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A guard…with a lantern:

by Hidden in shadows, Janne Kahkonen
 
(Please note that the Dynamic light ability cannot be used in DromEd 1 only DromEd 2.)
I know other people have already written a tutorial regarding a guard with a lantern but I feel it my duty to present my own version that I believe is much easier to comprehend and perform. I am not the best tutorial writer in the world but here goes. I assume you already know how to do the basics like creating a starting point, rooms, the necessary scripts etc…
 
Step one: Make an empty room of fair size and place a swordguard to the opposite end from where your starting point is located. “Remember even though you put no lights in the room he can see you with help of the lantern we are yet to give him”
 
Step two: Make a lantern and place it close to the guard so you know where it is. You find it here: “Physical – light –lantern –lantern” Link the guard to the lantern with the flavor “Creature attachment”. When you have done the linking select the link and push the “data” button to receive the properties of the link. A window called “Link Data” should appear on your screen. In the menu that comes up when you click at the arrow that points down you must choice “Left Fingers” Now you’re almost complete, its just the lantern left.
 
Step three: Now you can already see that the guard carries the lantern in his left hand but there is still something that needs to be done to fulfill the illusion; light.
 
Select the lantern and edit its properties. Click add and find the place that reads “renderer” Follow the pop up list till you find a line that reads “Dynamic light” give it a value of about 60. 
Congratulations! Now it’s just to run the level and behold the beauty.
	
Practicing AI 

The idea of practicing guards was one of the first things I implemented when making Ranstall Keep and, although far from perfect - the guards have a tendency to ignore the player in favour of their target - it adds a touch of life to the mission. The methods for making these guards in Thief 1 and Thief 2 are slightly different, but the basics remain the same. 

Thief 1/Gold - Screens taken from DromEd for T2 

The actual AI used is a standard AI, all changes are made to the dummy or target on which the AI will be practicing. 

First we need to find the name of the dummy/target's model. Look in the object hierarchy for the target: 
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Then double-click to open its properties and note the model's name. 
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In fact the dummy isn't really a dummy at all, but another AI assigned to a different team. Create a camera (under creature in the object hierarchy). The camera is both non-hostile and stationary, so makes a good choice. Now give it the model of either a dummy or target - go to 
properties->add->shape->Model Name: 
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and enter the appropriate name in the box. 
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Next insure that the physical dimensions of the dummy match those of the graphical dimensions. Check the physics->model->dimensions 
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and make sure they are the same as the ones in the bottom right of DromEd. 
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Lastly, assign the team to which the dummy belongs. Go to properties->add->AI->AI Core->Team 

[image: image7.jpg]) PELTHO

>l 1=
o poiy soing:  PERSIERIE S

ok, Do A Coe 1o Al

c > o Allibutes > @ Al Nesds Big Doors
o Creatue. b & Conversaions > g Altness cap
© DaikGameSys > o Debug » @ Aletness sense mulipiers
© Dificuly » & Ranged Combat » @ Awareness capaciar
© Dear b O Responses > g Awareness delay (ieacttine]
o Edior > o State » @ Bioadcast custamization
© Engine Featues » & Uity > @ Effciency setings

F » ® Free sense knowledge
o Game » @ Handedalf prowy
o Gun » ® Motiontags
© Invertory 3 ® Movement: mas speed
o Links » @ Movement tum rate
o MetaFriopety > ® Movement zaffset
© Motions » ® NoMuliplayer Ghost
O Networking > ® NoMuliplyer Handof
O Object System > ® MNolices Bodes

P » ® MNotces Damage
© Physics » ® Only Notices Player
o Prox » ® Projectle Visbie launch
© Renderer » @ Sees projectes
© Room » ® Soundtags

s » ® Stending motion tags.
o Schema » @ Supise 0,1 Rad]
o St » i —
P » & Lives doosy:





And select one of the "bad x" teams from the drop down menu. Make sure the team you chose is different from the AI's team. 
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Now hop into game mode with ai_aware_of_player active and watch your guard take its frustrations out on your newly-made dummy. 

Thief 2 

The initial stages are the same as above, but if you go into game mode you will notice that the dummy is making whirring noises, and once killed by the AI, it no longer looks like a dummy, it reverts to a camera corpse. To fix this, several things need to be done. 

  Remove the whirring sound. 

Go to properties->add->AI->State->Current mode 
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And set it to "Asleep" 
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This prevents the camera from moving or becoming aware of the player, therefore it remains silent.

  Prevent the camera from being killed. 

If the camera is killed, two things happen. It reverts to the camera corpse model, and the AI ceases to attack it as it is considered dead. We can prevent this by altering the slay result . Select properties->add->game->damage model->slay result 
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and set the slay effect to no effect 
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  Ensure the AI attacks. 

Sometimes the AI can fail to spot the dummy, depending on how it is set up, so an AIAttack link will ensure it does. Select links->add 
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And enter 

· Flavor: AIAttack 

· From: AI 

· To: Dummy 
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If you enter game mode now you should find that your AI is hacking away happily at your target. 

	

	Go to Index/ Tutorials 


Ambient Sound 



By LiquidEgg 

Ambient sound is a very important topic which people should know about. Many people see it as the key to atmosphere in any level. 

Contents: 

1. Stuff you need to know.
2. How To. 
3. Good places to place them. 
4. Variations. 
5. Some good sounds and explanations. 
6. Useful tools and sites. 

1.Stuff you need to know.
Whether you downloaded Dromed or got it with Thief Gold, there should be an accompanying "Docs" Folder. Read all within, but especially DromedTutorial. Will get you started. Also, see Section 6 for useful Sites. 

2.How To.
First, create an Air Brush, Texture it, and basically decorate it to your liking. Do all the necessary preliminaries, and then create Fnord/Marker. Place it in the middle of the room. Oh yeah, the top of the room should be sky. Okay, transform a pretty ordinary, self-respecting, open-air room into a windswept courtyard high on a mountain.(No, there’s nothing to indicate that your room is situated on a mountain, it just sounds good.) Now go into the Object Hierarchy and find Sound/Schema/amb/AMB-m05/m05wind.The directory amb is for ambient sounds. As you can see, they are divided into the missions. (Perhaps further down I will put a mission list.) This is useful for finding a sound you heard in a particular mission. Now back to your marker. Give it the property A/AmbientHacked. You should now see a input box. In the "radius" field put 20, as this will cover the entire room, unless you have made it significantly bigger than the original size (16x16x16). If you have, set a bigger radius. Override volume should be left at 0. Under flags, select Music. This basically loops the sound continuously in the area. Under Schema Name, type m05wind. Build Room Database and hit Alt G. You should now hear the wind howling. This is a working ambient sound. Congratulations!!! 

3.Good places to place them.
This bit is, fortunately, far less complicated. Okay now, why dont you go and modify your room to make a Hammerite place, cut in stone. Physical/Decorative/Banner/ HammBanner is useful, as is Physical/Furniture/Church. Now mess around with the H, P, and B headings of your objects, to make the place abandoned and trashed up. Now place a marker with the same sound as in Section 2. Make a second marker, same as the first, but with the Schema Name m04moans. Place them in exactly the same place, Build Room Database, and hit Alt-G. Listen as the ghostly moans mix with the wind. Experiment with other sounds and places, till you get it right. Section 5 has some useful sounds for you atmospheric people. 

4.Variations.
Hop down to section 6 to find a link to Digital Nightfall’s Thief-Dark Project.com,* the Ultimate site for Thief, and find the Dromed link, you have a now reached TEG Main, The place for Dromed. In the FAQ’s and Guides section, there are links to sites which contain all of the Hammers talk, and Garrett’s comments, it is made by some wonderful person, but sorry, I dont have the Internet handy right now. Save this site for references. Also, in Additional Tools, download Andrew Bernardz’ brilliant Thief Edit. Yes, you guessed it, this section deals with people speaking. Okay, there are two ways to make Garrett speak. One is to treat it like an ambient sound. The other is to create a VOTrap, and Link it via a SoundDescription link to the sound you want. I have only tested the first way, mind, so we’ll cover that. In our wrecked Hammer place, place a similar sound to the others, with the Schema Name gar047, and the flag RemoveProp(OneShot). Now, as he enters the radius, he should say, "I wonder what happened here?". There we go, he spoke. Also, have a poke around with levels like Bafford (Miss2), to find out other ways to make Garrett speak. 

5.Some good sounds and explanations.
Here are 6 common sounds - 

m05wind - The wind blowing. 

m07crickets - Crickets clicking - good for suggesting nightime. 

m04start - The starting sound, used in almost every Thief mission. 

m07haunts - The ghostly, subhuman mutterings of haunts. 

m11moans - mysterious moaning sounds. 

m11bells - Constantine’s bells, those tinkling, high, freaky bells of Constantine’s. 

In keeping with the whole atmosphere thing, 80 percent of these sounds are plucked from scary missions - Down In The Bonehoard, The Haunted Cathedral and Return To The Cathedral. 

Mission List, as promised: 

miss1 - A Keepers Training
miss2 - Lord Bafford’s Manor
miss3 - Break from Cragscleft Prison. 
miss4 - Down in the Bonehoard
miss5 - Assasins
miss6 - Constantines Sword
miss7 - The Haunted Cathedral
miss8 - Does not exist. 
miss9 - The Lost City
miss10 - Undercover
miss11 - Return to the Cathedral
miss12 - Escape! 
miss13 - Strange Bedfellows
miss14 - Into the Maw of Chaos

There we go. 

6.Some useful tools and sites.
First and foremost: 

The TEG Forum. 

Have Fun!!! 

Questions or comments? 

I can be e-mailed at superwoozle@hotmail.com, 

Ambient Sounds Tutorial
by Sledge 



The following is a tutorial for placing ambient sounds in your level. It is semi-complete, meaning that there are one or two things which I am not sure of, either because I never discovered them or because they were never implemented in DromEd or DromEd2 by LGS. However, this should contain some useful information on how to use different types of sounds in your level. This should be applicable to both D1 and D2. If any parts of this tutorial are found to be incorrect or obsolete, let me know and I'll fix it. 

This tutorial assumes no pre-existing knowledge of ambient sounds. 

BASICS: 

Ambient Sound in Thief and Thief 2 are created using the property A > AmbientHacked. This property may be added to almost any object in the game, including fnord objects or SFX. Certain objects in the game have a default Ambient property. If you create a torch, it will sound like a torch when you place it in your level. Objects like the torch inherit an AmbientHacked property from their parent object in the Object Hierarchy. Most of the time, you will want to leave these inherited ambient sounds alone. However, occasionally you may want to edit them. 

In the Inverted Manse, I had a bunch of debris and unused material in an abandoned factory setting. In one location, I created a coil to go along with some trashed electronic material. However, I wanted to give the impression that the coil was not working properly. By default, a coil inherits an AmbientHacked property entitled coil_lp. In order to change this, all I had to do was click on Properties of the coil, then delete the AmbientHacked property. If I wanted, instead of deleting the property, I could have of course simply Edited the ambient property to change the sound, but I had no need to do this. 

MARKERS: 

When placing your own ambient sound 95% of the time you will want to use a marker. The reason for this is because you have the most control over placement of a marker. Because it is not rendered and has no physical properties, you can place it wherever you want. It is also easier to remember where you place sounds when you use a marker (or you give an object a name) so you can identify it easily should you need to edit it. LGS often used markers, increased the size of the markers, AND named these markers so they could be identified easily in DromEd, but something like that isn't necessary. 

Let's move on to specifics. 

IDENTIFYING THE SOUNDS YOU WANT: 

All of the sounds for Thief are kept in the snd.crf file located somewhere in your Thief directory (or on the disc if you don't have full install). You can potentially unzip this file into a folder (be ware! The one for Thief 2 is over 300 MB). Listen to the sounds and find the ones you want. The sound effects and music-type sounds are located in the SFX folder, and in Thief 2, also in the MiscVOs folder. 

Also, you can find sounds in the Object Hierarchy in DromEd. They are located under Sound > Schema > Ambients and they are segregated by mission. However, you cannot play them in the Object Hierarchy. Find the ones that you want, then close the Object Hierarchy. Go to the command window and type in "play_schema x" (no quotes) where "x" is the name of the sound. For example, you could try "play_schema m13wind." To stop it, type in "halt_schema m13wind" or simply "halt_schemas" (again, no quotes). I find the easiest way to do this is to open up a SECOND DromEd window, then find the list in the Object Hierarchy. Then in the other DromEd, type in what you need. 

In the Thief games, LGS "combined" different sounds. The sounds you see in the Object Hierarchy are not always individual sounds, but can sometimes be combinations of sounds. M05wind for example, is made up of at least 3 different wind sounds that I can hear. The advantage of searching for sounds in snd.crf is that you can find and play individual sounds. However, sometimes the names given to the ambients in the Object Hierarchy are not similar to the names of the wav files, and it can be frustrating searching for the one you want. The names you use in DromEd for your AmbientHacked property MUST BE the name in the Object Hierarchy, and not any of the wav files in the snd.crf file. Therefore at some point you most likely will have to use the method mentioned in the 2nd paragraph (above) to get the final sound you're looking for. 

In advanced sound editing, you can edit the schemas, which are the files which dictate how the sounds are combined and set up in the Object Hierarchy. I should hopefully have a tutorial on schemas out at the time this document is released. 

THE DIALOGUE BOX: 

When you add the property AMBIENT HACKED to an object or when you click Edit on an existing property, you'll be presented with a dialogue box. Below is list of what they do. 

  RADIUS: The radius in feet, of the sound. 

  OVERRIDE VOLUME: The volume of sounds in a sense goes backwards. -1 is the loudest and goes backwards into the negative thousands. Each sound has a default value specified in a schema file (you can find the schema files on the Thief discs, they have .sch extensions). You can override this if you like here, in DromEd, without touching the schemas or the gamesys. Extreme loud would be -1, extreme quiet would probably be somewhere around -5000. The number you specify can affect some sounds more than others, as each sound already has a "default" volume already (for example, if you typed -100 for Override Volume for a sound that already had a default sound value of -100, the effect would do nothing). You can check default volumes in the schemas or in the gamesys if you wish. 

  SCHEMA NAME: This is the name of the sound as it appears in the Object Hierarchy. Make sure you check the name in the Object Hierarchy so that the sound will play correctly. If you want to "double check" a name that you think is right, the name is technically an object (although you would never ever "create" it), so you can do a "find_obj x" if you like. 

  AUX SCHEMA 1 and 2: This is a way to effectively play more than one sound from an object. This is particularly useful for Environmental Sounds (see below), as technically, you can only have one Environmental Sound at once. 

  FLAGS: This is the complicated part of the AmbientHacked property. This is where you specify how the sound is played. 

· (None): If there are no flags, the sound will play with its default characteristics at the radius you specify (see above). Many times, you don't need any flags, and the sound will play just fine without any. 

· Environmental: This is an extremely useful Flag which makes the sound "universal" from all directions and plays it essentially like music. Thief 2 used a lot of prevalent tone and rumbling sounds this way, usually when you entered a building. The sound will loop and repeat indefinitely after you get within the radius of the object with this AmbientHacked property. The sound will be played at a constant volume. Unlike most sounds, where they get louder as you approach the marker, this is simply "on" and "off." The sound is turned "on" when you get within the radius of the marker, and turned "off" when you get within the radius of ANOTHER marker with an Environmental Flag that either has a different Environmental Sound, or has the Environmental Flag checked with the SCHEMA NAME left blank. You can only play one Environmental Sound at once, although the way to "cheat" this is to use the AUX SCHEMA boxes. Try, for example, placing "M02hits1" in the SCHEMA NAME box and "M02mainL" (no quotes) in the AUX SCHEMA box. There are some advanced techniques with Environmental sounds discussed below. 

· NoSharpCurve: This sound will fade more gradually as you get closer to it or get further away. However, this generally softens the sound a bit. 

· TurnedOff: If you're not sure about a sound but don't want to delete it just yet, you can check this flag to turn it off. 

· RemoveProp: Removes the AmbientHacked property from an object after one full cycle of play. Does not seem to work on objects who have a sound that has loop params (a sound that is naturally looped). 

· Music: Doesn't seem to have any effect in T1. Turns sound off in T2. Not used, as far as I know. 

· Synch: Not used, as far as I know. 

· NoFade: Not used, as far as I know. 

· DestroyObj: Destroys the object with the ambient sound after one full cycle. Does not seem to work on objects that have a sound that has loop params. 

· DoAutoOff: Adds the Flag Turned Off after the sound plays one full cycle. Like DestroyObj and RemoveProp, this only seems to work on sounds that do not have loop params. 

ENVIRONMENTAL SOUND TECHNIQUES: 

Certain sounds are meant to be played as Environmental Sounds, certain sounds are not. An example of an Environmental Sound would be M01tones. Such a sound plays a series of tones like music around the player, and generally sounds awful if they are played any other way. Try looking at the OMs and experimenting to see which ones work. 

Almost all of the Thief 2 OMs use tones or rumbling of one variety or another for interiors and wind noises for the exteriors. However, sometimes when you "cut" from one sound to another, the result sounds quite choppy. This was the case even in some of the OMs. The following is a technique I discovered which should smooth this over a bit. 

Create or look at an interior area with a door leading to an exterior area. Make sure gen and convict are loaded and the place is room-brushed. On the interior side of the door, create a marker with the AmbientHacked property. Give it a small radius (like 5) and the Environmental Flag. Leave the other boxes blank. Now create a marker outside the door and give it the AmbientHacked property. Give it a small radius (and make sure this radius does not interfere with the radius of the first marker) and the Environmental Flag. Now, give this second marker a sound. Let's use M04wind. Place this name in the SCHEMA NAME box. Now, go in game. The sound should begin when you go outside, then cease when you go inside. Works well, but sounds choppy, eh? 

Now for the smoothing part. Create a third marker and place it between these markers. Give this marker a large radius (such as 20 or 30) and make sure the Flags are set to NONE. Set the Override Volume high, perhaps all the way to -1. Give this marker the Schema Name M04wind also. Now go in game. There should be a small area of overlap of wind, but effectively what this does is "smooth" over the transition from environmental sound to no sound. When the Environmental "wind" sound cuts out, the NONE Flag sound is there to mask it out. If you toy with it a bit, the effect can be quite convincing. 

SOUND TRAPS: 

A useful way to get sounds to go on and off is to use sound traps. To get them to work, create a sound trap and place it somewhere. Open up the Links and then create a SoundDescription link from the sound trap to a sound in the ObjectHierarchy. An "on" signal (such as a button/lever with a Control Device link to the sound trap) will turn the sound on. An "off" signal (via button to inverter to the soundtrap with ControlDevice links, or flipping a lever off) will shut the sound off. 

LIMITS: 

There is a limit to the number of ambient objects you can have in your level. In creating the Inverted Manse, I used tons of torches. Near the very end, I got an error which said "Ran Out of Ambient Objects." I had to reconfigure a couple of things to cut down on the number of ambient objects. I am not sure what the exact number is, but I believe it was somewhere around 225 when I began getting the error. It probably won't be a problem for most folk, but it is something to keep in mind when creating large levels. 

EDITING THE PLAY PARAMS: 

Chances are you won't ever need to do this, but each Ambient "object" in the Object Hierarchy has a specific set of properties called Play Params and Loop Params which you can tinker with. While you probably won't want to fool with these, as they specify things like whether or not the sound is a voice or an ambient, occasionally they can be useful. For example, in The Inverted Manse I had Garrett's "End Potion" sound triggered by a VO Trap, but the sound in the gamesys was set to "Play Once." In order to get this sound to play more than once (I had more than one special potion), I unchecked this property. 

Potentially, you could also change things like the default volume (useful when you're substituting sounds rather than writing new schemas), the initial delay between the time when the sound is triggered and when the sound is played, and pan and fade factors, among others. HOWEVER, the information in Play Params and Loop Params is merely a reflection of what is in the schema files, so if you do a reload_schemas command this information will disappear. If you are going to adjust anything beyond the Flags in either Play Params or Loop Params for a sound, it's best to adjust the schema files themselves, then do a reload_schemas command in DromEd so the changes will be done for you. 

THUS ENDETH THIS TUTORIAL 

BASIC OBJECT EDITING
By, The Blind Man.


This tutorial here is on how to edit already existing objects with Dromed.  Once I figure out how to add objects the same way (and thus make your own) I will try and post another tutorial.   I’ve tested this so it should theoretically work, but please note that I’ve only fiddled with this thing a single day if there are any problems with this.  All of the things below should be done in already existing dungeons, or a map you’ve already made. 

I. First, let’s make a magic sword.  

Go to Object Hierarchy should be a Sources Link, where it says SlashStim, etc.  Select that and hit Edit.  It will take you to three values > Physical > Weapon > Swords > Sword and hit Edit.  Under where it says Act/React there, which represent the different styles of attack with the sword.  Let’s change all three values from SlashStim to something else.  Select the first ID number and hit Edit.  In the screen it takes you to, select the Stimulus screen, and it will take you to a pulldown menu with all sorts of possibilities (firestim, waterstim, holystim, toxicstim, KOgas, etc.)  Let’s make your sword a holy sword. 

 Select holystim, and then OK.  Change the Stimulus and the other two possibilities.  Click back through Done to the main Object Hierarchy. Now, let’s place this sword in your dungeon.  Select Sword again from the menu (not Swords, but Sword), and select Create.  Make the little box somewhere in your dungeon, so you can see the sword.  Now, hit Alt-G, go into the game, and pick it up.  It might look like a normal sword, but now it can affect zombies. 

The other stims do the other effects based on their name (firestim, waterstim, KOgas), though their effects aren’t always immediately visible.  Water Swords will affect Fire Elementals, they just won’t show a splash Also, if you change your Sources > SlashStim to Firestim, you now have a Fire sword, though it looks just like a regular sword.  When you attack people it won’t make steam or fire (though it will usually kill them in one blow.)  There is a way to add the fire trails and sound effects, but information on this will have to come in a subsequent guide (as I haven’t quite figured it out yet). 
Now, let’s screw around and change some creatures. 

II. Let’s make a bowman a water bowman 

Go to Object Hierarchy > Physical > Creatures > Animal > Human > Guard > Bowman > Bowman.  (Make sure you select the second Bowman).  Hit Edit, and under Links there should be an AI Projectiles link.  Click on it, and hit Edit.  Hit Add, and change broadhead to water.  There should be now two weapons here.  Delete the top one (broadhead, not water), and 
hit OK.  Select Done, and your changes should be made. Now, let’s create a Bowman in the middle of the room.  Select Bowman again from the Object Hierarchy, and hit Create.  Place it somewhere in the room, and Floor it.  Now, if you hit Alt-G, he should attack you with water arrows.  Splashy-fun! 

The weapon of a creature appears to be determined by Link > Weapon or Link >AI Projectile.  You can thus go into the creature properties and change these around.  So far it looks like you can’t just type in the number, you have to type in the actual name (but I could be wrong). 

III. Now, let’s make a meat arrow 

Go to Object Hierarchy > Physical > Projectile > EarthArrow.  Select it and hit Edit.  At the bottom of the screen it takes you to it will say Links > Corpse > mosslump.  Let’s change that mosslump to something tasty.  Select Corpse, then hit Edit.  Hit Add, and then change mosslump to DeerLeg and hit OK.  The Food possibilities are under Physical > Household > Food if you would like to see the other possibilities. 

After you have created the new corpse, you will want to delete the old one, so make sure to delete the top ID so only the DeerLeg corpse is left. 

In any case, you’ve now changed Moss Arrows to Meat Arrows.  But don’t go putting any in a room - they’ll just instantly turn into a deer leg.  No, what you want to do is add some Earth Crystals in the room for Garrett to pick up. Go to Object Hierarchy > Physical > Tulz > Earth Crystals and select Create.  Make the box for the arrow and put it somewhere in the room where you can get it.  Now, hit Alt-G, and run Garrett over to the Crystal to pick it up.  Shoot it, and out comes the tasty Deer Leg! 

Guide on Doors And Brushes(DromEd 1 & 2) , by Imposter
Click Here to Download the Door Demo I made for this Tutorial
1. Create your usuall

Starting Point (add PlayerFactory link from the Starting Point to Garrett)
Load these two scripts in DromEd  

script_load gen (DromEd 2 only)

script_load convict (Doors,Victory Conditions etc.., won't work without this script)

Also create two air brushes next to eachother but leave about 2 feet between one another. Then go to object hierarchy and  create physical>TerrainLike>Door>spinny_door>door3x7, and Floor it.
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2. Now create an air brush between the two air brushes and make it the same height and width as the door. 
Note:With our door the height is 7.00 and width is 3.50 even though it says 3x7 always look at the doors dimensions to make sure its hieght & width. 

So the air brush should be 7.00 in hieght and 3.50 in width. 
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3. All that is left for you to do is portalize and place the door inside the 7.00 by 3.50 air brush, well maybe make some room brushes for sound:) 

Setting Door Timing 

Open the Doors Properties.

Click Add> Script> Timing
In the box that opens type in 10000 ( 10 seconds)

This means that after the door has been open it waits 10 seconds and closes. (Could be used in a creepy/scary mission)

Note: You may use any number, 1000 would be 1 second 2000 is 2 seconds and so on...

Double Opening Doors
1.Create two doors, one of them must be turned 180 degrees.
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Place the door inside the brush but now it opens the same way as the other door, so...

Go to Properties (of the 180 degrees door) and click on Rotating and edit it this way...

All that is changes is the Open Angle & Clockwise?
Change Open Angle to 90.00 

Uncheck the Clockwise? box

Note: Base speed can be lowered to slow down the door speed, but remember to change the other doors' speed too.
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2.Now align the doors to the brushes so they are straight (If you have the Custom Menu Click on Object to Wall.)

Highlight one of the doors and click Links. ( Write down the two doors' object id #'s so you can link them)

Link the two doors with the bottom Link...

Add ScriptParams
From Door (# of this door)

To Door (# of the other door)

Don't close the Link window yet. Double click the ID and type Double and click OK then close it (see below).
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3.Well that's it for Double doors they should open together when you try to open either one...If one of them opens the other way make sure if one door is at 0 degrees the other should be 180 deg.If one is 90 deg, other should be 270 deg...

Quick on Brushes 

Always Snap to grid or later on in your mission you will have major problems. What I mean "Snap to Grid" well all your air brushes and solids have to be close (not just close they have to be right on the grid lines) to the grid if they are all messy and edges of brushes are not even close to grid then later on durring portalization DromEd will give you a nasty ERROR:(

Note: Press Shift and click on your brush move brush to nearest grid line and let go, it will Auto snap.
                           Good Snap                                                                                     Bad Snap 
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Tutorial: Making a briefing

v0.62 
Author: Toni Hollming 
Additional credits: §hadow 

July 12th - Carleton font for DL. 
This is a small tutorial of how to make a briefing that feels like "Thief". Real Thief briefings have couple other animation styles, but I will not cover them here, since they are more advanced and require more work, but the basic elements that make a briefing are: 

1) "Wall of flames" 

The "wall of flames" should be quite familiar to everyone with the mysterious texts. 

2) Screenshots from level 

Shows certain location. An entrance to a tunnel, place where the loot is supposed to be, etc. 

3) Hand drawn images 

A person, map, item, scenery outside the map, etc. 

4) Sounds 

Speech is the most obvious, but ambient sounds and music are also required. 
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1) Wall of flames 

Making the flames can be quite tricky without more advanced programs. I made it using a 3D software where I just created a texture with fractal noise that moves upwards and couple of other minor tweaks, but I have no real clue of how to make it with 'normal' software. 
Font called "CARLETON" is the font used in the briefings.

	Here is a sample image of the flames I've made.
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	And here is the real one...
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Quite close to the original. 
You can download a blank flamewall (360kb) 

How to compose the text on top of the flame-animation? Beats me, that's your job to find out. If do find out a good methed, let me know. 

2) Screenshots 

Easy enough, just grab a sceenshot with F10, and change the image's color balance to reflect the yellowish type of all Thief images. 

Use images of important places, structures and such. Sync them to speech and off you go. Remember to use relatively high relosultion while taking the images since you have to able to zoom in on them. 

Coloring the screenshot 
Decrease color depth to greyscale 
Increase color depth to 16bit 
Change the Red/Green/Blue values: 

Red 30% 

Green 25% 

Blue 0% 

These RGB values might be off, but experiment to find the right balance. 

3) Hand drawn images 

Whan can I say. If you want to make the briefing look great add these. Use same coloring system as in screenshots. 

4) Sounds 

Briefings consist basicly from 3 things: Speech, ambient sounds and music, but also from sounds FX. 

Speech: 

Try to make it clear, keep the volume levels consistent. 

Speak clearly. 

Think twice what you are saying. 

Act - don't just read the lines. Live them. 

Ambient: 

Image of a fountain? Put some water sounds. Image of an inn? Include some 'bar-sounds'. I've used the ones in Thief, there are so many sound FX, so you most likely can find all the sounds you need from the SND.CRF -file. It just takes time to find the right one. 

Music: 

Music, creates atmosphere. Use it well, put it in background, don't block your speech with it. 

Sound FX 

probably most rarely used in Fan made-briefings. For moving images. 

Just remember that you don't want to block the speech with SFX, and remmeber to fade the sounds. 
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Zooming in and rotating 

Most of the scenes in Thief-brifings contain a moving camera that either zooms in or out with a little rotation. To accomplish this, you can use the camera -filter in Adobe Premiere (I never used it, but It should work) or once again, you can use a 3D software. 

How to make it with a 3D software (3DStudio Max / Lighwave / Real 3D / Maya / Etc...): 

1) Create a box. 

2) Map the image you want to zoom/rotate on the box as a planar image map. (Make it self illuminating so there won't be any shadows) 

3) Now all you do is move the camera towards the box (or away from it) while you rotate it slightly. 

Vague? Yes, but if you have used 3D software, you know what I mean. 

Remember that if you move the camera too quickly, it looses the feeling. Keep it slow and steady. 

If you know a way to make the zoom-system with a freeware/shareware programs, let me know. 
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Composing 

I will not talk specificly about any compositing softwares, only the techniques. 
Here are couple of tips: 

· Keep it synced to the speech 

· Change the image often enough, but if you change it too often, it doesn't work. Keep it "peacefull". 

· Fading into black is good, do it often, only rarely cut to black. 

· Don't hurry, but do remember that the bigger the briefing, the more reluctantly people will download it. 
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Tech info 

Video compressor: Indeo 5.06 
Framerate: 15 FPS 
Resolution: 320*240 

I don't know much about the audio compressors, so I've used 22khz uncompressed 8bit mono track. 
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Summary 

Making a briefing is not an easy task. It takes time, a lot of it, and don't quit if you don't get someting to look like you want the first time. Try again, approach the situation from a different point of view. 

When you are almost finished with your briefing, look at the size of the avi's, sounds and other stuff that has gathered in the diretory you are using to keep the files. I had over 1GB of stuff related to that briefing, so it also requires some HD. 

ps. If you have questions about the techniques, ask me, but do not ask me to make a briefing for you. :) 
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comments, suggestions, the usual 
Toni "Trimfect" Hollming 
Banshee's Tutorial for A Combination Lock


First, create several items: 

- one physical/Gizmo/Gauge/Odometer
- 2-10 physical/Gizmo/Switches/Buttons/NumberButton
- one fnord/TrapTrig/QuestVarTrigger
- An item (eg. Door) you can control with a ControlDevice Link. 

After placing these in a level, we do the following. 

1 - Add a property Trap/QuestVar to the Odometer and give it the argument "door_combo" (no quotes) 
2 - Repeat step 1 for all the NumberButtons
3 - Add the property Shape/TxtRepl r0 to all of the NumberButtons. The argument for these is "obj\txt16\button0" (no quotes), where of course the button0 will always be replaced with the number of the button you want, button1, button2, button3, etc…

NOTE: The 'door_combo' thingamajic actually looks to the texture of the button to see which number is being pressed! So you must change the textures for this to work. 

4 - Add a property Trap/QuestVar to the QuestVarTrigger and give it the argument "1138:door_combo (YES, a QUOTE goes to the beginning but not the end! Kinda like cheap French literature.) 

OBVIOUSLY, you should replace 1138 with the combination you want to use, or we'll have the combination 1138 in every fan mission… 

5 - Add a ControlDevice link from the QuestVarTrigger to the item you want to control with the code. 

Presto. It's a very simple system, and I think we'll be seeing a lot of these in coming FMs. Keep in mind that there can be only one of these setups in a single mission (or, you can have many… just that all the numberbuttons control every odometer). You can, however, control 9999 different things with it. 

Conversations Tutorial
By Deep Qantas 
(aka Teemu Salmela)
I. An incentive for conversations 


First you should make and airbrush, a room around it and maybe add a torch too. Load the ConVict script and compute pathfinding and build room database. Just do all the stuff you usually do in the beginning. 

After making this environment, you can add two guards, but make sure, that Garrett won't be visible to them. For example, you can put the torch so, that it's too dark for them to see you. 

Edit the first ones properties and name him Tom. And of course the other one is Jerry. Change Tom's properties and add Speech->Voice. The text should be 'guards', but we have to change it to 'guard3'. Jerry's voice must be changed too, but to 'guard2'. It's important that the voices are right. Otherwise the conversation won't work. Tom is 'guard3' and Jerry 'guard2'. 

Now we have two actors, but we need the actual conversation. Create a marker and name it 'BearConv' or 'MyOwnConv' or anything you like. I shall call it 'BearConv'. It doesn't matter where the marker is, but it would be wise to keep it somewhere near the actors. 

Then we need to change the markers properties. Add S->Scripts and put 'TrapConverse' in the first line. Add AI->Conversations->SaveConversation and check the box. Add AI->Conversations->Conversation and just click 'OK' twice. Don't get confused by the big dialog box. It's somewhat large, but you can manage with 1024x768 or even 800x600 screen. The 'OK' is in the lower left corner. And pushing enter usually means 'OK' 

Now we have actors and the conversation. We just need to connect them, so link 'BearConv' to 'Tom' with 'AIConversationActor' and change the data to '1'. Link it to 'Jerry' as well but change the data to '2'. The numbers mean the number of the actor. 

The conversation is working, but there is one flaw. The actors don't say anything yet, so we'll now edit the lines. Open up the properties of the 'BearConv' and edit that AI->Conversations->Conversation. Now you should see a window with 11 steps. The steps are executed in order and the next step doesn't start before the last one is finished. There are also these 'Abort' things, but we'll see to them later. 

Double-click the '00' and the big dialog box appears on your screen. As you can see, there are 6 smaller steps, or actions, if you prefer. These are also for motions and pushing buttons, but as for now, we just use them for speech. Let's just edit the upper part of this box. Change the 'Actor' to 'ActorOne', which means Tom and 'Conversation:Action 0' to 'Play sound/motion'. In the first argument, enter 'sg_c01' and in the second argument, 'LineNo 1'. That 'sg_c01' is the name of the conversation and 'LineNo 1' is obviously the line number. Don't worry about these yet. 

When you press 'OK', you're back at the properties. Open the conversation steps again and now choose '01'. Change 'Actor' to 'ActorTwo', Tom, and use the same action and first argument, but the second argument should be 'LineNo 2'. Just edit the '02' with 'ActorOne' and 'LineNo 3' and then we'll try how it sounds in game. 

Before we are able to test it, we must make a ControlDevice. In this case, a switch or a button will do. Create a switch or a button and link it with 'ControlDevice' to the 'BearConv'. Locate it somewhere near Garrett, so there isn't any trouble with the guards. Now just check portalizations and all those things one more time and test it. 

If everything went fine, you should now have a three line conversation which starts when you press the button. Not too great, eh? Well, this was just a demonstration. Now I have to explain all this (sigh). 
  
  

II. Advanced conversations 


Let's start with the voices. As you remember, Tom's voice was 'guard3' and Jerry's 'guard2'. You might think 'Why on Earth can't I use some other voices?'. This is because the conversations are made for specific actors. The conversation made in demonstration is the same you can hear in front of Bafford's, and the voices of these actors are 'guard3' and 'guard2'. The freedom of choice is limited to using built-in conversations. Of course, this doesn't limit our creativity. You can take a part from here and a bit from there. If you like, you can finish that conversation by adding more lines starting from '03'. 

Then there is this 'sg_c01' and 'LineNo'. That 'sg' is for 'sergeant' or something like that. There are also 'hm' and 'sv' for hammers and servants. 'c01' is for 'conversation 1'. I guess you could search the Snd.crf file for all the conversation, but I prefer studying the game levels. For example, another conversation 'sg_c12' has also two actors, 'guard1' and 'guard2'. 'LineNo' is of course the line number, but you'll have to be careful with this too. 'LineNo 1' means guard 1 and for example 'LineNo 4' means guard 2. 

Next thing is this marker. It's preferable to name it, so you can easily find it later. Those 'AIConversationActor' links are quite self-explanatory. You just have to be careful with those numbers in 'Data'. If you forget them or they go wrong… Actor one should obviously be the one saying line one. 

Now let's try something new. Open the conversation part '01' and change the second action, 'Action 1' to the following… 
  

Actor: ActorTwo 
Conversation: Action 1: Play sound/motion 
Argument 3: 'Conversation 0, Baz 0'.

Now try it out. Cool, eh? That 'Baz 0' might confuse you, but don't worry, you're not the only one confused. Here's something else to try out… 

	"Conversation 0, Quux 0"
	Cross arms behind back

	"Conversation 0, Baz 0"
	Jump and shake arms a littleas if agitated

	"Conversation 0, Baz 0, Quux 0"
	Raise arms as ifto say I don't know

	"Conversation 0, Bar 0"
	Lean backward as if surprised

	"Conversation 0, Bar 0, Quux 0"
	Cross arms in front

	"Conversation 0, Bar 0, Baz 0"
	Move arms as if countingor conducting music

	"Conversation 0, Foo 0"
	Raise left hand and nod asif greeting

	"Conversation 0, Foo 0, Baz 0"
	Nod head as in agreementor acknowledgement

	"Conversation 0, Foo 0, Bar 0"
	Take a step forwardwith one foot, then back

	"Conversation 0, Foo 0, Bar 0, Baz 0"
	Look right

	"Conversation 0, Quux 0, Foo 0"
	Cross arms

	"Conversation 0, Quux 0, Bar 0"
	Keep arms crossed


These motions make a little color for your otherwise so boring conversation. One thing to notice is that speech technically last for just a moment. This means, if you play motion before speech, the guard will move first and speak after his little show, so play sound first. 

In addition to this Play sound/motion action, there are a lot of other possibilities. I'll now explain some of them. To tell the truth, I don't actually know the meaning of them all. 
  

Goto object 
Arg. 1: Object number or name 

The actor walks to the object defined in argument 1.
Face 
Arg. 1: - 
Arg. 2: Object number or name 

The actor turns towards the object defined in argument 2.
Frob object 
Arg. 1: Object number or name 

The actor pushes a button or pulls a switch or anything that is appropriate for the object. Note that the actor doesn't have to be anywhere near the object, and doesn't actually 'push' the object.
Wait 
Arg. 1: Amount 

Simply makes the actor to stand still for the amount of time. 1000 is one second.
Add link 
Arg. 1: Type of link 
Arg. 2: To 
Arg. 3: From 

With this you can add links in-game. For example, you have a button, but you want it to be active after the player has heard some valuable information. Like where the button is.
Remove link 
Arg. 1: Type of link 
Arg. 2: To 
Arg. 3: From 

This is the opposite of the Add link, but should be used more often. When you have a conversation, you should destroy the ControlDevice link to it as soon as possible, so it doesn't start all over again if player goes taffing around.
Add/Remove meta-property 
Arg. 1: 'Add' or 'Remove' 
Arg. 2: Name of meta-property 

This is quite like the two last ones, but this adds or removes the actor's meta-property. If you don't know what a meta-property is, read the corresponding tutorial.

That's quite about it. There are some other actions that I didn't mention, but they're not so important and if you really need them, you can easily explore them yourself. One thing to remember is that every action needs an actor. Even if they don't actually do anything with the actor. 

In our example, we used a button to trigger the event, but it would of course be much better to activate it with player entering a specific room. This is specified in another tutorial. 

And now as you should be able to do conversations on your own, why don't you try it out. Make a two person conversation, which consist motions and another actor walking to a button and pushing it, and then coming back. And make sure that the conversation cannot be started twice. Don't worry about the meaning of the speech, just make it work. 

If you do something wrong, just check it from the tutorial. When you succeed, you can move to the next part. 
  
  

III. Garrett as an actor and recording sounds 


Everybody remembers the infamous Cutty and the conversation in Cragscleft. This was the only conversation, where Garrett actually spoke in-game and was done with some obscure method called OldConversation and is much related on script. It's simple to do an identical conversation with the normal method. 

The problem is that player isn't actually a creature, so he/she cannot be an actor. If you're thinking about making the starting point an actor or an actor that is attached to Garrett or something like that… forget it. It's so much simpler to do this with VOTraps. As you remember from the last part, you can make actors to frob objects, and they don't move in any way. So we plainly make the actor to push a button which has a ControlDevice link to a VOTrap which makes the sound. 

Let's start with the VOTrap. If you don't remember how it's done, let me refresh your memory. Create a button and a VOTrap. Make a ControlDevice link from the button to the VOTrap and a SoundDescription link from the VOTrap to the sound you want to hear. For example 'garm0201' is fine. Move the button somewhere near the start and try it. If you hear 'Hmm… a few too many to get by here.' coming 'inside your head', your VOTrap is working. 

Now we have to hide the button. Put it somewhere underground or just anywhere, where there is no room, so you could hear the button being pressed. When the actor now frobs the button, it will seem like Garrett just made a comment. Let's look at the conversation then. 

Make the '00' a normal conversation part with someone as Actor1. If you want you can use one of the previous ones. When the actor has done his part we'll make our trick in '01'. We need two actions for this. The actor on both these actions is Actor1. The same one as in '00', but this time he just frobs the button and waits. Action0 is Frob object and argument 1 is the button number or if you have named it, you can use the name. Action1 is Wait and argument 1 is… let's say 3000. 

Test it and you should now have a conversation with Garrett involved. Of course, the conversation doesn't make much sense, because their topics don't quite match. You can fix this by finding the sounds that make at least some reason or if you're feeling creative, you can record your own sounds. 

To record sounds, you need an external program. I use GoldWave, but I suppose almost anything will do. For playback rate 22050Hz is good and saving format… well I use 8 bit mono, but 16 bit mono works too. Note that when you open the original sounds, if they seem to be 'Microsoft ADPCM; 4bit' or something weird like that, you should change it to something more usual. If you save them in wrong format, it will crash Thief. 

Then the directories. Easiest way to do this is to create a \snd directory under the Thief directory and the unzip the files from snd.crf to that directory. You should then have, for example, the file C:\Thief\Snd\Guard3\English\Sg3c0101.wav in right place. Then you just re-record them. And don't bother trying to put them back in the snd.crf for Thief looks first in the directories and then the Crf-files. 

Yep. That's quite about it. You should now be able to your own conversations and make the actors do all the funny things. If something doesn't work, try to find the reason first by yourself and then refer to the tutorial. 

If you need an example for this, try downloading my 'level' called 'Conversation at the Gate' from the Circle, http://www.thief-darkproject.com/. 
  
  
  

IV. What else to do with conversations 


Conversation can be used in very multiple ways. Mastering it can make you be able to do most stunning tricks and solve the most serious problems on your levels. Of course, I admire it almost as much as Totality admires sources and receptrons… Right, Totality? 

You may have seen Little Mouse's the Mouse Certified Alarm System. Now we're making something like that, but with a little modification. The alarm will go off if the guard doesn't press the button every two minutes. This isn't probably the only way to make this, but I'll show you how I did it. You can modify it on your own. 

Create some area, where you have a button on the wall. On the other side of the wall (in the solid void), make a blueroom (a room which isn't seen in-game) and another button in there. Name the first button 'CountDownButton' and the second one 'AlarmButton'. Create one guard somewhere near the buttons and one 'FrogBeast' inside the blueroom. Name the guard 'Mr Jacobson' and the frog 'TimerFrog'. 

Now create patrol points (TrolPt) for Mr J and spread them around the area. Make sure they're on a hight, where guards could touch them. Link the patrol points with each other with AiPatrol (for example, from first to second, second to third, third to first). Now give Mr J the property; Ai->Ability->Patrol: Does patrol: True, and place him upon one of the patrol points. 

Now we need to make Mr Jacobson push the CountDownButton, so we create a marker named 'ButtonSpot' in front of the switch and add a AiWatchObj link from Mr J to a patrol point near the button. I suggest that you name the patrol point first. After we have created the link, we must edit its properties. change the properties to following: 

	Watch kind:
	Self Entry

	
	

	Trigger:
	...

	Radius
	5

	Hight
	5

	Req. awareness
	(0) None

	Line req.
	None

	Min. alertness
	(0) None

	Max. alertness
	(1) Low

	
	

	Exit:
	...

	Link kill option
	Don't kill

	Kill like links
	( )

	No tesh once triggered
	( )

	Reuse delay
	20000 (which is 20 seconds)

	Reset delay
	0

	
	

	Step 1:
	Goto object

	Arg. 1
	ButtonSpot

	
	

	Step 2:
	Face

	Arg. 1
	-

	Arg. 2
	CountDownButton

	
	

	Step 3:
	Play sound/motion

	Arg. 1
	-

	Arg. 2
	-

	Arg. 2
	WorldFrob 0, AtWaist 0, BellPull 0

	
	

	Step 4:
	Frob object

	Arg. 1
	CountDownButton


When you test it, Mr Jacobson should be patrolling around and when he comes by he goes over to push the button. You may need to move the ButtonSpot so he doesn't stand too far or too near the button. 

Now we can make the actual conversation. Create a marker called 'TimerConv' in the blueroom, and make a ControlDevice link from the CountDownButton to it. Make the frog actor one with the AiConversationActor link. Give TimerConv the normal properties and copy following to the conversation's properties in step '00': 

	Actor:
	ActorOne

	Action 0
	Wait

	Arg. 1
	120 000 (120 seconds)

	Actor:
	ActorOne

	Action 1
	Frob object

	Arg. 1
	AlarmButton


This means that the frog will wait two minutes and then set off the alarm. Every time the guard (or a sneaky thief) pushes the button, frog starts counting from the beginning. 

Now we just need the alarm, so find the 'RamirezAlarm' and place it on the wall (note that some of the alarm lights don't work) and just add a ControlDevice link from the AlarmButton to the alarm. 

Add two more guards to see how it works out, and don't forget a blackjack, so the alarm actually does go off (after mugging of Mr Jacobson). 
  
  

V. Tips and hints 
  

· If you don't seem to hear sounds, try building room database. Also check that rooms are correctly placed. 

· If the sounds disappear completely after trying the level once, try re-launching DromEd. 

· If an action doesn't seem to work, check that you have right arguments. If you're not sure, try rearranging them. Also verify that you have an actor selected. 

· Try doing your own combinations on motions. 

· Research the levels. For example, the following useful combination is servant's motion for putting down the tray in Ramirez's: WorldFrob 0, WithTray 0, AtWaist 0, BellPull 0 

· Try fancy tricks. In Datoyminaytah's level, Farkas turns towards player, which is a spectacular result, considering it's done with DromEd. 

· When recording, get some friends to do the sounds instead of manipulating your own voice over and over again. The result is much more pleasant. 

· If you have trouble check other texts like Mucho Macho DromEd guide. They can be found from the Circle, http://www.thief-darkproject.com/ 


If you need help, write me, teemu.salmela@kolumbus.fi or go to the Forum, http://www.ttlg.com/. 

And if you don't want to be labeled as a newbie, use the Forum's search function first! 





Deep Qantas (Teemu Salmela) 
teemu.salmela@kolumbus.fi 
or ICQ# 36112496 


Thanks to: 

Totality and THE THIEF for support 
Digital Nightfall for not losing his nerves with my posts 
Datoyminaytah for his cool level (I still can't understand how Farkus turns to player) 
and last but not least 
Glen Sawyer for translating this thing on HTML 

The ConVict Script.
Or, A Novice's Little Helper. Hey! No Talking You!


I. Data-driven victory conditions coding for Thief 

The Thief generic Conditions for Victory script ("ConVict") provides a data-driven means for Thief designers and amateur Thief mission builders to specify mission victory conditions, without resort to further scripting code.  It does this by interpreting a set of quest variables as a coded specification of victory conditions.  Since quest variables are a component of the mission file which can be edited using DromEd, no tools other than the editor and a copy of the CONVICT.OSM script file are required.  Support for all of the most common victory conditions in Thief missions is included, and the script is compatible with the existing Thief means of varying victory conditions by difficulty level. Users specify each victory condition with a quest variable indicating the general type of goal (e.g. steal an object, get loot) and one or more additional quest variables indicating the specific target of the goal.  Optionally, additional quest variables may be set to change the 
logical sense of the goal (the most important example being to specify an event which constitutes a mission failure, as opposed to the usual goal which is one of several requirements for success). 

II. Types of Goal 

ConVict supports any number of goals, of several types.  Each goal must be given an ID number from 0 to 31 (inclusive).  The text for goals on the Objectives screen is found in the goals.str entry for the current mission in the intrface.crf resource, indexed by this ID number.  ID numbers should be assigned in the order you want the goals to appear on the Objectives screen, noting that some goals may be skipped on some difficulty levels.  The first ID number can be any whole number the user chooses, but no ID numbers should be skipped. 

Once an ID number for the goal is chosen, the goal is created by creating a quest variable named goal_type_n, where n is the actual ID number.  The value of this quest variable indicates the type of goal, chosen from the following list: 
  

· 1. Steal an object.  The goal is counted incomplete again if the object is dropped. 

· 2. Kill a Creature. 

· 3. Get a certain amount of loot. 

· 4. Go to a location. The room archetype of the target room must have the script "WelcomeRoom" on it for this to work. The goal is counted incomplete again if the room is departed. 

[Note: In order to use objective 4 – "Go to a location" – you must first create a room brush (refer to tutorial document for creating room brushes).  Then, select that brush and look down at the bottom center of the screen.  Click the "Create" button to bring up the "Room Hierarchy" dialog box.  Then, click the "Add" button and give the room a specific object name, like "EndPoint."  Click the "OK" button, and you’ll notice that your new room type now shows up on the room hierarchy. Highlight that room, then click the "Create" button.  Now, whenever you create a room, you will be creating a room of that type (see the tutorial document for more help with hierarchies and creating objects). Look down at the bottom center of the screen and make a not of the room brush’s number: this is the number you need to use when specifying objective 4 – "Go to a location."] 

Each of these goals also requires certain other quest variables to be set to specify the exact target of the action.  If these variables are not created, the goal cannot be satisfied.  For goals of type 1,2, or 4, set the quest variable goal_target_n (where n is again the ID number of the goal) to the object ID of the object to be taken, creature to be killed, or location to be entered.  In each case any object which inherits from the specified object ID in the object hierarchy will count to achieving the goal (so the goal "Kill a servant" would be goal_type_n=1, goal_target_n=–52, since the object ID of the servant archetype is –52). 

Goal type 3 (get loot) requires a vector target, since a loot goal can include a total amount of loot, as well as certain amounts in gold, gems, or goods specifically, and may also require specific loot items. Several quest variables may be set to specify the exact loot goal, and all such variables which exist must be satisfied to satisfy the goal. 

These variables are as follows: 
  

· goal_loot_n: The variable value is a total amount of loot which must be acquired to satisfy the goal. 

· goal_gold_n: The variable value is an amount in the gold subtotal which must be acquired to satisfy the goal. 

· goal-_gems_n: The variable value is an amount in the gems subtotal which must be acquired to satisfy the goal. 

· goal_goods_n: The variable value is an amount in the goods subtotal which must be acquired to satisfy the goal. 

· goal_special_n: The variable value is a set of bits which must be present in the special accumulator field to satisfy the goal. 

The "special" flag of the loot value is a binary quantity which should be set to a unique power of 2 for each loot item which is to be detectable this way.  They object representing the sum of all loot in the player’s inventory will have all of the bits set which were set in any loot item acquired. 

Some things to watch out for: any type 1 goal should be for a target that does not combine with other objects of the same type in the player’s inventory.  Objects that combine do not necessarily retain their object ID’s, and the script system cannot easily detect when they go into your inventory.  The only case where such goals are supported is the loot stack, where individual items can be detected by giving them a "special" flag in their loot value.  Note that any goal to take a specific item is a type 3 goal, not a type 1 goal, if that object is loot! 

III. Modifying goals 

Several additional parameters can be created to change the logical interpretation of the goal by ConVict.  Each of these modifies a particular goal, indicated by ID in the name of the quest variable. 
  

· GOAL_MIN_DIFF_n: Below the difficulty level indicated by the value of this quest variable, the goal effectively does not exist. 

· GOAL_MAX_DIFF_n: Above the indicated difficulty level, the goal does not exist. 

· GOAL_FINAL_n: If this variable exists and is not zero, then when this goal would normally be achieved, if this does not end the mission, then the goal remains incomplete.  This is used for goals which implicitly should only count when all other goals have been achieved, such as "exit the mission area" 

· GOAL_REVERSE_n: If this variable exists and is not zero, reverses the sense of the goal.  When it would normally be achieved, it is marked failed, and it is marked complete only if all other goals are achieved without such a failure having occurred.  This allows you to set goals of the nature "Don’t kill any servants" as opposed to "Kill a servant." 

· GOAL_NO_BREACH_n: is a setting found in many shipping Thief mission files, which is similar to GOAL_REVERSE_n, but has no meaning to ConVict and can be safely ignored. 

· GOAL_IRREVERSIBLE_n: Ordinarily, a completed goal to take an object or go to a location can be marked incomplete again if the object is dropped or the location is left. If this variable exists and is not zero, the goal cannot be set incomplete once it has been completed.  This is frequently the intuitive behavior for "go to a place" goals, such as "break into the mansion." 

	
	Tutorials - Custom Sound Schemas by Datoyminaytah, edited by Despot
	


	This tutorial explains how to define custom sounds schemas. All names are without the enclosing quotes unless otherwise noted.
Custom schemas for ambient sounds

1. Save your .wav file in IMA ADPCM 22Khz 4 bit Mono format in a '\snd\myconv\English\' subdirectory of your main Thief 2 directory.
2. Create a subdirectory of your main Thief 2 directory named 'schema' If your version of Thief 2 came with the 1.18 patch pre-installed, simply copy the contents of the \Editor\schema directory of Disc 2 to the same folder. (There is are a few files on Disc 1 in the same directory, but for some reason not all of the necessary files are there.) If your version of Thief did *not* come with the patch pre-installed, get the updated schema files here.

3. Create a plain text file in the schema entitled 'myschema.sch' Put the following information in it:
// This is a comment 

// Define new archtype under Object->Sound->Schema->AMBIENTS 
schema MY_AMB 
archetype AMBIENTS 
schema myschema 
archetype MY_AMB 
volume -500
keehit_s // name of .wav file(s) minus extension, replace with the name of your custom sound.
4. Open DromEd, and type 'reload_schemas' at the command prompt. Type 'play_schema myschema' to test your sound. Note this constitutes a change to the gamsys, and thus you will have to save the gamsys.
5. Create an ambient sound as you normally would, and set the Schema to 'myschema' 

A description of the schema tags follows:

archetype AMBIENTS - The archetype of the current schema in the Object Hierarchy.

schema myschema - Defines the name of the current schema.

mono_loop 0 0 - 'As is' will continualy loop the specified schemas. It works in miliseconds so you could use mono_loop 5000 7000 which would loop the next sound within 5 to 7 seconds of the previous. In other words there would be a 5 to 7 second pause between each sound. If you wanted there to be an absolute pause, say 5 seconds, you could use mono_loop 5000 5000. (thanks DarkAngel)

poly_loop 0 0 - exact usage unkown.

volume -500 - The relative volume of the schema. It's a negative value, the closer to positive 1 it is, the louder it is.

Custom schemas for conversations

using custom schemas in conversations takes a little more work. Here's what you need to do in addition to the process detailed above:
1. Create a plain text file in the schema directory, 'myconv.spc' with the following content:
// This is a comment

concept myconv 4 // define a custom sound concept.
voice vcustom // define a custom voice to play the sound.
2. Add the following line to myschema.sch: 
schema_voice vcustom 1 myconv (LineNo 1 1) // defines the voice and line information for conv.
This line is a bit confusing, so let's break it down:
'schema_voice vcustom': defines the voice that is used to play this schema
'1': unknown. but necessary. :) 
'myconv': defines the concept that this schema is attached to. This is what you put in the first argument for a Play Sound/Motion.
'(LineNo 1 1)': defines line number. This is what you put in second argument for a Play Sound/Motion.

3. Open DromEd if necessary, and type 'reload_schemas' at the command prompt. Type 'play_schema myschema' to test your sound. 

4. Create a conversation. If you need help on this, follow this tutorial. For the first argument, use 'myconv'. Second argument is 'LineNo 1'. Set the actor's voice to 'vcustom'.

Using custom schemas with existing voices
The problem with the above method is the inability to have an AI use the existing voices with the new schemas. There is, however, an easy to solution to this problem. Instead of using the voice, 'vcustom' in the conversation information line, use the name of the original voice. For example, if I wanted to have a guard with the original voice, 'vguard1' and a new conversation line, I'd put 'vguard1' in place of 'vcustom' and set the AI's Speech>Voice property to 'vguard1'


	
	Tutorials - Custom Textures using Photoshop by Chiefdreams
	


	Do NOT confuse this with custom skins. 
1)Open your Thief folder. 

2)Create a new folder and label it fam. 

3)Open your new folder and create a new folder in it and call it whatever you like. For this tutorial we will call it "custom". 

4)With Photoshop open a picture file that you want to use as a custom texture. The one I will use is a jpeg file named "raw" 

5)Select "image"-"Mode"-and change to-"indexed color"

6)Palett-"adaptive"

7)Color depth-"8 bits/pixel" 

8)Colors"256" 

9)Dither "Diffusion" 

[Figure 1]

10)Select "OK" 

11)Save a copy (as PCX format) in your folder "custom" Name it anything you like. We'll call it "alpha" 

12)Close your original jpeg and don't save.

13)Open your new PCX picture "alpha" For the textures you create to work they have to follow the sizes that Dromed used for it's own textures. As an example I'll use one from the texture file "rescor_1" called "Hothou1" Select "image" "size" and it is width= 128 pixels height= 128 pixels, Print size= 0.267 x 0.267 and Resolution is 480 pixels per inch. Now this texture works out to be 4ft x 4ft in Dromed. So we have to make our picture the same size to work. 

14)With the picture "alpha" active select "image" "Image size" 

15)You will see that it is W= 320 pixels, H= 240 pixels, Print size= 4.444 in. x 3.333in, and resolution= 72 pixels per inch.

[Figure 2]

16)Close this window because we have to crop the image to a square. 

17)Try to cut out 3.333 x 3.333 and move the marquee tool to center where you want it to cut. 

18)Select "edit" "cut" then close "alpha" but dont save. 

19)"file" "new" "OK" then "edit" Paste" 

[Figure 3]

20)Select "image" "image-size"

21)My new pic is w=252 pixels h=240 pixels,Print size= W=3.5inch x H= 3.333 inch. That's close enough for me but use your judgement. 

22)Uncheck the box "Constrain Proportions". 

23)In resolution, change it to "480" pixels/inch 

24)In Pixel Dimensions, change Width to "128" and Height to "128" 

25) so you are left with, W=128 pixels, H= 128 pixels, Print size=W= 0.267in H= 0.267inc, Resolution= 480 pixels/inch

[Figure 4]

26) Select "OK" 

27)Select "File" "save" and name it "alpha" PCX. Save it in your new folder "custom" 

28)Now with "alpha" still open select "file" "save a copy" and save it in your folder "custom" but name it "full" 

[Figure 5]

29)Close Photoshop and open Dromed and open your cow file. 

30)Type in add_family custom then select "Alt+T" and there it is. 


CONVERTING IMAGES FOR USE WITH THIEF
by, TH€_THI€F


If you've tried simply replacing an image in Thief with another you would have noticed that all the colours are wrong and it looks messy. 

This tutorial will tell you how to change the palette of your image so that it will look right. 

Firstly you should know I used Paint Shop Pro to do this and have not tried using any other programs but the method should be similar, you'll need to know how to save the pallette of an image; in Paint Shop Pro the option is in in the Colors menu and called Save Palette amazingly enough. 

Right here's an example of how I changed Painting10. Firstly I found the name of the image DromEd looks for when Painting10 is inserted. I used Thief Media Edit. 

I looked for the right image which was called ripoff1. Now I loaded ripoff1 and the image I wanted to replace it into Paint Shop Pro. I resized my image to match that of ripoff1, then I reduced the number of colours to 256 (8 bit). 

Now I selected ripoff1 and saved the palette as ro1, then I selected my image and chose Colors>Load Palette and loaded the palette ro1, this replaces the palette of the image. Now Thief will display the image properly.
I renamed my image to ripoff1. 

NOTE:
Since the palette is replaced the colours will change slightly depending on the palette of the image your replacing, so a tip is to look for an image with similar colours to the image you want to replace it with. 

Now to actually replace the image properly you need to save it in the appropriate directory. The image ripoff1 was in Obj.crf and in the txt directory so I need to put the image in the directory ...Thief\obj\txt. 

I don't think I've missed anything, but if you have any questions e-mail me. 

Finally, heres a list that'll help you, it is not complete however. And please that note more than just the paintings can be replaced :) 

Painting-Image name 

painting1-Intrude
painting2-Paint1
painting3-Picnic
painting4-ripoff10
painting5-ripoff2
painting6-Ripoff8
painting7-ripoff3
painting10-ripoff1
painting11-ripoff4
painting12-ripoff7
painting13-ripoff9

THE_THIEF
maitlo:Dark.Elf@ukgateway.net 

Books, Screen text, and "Readable" Objects

This tutorial is intended to teach the basics of creating books and the required elements. It will also explain how to apply those concepts to arbitrary objects, enabling you to "read" a loaf of bread, for example. I assume that you have read all the DromEd documentation (in the \docs folder after installing DromEd), and have a working level in which to place your book. That means that you have taken all the preliminary steps, including loading ConVict, creating a starting point and linking it to Garrett, applying room brushes, and anything else that may be needed. I make no guarantees about anything I say here, and have actually only spent a few minutes experimenting, but I believe I understand the concepts. I have also tested all of my examples. If you find any mistakes in this document, please inform me by E-mailing me at goodsell@bridgernet.com or slpkn@cc.usu.edu or through the Thief Editor's Guild forum at ttlg.gameforum.com. Let's get it on! 

The Basics 

There are four basic elements that are required to let Garrett read something: 

1) The text file. All books are kept in a text file with the .str extension. The file must be placed in the Thief\Books\English directory. The \English directory is not necessary if you are not planning on including multi-lingual support. In fact, it should probably only be used if you are. If you don't use the \English directory, book files go directly in the \Books directory. 

2) The frob information. "Frob," in DromEd, means "use." The frob information is contained in the FrobInfo property and describes what happens when an object is used. A book must be "frobbable." 

3) The StdBook script. The book must have a Script property with StdBook in one of the fields. I don't know if it has to be the first field, but I imagine that it will work in any of them. (Sometimes StdScroll is used instead. I'm not clear on the distinction, except for what I mention in the final example.) 

4) The Book properties. There are two types of Book properties. Text is required (for obvious reasons) and that is where you type the name of the file that contains the text you wish to be displayed. The Art property tells which paper texture to use when displaying the text. If it is absent, the text is simply displayed at the top of the screen. (I have not tested this thoroughly, but it seems to be the case.) 

Adding a Book to Your Level 

First, open Notepad to create your text file. Notepad is a good choice because it only saves in plain text format. WordPerfect, for example, saves in a completely different format that DromEd does not understand. Likewise with MS Word. 

In notepad, type the following: 

Page_0: "This is the text that will be displayed. You must always

start your book on page zero and count up from there, using this

exact format for each page..."

Page_1: "the word Page, followed by an underscore, followed by the

page number. Then a space and a double quote before beginning the

text. It must also end with a double quote."

Save this file in the Thief\Books\English directory with the name testfile.str. Windows might have a nasty trick in store for you here. Notepad may tag on an extra extension, making the file name testfile.str.txt. You may not even be able to see this extra extension. Right click on the file and select properties. Look at the extension on the MS-DOS Filename. It should be .str. If it is not, here is how to avoid this problem. When saving, enclose the whole filename in double quotes, like this: "testfile.str". I have heard that changing the Save as Type from Text documents to All Files (*.*) may fix it also. 

Now, open DromEd and load your level. (If DromEd is open when you save your text file it may not find it. Close DromEd and restart it to correct the problem.) Go to the Object Hierarchy and select a book from Physical-Household-Book. I am using the HammerBook. After creating the book, go to its properties. Books already have two of the four things we need: FrobInfo and the StdBook script. If you search through the parent objects you will find them. Books also come supplied with the Book-Art property. We only need to add Book-Text and the actual file. We've already got the file, so all that's left is the Book-Text property. Click Add-Book-Text. Type testfile (our filename, minus the extension) in the new dialog box and click OK. Click Done to exit the Properties box and go to game mode. You should be able to read your book. 

Other Readables 

Plaques (found under Physical-Decorative) are made in much the same way as books. You need only add the text file and the Book-Text property. Note that plaques do not have a Book-Art property, the lack of which causes their text to be drawn directly on the playing screen. Only the first page is displayed. Adding the Book-Art property to a plaque causes it to be read like a book. Possible art types are: graveD10, ledger, ledger2, parch, parch2, parch3, pbook, pbook2, plaque, and stoned4. I have only tried a few of these. They come from directory names in the Books.crf file. There is a good chance that you'll never need to use them. 

But, enough easy stuff. Let's do something different. How about a readable Horn of Quintus? Add a Horn of Quintus to your level (from Physical-Treasure-Quest items) and go to its properties. The horn already has FrobInfo from one of its parents, but we need to change it. We do that by adding FrobInfo, which will override the original. Click Add-Engine Features-FrobInfo. The World Action describes what happens when you use the horn as it sits in the world. It is set to Move, which means you pick it up. Click the World action button and select Script. This tells DromEd that the horn's Script should be activated when it is frobbed in the world. It has no script yet; we will add it shortly. You can leave the Move action or remove it. If it is removed, the horn will not be able to be picked up. It will only display text. If you leave it, the text will be displayed when the horn is picked up. Click OK to exit the dialog box and return to the Properties dialog. 

Now we will add the StdBook script. Click Add-S-Scripts. Type StdBook in the first field. This script tells Thief to display the text associated with the object and is activated when we frob the horn because of the frob information we set before. Click OK to leave the dialog and return to the Properties dialog. 

Since we will use our test file from before, we need not create a new one. That leaves only one thing to add of our four requirements. The Book-Text property. Remember this one? Click Add-Book-Text and type testfile. Click OK, click Done and go to game mode. You should be able to "read" the Horn of Quintus. 

Now for one last example. Go back to the Horn's properties. Click its FrobInfo and then click edit. Notice the Inv Action button. This describes what actions to take when an object is frobbed from Garrett's inventory. Click on it and select script, then click on World action and deselect script. Select Move again if you turned it off earlier. Now edit the Scripts property and change it to StdScroll. I don't know why this has to be changed. It seems to be required for reading something from your inventory. Go back to game mode. Now the horn is read when you use it from your inventory. 

I hope this helps you figure out how books work and how to use them. As always, remember to experiment and look at examples. Have fun. 

-Kevin Goodsell, 6-19-99 

Elevator How-To, by Cleaner-- 

DISCLAIMER: I make NO guarantee that this will work. Any loss or problems as a result of following these steps is your own fault. This tutorial is for people who actually read the LG main tutorial as well as tried to actually build something in Dromed. 

· Create physical:TerrainLike:Lift:ElevPlatform (-487) and place it in it's starting point location. 

· Create fnord:Marker:TerrPt (-1322) [#1] and place it z-1.5 ft below the elevator platform (e.g. if the elevator platform is at (x,y,z) position (10, 10, 10), then the TerrPt should be placed at (10, 10, 8.5). Another good rule of thumb is that the top of the bounding box of the TerrPt is just below the surface of the floor. 

· Create two more TerrPts at two more levels where you would like the elevator to stop. 

· On each level, the number of buttons which need to be created is equal to the number of TerrPts. So, in our example, since we created three TerrPts (i.e. floors) we will need to create a total of nine buttons. (For four floors, we would need to create 16 buttons.) 

· Close to EACH of the TerrPts (i.e. so that they may be pressed while standing on the elevator) create physical:Gizmo:Switches:Buttons:ElevetorButton(-462) 

· Let's assume TerrPt(#1) is on the ground floor, while TerrPt(#2) is on the second, and TerrPt(#3) is in the basement. (As you know, each object has a unique id in Dromed; these I have labeled 1, 2, and 3 for simplicity.) The physical layout of your objects would look something like this: 

TerrPt(#2) ElevatorButton(#12) 
ElevatorButton(#11) 
ElevatorButton(#10) 
TerrPt(#1) ElevatorButton(#9) 
ElevatorButton(#8) 
ElevatorButton(#7) 
TerrPt(#3) ElevatorButton(#6) 
ElevatorButton(#5) 
ElevatorButton(#4) 

Following this, only the links need to be created. 

· When you choose buttons 12, 9, or 6, make the following links: 

FLAVOR:ControlDevice FROM:ElevatorButton(#12) TO:TerrPt(#2) 
FLAVOR:ControlDevice FROM:ElevatorButton(#9) TO:TerrPt(#2) 
FLAVOR:ControlDevice FROM:ElevatorButton(#6) TO:TerrPt(#2) 

· Repeat this procedure for the rest of the buttons where 11, 8, and 5 are linked to TerrPt(#1) and 10, 7, and 4 are linked to TerrPt(#3) 

· For the TerrPts, make the following links: 

FLAVOR:TPath FROM:TerrPt(#2) TO: TerrPt(#1) 
FLAVOR:TPath FROM:TerrPt(#1) TO: TerrPt(#3) 
FLAVOR:TPath FROM:TerrPt(#3) TO: TerrPt(#2) 
(This must be a closed loop of links) 

· In the Data field (i.e. the fourth column) of the links which you just created in the previous step, you must change the values of TPath from {0.00,0,FALSE} to {5.00,0,TRUE} so that the elevator can move. 

· For the elevator to initially start at TerrPt(#1) add the following link to the ElevPlatform(-487): 

FLAVOR:TPathInit FROM:ElevPlatform(#?) TO:TerrPt(#2) 

(Don't ask me why it has to be the TerrPt before the one you want in the loop) 

Notes: In order to change the orientation of the elevator, you must change the orientation of the TerrPts. 
Hopefully, someone will find this useful
This tutorial explains how to create lava.
First, create a regular body of water (look for a tut here), and use "L3" or "L4" not "bl" or "gr" in the Texture name field. 
Now, go to the properties of the flowbrush. Click Add>Renderer>Water>Flow Color Index and set it to 2. Click Add>Act/React>Sources. When the "sources" edit box comes up, click Add. This will bring up another window which has four sections. 
Object: the ID number of the flow group.
Stimulus: the kind of effect it will have. Use FireStim for lava.
Propagator: set to "flow". 
Intensity: set to anything above 0 but not higher than 10, unless you want to kill Garrett instanty. 
Now set Object to the ID for the flow again...it likes to delete it once you start adding the others properties. Click on the OK button to close. Then Click on the OK button to close the "Sources" box. Then Click on DONE. And there you have it...LAVA...I hope this helps you out.
Light Switches 

Just linking a switch to light doesn't cut. Here are the steps to get a light to work with a On/Off lever or switch: Switch: Edit the properties of the switch archetype (NOT the concrete object), and look at Tweq>Joints: property. Make note of any JointXAnimC properties set with the Sim parameter. Now, edit the Tweq>JointStates: property of the concrete switch object (NOT the archetype). Any joints that had the JointXAnimC property set with the Sim parameter in the Tweq>Joints: dialog box need to be set with the On parameter. If the light will be off initially, set the Reverse parameter for the joints also. Now link the switch to the light with a ControlDevice link. 

Light: If you are using a torch or one of the Old lights, ignore this section, unless you want your lights to be off initially. If you want the light to be off initially, for all types of lights, set the Mode property of Renderer>Anim Light to minimum brightness. For electric lights, edit the properties of the object and then edit the Light property. Set the brightness value to zero. Now, add the property Renderer>Anim Light. Be sure the maximum brightness is greater than 0, and greater than minimum brightness. Add the property S>Scripts. Type 'AnimLight (minus the quotes) in the first text field and click OK. 

Recalculate lighting and enjoy! 




Rotating Windows 

The window objects are set up to work as a sliding windows, however, getting them to work as rotating windows takes a little work. Here's what you need to do: 

Create a rotating door that makes the appropriate sounds. I used a Wood4x8. Next, add the property Shape>Model, and change the text to 'win4x8' minus the quotes. Click OK. If you want to use one of the other types of windows, find it in the object hierarchy, and use it's model name instead. Now, edit the Physics>Attributes property, and in the COG property, change the X value to 0 and the Y value to 2. In the Door>Rotating property, uncheck Blocks Vision and then re-portalise. That's it! 

If you want to re-size your window, do the following before you re-portalise: Modify the size of window as desired. Be sure to edit the Physics>Dimensions property, and change the X, Y, and Z parameters to match the size of your window. In the Physics>Attributes property, tweak the Y value of the COG property until it the window opens and shuts correctly in-game. The size of the window and the value of the Y parameter of COG are directly proportionate; for example, a window half the default size will work with a Y value of 1. You will need to re-portalise every time you change the COG property. Area brushes will come in handy here if your level is a large one. 

Tutorial: Setting An Object On A Guard's Belt
By, A Little Mouse


Create a Guard and a Healing Potion in your room. There is a type of Healing Potion called 'A BeltHealingPotion' . That's the one you want. Remember the numbers of both objects, and place the Potion inside the Guard. Choose the Guard, and click on his Properties. Click Add and then choose Links, then Contains. You should get a Links bow, and you want to 

Add with the following fields: 
  

· Flavor: Contains (To make the object in the Guard's inventory) 

· From: Guard's Number (So DromEd knows who it's in, in this case it's the Guard's number) 

· To: Object's Number (So DromEd knows what it is, in this case the Potion's number) 

· Data: Where you want it. (Choices are Generic, Belt, Hand. In this case it's the Belt) 

When adding you don't get the Data field, so just add Flavor, From, and To. Then, when it's done, click the ID number, then the Data field. That should call it up for you. You want to make sure to change this to belt or it'll be put in the Guard's generic inv, where we don't want it to be. 

DromEd should have done the ~Contains for you. That's it! 

Leave alittle bit of cheeze in the corner of your map for me. -A Little Mouse. 

Pausing Guards and Secret Doors.
By Koobze


I. Secret Doors 

First off... You have your default room, right? Make a starting point (->fnord->marker, and under links make flavor PlayerFactory, the from the Marker's ID and the to "Garrett").Add another room, a small one perfectly 4 wide, 8 high and however deep you want (preferably 4 or more.) Add another room about 16 wide by 16 high by 50 deep. Connect them all, so you start in the original DromED supplied room, then there's the 'doorway' and the other room. Light them as you wish, and make them rooms (shift+ins.) 

In the objects hierarchy, add physical -> terrainlike -> doors -> slidy_door -> 4x8secret_door. Place it in the doorway, perfectly aligned with the wall of your starting room. Under it's properties, add ->door->spinny_door (or slidy, but i haven't tried that yet) and in the windows you get, set Closed Angle to 0 and Open Angle to 90. Portalize and everything, and go into game mode. Go up to the door and try to open it. (It should open ok) Go back into editor mode, and if the door had opened away from you, that's good, but if it opened towards you, rotate it 180 degrees. Hit Alt-T and look at the texture you're using for the wall the door is supposed to blend into. Note the path and filename (when you click on the texture you want, the filename is in the middle of the status bar at the bottom of the DromED window. Go under the door's properties, and add -> Shape -> TxtRepl r0. In the window that pops up, type in the path and filename, ex: "fam\bafford\b22" and click ok, done. Back in the 3D view, the door's texture should look like your wall. If not, reportalize and go ingame. 
  
II. Guards Who Pause On Patrol 

In the long room, at one end, create a normal Guard. Add -> Ai -> Ability Settings -> Does Patrol. When the window pops up, click on the check box so that it is checked. Then add -> MetaProperty ->Ai Behaviors ->AI_B_m2 -> M-Front Gate Guard. Exit all the windows, and add a hammerite guard (or any other object.) If it's a human, add the same Front Gate Guard Property. Place the guard near the middle of the room. Add a ->fnord->marker->TrolPnt and place it near the normal guard, not the hammerite. Write down it's ID number. Let's say it's X. Add another TrolPnt near the other end of the room, so that to get from one to the other, the guard must practically walk through the hammerite. Check this one's ID num, let's say it's Y. Under TrolPnt X's links, add AiPatrol with from as X and to as Y. Do the same in Y's links, with Y as from and X as to. 

Update Pathfinding database, AI Room Database, etc... and go into game mode. You should start out in the main room. Open your door, go through, and you should see your guard patrol, and the hammerite should just be there, maybe whistle, etc...  They will probably ignore you  (because of the m-front gate guard property.) 

Go back into DromED, and click on the normal guard. Under links, add AIWatchObj. Your resolution should be 1024x768 (at least) otherwise you won't see the top drop down option box. In that option box, select "Self Entry." In radius, type in 10, although increasing and decreasing this number might be needed. In height, put 10 (i haven't tried any other values yet.) Then in Reuse (a bit lower down the window) put 5000. Under that, in Reset, put 500 as well. This is how long after entering, the values will reset. So if it's 0, as soon as he finishes doing what we'll tell him to do later, he'll do it again, and again. Under Response 1, select Face. Type in the ID number of your hammerite in Argument 1. Making him look at something works better, because just using wait makes him freeze exactly as he is. Then, under Response 2,  select wait. Under Argument 1 type in 2000. This is the time in milli sec. that he'll wait, so 1 second. Hit enter if you don't see the OK button, or just click it if you do. Hit done, etc... until you get rid of all the windows, and go into game mode. You should see him walk up to the hammerite, look at him, pause for 1 second and continue. In my demo level, I have added another AiWatchObj in the guards properties, so that if he sees you, he'll get hostile and lose the m-front gate guard metaproperty. 

