Crucible of Stars

.events File Format Guide

Overview

The Crucible of Stars .events format is a simple ascii key-value pair format similar to a .ini file. An events file consists of 3 parts, a header, triggers, and actions. Every trigger and action must have an id. It makes the most sense simply to number them consecutively -- the first trigger as id 1, the second trigger as id 2 and so on. To conserve memory space in the game, low numbers should be used. Triggers and actions should be on seperate numbering systems. The order of the header, trigger, and action sections is irrlevent. Putting the header at the bottom of the file, for example, would be permissable. Please note that the terms entity and thing are interchangeable

Header

The following header must be given

[header]

maxTriggerID= <highest id given to any trigger in the file>

maxActionID= <highest id given to any action in the file>

[/header]

Triggers

There may be any number of triggers of any of the possible types. Every trigger has an id and a type. Other parameters (keys) vary depending on the type. All parameters must evaluate true for the trigger to execute. Generally, most parameters are optional and will be read as a logical default if not given (for example, if an entityID parameter is missing, the trigger will activate if any entity meets the conditions). Do not, however, enter a key with no value.

Guide to  common parameters

	Parameter
	Valid Values

	thingID,aquirerID, userID, destroyerID,controlID, volumeID
	Numerical entity ID. This corresponds to the entityID field in the .level file. May be -1 to indicate any entity

	thingName,aquirerName, userName, destroyerName, controlName,volumeName
	Specify an entity by name. This corresponds to the userName field in the .level file

Any time in which an entity (thing) id is necessary, a name may be given instead, as long as the key is changed from ID to Name.

For example thingID=1 may instead be thingName = myobject

	thingType,aquirerType, userType, destroyerType
	Entity type given by a symbolic constant (see “symbolic constants.html”) May be -1, all, or any to indicate any entity type. This is generally only given if  the corresponding ID is given as -1 (for any entity)

	onceOnly
	Specifies whether the trigger may activate multiple times. Value should be 1 or true if the event can only be activated once, 0 or false otherwise. The default is false.


Shown below are the different trigger sections for each possible trigger type. Anything in angle brackets <> specifies the type of text or numeric information that should be given in place of the brackets. Parentheses indicate comments. Any other text is exactly as it should appear in the .events file. In the .events file, comments must be prepended by a # character and occupy a complete line.

[trigger]

id= <user given,unique number>

type=THING_DESTROYED

onceOnly=<see table>

thingID=<see table. ID of thing being destroyed.>

destroyerID=<see table. ID of thing doing the destroying

thingType=<see table. Type of thing being destroyed>

destroyerType=<see table. Type of thing doing the destroying>

[/trigger]

[trigger]

id= <user given,unique number>

type=CONTROL_SWITCHED

onceOnly=<see table>

controlID=<see table. ID of control being switched>

state=<state of control required to activate the trigger. As usual, can be -1 for any. See E_CONTROL_STATE in “symbolic constants.html” for possible values.

[/trigger]

[trigger]

id= <user given,unique number>

type=THING_IN_VOLUME (trigger volume)

onceOnly=<see table>

thingID=<see table. ID of thing in volume.>

thingType=<see table. Type of thing in volume>

volumeID=<see table. ID of trigger volume>

state=<state of trigger volume required for activation.As usual, can be -1 for any. See E_TRIGGER_VOLUME_STATE in “symbolic constants.html” for possible values.>

[/trigger]

[trigger]

id= <user given,unique number>

type=THING_AQUIRED

onceOnly=<see table>

thingID=<see table. ID of thing being aquired.>

aquirerID=<see table. ID of thing doing the aquireing

thingType=<see table. Type of thing being aquired>

aquirerType=<see table. Type of thing doing the aquiring>

[/trigger]

[trigger]

id= <user given,unique number>

type=THING_USED (used is a vague term. In this case it indicates the player pressing use on an object or the npc equivalent. )

onceOnly=<see table>

thingID=<see table. ID of thing being used.>

userID=<see table. ID of thing doing the using

thingType=<see table. Type of thing being used>

userType=<see table. Type of thing doing the using>

[/trigger]

[trigger]

id= <user given,unique number>

type=MULTI (this is a trigger used to combine other triggers. It can work in either AND or OR mode. That is, it can activate either when all component triggers activate or when any component trigger activates)

requireAll=<1 or true if all component triggers must activate for this trigger to actiave, 0 or false if the activation of any trigger will activate.  The default is false.

onceOnly=<see table>

triggerIDs=<a comma separated list of id's of component triggers>

[/trigger]

Actions

This section to be completed
Address any concerns to electron100@users.sourceforge.net or visit the Crucible of Stars website at http://crucibleofstars.sourceforge.net
