EXAMPLES (see The Quest)

QuestIDNum=2: Each quest should have a unique Number. In the following examples, the quest (2) will be listed as number 3 in the quest menu.

QuestTitle=Quest Options Test: Also, each quest should have a unique title.

Most of the time, the text located directly underneath the Stage number will direct the player to the Location and Event immediately following the text.

Stage 1: Receiving a message as soon as the player enters the sector designated in the next Stage.

   ▪ Location n is set to 5.

   ▪ Set sector coordinates (SX, SY and SZ) but leave in-sector coordinates (XC, YC and ZC) empty. In the example, the player will receive the message in Stage 2 as soon as he enters Olympus Prime.

   ▪ Nothing else is expected to happen at this Stage, so the Event is set to zero (0).

   ▪ Since this is not a Win-Lose scenario, the “win” option is set to the next Stage and the “lose” option is set to 0.

Stage 2: Directing the player to dock at a space station.

   ▪ Location n is set to 2.

   ▪ Sector and in-sector coordinates (SX, SY, SZ, XC, YC and ZC) are set to the station's location. 

   ▪ Since all the player does is dock, the Event is 0.

Stage 3: Directing the player to a location where he must approach to within a 240 range (as seen on the Nav marker).

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 0.

Stage 4: Directing the player to a location where he must approach within a 240 range of an object placed at the designated location.

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 0.

   ▪ The Object is set either to an object hard-coded to the game or a modded object placed in the main game folder.

   ▪ If the Object is located in space (as in the example), then Space is set to 0; if it's located on a planet, then it's set to one (1).

   ▪ Data 1-3 are set to the Objects in-sector coordinates.
Stage 5: Another method of directing the player to a specific location.

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the destination.

   ▪ The Event is set to 2.
Stage 6: Placing a custom object (scenery).

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to the Object's location.

   ▪ The Event is set to 0.

   ▪ Data 1-3 are set to the Object's in-sector coordinates.

   ▪ Data 4 is set to 2480 (base texture).

   ▪ Data 5 is set to 2481 (normal map texture).

   ▪ Data 6 is set to 2482 (specular texture).

   ▪ Data 7 is set to 210 (emissive=0) or either 15/2544 (glow effect).

   ▪ Data 8 is set to 2 (default size).

   ▪ Data 9 is set to 270 (Object is rotated upright along the X axis).
Stage 7: Receiving an audio message.

   ▪ Text is left blank (audio only).

   ▪ Location n is set to 1.

   ▪ Sector and in-sector coordinates are set to destination.

   ▪ The Event is set to 1.

   ▪ Data 1 is set to the audio file (stored in the main game folder). Audio files must be saved as a wave, 16-Bit, PCM, and either 44 KHz for stereo or 22 KHz for mono.
   Note 1: Neither video or graphic messages can be scripted.

   Note 2: To add an object to the audio Event, create a Stage similar to Stage 4 in the example and place it just prior to the audio Stage (see Stage 6 in the example).
Stage 9: Creating a timed Event for combat.

   ▪ Location n is set to where the timer should begin counting down. In the example, the location is set to 2 (a station).

   ▪ Sector and in-sector coordinates are set to Merak Station. When the player docks,  the timer begins to count down.

   ▪ The Event is set to 5.

   ▪ Data 1 is set to the time limit in seconds. In the example, the timer is set for 300 seconds (5 minutes).

   ▪ Data 2 can probably be left blank (the timer is displayed on screen). If the timer doesn't work, set this line to 0 to display the time.

   ▪ Loss (QuestNextL) is set, both here and at Stages 11 and 12. If the time expires before combat is completed, the quest will branch to the losing Stage. Also, if the player drifts out of the combat area (10k) then the game registers a loss. Else, if the player kills the target within the time limit and without drifting out of the combat area, the quest will continue along the winning Stage.
Stage 11: Running the timed Event for combat.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the combat area. Unless otherwise specified, the area has a radius of 10k.

   ▪ The Event is set to 3. An Event 3 must be created for each ship to be spawned for combat. In the example, only one ship is targeted as an enemy and no ships are spawned to support the player. (See Stage 16 for an example of a multi-target Event.)

   ▪ The Object is set to the numerical value of the target ship (see Events section, above). In the example, ship 1230 is used (a fighter).

   ▪ Space is set to 0 (target is in space).

   ▪ Data 1-3 are set to the in-sector coordinates for the combat area.

   ▪ Data 4 is set to 3 (ship is hostile).

   ▪ Data 5 is set to 1 (ship is Alliance).

   ▪ Data 6 is set to 1 (ship must be destroyed).

   ▪ Data 7 is set to 1 (ship number 1).

   ▪ Data 8 is set to 1 (only 1 ship need be destroyed).

   ▪ Data 9 is left blank (the game engine will generate a random ship).
Stage 12: Finalizing a timed Event for combat.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the combat area.

   ▪ The Event is set to 7. Only one Event 7 is required for combat.
Stage 13: Directing the player to dock at a city.

   ▪ Location n is set to 3.

   ▪ Sector and in-sector coordinates are set to any location on the planet.

   ▪ The Event is set to 0.

Stage 16: Creating a multi-target combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are offset from the center of the combat area by about 100. In the example, the center of the combat area is 0, 0, 0 (in-sector coordinates) while the first ship's in-sector coordinates are offset to 100, 50, 100.

   ▪ The Event is set to 3.

   ▪ The Object is set to the numerical value of a fighter-escort (1230).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the in-sector coordinates for ship 1.

   ▪ Data 4 is set to 3 (target is hostile).

   ▪ Data 5 is set to 1 (the ship is Alliance).

   ▪ Data 6 is set to 1 (the ship must be destroyed).

   ▪ Data 7 is set to 1 (this is ship 1 of two ships set for destruction).

   ▪ Data 8 is set to 2 (a total of two ships must be destroyed).

   ▪ Data 9 is set to 4. This is a specific type ship (see Ship Codes above for a list the numerical values of all ships). In the example, number 4 equates to a Falcon.

   ▪ Win is set to the next Stage (the second ship).

   ▪ Lose is set to the losing branch. Since this series of events has no timer, the player can only lose if he flies out of the combat area (10k) prior to killing both enemy ships.
Stage 17: Adding a second target to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are the same as for the first ship. In-sector coordinates should be offset from the center of the combat area but not at the same location as for the first ship. In the example, in-sector coordinates for the second ship are offset to -100, -50, -100.

   ▪ The Event is set to 3.

   ▪ The Object is set to the next fighter-escort (1231). Do not use the same number for more than one ship.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the in-sector coordinates for ship 2.

   ▪ Data 4 is set to 3 (ship is hostile).

   ▪ Data 5 is set to 1 (the ship is Alliance).

   ▪ Data 6 is set to 1 (the ship must be destroyed).

   ▪ Data 7 is set to 2 (this is ship 2 of two ships set for destruction).

   ▪ Data 8 is set to 2 (a total of two ships must be destroyed).

   ▪ Data 9 is set to 4. This is the same type ship as ship 1.

   ▪ Win is set to the next Stage.

   ▪ Lose is set to the losing branch.
Stage 18: Finalizing the combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the center of the combat area. In the example, the in-sector coordinates are 0, 0, 0.

   ▪ The Event is set to 7 (the designated ships must be destroyed).

   ▪ Object, Space and Data lines are left blank.

   ▪ Win is set to the next Stage.

   ▪ Lose is set to the losing branch, same as stages 16 and 17.

Stage 19: Another method of creating a timed Event for combat.

   ▪ Location n is set to 5 (timer will begin when player enters sector).

   ▪ Sector coordinates are set to the area where the timer begins. The in-sector coordinates are left blank. In the example, the sector coordinates are set to the location of New Hope (-3, 0, 2).

   ▪ Event is set to 5.

   ▪ Data 1 is set to 240 (4 minutes).

   ▪ Win is set to the next Stage (20). When the player enters anywhere inside the sector, the message in Stage 20 will be displayed in chat.

   ▪ Lose is set to the losing branch. If the player fails to complete the task set in scenario from Stage 20 before the time expires, the quest will branch to the losing Stage.

Stages 20-21: A combat scenario similar to that already discussed in Stages 11 and 12.

Stage 25: Creating a combat scenario between friendly and hostile ships.

   Note: Ships should be placed in the following order: friendly capital ships, friendly escorts, hostile capital ships (not targeted), hostile escorts (not targeted), targeted ships.

   ▪ Location n is set to 0

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area (as defined in Event 7, below.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 1 (a friendly ship).

   ▪ Data 5 is set to 2 (a Federation ship).

   ▪ Data 6-8 are left blank.

   ▪ Data 9 must be left blank whenever Data 6-8 are blank.

   ▪ Win is set to the next Stage. All ships in the scenario should be set the same.

   ▪ Lose is set to the lose branch. All ships in the scenario should be set the same.

Stage 26: Adding a second friendly fighter-escort to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 1 (a friendly ship).

   ▪ Data 5 is set to 2 (a Federation ship).

   ▪ Data 6-9 are left blank.

Stage 27: Adding a third friendly fighter-escort to the scenario.

   ▪ All lines are set the same as for Stages 25-26 except: in-sector coordinates should be offset from those already specified and the Object number should be different from those already in use for this scenario.

Stage 28: Adding a hostile capital ship to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. In-sector coordinates are offset in the same manner as discussed above.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique number for capital ships. In this example, the number is 1221.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates for this ship.

   ▪ Data 4 is set to 3 (hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-9 are left blank. (This ship is not targeted.)

Stage 29: Adding a hostile fighter-escort to the scenario.

   ▪ Location n is set to 0

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-9 are left blank. (This ship is not targeted.)

Stage 30: Adding a targeted hostile fighter-escort to the scenario.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6 is set to 1 (ship is targeted for destruction).

   ▪ Data 7 is set to 1 (ship is 1 of two to be destroyed).

   ▪ Data 8 is set to 2 (2 ships must be destroyed).

   ▪ Data 9 is left blank (the game engine will pick the type ship).

Stage 31: Adding a second targeted hostile fighter-escort.

   ▪ Location n is set to 0.

   ▪ Sector coordinates are set to the combat area. The in-sector coordinates are offset from the center of the combat area and the offsets should be at least 100 distant from the center and 100 from all other ships.

   ▪ The Event is set to 3.

   ▪ The Object is set to a unique escort number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location offset coordinates.

   ▪ Data 4 is set to 3 (a hostile ship).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6 is set to 1 (ship is targeted for destruction).

   ▪ Data 7 is set to 1 (ship is 2 of two to be destroyed).

   ▪ Data 8 is set to 2 (2 ships must be destroyed).

   ▪ Data 9 is left blank (the game engine will pick the type ship).

Stage 32: Finalizing the combat Event.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the center of the combat area.

   ▪ The Event is set to 7.

   ▪ The winning scenario requires the player or a friendly AI to kill the two designated hostile ships.

   ▪ If the player leaves the combat area before both ships are destroyed then the quest branches to the losing Stage.

Stage 33: Transporting a ship into a designated area of space. In the example, the transported ship enters the combat area as soon as the two targeted ships have been destroyed.

   ▪ Location n is set to 5.

   ▪ Sector coordinates are set in the location where the ship is designated to appear. In the example, a Federation capital ship is set to appear at the combat area created in Stages 25-32.

   ▪ In-sector coordinates can be set either to the center of the designated area (for a single-ship scenario) or offset (for a situation similar to the combat area defined in Stages 25-32).

   ▪ The Event is set to 9.

   ▪ Object is set to a unique ship number.

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the Location coordinates.

Stage 50: Directing the player to dock at a carrier.

   ▪ Location n is set to 4.

   ▪ Sector and in-sector coordinates are set to the docking part of the carrier.

   ▪ The Event is set to 0.

Stage 51: Expanding the combat area from 10k to 50k.

   ▪ Location n is set to 8.

   ▪ All other lines are set according to previously discussed combat scenarios.
Stage 53: Changing text color.

   ▪ Text Lines are set to 4 (in the example).

   ▪ First and fourth lines are appended with \001. Second and third line are appended with \002. The result will be a chat message where the center text is light blue and bordered in dark blue.

   ▪ Although the color option is listed under Event 2, any chat text can be changed using \RGB codes appended to each line of text. 0=no color, 1=dark color and 2=bright color. Text default color is purple.
Stage 56: Using the timer to force the player to make a decision.

   ▪ Location n set to 0.

   ▪ Sector and in-sector coordinates set the the player's location.

   ▪ The Event set to 5.

   ▪ Data 1 set to length of time allowed player to make his decision.

   ▪ Win set to the results of deciding one way.

   ▪ Lose set to the consequences of deciding another way.

Stage 58: Transporting the player from one location to another.

   ▪ Location n is set to 1.

   ▪ Sector coordinates are set to the player's current sector.

   ▪ In-sector coordinates are set to the point in the current sector where the player will begin transportation.

   ▪ The Event is set to 10.

   ▪ Data 1-3 are set to the destination sector coordinates.

   ▪ Data 4-6 are set to the destination in-sector coordinates.

Stage 59: Disable the player's engines. This Event only affects the engines for a moment.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the engines. In the example, the engine is disabled during the transportation process.

   ▪ The Event is set to 14.

Stage 60: Disable the player's jump drive. This Event is accompanied with an explosion, simulating a disruptor mine, and results in the jump drive being taken off line for more than a minute.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the jump drive. In the example, the jump drive is disabled during the transportation process.

   ▪ The Event is set to 11.

Stage 61: Disable the player's navigation system. This Event affects the HUD for a few seconds.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the navigation system. In the example, the system is disabled during the transportation process.

   ▪ The Event is set to 12.

Stage 62: Disable the player's weapons system. This Event affects the weapons for a few seconds.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location of whatever instrument (if one is needed) used to disable the weapons system. In the example, weapons are disabled during the transportation process.

   ▪ The Event is set to 13.

Stage 64: Directing the player to install a specified equipment item. In the example, the designated item is a build constructor (listed under Equipment 2, above). The player is already docked at a station where he can purchase all the required items.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 15.

   ▪ Data 1 is set to the specified equipment item. In the example, that would be number 110 (build constructor).

Stage 65: Directing the player to install a specified particle cannon.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 16.

   ▪ Data 1 is set to the specified particle cannon. In the example, that would be number 13 (a FireFury).

Stage 66: Directing the player to install a specified laser cannon.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 17.

   ▪ Data 1 is set to the specified laser cannon. In the example, that would be number 1 (a Refractor laser).

Stage 67: Directing the player to load up on missiles. In the example, one Echelon missile must be loaded to advance the quest.

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 18.

   ▪ Data 1 is set to the specified missile. In the example, that would be number 71 (the Echelon missile).

   ▪ Data 2 is set to the number of missiles required.

Stage 68: Directing the player to load up on specified material. 

   ▪ Location n is set to 2

   ▪ Sector and in-sector coordinates are set the the station.

   ▪ The Event is set to 20.

   ▪ Data 1 is set to the specified material. In the example, that would be number 6 (metal ore).

   ▪ Data 2 is set to the number of units required.

Stage 69: Directing the player to build a specified module. In the example, the specified module is a weapons turret.

   ▪ Location n is set to 0

   ▪ Sector and in-sector coordinates are set to where the module is to be located. When the player jumps to these coordinates, he will be within “locking” range of where the module should be built. The program will then automatically adjust for any offsets between the scripted coordinates and the actual location of the build, moving the build location to the scripted location.

   ▪ The Event is set to 21.

   ▪ Data 1 is set to the specified module. In the example, that would be module 6 (weapon turret).

   ▪ Data 2-4 is set to the sector coordinates for where the module is to be located.

   ▪ Data 5-7 is set to the in-sector coordinates for where the module is to be located. The player need only jump to these coordinates in order to build the module since the proper coordinates are “locked” into the quest system.

Stage 100: Directing the player to dock at a city.

   ▪ Location n is set to 3.

   ▪ Sector and in-sector coordinates are set to the planet's surface. Since the planet rotates and, with it, the cities, any location on the surface will work.

   ▪ The Event is set to 0.

Stage 101: Ending the quest.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the location where the quest will end. In the example, docking at the city in Olympus Sigma will end the quest.

   ▪ The Event is set to 88.

Stage 110: Setting the timer for a ship to transport out of a designated area.

   ▪ Location n is set to 2.

   ▪ The sector and in-sector coordinates are set to the player's current location. In the example, the player is docked.

   ▪ The Event is set to 5.

   ▪ Data 1 is set to the time limit. In the example, the timer is set for 300 (5 minutes).

   ▪ Data 2 is set to 1 (the timer will not be displayed on screen).
Stage 115: Designating the ship to be transported out of the designated area.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set to the ship's current location. In the example, the Alliance capital ship is in a combat area, offset from the center.

   ▪ The Event is set to 3 ( a combat scenario).

   ▪ Object is set to the ship's unique number. In the example, the number is 1221 (a capital ship).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the ship's in-sector location.

   ▪ Data 4 is set to 3 (hostile).

   ▪ Data 5 is set to 1 (an Alliance ship).

   ▪ Data 6-8 are left blank. This ship is not targeted to be destroyed.

Stage 121: Transporting the ship out of the designated area.

   ▪ Location n is set to 0.

   ▪ Sector and in-sector coordinates are set the the ship's current location. In the example, the ship is located inside a combat area.

   ▪ The Event is set to 8.

   ▪ Object is set to the same ship number as specified previously. In the example, the ship number is 1221 (from Stage 115).

   ▪ Space is set to 0.

   ▪ Data 1-3 are set to the ship's in-sector destination coordinates. These coordinates must be within the same sector as designated in the Location section.

