25. september 2002

Mistake!

Quest & NPC exercise

The goal of this exercise is to give a basic introduction to 1) the creation of NPC (Non-playing characters), i.e. characters controlled by the computer. And 2) to learn to set up a basic question

You will need the latest version of the  "VisiChat Scripting Reference" to perform this exercise.

PLEASE PERFORM THIS EXERCISE IN THE ROOM OF YOUR GROUP!

Note: Remember that there is a "script error" menu in the admin interface to see script errors, and that F2 will show you the ID of everything in the room.

1. Making an NPC

· Create a new user you want to be an NPC.

· Using the administration interface, create a property on the user called s_controller=VisiChat.server.ScriptedController

· If you have no specific plan on what the NPC is going to look like, also set
singleimage=gfx/robot.gif

· Make sure your own user is a superuser (goto "users", find your own, click "superuser".)

· Log in, go to where you want the NPC to be placed and type
/placenpc <name>

· If everything has gone right, the NPC should now be placed where you are standing.

· If you want to remove the NPC, you can right-click on it and remove it using the menu.

To actually make the NPC do something, start by letting the NPC reply to everybody that says something. Using the admin interface, set the NPC property

!onChat=say("Hi "+speakerName());

Only reply if speaker is less than 200 pixels away:

if (playerDistance()<200)

{

say("Hi "+speakerName());

}

Give people what they ask for:

if (chatText().equalsIgnoreCase("i want a donut"))

{

createThing(6,playerId(),-1,0,0);

say("Here's a Donut, you ingrate!");

}

Note: equalsIgnoreCase() checks for equality regardless of capitalization

.equals() includes capitalization.

Remove all objects of a type in the room.

if (chatText().equalsIgnoreCase("kill donuts"))

{

while(true)

{

var n=roomHasThingType(6);

if (n<0) break;

deleteThing(n);

}

say("Deleted all donuts.");

}

Take away all donuts from a blasphemous person:

if (chatText().toLowerCase().indexOf("jehova")>=0)

{

while(true)

{

var n=playerHasThingType(16);

if (n<0) break;

deleteThing(n);

}

say("You are only making it worse on yourself!");

}

Note: toLowerCase() removes all capitalization, .indexOf() finds the first occurence of a string. This means that

"hello".indexOf("llo")==3

but

"hello".indexOf("goodbye")==-1

Therefore

(chatText().toLowerCase().indexOf("jehova")>=0)

checks whether the player said the world Jehova anywhere in his/her sentence.)
2. Setting up a quest

The idea is that you should set up a basic quest.

Example: The object of the quest is to get the gold grown. (You should then under the "thing type" menu create all the object types you will need.)

· The player arrives, sees an NPC, says "hi".

· The NPC tells about some object that he is missing.

· The player finds the object, goes to the NPC, says "hi".

· The NPC sees that the player is carrying the object, takes it for himself, gives the player another object.

You can also include simple riddles that the player has to answer to get an object.

Suggested conversation format:

Player: Hi

NPC: Oh, I can't find my [glasses].

Player: Where did you last see your glasses?

NPC (picks up the word "glasses"): Somewhere out west.

Player returns carrying glasses.

Player: Hi

NPC (seeing that the player carries the glasses, snatches them and gives the player a reward - a frozen chicken, a key, whatever): Thank you, here's a reward.

Question 

What functionality that you would expect in a system like this is missing?

Notes: Creating an NPC

· Create a new user you want to be an NPC.

· Using the administration interfacde, create a property called s_controller=VisiChat.server.ScriptedController

· If you have no specific plan on what the NPC is going to look like, also set
singleimage=gfx/robot.gif

· Make sure your own user is a superuser (goto "users", find your own, click "superuser".)

· Log in, go to where you want the NPC to be placed and type
/placenpc <name>

· If everything has gone right, the NPC should now be placed where you are standing.

· To actually make the NPC do something, look at list of NPC handlers in the scripting reference and the examples at th end.

Basics

The basic way of working is to add new properties to the NPC using the administration interface (again, go to users, type the name of your NPC). Then add the properties you need:

!onChat - when a player chats in the room.

!onUpdate - called 10 times a second

!onGotThing - called when a player picks up a thing.

!onDroppedThing - called when a player drops a thing

See the examples at the end of the scripting reference.

