Conversation Functions & Routines: Ultima VII

Created 7/10/91
By John Watson

Functions:

~PartyNPCs ();
Gets the list of NPC numbers of the characters in the paity.
Example: Party = ~PartyNPCs (); /* Variable Party now equals the list of the party members*/

~NPCToString (NPC #);
Converts an NPC number to the string it represents.
Example: Dupre = ~NPCToSuring (_Dupre); /*Variable Dupre now equals the string "Dupre™*/
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Destination: NPC #, _Party (or -1), _Storage (or -2), _Destroy (or -3)
Example: ~Moveliem (_Dupre, 1, _Sword, -1, _Avatar);

~GetStat (NPC #, Statistic);
Statistic: _Sir, _Dex, _Int, _Hits, _MaxHits _Combat, _Magic, _MaxMagic, _TrainingPoints
Checks an NPC and returns the value of the statistic passed, or 0 if failed.
Example: loloMax = ~GetStat (_lolo, _MaxHits); /*loloMax cquals 1olo's maximum hits*/
loioHits = ~GetStt (_lolo, _ Hits); /*loloHits cquals lolo's current his*/
if loloMax < loloHits { /*If lolo's maximum hits exceeds his current hits, he needs
healing*/

~ChangeStat (NPC #, Statistic, + or - 1 to 255);
Allows an NPC's statistics to be changed, or retumns false if unable to.
Example: ~ChangeStat (_lolo, 10); /*Attempls to give 10 hit points to lolo*/

Note about ~GetStat and ~ChangeStat: If you wished to find out the difference between lolo's
maximum (loloMax) and current (loloHits) hitpoints, then heal Iolo back up to full, you would type:
Heal = IoloMax - loloHits; /*If loloMax were 15 and loloHits were 8, then Heal would be 7%/
~ChangeStat (_Iolo, Heal); /*This will add Heal (7) to lolo's current hit points, taking him to his
maximum allowed hit points*/

~IsNear (Item or NPC #);
Finds out if a character or item is on screen.
Example: if ~IsNear (_lolo); /*Checks to see if lolo is on screen*/

~NPCStatus (NPC #);

Checks a character for its status.
Example: Condition = ~NPCStatus (_Shamino); /*Condition equals the status(cs) Shamino has*/
(This should be able to return a list of statuses if there are more than one.)




~Inlnv (Subject, Quantity, Item, Qualitiy);
Subject: NPC #, _Party (or -1)
Quantity: Any number (within reason)
Item: Item number (underscore constants yet 1o be defined)
Quality: 0 to 255 (or -1 10 ignore quality)
Finds out if an item is anywhere in a character or the Party's inventory(ics).
Example: if ~Inlnv (_Bart, 2, _Key, 15); /*Checks 10 see if Bart hus 2 keys of quality 15%/

~AvatarName ();
Returns the string for the character name that the player input at the beginning of the game.
Example: Avatar = ~AvatarName (); /*If the player chose the name Fred, Avatar now cquals
"Fred".*/
["Greetings, <Avatar>! It's good 10 see you again, my friend."];
This prints out:  "Greetings, Fred! It's good 1o see you again, my friend.”

~AskYesNo ();

This will temporarily get rid of all other key words and replace them with Yes and No. Oue of which

must be answered. (If the escape key should be ignored during this.) It returns rue or lulse.
Examplc: if ~AskYesNo () {

DoThis;
}
clse |
DoThat;
}

~AskBarlnput (First #, Second #, Step);
First #: Lowest number of the scroll bar.
Second #: Highest number of the scroll bar.
Step: The number increment by which the mouse can move Lhe scroll bar.
Allows input of numbers with the mouse by creating a scroll bar that displays the number selected.
Example: ["How many arrows would you like? I sell them in scores” |
Arrows = ~AskBarlnput (20, 80, 20); /*Depending on what the player scts the scroll
bar to, Arrows can equal 20, 40, 60, or 80*/

~LordOrLady ();
Returns the string "milord” if the Avatar is male, and "milady" if the Avatar is female,
Example: Gender = ~LordOrLady (); /*Gender equals "milady"*/
["Greetings, <Gender>! How can 1 be of assistance?"];
This prints out:  "Greetings, milady. How can I be of assistance?"
(I a variable is uscd at the beginning of a sentence, Zack 1s going 1o have to capitalize the first letter.)

~AvatarSex ();
Returns the value 0 if the Avatar is male, or 1 if female.
(This 1s much like ~LordOrLady (); except that it doesn't return a string. 1t is useful, if you are just
checking to see what sex the Avatar is.)
Example: if ~AvatarSex () {
[Conversation used if the Avatar is female because ~AvatarSex retumed 1.];
}
clse |
[Conversation uscd if the Avalar 1s male because ~AvatarSex rewurned 0.];

}




~GetTime (); .
Returns the number that represents which period of time (schedule node) the game is currently in.
Exampilc: if ~GetTime () = 0 {
[Avatar, do you realize it's midnight. Where are your manners.];

~GetContents (Container, Qualitiy, Item, Quality);
Allows you 10 search the contents of a Container for a specific Item. The Container must have a quality
but you may search for an item within it by specifiying -1 for the Item's gualiy.
Example: if ~GetContents (_Chest, 1, _Gold, -1) {
or -
if ~GetContents (_Package, 1, _Pluans, -1) {

~GetQuantity (Subject, 1tem);
Subject: NPC #, _Purty (or -1)
This function returns the number if the item specified that the Subject is carrying,
Example: PartyGold = ~GetQuantity (_Party, _Gold); /* If the party had 500 gold coins,
PartyGold would equal 500 */

Routines:

SetSpeaker (NPC #);
Brings up a portrait for a character if one doesn't already cxist on screen, and makes the text appear as if
it belongs to this NPC. If a portrait is alrcady up for the character, it just swilches the text o the selected
NPC. (Remember, only three portraits are allowed at one tunc: the Avatar, the person he's speaking to.
and you can switch out other characiers using this and CloseSpeaker (); described below.)

Example: SetSpeaker (_Lord_British);

CloseSpeaker (NPC #);
Removes the protrait and text, if any, of the selecied NPC. (Don't use this on the currently active
speaker.)

Example: CloseSpeaker (_Lord_British);

TurnOn ("key word", "key word");
Allows you Lo specify a word, or words, 10 be activated in the players incuu oi hey words.
Examplc: TurnOn ("name”, "job", "Britainnia”, "AAAaarrrgghhh!");

TurnOff ("key word", "key word");
Allows you to specify a word, or words, to be deactivated in the playcers menu ol key words.
Example: TurOSf ("triscadecaphobia™);

SetMode (NPC #, Mode);
Tius is used 1o set an NPC 10 a certain inode ihrough conveisaiioin. You inghit wail a character (o break
ofl conversation and attack the Avatar, or fall asleep, or even possibly dic.
Example: [lolo gasps his last, then falls dead at your feet. How porgnant|;
SetMode (_lolo, _Dead);
terminate;

JoinParty (NPC #);
In order to have a character join the party, you must use this function.
Example: [Trellek sncaks into your pouch. You get a feeling of safety and comfort from him.J;
JoinParty (_Trellek);

LeaveParty (NPC #);
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This does the reverse of JoinParty (). Takes an NPC out of the party.
Example: [You slap Dupre, saying, "That's the last time you goose mc, you drunken sot!"];
LeaveParty (_Dupre);

SetTime (Days, Hours);
This will increment the Day and Hour of the game clock in adition to actually changing the game time.
Example: [The baker llnlbh(,b the bread you asked for in a couple hours then gives it to you.];
SetTime (0, 2

ClearKeys ();
This routine clears all key words in the current conversation.

Example: TumOn (<<"name", "job">>); /* Current keys: name, job */
ClearKeys (); /* Nokeys */

PushKeys ();
Routine that allows you to temporarily set aside keywords in order o use another set. To be used with
#10, PopKeys ().
PopKeys (); ’
This allows you to restore the last sct of keys Pushed. This may be used 1o restore as many sets of keys
as you've Pushed in reverse order.
Example: TurnOn (<<"namc”, "job">>);
PushKeys (); /* The keys "name” and "job" are temporanly gone */
TurnOn ("La, la, 1a");
PushKeys (); /* "La, la, la" 1s gone, but will come Pop out betore "name” and "job" */
PopKeys (); /* "La, la, 1a" 1s back */
PopKcys (); /* "name” and "job" wic buck, along with "L, L, la" */
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“JoinParty(_npc,_True/false);
Returns false if there is a failure

check="JoinParty(_dupre,_true);

Ones I have to do myself
“DigHere(X,Y);
Digs at coord returns false if was non digable area(imp in agil)
“ToloSays("string of outgoing smartass comments");
gets party, check to see if Iolo, Shamino,Dupre, sparks are in party ifso say text,

else get last member of party have them say text close conversation last member
- Routines

~ Armour();
Calls IoloSays(" You really should try putting that on, it works much better that way");




