inventory


        |_Type: Item

 Click on ADD 

            Physics


    |_Model



|_Attributes

Gravity to 0% and leave all the rest as is it.

Ok now you have a new category of object now you must create piece by piece the object (weapon or tulz or other) you want in your shop.

Step 2b Each object purchasable.

For example I will describe the Broadhead.

Select the DisplayChaseX name and the click ADD
Chose a name that you can easily remember, for this tutorial I’ll choose the “Arriw”.

The select it and click edit.

Shape

      |_ Model Name

put: Arrow
Dark GameSys

              |_Loot
and put here the cost of your purchasable arrow. I put 25 mo 

so

Gold     -25 (in negative value)

Gems     0

Art         0

Special    None.

Now put a stim source for every object with different intensity  . Cause we need that when garret frob it, it creates a real object on the buyed chest.

So 

Click add

Stimulus

       |_ object :  (put it after the Stimulus) Arriw 
            |_ Stimulus: Neglootstim (I use this only for practicability not for the meaning of the word).

                    |_ Propagator: Contact – Frobinworld

                            |_intensity: 10 
For this tutorial I would take another object for this explain - the Swirdy  (a sword purchasable.).

So let’s do the same for the next object The Swirdy:
Stimulus

       |_ object :  (put it after the Stimulus) Swirdy 
            |_ Stimulus: Neglootstim
                    |_ Propagator: Contact – Frobinworld

                            |_intensity: 20 (note: is different – you must use different intensity for each new object)

Ok that’s it.

For every piece of purchasable object you must repeat that and create one (one and only for each type) in the real world, 

somewhere in a blue room, named with a single name - for example for Arriw ( Arriwone - this is cause the system must teleport them here and there and the Dromed must know who they are.

Step 3

The fake objects
The fake objects are a similar object purchasable but only with the pourposal to let the player see what he should buy 

When he will gain the money to buy it ! (I’ve linked them to a sound similarly to the “failed” sound of buying in the normal briefing stage of the game).

Let’s create them.You can use a kind of object that you want, I used the flares.

Physical/Tulz/FlareTypes/Flare

Select Flare and click on ADD
Fakeobject

Under it create any kind of fakeobject that you need, for this tutorial we create only two items:

FakeArriw and FakeSwirdy.
FakeArriw

Add

Shape/modelname: arrow

Physic/model/attributes: modify the gravity make it at 0% and leave the rest in peace.

Physic/model/collision type: No collision sound.

EngineFeatures/frobinfo: script in the first choose, ignore the others.

Then create it really and give it a single name – for example- FakeArriwOne, and place it in the world exactly to the marker you use as reefer for the arriw place on the displaychase.

Step 4 the gradient.

Create now the series of  projectiles necessary for the gradient.

Archetype

         |_Object:

               |_physical

 
         |_Projectile
and click ADD.

Name a directory of new projectiles as you want. I choose “cost”.

Under it add many cost arrows as the most ‘lootable’ treasure object according with the must expensive object purchasable.

(the serpentile torch for example put 300mo in the Garrett bag and in my shop the most expensive object is the IcebombX 400mo so the gradient is of 27 emit trap and 16 different kind of arrows (400 mo(the max cost) / 25(the lowest cost)= 16) at this you must add  one more emit trap for the cost “0”(the final reset).

At any possible cost we create a kind of arrow under the cost directory,

I will show you only the first then you will go to create all the necessary arrows.

Archetype

         |_Object:

               |_physical

 
         |_Projectile


                    |_cost
Click on add

Name it cost25

Then select it and click on add

Physic/model/attributes: modify the gravity make it at 0% and leave the rest in peace.

Physic/Projectile/initial velocity: and put in the first field  80  (this is the velocity of the projectile)

Renderer/Trasparency: (alpha) 0.00

Schema/Class tags: Null

Sound/Projectile sound: Null

Add

   |_Source

Add

Stimulus

       |_ object :  (put it after  the Stimulus) cost25

                |_ Stimulus: NegLootStim
                    |_ Propagator: Contact – collision

                            |_intensity: 25

And so go on for all the arrows.

Ok now create all the emit trap and put them on a long blue room one under the other step by step by 1 x coord. measure of dromed unit as distance one from the other.

In this way:

-----

-----

-----

-----

etc, etc…

for every emit trap you must go to edit his properties:

the name in this case didn’t matter cause later we go to link them all with only one single relay trap and a button. (hehe).

Click on ADD

Tweq

   |_emit

leave all alone and go to the Emit What.

Put in the arrow  corresponding to the increase of the money:

cost0 for the first emit trap, cost25 for the second, cost50 for the third, etc, etc…

Click on ADD

Script

On the blank space under the script ‘TrapTweqEmit’ write: ReloadTweqEmit
N.B.

Be sure that the emit is on a good position with spaces sufficient around it cause sometimes the dromed don’t let fire the emittrap in edge circumstances between air and solid.

When you finished you can link them all to a Relaytrap via ~controldevice link (name it MEGALINK if you like).

Then create a button and link it with the MEGALINK with a controldevice link and name it MEGABUTTON.

Step5 – the sensor.  (see the various images to reefer)

Go to the object hierarchy:

Archetype

         |_Object:

               |_physical


      |_Terranlike


          |_Door



 |_slidydoor




|_Door9

the click on ADD and name it Sensor.

Go to change the properties of the Sensor:

Translating:

closed position 0

open position 0

base speed 0

deselect block vision 

and leave all the rest intact.

Engine features 

Frob info None, None, None.

Shape

Scale: 0.20 x, 1.00 y, 0.35 z

Ok after that I must explain what we are going to let make to the sensor with some Receptrons.

Well for every point of gained possibilities of buy for Garrett the sensor must do 2 things:

1 - teleport the fake object from the display chase to an newXYZ location.

2 – teleport the purchasable object on the display chase.

For every point of loosed possibilities of buy for Garrett the sensor must do 2 things:

1b – teleport the fake object from the location newXYZ to the displaychase.

2b – teleport the purchasable object on to another XYZ location.

This 4 points for every object in your shop.

I will show you (as usual) the only first object then you will go with the others.

For the first object the Arriwone:

add

Object: Sensor

Stimulus: NegLootStim

24.5  to nomax

effect: teleport object

Target object: Fakearriwone

Agent Object: a newlocation (a marker out of the world.)

Add 

Object: Sensor

Stimulus: NegLootStim

24.5 to nomax

effect: teleport object

target object: Arriwone
agent: forarriw

So from 25 mo gained to up the arriw purchasable is moved on the displaychase.

In the same way for the loose money:

add

Object: Sensor

Stimulus: NegLootStim

nomin  to 1.5 

effect: teleport object

Target object: Fakearriwone
Agent Object: forarriw

Add 

Object: Sensor

Stimulus: NegLootStim

nomin  to 1.5 

effect: teleport object

Target object: Arriwone

Agent Object: another location out of the game spaces.

Let’s do another object – a sword for example that cost250 mo

Object: Sensor

Stimulus: NegLootStim

249.5  to nomax

effect: teleport object

Target object: Fakeswirdyone

Agent Object:  a newlocation (a marker out of the world.)

Object: Sensor

Stimulus: NegLootStim

249.5 to nomax

effect: teleport object

source: Swirdyone

agent: forswirdy

Object: Sensor

Stimulus: NegLootStim

infinite  to 225.5 

effect: teleport object

Target object: Fakeswirdyone
Agent Object: forswirdy

Object: Sensor

Stimulus: NegLootStim

infinite  to 225.5 

effect: teleport object

Target object: Swirdyone

Agent Object: another location out of the game spaces.

Hope you have understand that when Garrett have 250 mo the sword purchasable appear, when he go under that loot the sword is replaced by the fakesword that is NoT purchasable (and eventually emit a sound of nobuy). 

Step 6 the markers.

Create a display chase where you want to show the items purchasable and for every items create a marker and name it  to remember it well. 

For the tutorial I’ll choose these names: forarriw, forswirdy. 

Step 8 – Garrett

Then go to change the Garrett proprieties :

Archetypes 

Object (-1)

 |_ Avatar (-2098)  

        |_ Garrett (-2099) then click to edit:

Garrett (-2099):

· Act/React  

             |_   Sources: Touch(-5328) click edit

inside the listed sources (must be only one . touch) you must create two different sources for Garrett in order to respond at the loot stimulus that  I will explain later.

Click add

Stimulus

       |_ object :  (put it after the Stimulus) Garrett

            |_ Stimulus: Moneystim
                    |_ Propagator: Contact – Frobinworld

                            |_intensity: 0

and do the same for the Neglootstim.

So at the end you must see this:

Garrett

  |_ Act/React:

            |_Sources:  Touch (a number here in negative value), Moneystim ( bla,bla) , Neglootstim (bla,bla)

now go to the Receptrons and add all the necessary to the compute:

for the positive gained loot:

     Object: Garrett

     Stimulus: Moneystim
     24.5  to 25.5 (for the 25mo of loot gained)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: +1x 0y 0z 

     And repeat this for every kind of loot

     Object: Garrett

     Stimulus: Moneystim

     49.5  to 50.5 (for the 50mo of loot gained)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: +2x 0y 0z

     Object: Garrett

     Stimulus: Moneystim

     74.5  to 75.5 (for the 75mo of loot gained)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: +3x 0y 0z

     Object: Garrett

     Stimulus: Moneystim

     99.5  to 100.5 (for the 100mo of loot gained)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: +4x 0y 0z

    And if you want to implement the serpentile torch you must add the receptrons of 299.5 to 300.5 with position +12

Then the negative effect on Receptrons

     Object: Garrett

     Stimulus: NegLootStim

     24.5  to 25.5 (for the 25mo of loot looses)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: -1x 0y 0z

     Object: Garrett

     Stimulus: NegLootStim

     49.5  to 50.5 (for the 50mo of loot looses)

     effect: teleport object

     Target object: Sensor

     Agent Object: Sensor

     Edit effect :

     Effect data

     Position: -2x 0y 0z

And so go on until the max expensive purchasable object. 

Then add a final Receptrons to let fire the arrows from the various emitter on the gradient:

     Object: Garrett

     Stimulus: Moneystim
      nomin  to nomax 

 effect: frob button

     Target object: MEGABUTTON
     Object: Garrett

     Stimulus: NegLootStim
      nomin  to nomax

 effect: frob button

     Target object: MEGABUTTON
Now we need that when Garrett from a purchasable object something must happen.

1 – create a real final usable object on chest BUYED.

2 – emit a sound of Buy. (this is optional).

1 – put a receptron for every kind of object purchasable:

      for the arriw (remember the arriw has 10 of intensity – see the point 2b)

Object: Garrett

     Stimulus: NegLootStim

     9.5 to 10.5 

     effect: create object
     Target object: broadhead*(see below)

     Agent Object: buychest

For the swirdy (remeber the swirdy has 20 of intensity)

Object: Garrett

     Stimulus: NegLootStim

     19.5 to 20.5 

     effect: create object
     Target object: sword 

     Agent Object: buychest

Beware:

cause when the player buy an object like a flashbomb it falls down and loose, you need first to create a real flashbomb, a real broadhead, a real icebombX ecc… somewhere in the world and then put his number here*, 

this is not for the crystals, potions, and weapons like swords and blackjack.

And so repeat this for each purchasable object .

Then create a teleportTrap somewhere in the shop and name it buychest. 

2 – to fire a sound for every object bayed simply create a soundtrap somewhere link it to a button and name the button buysound.

Go to Garrett hierarchy again and clic Add a receptron.

Object: Garrett

     Stimulus: NegLootStim

     0 to nomax 

     effect: frob object
     Target object: buysound

   Step 9 Final step A 

   Some final adjustment. (the frob time)  see the pic 4 !

  Sure someone expert will know that these mechanical procedure will enlarge some “time events”.

  In details in the betatesting of the buying process I’ve noticed that when Garrett frob it happen in a real

  short time.

  So few that permit (to some maniacs) to frob another thing before the first arrow hits the sensor door.

  In every “shop in game” tutorial you will read this. The problem is common to everyone.

  In order to block that I’ve thought about the shorten effect that can block the next frob.

 First of all create a new kind of arrow type under the arrowarchetype just like the cost archetype, but this time we call

 It : shootfire 

Archetype

         |_Object:

               |_physical

 
         |_Projectile –add:


                    |_shootfire
Then select it and click on add

Physic/model/attributes: modify the gravity make it at 0% and leave the rest in peace.

Physic/Projectile/initial velocity: and put in the first field  8  (this is the velocity of the projectile, must be low)

Renderer/Trasparency: (alpha) 0.00

Schema/Class tags: Null

Sound/Projectile sound: Null

Add

   |_Source

Add

Stimulus

       |_ object :  (put it after  the Stimulus) shootfire

                |_ Stimulus: NegLootStim (for this example is neglootstim, in the Demo  it’s a personalone: shutterstim)

                    |_ Propagator: Contact – collision

                            |_intensity: 25

  Create another little blue room, but this time the double in y measure.

   Put there an emit and name it Nofrobemit with inside an arrow from the shootfire arrowtype just created before.

  A door at the end of this little long room that face it. (like all the precedent cases up there). Name it ReFrobdoor

  Create and put in the world Two objects from the DisplayChaseX archetype. 

  One with Enginefeature/frobinfo: none,none,none. Name it NoFrobobj.

  The other with Enginefeature/frobinfo:Move,script in the first field and leave the other none,none and name itOKfrob.
  And at least a banner outside the room near all name it Bannerfrob.

  Go to edit the property of the Bannerfrob and click on add a Receptrons

Object: Bannerfrob

Stimulus: Personalstim

0 to nomax

effect: tweq control

target object: nofrobemit
click on edit effect

and select:

type: tweqEmitter

action: dodefault

Xtrabits: None.

And another receptron.

Object: Bannerfrob

Stimulus: Personalstim

0 to nomax

effect: Set Property

target object: DisplayChaseX
Agent object: NoFrobobj
click on edit effect

and on the field Prop name: FrobInfo

Go to the proprierty of Refrobdoor:

click on add --- receptron:

Object: Refrobdoor

Stimulus: NegLootStim 

0 to nomax

effect: Set Property

target object: DisplayChaseX
Agent object: OkFrobobj
click on edit effect

and on the field Prop name: FrobInfo

go to Garrett property and add the right Receptor for make the no frob system functionally.

     Object: Garrett
     Stimulus: NegLootStim
     Nomin  to Nomax

     effect: Stimulate object

     Target object: Bannerfrob
     Agent Object: Me

     Edit effect :

     Stimulus: Personastim

     Multiply by: 10.00

     Then add: 100.00

  Step 10 Final  Step B

   Some final adjustment. (the frob LOOT time)  make another  pic 4 !

  Now i learn that the loot suffer this problem too. So in order to make a right computing time process we need 

  to put a brake to the player.

  Do exactly the same from the step 9. 

   Put there an emit and name it Nolootemit with inside an arrow from the shootfire arrowtype.

  A door at the end of this little long room that face it. (like all the precedent cases up there). Name it Relootdoor

  Create and put in the world Two objects from the Swag archetype. 

  One with Enginefeature/frobinfo: none,none,none. Name it NoLootobj.

  The other with Enginefeature/frobinfo:Move,script in the first field and leave the other none,none and name itOKloot.
  And at least a banner outside the room near all name it Bannerfrob2.

  Go to edit the property of the Bannerfrob2 and click on add a Receptrons

Object: Bannerfrob2

Stimulus: Personalstim
0 to infinite

effect: tweq control

target object: nolootemit
click on edit effect

and select:

type: tweqEmitter

action: dodefault

Xtrabits: None.

And another receptron.

Object: Bannerfrob2

Stimulus: Personalstim

0 to infinite

effect: Set Property

target object: Swag (-1708)
Agent object: Nolootobj
click on edit effect

and on the field Prop name: FrobInfo

then for in the chase of the loot we must add 

another one (don’t ask me exactly why but it is).

Object: Bannerfrob2

Stimulus: Personalstim

0 to infinite

effect: Remove Property
target object: Swag (-1708)
click on edit effect

and on the field Prop name: FrobInfo

Go to the proprierty of Relootdoor:

click on add --- receptron:

Object: Refrobdoor

Stimulus: NegLootStim (in order to react at the cost0 arrow stim)

0 to infinite

effect: Set Property

target object: Swag (-1708)
Agent object: Oklootobj
click on edit effect

and on the field Prop name: FrobInfo

go to Garrett property and add the right Receptor for make the no frob system functionally.

     Object: Garrett

     Stimulus: Moneystim
     Nomin  to Nomax

     effect: Stimulate object

     Target object: Bannerfrob2
     Agent Object: Me

     Edit effect :

     Stimulus: Personastim
     Multiply by: 10.00

     Then add: 100.00

That’s it !

Now when Garrett try to frob more faster any object the only result it’s a late re frob system relay.

Hope after all you don’t fall in some trouble of misurestanding or some strange effect that usually the dromed do.

I’ve learned something in that…..

If you wants more help about some of what I wrote here please e-mail to me at Sterlino@tiscalinet.it
And I will try to solve for you the matter.

One last word

This system is a real good one. Simple and fast. After many (5) created system before I believe that is the very last possible.

Thanks

Sterlino 

