ID 0 is used for default quest that comes with the game

QuestIDNum=0

QuestTitle=Quest Title

QuestStage=1

QuestTextL=1

>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>>

   Text for stage one goes here

<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<<

QuestLoctn
0 = None (<10K)

1 = Meet within 300m of location (must specify SX, SY, SZ, X, Y, and Z coordinates)

2 = Meet at location and require station docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

3 = Meet at location and require city docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

4 = Meet at location and require carrier docking (must specify SX, SY, SZ, X, Y, and Z coordinates)

5 = Meet at sector location only (must specify SX, SY, SZ)

7 = Meet within 500m of ground-based object (specify SX, SY, SZ of primary object – see Attachment 2)

8 = expanded combat are to 50K range (recommended for large battle/event areas)

QuestEvent
The 'Objct' value is for specifying an object ID or filename

The 'Data#' values can be used to specify a file, object ID, AI threat level, text, or location

The 'Space' value tells the game whether the object is in space or on the in-sector planet

If the 'Space' value is 0, then the object is in space, if the value is 1, then the game will place

the object on the planet's surface and allow it to rotate with the planet, 'Data1' then becomes

the X angle placement and 'Data2' becomes the Y angle placement relative to the planet

The 'QuestLHide' is for specifying the visibility of a quest waypoint (see Attachment 3)

if the value is 0 or the command is left out, the waypoint is visible

if the value is 1 then the waypoint is hidden

0 = Nothing, advance to the next stage automatically if player arrives at location (good for text messages)

1 = Play audio sound:

    Data1 is used for the sound file you want to load and play

wav file, PCM, 16-bit, 44KHz stereo or 22KHz mono

2 = Display indicated text (good for message beacons, requires close proximity before advancing)

Color will be purple by default, or specify a color for each line by adding \RGB at the end

where R = 0-2, G = 0-2, and B = 0-2

0 = no color, 1 = dim color, 2 = bright color

Data1 is for the text; leave all other data lines blank

3 = Place ship at location in sector:

    QuestObjct is for the object ID of the ship, starting at: 

1221 for capital ships

1230 for fighters

1261 for ships in sectors withoug stations

    Data1, Data2, Data3, are for the X, Y, Z 

    Data4 is for threat values (1-3 friendly to hostile)

    Data5 is for specifying the faction affiliation of the ship (0 = None, 1 = ALC, 2 = FDN)

Leave Data 6-9 blank for ships not designated for morting (see Attachment 4)

    Data6 specifies if ship needs to be destroyed or not (0 = no, 1 = yes)

    Data7 specifies number of the ship within the kill group (1-9 for up to 9 ships at a time)

    Data8 specifies total number of ships in the kill group to destroy

    Data9 sets ship type (see Spacecraft ID Numbers section), leave blank for default

4 = Just place object at location in sector only:

    QuestObjct is for the object ID or filename

    Data1, Data2, and Data3 are for the X, Y, Z

    Data4 is for specifying a custom texture for base (see Attachment 1)

    Data5 is for specifying a custom texture for normal map

    Data6 is for specifying a custom texture for specular

    Data7 is for specifying a custom texture for emissive

    Data8 is for specifying a custom scale level

    Data9 is for specifying an X rotation angle

5 = Player must reach waypoint/complete objective specified in next stage by time limit

    Data 1 is for the time limit in seconds

    Data 2 is for displaying the timer value on screen or not (0 = display, 1 = do not display)

7 = Player must destroy the ship(s) specified in event 3 before advancing to the next stage

8 = Warp specified ship away

    QuestObjct is for the object ID of the ship, starting at 1221

9 = Warp specified ship in

    QuestObjct is for the object ID of the ship, starting at 1221

    Data1, Data2, and Data3 are for the arrival location

10 = Transport the player to the specified location

     Data1, Data2, and Data3 are for the SX, SY, SZ

     Data4, Data5, and Data6 are for the X, Y, Z

11 = Disable player's jump drive (hit by disruptor mine)

12 = Disable player's nav system

13 = Disable player's weapon system

14 = Disable player's engine system

15 = Wait until player has specified equipment item installed

     Data1 is for equipment item (19-40)

16 = Wait until player has specified particle cannon installed

     Data1 is for particle cannon (1-15)

17 = Wait until player has specified beam cannon installed

     Data1 is for beam cannon (1-5)

18 = Wait until player has specified missiles installed

     Data1 is for missile type (71-84, 86-88)

     Data2 is for number of missiles (1-8)

19 = Delete object

     Data1, Data2, and Data3 are for the X, Y, Z 

20 = Retrieve the specified number of units of material

    Data1 is for the material type

    Data 2 is for the number of units

21 = Build module at specified location (+/- 100 for location is allowed)

     Data1 is used for module type (0-8)

     Data2, Data3, and Data4 are for the SX, SY, SZ

     Data5, Data6, and Data7 are for the X, Y, Z

22 = Deploy module at specified location (+/- 100 for location is allowed)

     Data1 is used for module type (0-5)

     Data2, Data3, and Data4 are for the SX, SY, SZ

     Data5, Data6, and Data7 are for the X, Y, Z

25 = Cancel the timer (when timer CNX isn't triggered by events 7, 10, 16, 17, 18)

27 = Flash effect

     Data1, Data2, and Data3 are for the X, Y, Z

     Data4 is for the total size of the flash (300-5000)

     Data5 is for the flash expansion rate (10-200 slow to fast)

28 = Explosion effect

     Data1, Data2, and Data3 are for the X, Y, Z

     Data4 is for the total size of the explosion (40-80)

88 = Quest completed

Item ID Numbers
 Commodities:

 1: Food units 

 2: Medical supplies 

 3: Hydrogen fuel cells

 4: Electronics

 5: Solar cells

 6: Metal ore 

 7: Diamonds 

 8: Anti-matter cells 

 9: Fusion cells

 10: Machinery parts

 11: Textiles

 12: Platinum

 13: Biological Units

 14: Oxygen

 15: Gold

 16: Silver

 17: Water

 18: Armor

 800: Memory banks

 801: Batteries

 802: Energy emitters

 803: Reflective mirrors

 804: Focal mirrors

 805: Radio receivers

 806: Radio transmitters

 807: Particle accelerators

 808: Lenses

 Equipment:

 19: Fuel converter

 20: Mantis drive

 21: Class 1 Fulcrum jump drive

 22: Class 2 Fulcrum jump drive

 23: Class 3 Fulcrum jump drive

 24: Class 4 Fulcrum jump drive

 25: Class 5 Fulcrum jump drive

 26: Class 1 cargo scanner

 27: Class 2 cargo scanner

 28: Class 3 cargo scanner

 29: Class 4 cargo scanner

 30: Class 5 cargo scanner

 31: Cannon relay system

 32: Mining and tractor

 33: Shield batteries x1

 34: Shield batteries x2

 35: Shield batteries x3

 36: Shield batteries x4

 37: Shield batteries x5

 38: Repair devices class 1

 39: Repair devices class 2

 40: Repair devices class 3

 Particle Cannons:

 41: FlareBeam particle cannon

 42: IceSpear particle cannon 

 43: FireFury particle cannon

 44: StarGuard particle cannon

 45: Stalker particle cannon

 46: Eclipse particle cannon

 47: StarForge particle cannon

 48: Maxim-R particle cannon

 49: SunRail particle cannon

 50: Razor particle cannon

 51: Predator particle cannon

 52: Trebuchet particle cannon

 53: Atlas particle cannon

 54: Phantom particle cannon

 55: Banshee particle cannon

 Beam Cannons:

 56: Refractor Laser

 57: Metal-Vapor Laser

 58: Coil Laser

 59: Neodymium Laser

 60: Fusion Laser

 Missiles:

 71: Echelon missile

 72: Viper missile

 73: Rockeye missile

 74: Starfire missile

 75: Exodus missile

 76: Leech EMP missile

 77: Excalibur regenerative missile

 78: Stealth devices

 79: Disruptors

 80: Lynx missile

 81: Rage missile

 82: Cyclone missile

 Additional Equipment:

 83: Disruptor mines

 84: Probes

 86: Fuel packs

 87: Charge packs

 88: Shield packs

 100: Stealth generator

 104: Repair beam

 105: Anti-missile system

 106: Shield array recharger

 107: Automatic CM launcher

 108: Cannon heatsink

 109: Deploy constructor

 110: Build constructor

 111: Afterburner drive

 112: Terrain walker

 114: Target scanner

 115: Escape pod

 117: Satellite

 Exclusive Engineering Items:

 120: Shield Modifier P (particle cannon shield enhancer)

 121: Shield Modifier B (beam cannon shield enhancer)

 122: Shield Modifier M (missile shield enhancer)

 123: Thruster Overdrive

 124: Solar Recharger

 Build Modules:

 0: Power Supply

 1: Living/Crew

 2: Production

 3: Storage

 4: Command

 5: Shield

 6: Weapon Turret

 7: Horizontal connector

 8: Vertical connector

 Deploy Modules:

 0: Hangar station

 1: Repair station

 2: Sensor station

 3: Fuel processor

 4: Shield array

 5: Mining probe

 Spacecraft ID Numbers
 Alliance:

 1: Talon

 2: Osprey

 3: Saber

 4: Falcon

 5: Raptor

 6: Phoenix

 7: Eagle

 8: Renegade

 9: Centurion

 10: Leviathan

 Federation:

 41: Arrow

 42: Scorpion

 43: Hunter

 44: Typhoon

 45: Venture

 46: Sentinel

 47: Guardian

 48: Paladin

 49: Titan

 50: Starmaster

 Vonari:

 11: Fighter

 12: Interceptor

 13: Bomber

 Navy/Military:

 21: Pulsar

 22: Razor

 23: Shadow

 24: Wraith

 25: Evoch

 26: Nighthawk

 27: Lamprey

 28: Firestar

 29: Avenger

 30: Shrike

 31: Predator

 Scenery Objects
Scenery2.x: phantom station

 Scenery4.x: default message buoy

 Scenery8.x: hyper gate

 Scenery20-25: shipwrecks

 Scenery27-28: debris fields

Quest directive: this tells the game what stage to go to next based on event results

    'NextW' is for the winning path

    'NextL' is for the losing path, use 0 for no option

QuestNextW=2

QuestNextL=0

Attachment 1
In the game engine, you must always specify the 4 texture layers.  Whatever material properties you want to apply must be done via the shader system provided by the game.  The normal map is a kind of heightmapping, specular is how shiny it is and is usually grayscale, and emissive are any lights you want to have on the object. So for a disc that looks like it is rendering a scene, you just need index 1 and 4 to contain the required data to display the fully illuminated scene image. You could also just have index 1 be a blank black image and use the emissive layer only.

Note: If the texture looks washed out, use a black layer for index 1 and only the emissive layer for the actual texture.

Example:

QuestEvent=4

QuestObjct=scenery1.x


; default scenery object

QuestSpace=0



; place object in space

QuestData1=10000


; in-sector X coordinate

QuestData2=13000


; in-sector Y coordinate

QuestData3=-47000


; in-sector Z coordinate

QuestData4=scenery1.png


; texture image (dark square if image is washed out)

QuestData5=scenery1-normal.png

; height map (dark square for 2-dimensional image)

QuestData6=scenery1-specular.png
; specular (dark square for a non-reflective object)

QuestData7=scenery1-emissive.png
; emissive image (the actual texture)

QuestData8=1000


; size of the object

QuestData9=90



; orientation of the object

Attachment 2
Example:

QuestLoctn=7

QuestLocSX=1400

QuestLocSY=0

QuestLocSZ=-1525

QuestLocXC=

QuestLocYC=

QuestLocZC=

QuestEvent=11

; as required (eg. player's jump drive is disabled)

QuestObjct=

QuestSpace=

QuestData1=

QuestData2=

QuestData3=

QuestData4=

QuestData5=

QuestData6=

QuestData7=

QuestData8=

QuestData9=

Attachment 3
Example:

QuestLoctn=7

QuestLocSX=1400

QuestLocSY=0

QuestLocSZ=-1525

QuestLocXC=

QuestLocYC=

QuestLocZC=

QuestLHide=1

; the quest waypoint is hidden

Attachment 4
For unaligned ships (QuestData5=0), QuestObjct should use the "sectors without stations" option. If Data lines 6-9 are left blank, the ship will not be assigned a faction. If Data lines 6-9 are added and line 9 is set to a Vonari ID number, the ship will spawn as a Vonari, even if no hostile ships (QuestData4=3) are targeted for morting.

Example:

QuestEvent=3

QuestObjct=1261
; ship ID for sectors without a station

QuestSpace=0

QuestData1=-100

QuestData2=0

QuestData3=-200

QuestData4=3

; hostile ship

QuestData5=0

; no affiliation

QuestData6=0

; zero ships need to be destroyed

QuestData7=0

QuestData8=0

QuestData9=11

; Vonari fighter
