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COB BU LD NG

A COB file consists of a list of macro strings — scripts and inports —
that will be injected into Al bia through the Objector Injector applet
avai | abl e from http://www.cyberlife.co.uk

A Script is a string of macro conmands that will be stored in Creatures
and gets activated at a later time froman owni ng object, whereas an
Inmport is a macro string that will be processed strai ghtaway.

The only difference between the structure of Scripts and Inports is that
Scripts always start with the SCRP conmand (see Macro Language CGui de)
whi ch marks the script as belonging to a particular famly, genus or
speci es.




The format for a script is:

SCRP fam |y genus species event, <macro string> endm

VWhere fam |y genus and species are values in the range 0 — 255
corresponding to the owning object for this script. Event is the event
that triggers this script to activate.

(See Classifier list in Appendix A for a full list of existing objects
and their unique classifier))

A COB will usually nmake reference to at | east one other file —it’'s
imge file (*.SPR) which contains all the inmages for this object, but it
can al so reference a sound file (*.WAV) so that you can trigger sound
events within your code

SPR and WAV files are not the sole property of a particular COB, so you
can specify a sound for your new object, for exanple, that is used by
sonething else. I.e. The file DROP.WAV is a sound effect for an object
hitting the floor — this can be used by any and all objects as needed.

For exanpl e,

scrp 2 6 10 7,doif posb It Iinb setv varO posb setv varl |inmb subv varl
var0 mvby 0 varl endi endm

This is a script for the object with a classifier of [2 6 10] — which is
[sinmple object / food / coconut pieces]. Its event nunmber shows that this

is the enterscope script (see SCRP command for details of event nunbers)

Don't worry too much about the macro string part of this yet, come back to
it when you feel you know t he ins and outs of the | anguage, the inportant
thing is the format of it that nakes it a script to be stored and acted
upon when a condition is right. In this case this script will activate
when the coconut pieces enterscope, and if they are above ground level
they will fall to the ground.

Event Nunbers

0 deactivate

1 activate 1

2 activate 2

4 pi cked up

5 dr opped

7 enter scope

9 tinmer

16 extra Qui escent
17 extra activate 1
18 extra activate 2
19 extra deactivate
22 extra pickup

23 extra drop




These meanings should be fairly intuitive — the only ones that may be unclear are enterscope, timer,
and the extra<something> events.

Enterscope scripts are activated when an object enters the world of Albia — this is usually due to
injection but also happens when Creatures is started up if the object is already in the world.

Timer scripts are activated every n ticks — the value of n can be set or changed within other scripts,
or the import macro.

The Extra <something> scripts are executed on the executor when they chose to do this action to
the owning object. l.e. extra activate 1 is the script for a creature activating 1 that object.

The Pointer <something> scripts are what happens to the on-screen hand when it performs this
action, i.e. pointer pickup scripts usually state that the hand changes to it's ‘holding’ poses.

50 poi nter act 1

51 poi nter act 2

52 poi nter deactivate

53 poi nter pickup

54 poi nter drop

(For a full list of event nunbers see the SCRP command in the Macro

Commands section).

It is scripts that make up the bulk of a COB file and as they are
injected they will be stored in the scriptorium overwiting any scripts
for the sane classifier.

Inmports are usually used to initialise and build an object and place it
inthe world — it will then be able to use scripts marked as bel ongi ng
to this object, which have been stored in the scriptorium

Cbj ect Pointers

Macro commands usually operate on the target object — TARG - but it is
possi bl e to change TARG to point at a different object using nmacro
commands. TARG is set as soon as an object is created, so during an
install script TARGwill refer to the | ast object created, and so all
commands that act on TARGwill affect this object.

O her useful object pointers are:

OMNR — this is the owner of the script (i.e. the object specified in the
SCRP fami |y genus species event header)

FROM — the object who caused this event to happen (i.e. if Azzam (a
Norn) activates the spinning top, then he is the FROM object as far as
the top is concerned.

NORN — the currently selected Norn fromthe Norn nenu.

To change TARG so that it uses a different object pointer you just
specify; TARG OMR (for exanple).

O her commands such as ENUM and RTAR can al so change TARG — these are
specified in the Macro Commands secti on.



Si npl e Obj ects

Si mpl e objects are the nost common ki nd of objects in Albia, they al
have certain universal characteristics which make themdifferent from
Conpound Objects — namely gravity and the potential to be carried. Both
the hand and creatures can carry sinple objects, and when they are
dropped they will fall to the floor

Sinmple Cbjects all belong to famly 2, and their classifiers nust
reflect this if you want the object to behave |ike a sinple object.
The most useful genus’ of sinple objects are |listed bel ow

2. Call button
4. Good herbs
5. Eggs

6. Food

7. Drinks

8. Food

9. Instruments
10. Ani mal s

11. Hot

12. Soot hi ng

13. Smal | Toys
14. Large Toys
15. Bad Her bs

Below is an exanple Sinple Object COB, with a chunk-by-chunk description
of the scripts and inport. The exanpl e uses the Bed-tinme bear from
Obj ect pack 2

This is the inport macro code for the Bed-Time Bear

inst
This will make the rest of the macro run in an instance, this
makes sure it is not interrupted by other macros al ready running
Sys: wtop
This noves the nmain game wi ndow to the top.
vrsn 2

This checks that the version of Creatures you are running is
version 1.0.2 or higher. If not the COB will not execute.

new. sinp pets 1 24 700 O
This is the main macro for generating a new object froma sprite

file.
NEW SIMP states that a new sinple object is being defined,




setv

setv

Bhvr

M/t o

sys:

mesg

Endm

TARG is set to this new object, so all further commands that use
TARG wi || apply to this object

Pets 1 24 700 O states that the inmage(s) for this object are in
the file called ‘pets.spr’, there is only 1 image and it is at
position 24 within the SPR file. 700 is the objects imge plane -
how far into the screen the inmage is to be placed. The ‘0’ on the
end states that there is no need for a cloned inage gallery -
this is true for nearly every object you will want to create.

cl as 34408704

This sets the classifier of the current TARG The classifier is
its unique fam |y/genus/species id. This nunber is calcul ated
fromthe hexadeci mal version of the long formclassifier (see
cl ass cal cul ator bel ow)
attr 67

This sets the attributes of the TARG In this case this sets the
bed-ti ne bear as being wall-bound and carryable by both hand and
creature (see Macro CGuide for listing of values for ATTR)

01
This sets the behaviour of the TARG In this case it sets the Bed-
Time bear as being only activatable by the creatures, not the hand
(see Macro Guide for listing of values for BHVR)

2712 892
This noves TARG to co-ordinates 2712,892 (near the incubator)
camt

This noves the canera to point at the current TARG
wit targ 8

This tells the current TARG to enterscope, this has the effect of
al nrost “kicking' the object to life. Wthout this command the

obj ect would not react to gravity or its attributes. Cbjects do

not have to specifically have an enterscope script defined to
send this nmessage.

Compul sory end of nmacro conmand




Ok, so that's created and initialised an object that now sits near the incubator. But what happens if
it is picked up or activated? That is where the scripts come in. The Bed-time bear only uses two
scripts and these are explained below.

scrp 213914

This marks this script as belong to the object who's class is [2 13 9] and it is for event 4
which is “picked up”.

stim writ from 0 255 0 0 40 50 42 50 23 50 34 50
This stimulates the FROM target (the object/creature that picked up the owner (OWNR))
with the list of chemicals specified (see Macro Guide for details of this command). What
this does is stimulate the FROM target with 50 moles of loneliness--, 50 moles of fear—,
50 moles of sleepiness++ and 50 moles of need_for_pleasure--

endm

scrp21391

This is the Activatel script for the Bed-Time Bear.
stim writ from 0 255 0 0 40 50 42 50 23 50 34 50

This is identical to the picked up script.
setv actv 0

This marks the object as having finished activating, without this the object would not be
able to be activated again until it received some form of deactivate signal.

Endm

And that’s it! So now we have a bear that can be picked up by both hand and creature and also
activated by a creature. When it is picked up or activated it makes the creature feel less fearful and
lonely and also sleepy — a comforter for young insecure creatures.

So to summarise:
A COB is a collection of Scripts, and possibly an Import too.
Scripts are headed with a classifier and an event, they are placed into the scriptorium and are
called whenever an object with that classifier has that event.
Imports are injected live and acted upon immediately.
Any object created in an import needs a classifier, some attributes and behaviour —and a
location to appear if it is a visible object. Remember to tell the object to enterscope after
creation.



Hints, tips and examples

“edit” in the import macro will place the object in the hand.

inst vrsn 2 sys: wtop new: simp deth 1 0 300 0 setv clas 34408448 setv attr 71 bhvr 2 1 edit endm|
This is the import macro for Solution X from Object Pack 2

You can use the object variables (OBV0, OBV1 and OBV2) to hold information you want to
persist beyond the running of a particular script.

|doif obv0 le 0 gsub hunt endi doif obv0 ge 2 wait 10 gsub hive endi|

This is a chunk from the bees enterscope script — basically it checks to see if they have a supply of
nutrients from a plant (obv0 > 0) and if not they go to a subroutine to fly to a plant (hunt). If they are
above a certain level of nutrients then they will return to the hive. Other scripts can modify this
object variable, for example the hive would reset the value to 0 when the bee returned to deposit its
nutrients whereas successful plant maneuvering would increase the count.

Honey Jars also use object variables, but as a ‘use’ counter. When the number of uses is down to
zero the jar is empty and needs re-filling.

Cl ass Cal cul at or

The classifier of an Object is it's one unique identifier and so calculating the class of an object is
vital — if the class is wrong you may end up overwriting scripts that exist already in the scriptorium.
The classifier list in Appendix A lists all currently known objects and the classes they use. Before
you start to make new objects you must find an appropriate free classifier.

Norns generalise about objects at the genus level so it is important that if you create a new object
it's classifier is chosen to fit it into the most appropriate genus, otherwise your creatures will not act
towards it as you might have expected.

The classifier id has 2 fornms: informal and formal.

The informal version takes the formfam|ly genus species (i.e. 2 13 9
for the Bed-time bear).

The formal version is calculated fromthe hexadeci mal expression of the
informal form This hexadeci mal expression is first arranged as an 8
digit nunmber (the last 2 digits are always 00), and this is then
converted into a deci mal nunber.

For exanple, Bed-tine bear has a classifier of [2 13 9], this is
expressed in a hexadeci mal form as [020d0900]. The deci nal version of
this is 34408704 — the Bed-Tiner bear’s unique classifier in formal
form

Al exander Laemm e’s COE has a built in class calculator that can turn
the informal formto the formal — it is highly recomended as a
Creatures devel opnent tool.




Counpound Obj ect's

World Info

File Formats

NCRN BODY DATA

Two types of file are used to define a norns body — sprite files (.SPR) and attachments (.ATT).

A norns images are built into it's own SPR file using a series of base variants, a norns genetics
dictate which variant it uses for it's body, head, arms and legs. These base variants files are
numbered with the following scheme:

L XY Z .ext

L: X Y: Z .ext:
Body Gender | Stage of | Variant | SPR or ATT
Part Life
BODY PART GENDER STAGE OF VARIANT

LIFE
A: Head 0: Norn Male 0: Baby 0: Brown mouse
B: Body 1: Grendel Male 1: Adolescent 1: White haired pixie
C: Left thigh 4: Norn Female 2: Adult 2: Devil/blondie
D: Left shin 5: Grendel Female | 3: Old 3: Santa
E: Left foot 4: Purple Mountain
F: Right thigh
G: Right shin
H: Right foot
I: Left humerus
J: Left radius
K: Right humerus
L: Right radius

So, for example, file H421.SPR is the image file for the right foot of an adult female pixie norn.



It is from these files that the individual images for particular norns are made and complied into one
file that holds all of it's images (for that stage of life) — this file will have the same number as the
owners moniker (eg. 1kqy.spr). When a norn grows it's image file is remade, picking the images
from the next stage of life for that variant and gender.

From looking at the existing LXYZ.SPR files that the images are all in an ordered sequence — this
sequence is important to replicate if you want to make your own variant files.

NOTE: The poses are generally arranged in a bottom/back to top/front order.

Head

The images for the heads are arranged in the following order;

EAST 0 1 2 3, WEST 0 1 2 3, FRONT, BACK, HAPPY, SAD, ANGRY
Where 0 1 2 3 are poses in the stated direction.

Body and Limbs
The rest of the body parts are arranged in the following order;
EAST 0 1 2 3, WEST 0 1 2 3, FRONT, BACK

Where 0 1 2 3 are poses in the stated direction.

Attachments

The attachment files are strings of co-ordinates — it is these co-ordinates that enable the image files
to join together smoothly. The co-ordinates are distances into the image file.

Head

For the head the attachment list is 10 sets of co-ordinate pairs — (Center of Head, Mouth) — for
poses in the following order: EAST 01 2 3, WEST 01 2 3, FRONT, BACK.

Body

For the body the attachment points are more complicated, they are in the following order — (head,
left leg, right leg, left arm, right arm, tail) —where tail is (0,0) for Norns and Grendels.

Limbs

The limbs attac hments are (top of limb, bottom of limb) — so for the humerus the points are
(shoulder, elbow), for the radius they are (elbow, wrist), for the thigh they are (hip, knee), for the shin
they are (knee, ankle) and for the foot they are (ankle, end of foot)

It’s all gone horribly wong...

So you've injected your COB and now Creatures is reporting an error, this could be because of a
syntax error or something more fundamental. Creatures will produce an error message that should
provide useful information about where the error has happened.

Here are some of the common reasons for failures:

- Animage (SPR) specified in the import macro does not exist in the creatures\images directory.
The image file is specified in the NEW: commands and if this is not found then you'll get an
error message as soon this command is acted on.

A sound (WAV) specified in a macro does not exist in the creatures\sounds directory.

The sprite offsets stated in a macro command are not valid. For example, ANIM [01234] when
there are only 3 images in this sprite file. This can be very easy to do when you use large sprite
files with many images and the BASE command.

Wrong TARG. It can be very easy to forget to change TARG back to OWNR after you use a
command such as ENUM or RTAR to chose a new TARG. Without this change of focus back



to the owner all commands will operate on the selected object — and this may be enough to
make the system hang if the chosen object is not intended to carry out the owners commands.
Spacing errors. All commands are separated by a single space and if this is duplicated or
omitted then the parser will fail.

Typing errors. Your fingers are flying away at 200 wpm and you try to EUNM across a species.
Old version of the Creatures.exe. New commands were introduced in versions 1.0.1 and 1.0.2 of
Creatures — any COB that uses these commands will cause an error on earlier versions.

MACRO LANGUAGE GUI DE

(hj ect poi nter operands

TARG - retn curr targ object* as integer

OMR - default object (owner of script, or pet if DDE)

FROM - obj who caused event |eading to this script

NORN - current pet creature

PNTR - pointer object

ATTN - I T - obj that OMR creature is attending to (nmay be NULL)
NOTE: only OMNR s | T can be deternined, not TARG s

TCAR — Returns carrier of TARG (may be NULL)

CARR - object that's carrying OANR (rmay be NULL)

EXEC - object who EXECuted the tool who owns this
return (int)Exec; dde macro. NOTE: only valid for DDE
tools who *know* that they were executed by an object

_IT_ - obj that Owner creature was attending to

EDIT - the contents of the EditCObject variable (addr of object being
pl aced/ repositi oned/ del eted; EditCbject is set by the EDIT macro
or by shift-clicking an object. Use this rvalue to delete
sel ected objects, etc.

OBJP - a pointer to objects that will survive. NOTE: This shouldn’t
really be set to a Norn — there’s nothing stopping you using it
but things have the potential to go wong if OBJP points to a
norn who then dies.

TOKN XXXX - convert 4 characters into an integer
e.g. TOKN 1234 = integer '4321

Syst em oper ands

SNDS - sound status
Bit 0 = Sound on/ of f



Bit 1 = Sound node (foreground only\conti nuous)
WNW - max al | owed vi ew wi ndow wi dth (WORLD coor ds)
WNH - max al | owed vi ew wi ndow hei ght (WORLD coords)

TARG (bj ect oper ands

POSL/ POSR/ POST/POSB - retn obj's Irtb coords

WDTH/ HGHT - retn obj's wi dth/height

LIM./LIMI/ LIMRILIMB - retn obj's linmts (e.g. limts of current
rooni vehi cl e)

CLAS - fam | y+genus+sp (Cl assifier)

FMLY - famly (in range 0-255)

G\NUS - genus (in range 0-255)

SPCS - species (in range 0-255)

MOVS - Movenent St atus (FLOATI NG, MOUSEDRI VEN, etc)

enum {
AUTONOMOUS = 0, default - normal obj in world
MOUSEDRI VEN, if *SI MPLEOBJ* is connected to nouse
FLOATI NG, if obj is in fixed place on screen
I NVEHI CLE, if obj is carried in vehicle
CARRI ED, if obj is carried by a creature

ACTV - nbject's Active flag (1 NACTI VE=0 ACTI VE=1)
NEID - obj's neural |D# 0-39
ATTR - obj's attributes (INVISIBLE, CARRYABLE, etc)

Val ues for ATTR

Carryable creature can pick up obj 1
Mousable mouse can pick up obj 2
Activateable can be activated with mouse 4
Container carries other objs (vehicles only) 8
Invisible creatures cant see it 16
Floatable normally floating on screen 32
Wallbound limits movement to current room 64
Groundbound movement only limited by ground 128
surface

NOTE: Wallbound OR Groundbound, can’t be both.

PCSE - TARG obj's (and curr Part's) current pose

TARG ConpoundChj ect, Vehicle and Lift operands

XVEC - vehicle's x nvt vector in 1/256ths pixel
YVEC - vehicle's y nvt vector in 1/256ths pixel
BUMP - vehicle's collision data (bitflags)

bO=hit left bl=hit right b2=top b3=bottom



TARG O eat ure oper ands

DRIV n - state of creature's Drive# n (hunger etc)

DRV - creature's MOST PRESSING Drive# retns O (pain) if no drives
pressing Can use in: "DOF DRIV DRV! GT 128" to test |evel of
strongest drive

CHEM n - concentration of a chemical in

SCOR - return scores stored in score.cpp -- Alima
HOUR - return the number of hours el apsed since game started
MNS - return the m nutes conmponent of tine el apsed

BABY - noni ker of child genonme if TARG is pregnant
Useful to nodify scripts for pregnant norns. Set to O to abort a
pregnancy (or set to child noniker to nmake her pregnant)

ASLP return 1 if creature is asleep

CAMN - Creatures age in mns (abus)

CAGE Creatures age (0-7)

DEAD - Creature is dead

Envi ronnment al oper ands

WND - wind speed/dir near TARG obj (-3 to +3)
TEMP - air tenperature near TARG obj (-3 to +3)
ROOM r oomnunber edge
return world I ,t,r,b or Type of given room
where "edge" = 0=l 1=r 2=t 3=b
or "edge" = 4 returns room Type (I NDOCRS...)
Returns 0 if no such room
RVS# - nunber of roons defined on map
G\D# - nunber of ground |evel data on map
G\DW - nunber of pixels per ground datum
GRND x - ground level at position x (worl dx/ GROUNDW

TOTL fam |y genus species
returns the nunmber of objects in the world who fit this
description. Famly, Genus and/or Species can be zero
to act as wildcards. Exanples:- setv totl 4 2 0 ;retns # grendels

Truth test operands
(return 1 if true, 0 if false)

TOUC objptrl objptr2 - return 1 if these
two objects are in contact, e.g. DOF TOUC TARG OMNR GT 0O
means do if ownr and targ are touching



Set activity state

ACTV - Object's Active flag (1 NACTI VE=0 ACTI VE1 ACTI VE2)

syst em oper ands

WNW - max al | owed vi ew wi ndow wi dth (WORLD coor ds)
WNH - max al |l owed vi ew wi ndow hei ght (WORLD coor ds)
NORN - set current pet creature

DDE: SCRP family genus species event
fetch a script fromthe scriptoriumand send it (used by script
editor for reading out & editing existing scripts

DDE: PUTV Rval ue
Send an i nteger Rval ue

DDE: PUTS [literal string]
Send a string - useful for debuggi ng macros, or for returning the
results of macro conmands to test the truth of some condition

DDE: CGETB 'option
get buffer
gets string and wites to dde buffer

dde: getb data
get all creatures data

dde: getb cnam
get creature's nane

dde: getb ctim
get tinme creature has been alive

dde: getb nonk
get creature's noniker

dde: getb ovvd

returns the following fields (each separated by a "|"
synbol )for every creature (where creatures are
separated by a "&" synbol).

Name

Moni ker

Sex (either "1" or "2") 1=male 2=fenml e
Age (in "hours:mns")



DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

DDE:

Pr egnancy (either "N A", "No" or <number>)
Life-Force (either <number> term nated in % or

" Dead")
Medi cal (either "Healthy", "Sick" or "Dead")
Room (nurber of roomthey're in)
Xpos
Ypos

PUTB [literal string] 'option
wite fromstring to | ocation determ ned by option token
dde: putb [literal string] data
set all creatures details

dde: putb [literal string] cnam
set the creature's name fromthe string

PI CT - take snapshot of the current subject create a standard
wi ndows bnp pass file nane back to client

NEGG - Update Nunber of Natural eggs in world

HATC - Update Nunmber of Norns in world if egg hatches voluntarily
LI VE - Update Nunber of Norns in world if egg hatches voluntarily
DI ED - Update Nunmber of Norns in world if egg hatches voluntarily

PANC - Alima sinple nacro to pan canera to creature before the
owners kit takes a photo

LOBE - output the locations of the brain | obes of the subject of
the macro format is " 'x_start'y _start'width' height' " after a
| eadi ng count of the nunber of |obes based on the 64x48 grid of
neurones

CGENE - OQutput the nunbers of each of the 12 types of genes

WORD i ndex - read a word/idea fromtarg BLACKBOARD s |ist. Sends
"#i#| text|", where ### is the vocabulary slot (WD xxx) for the
i dea represented by the bbd picture whose index is Index, and
"text' is the word associated with that picture Used by
bl ackboard editor tools to fetch words for editing See "WORD' cnd
for witing words into object

CELL | obe cell dentype
Cet statistics about this neurone. Used by brain debug/anal ysis
tools. Stores the following data in buffer: Qutput | State |



nunber - of - dens-of -that-type | total Susceptibility | total STW|
total LTW]| total Strength | The dendrite values are totalled
fromall dendrites of the given type in that cell - the nmagnitude
will vary according to the nunber of dendrites, which is given
in the returned string (so that gauges and graphs can be scal ed
appropriately, or nmean val ues cal cul at ed).

carry out a 'sys:' command to control the system (w ndows, nenus,
quitting, etc.)

QT

ABRT

SYS: | oading and saving

- Saves world & closes Vivarium

THIS MUST BE THE ONLY/LAST COVMMAND I N THE MACRO
- Abandons changes to world & cl oses Vivarium

THI S MUST BE THE ONLY/ LAST COVMAND | N THE MACRO

VWRLD [fil enanme.viv] - Opens a new docunent (world) after saving the

CWN\D

WPCOS

SYS:

SYS:

SYS:

SYS.

SYS.

current one (if any)
THI 'S MUST BE THE ONLY/ LAST COVMMAND I N THE MACRO

SYS: nmenu conmands

id# - issue an | D_XXX command nessage to the application. This
allows macros to activate ANY menu command. Note that conmand
will get executed LATER - fn doesn't wait before returning!

id# is the decimal 1D XXX value - |look these up in the resource

file & list themfor users
canera, w ndow and scrolling control

X y width height - attenpt to position vivariumframe w ndow to
this size (in pixels) Actual size will be linmted to maxi mum
view size or size of screen, if neces

WIOP - Set vivariunms window to be foreground wi ndow (useful in
editor tools etc to all ow user access to vivariumfor
sel ecting objects etc)

EDTI t r b
Set CDisplay:: EditBox, so that a rectangle is drawn on screen at
the given WORLD co-ordinates. Use "SYS: EDIT 0 0 O 0" to renpve
the box when finished. This macro is used by map editors and
suchlike to mark out roons and floor |evels during map
construction

CMRA x y - Disconnect canmera from| ogged-on creature & position it
at these world co-ordinates (e.g. when editing map etc.)

CAMT - noves canera to point at current TARG

CGRND x y - set ground level at position x (worldx/ GROUNDW (see
GND# and GNDW nacros for establishing useful constants)



/1l carry out a 'new.' command to create a new object of given type

/1l The 'new.' prefix has been read, so read the next token to determ ne
what type of object to create.

/1 NOTE: These commands change the TARG object to that which has just
been created, so that any further commands in the script refer to the
new obj ect and can thus be used to alter other nenber variables as
required.

/'l After creating, use EDIT macro to allow user to position object

(unl ess object was created by another object on the fly)

NEW SCEN i magefil e nunm mages i magenunber pl ane
Create a scenery object
- imagefile is a 4-byte token representing the fil enane
of the image file
- num nmages i s the TOTAL nunber of images IN THAT FILE
- imagenunber is the inmage associated with this object
- plane is the plot plane (O=back, 9000=front)
exanpl e: new. scen SCN1 37 3 9000

NEW SI MP i magefile num mages i magenunber plane cl one
Create a Sinpl eObj ect
- imagefile is a 4-byte token representing the filenane
of the image file
- num mages i s the number of inmages BELONG NG TO THI S
OBJECT
- imagenunber is the offset of the first inage associated
with this object
- plane is the plot plane (O=back, 9000=front)
- clone is O normally, or 1 to create a cloned imge
gallery. exanple: new. sinmp TOYS 3 19 7000 O

Def aul t obj ect has these properties:-
attributes: none
classifier: SIMPLE, no genus or species
behavi our: dumb (no nobuse or creature
activation)
events: no scripts
ani mation: none
ALL THESE VALUES MAY NEED TO BE SET BY FURTHER MACRO
COMVANDS

NEW CBTN i magefil e num nmages i magenunber plane
Create a Cal | Button object
- imagefile is a 4-byte token representing the fil enane
of the image file
- num mages i s the number of inmages BELONG NG TO THI S
OBJECT
- imagenunber is the offset of the first inmage associated
with this object



- plane is the plot plane (O=back, 9000=front)
exanpl e: new. cbtn LIFT 2 19 7000

NEW COWP i nmagefil e num nages i magenunber clone
Create a ConmpoundQbj ect
- clone is O normally, or 1 to create a cloned inmage
gal lery. exanpl e: new. conmp ENGN 3 19 0
Defaul t object has these properties:-
attributes: none
classifier: COMPOUND, no genus or species

parts: none
hot spot s: none
events: no scripts

ALL THESE VALUES MAY NEED TO BE SET BY FURTHER MACRO
COVMANDS MUST use NEW PART to add one or nore parts to
object (initially has none)

NEW PART part relx rely imgeoffset plane
Add a part to the current TARG ConpoundObj ect
Cal | inmediately after NEW COWP (TARG will point to the
new object) to add one or nore parts to this object
part is the part nunmber (0-9 (O=mmin part))
relx,rely are the position of the part RELATIVE to part
0 (use 0,0 for part 0)
- imageoffset is the base sprite for this part relative
to first sprite for OBJECT (not to first sprite in file)
- plane = plot plane (0-9000)
After this command, PART is left pointing to this part
nunber (for subsequent part-relative comuands)

NEW VHCL i magefil e num nmages i magenumnber
Create a Vehicle
For default object properties, see ConpoundObject above

NEW LI FT inmagefile num mages i magenumnber
Create a Lift
For default object properties, see ConpoundQObject above

NEW BKBD i magefil e num nmages i magenunber bkgndcol our chal kcol our
al i ascol our textx texty

Create a Bl ackboard (or wordbook or poster)
- bkgndcol our chal kcol our aliascol our are the col our
nunbers to use for plotting text
- textx texty are the coords of the place to plot text,
relative to part 0O
exanpl e: new. bkbd BBDl1 18 O 240 241 242 4 4
For default object properties, see ConpoundObject above

NEW CREA noni ker sex
Create a newborn creature.
MONI KER is the noniker to use to locate the child s genone
file (this file is generated by: a) the Gene Editor
b) a parent creature or C) the NEW GENE nacro, called by



the Hatchery to breed a uni que egg)

SEXis 1 if the creature is to be male, 2 if it's to be
female or O if the sex is to be deternmi ned randoniy.

Normal Iy, sex is randomly determ ned, but the initial eggs
may need to be pre-sexed. Al the other creature paraneters
are determined by the resultant genone.

NOTE: the noni ker must be supplied as an | NTEGER, not a
string literal, so that, for exanpl e, EGG objects can store
the moni ker in OBVO during incubation.

EGG Obj ects must have OBV) set to specify the noni ker of the
devel opi ng creature.

If | need to store a noniker in a macro as a token, then |
must use the TOKN rvalue to convert it to integer.

Exanpl es:
NEW CREA OBVO O ; Create
creature bred from noni ker stored in var
NEW CREA TOKN EVE1 O ; Create

fromexplicitely named genone

O=random 1=nml e 2=fenal e

NEW GENE nmum dad chil d

Create a new genone file frommn s and dad's (or just
mum s i f dad=0) genones, and store the new genone's noniker
in the LVALUE chil d.

eg. "new. gene tokn eve_ tokn adam obv0" will create a
child of Adam and Eve and store the child' s genone noniker
in TARG s OBVO vari abl e.

Use this to conceive a child outside the wonb - for

exampl e from the Hatchery.

carry out a 'bbd:' command

BBD:

BBD:

BBD:

WORD index ID [text] - Install a word/idea into targ Bl ackboard's
list. Used by blackboard editor tools to store edited results,
and by Object editor when constructing bl ackboards. See " DDE:
WORD" cnd for readi ng words

SHOW N - draws the current text string text[Obv[0]] onto partO (if
n=1) or wipes text frombbd (if n=0)

EMT - 'speak' the current word so that nearby norns can read it
and |l earn the association between text and concept.
N determ nes the type of output:
If n=0, word will be broadcast as if it had been read,
i.e. to those creatures | ooking at bbd, with no visible
consequences. If n>0 word will be broadcast as if it were a
sound, i.e. it is sent to all creatures in EARSHOT, and the word
appears in a speech bubble above the bbd. Use n=0 in tinmer ticks
for posters etc. and n=1 when eg. a norn presses a button on a



| anguage conputer to change the picture.

BBD: EDIT n - Allow user to edit the current word (n=1). Prevent further
editing and relinquish kbd (n=0)

executi on-fl ow commands

STOP - Stop execution (eg. following error, or before subroutine
definitions start)

ENDM - Compul sory cnd at end of macro, placed there by Macro constructor
Macro is term nated and nmaybe sel f-destructs only STOP (never
ENDM) commands may be placed in the body of macro. ENDMis string
term nat or

SUBR | abel - ldentifies a Subroutine. 'label' is a 4-char unique |abe
name GSUB takes us to point AFTER SUBR |l abl, so only reach here
t hrough normal code flow. Therefore, treat SUBR the sane as STOP
(STOP is therefore not needed before the start of any
subrouti nes).

GSUB | abel - Gosubs to given SUBR | abel. Often has to scan macro for
subroutine start, but always renenbers the address of the |ast
subr visited, so npst subrs will execute quickly in |oops

RETN - returns froma GSUB

REPS # - repeat the followi ng code # tinmes, up to next REPE (# >= 1)
NOTE: REPS/ REPE may be nested, but | oops nust NOT be junped out
of

REPE - end repeat | oop

LOOP - Top of LOOP UNTL statenent or LOOP EVER statenent (qv)

UNTL vall EQ val 2 - Part of LOOP UNTL statenent. Repeat LOOP unl ess
condition is true Valid conditions are EQ NE GI' LT GE LE BT BF
LOOPs may be nested, but MJST NOT be junped out of

EVER - Part of LOOP EVER statement. Repeat LOOP forever (usually a dunmb
thing to do, but OK for eg. some creature's actions, where nmacro
is certain to get replaced by another when action changes)
LOOPs may be nested, but MJUST NOT be junped out of

ENUM fami |y genus species ... NEXT - Iterate through each object which
conforms to the given classification, setting TARGto point to
each valid object in turn. Famly, Genus and/or Species can be
zero to act as wildcards.

Exanpl e:
ENUM 4 0 O ; for every creature in world
KILL TARG ; destroy it
NEXT ; repeat till done

NEXT (part of ENUM ..NEXT)



RTAR fami |y genus species

RNDV

SETV

DA F

ELSE

ENDI

VWAI T

ADDV
SUBV
MJULV
D W
MODV
NEGV
ANDV
ORRV

DBUG

DBGV

DBGM

I NST

| val ue rval ue ; lval ue
| val ue rval ue
| val ue rval ue
| val ue rval ue
| val ue rval ue

Random y selects a menber fromthe given classification and sets
it as TARG Null if no nenbers exist.

var nin# nmax# - Set a variable VO-V9 to random # between m n# &

max# i nclusive (could use with REPS/ REPE for random # repeats)

var value# - Set a variable to a constant/variable val ue

val EQ val - do next instructions if condition is true, else skip

to after correct nested ELSE or END

Valid conditions are EQ NE GT LT GE LE BT BF

Hit an ELSE during normal processing (ie. previous DO F was
true), so junmp fromhere to correspondi ng ENDI F, skipping any
nested DO Fs en route

Mar ks end of a DO F or DO F/ ELSE statenment. Just ignore it.

ticks - wait for n ticks (approx n/ 10 secs) before continuing

with next instruction

| val ue + rval ue

| val ue : lvalue = 0 - |val ue
| val ue rval ue : lvalue = | value AND rval ue
| val ue rval ue : lvalue = Ivalue OR rval ue

Rval ue - Performs in an | NSTANCE: sends
RVal ue as a TRACE nessage that | can view on the debugger. A good
use for this is to trace nmacro sequence of execution. Another use
is to display data values, and a third is to put a breakpoint
here, so that | can trace nmacro execution in code

Rval ue - Sends Rval ue to debug wi ndow. Sane as DBUG but does not
run in an instance.

[String] - Does nothing in release version, but debug version
sends String as a TRACE nessage that | can view on the debugger.
Make the rest of this macro execute in a single tick, regardl ess
of the state of the Repeat variable. Use this instruction at the
head of DDE macros that nust execute a series of instructions
wi t hout being interefered with by FastUpdate() calls, etc.

For exanpl e, any macro that creates an object should use this so
that the object has been fully initialised before FastUpdate()
gets to look at it (especially true for ConpoundObjects, whose
Parts don't get created until several instructions after the NEW
COWP has occurred)



Application, tool and system commands

SYS: - Prefix to all system commands, such as SYS: QUI T

APP: - prefix to all applet macros that are NOT dde calls these are
macros that control the applets rather then talk to them

SCRP family genus species event - All the rest of this macro is to be
installed in the systemas a Script, nmaking it available as a
new repl acenent script for a given type of object and a given
event. This command should normally be the first in the macro.
DDE prograns can thus install new scripts into the world by
"executing' the required script, heading it with a SCRP conmand.
Fam |y, genus and species are nunbers that identify the type of
object - they relate to the top three bytes of the object's
Cl assifier.
NOTE: each of these paraneters is a BYTE value (0-255), rather
than the absolute value for that byte ie. A SinpleObject's Famly
paramis 2, not 0x02000000.
Event is the number of the event that will invoke this
script: O=deactivate, 1l=actl, 2=act2, etc.
The Species param can be zero - this nmeans that this script
applies to ALL objects of this fanily+genus, if they don't have a
script that identifies themexactly. Likew se, both Genus and
Speci es can be zero, neaning that the script is a default script
for all members of that famly

Event Nunbers

0 deactivate

1 activate 1

2 activate 2

4 pi cked up

5 dr opped

7 enter scope

9 tinmer

16 extra Qui escent
17 extra activate 1
18 extra activate 2
19 extra deactivate
22 extra pickup

23 extra drop

These meanings should be fairly intuitive —the only ones that may be unclear are enterscope, timer,
and the extra<something> events.

Enterscope scripts are activated when an object enters the world of Albia — this is usually due to
injection but also happens when Creatures is started up if the object is already in the world.

Timer scripts are activated every n ticks — the value of n can be set or changed within other scripts,
or the import macro

The Extra <something> scripts are executed by the executer when they chose to do this action to
the owning object. l.e. extra activate 1 is the script for a creature activating 1 that object.



50 poi nter act 1

51 poi nter act 2

52 poi nter deac

53 poi nt er pickup

54 poi nter drop

64 i nvoluntary action O
65 i nvoluntary action 1
66 i nvoluntary action 2
67 i nvoluntary action 3
68 i nvoluntary action 4
69 i nvoluntary action 5
70 i nvoluntary action 6
71 i nvoluntary action 7
72 Creature death scipt

SCRX fam |y genus species event
renove any script answering to this description fromthe
Scriptorium (eg. used by ObjEd to delete scripts that are no
| onger needed)

TOOL [fsp] [nenutext] [hel ptext] glyph#
| ssued by a DDE tool app to register itself with the tool bar

ROOM room# | t r b type
Set up a roomon map. roon¥ is the roomto set up (my be a new
room) | t r b =roomrectangle in world coords type = 0=I NDOORS
1=SURFACE 2=UNDERSEA

DDE Dat a- | oggi ng conmands

DDE: ot her data
DDE: prefix neans that sonme stuff should be witten out
to the data-logging buffer (at DDEQut). Operand after the DDE
speci fies what to send

Sound fx etc

SNDF function - Set the sound status

Function = ON__ - Sound on
OFF_ - Sound of f
FORE - Sound only plays when
application is in foreground
CONS - Sound plays all the tine

SNDV [fil ename W THOUT. WAV suf fi x]
Now repl aced by SNDE (sound effect) which doesn't require []



This has been kept for back conpatibility/ Play sound if TARG obj
is visible on screen Change vol unme according to di stance from
screen

SNDE fil ename (four letter token)
Pl ay sound effect if TARG obj is visible on screen. Change vol urme
according to distance from screen. This replaced SNDV and doesn't
require []'s

SNDQ filenanme (four letter token) del ay
Pl ay sound effect after a short delay if TARG obj is visible on
screen Change vol ume according to distance from screen

SNDC fil ename (four letter token)
Start controlled sound if TARG obj is visible. Change vol une
according to distance from screen

SNDL filename (four letter token)
Start controlled loop if TARG obj is visible. Change vol une
according to distance from screen

STPC - Stop any controlled sound currently playing

FADE - Fade out any controlled sound currently playing

PLDS token - Prel oad sound into sound cache if TARG obj is visible or
just off screen

oj ect commands

TARG Rval ue - Set Targ object pointer to point at given object
TARG OMNR - (re)set Targ to point at default object
(macro owner, or pet if DDE)
TARG FROM - set Targ to point at cause of this event
(no change if isn't an event nacro)
TARG NORN - set Targ to point at the current Pet

NEW

Create a new Scenery, SinpleObject, ConpoundCbject or
Creature

KILL rval ue
Del ete the object whose address is rvalue, eg. "kill
edit" renoves any object that's been shift-clicked on
(EditObject), "kill targ"
del etes the target object.
THI' S I NSTRUCTI ON MUST BE LAST ONE IN MACRO I F I T KILLS
THE OWNER OF THAT MACRO

EDI T
Attach TARG obj to nmouse (even if it's not carryable) so
that user can position it.
Used by Object Editor to allow NEW objects to be
positioned
Do this by setting the EditCbject variable in VivDoc. cpp.
This causes the TaskSwitcher to make this object follow the
nmouse until a nouse button is pressed.

ANI'M [ 123432R] - objects



ANIM [ 010203R] - creatures
Start ani mati on of DEST object/part using these poses
CREATURE: poses refer to entries in the pose table; anins
are TWD-digit nunmbers fr creatures

OVER
Wait until the current DEST object's aninmation is over,
before continuing. CARE: anins ending in 'R wll never
stop. COVWPOUND, it's the current PART's animthat's
checked.

POSE n

stop any ani mation of DEST obj's entity, and set it to
POSE# n (pose, not abs image# ie. sanme effect as using
ANIM [n])

CREATURE: W Il continue with next instruction ONLY when
target pose has been reached.

PRLD [ 1234]

Pre-1oad i mage cache with these poses, to make for snoother
ani mati on | ater CREATURE: n/a

BASE n
Speci fy the base i nage nunber for this object/part. Can
be used to allow anins fromlarge tables of inmages, by
novi ng base sprite# around table. Value is an ABSOLUTE
index into this object's inmge
gallery. CARE: no error checks!

Because the ANI M command for objects uses a single digit for inage
nunbers BASE is needed if you are using a sprite file with a |ot of
entries.

The exanple belowis fromthe C oud Butterfly COB and shows the use of
the BASE conmand — in all other ways the two subroutines bel ow are

i denti cal

subr left

base 0 anim[0123] over
ani m [ 450]

mvby -3 0

retn

subr rite

base 6 anim[0123] over
ani m [ 450]

mvby 3 0

retn




PART part#
Set part# for future actions on ConpoundCbjects, eg.
Ani mat i ons

MWTO x vy
nove object to abs | ocn and redraw

MVBY xd yd
nove object by relative ambunt and redraw

BHVR click creature
Set SinpleCbject's reactions to clicks by nmouse and
activation requests fromcreatures.

Val ues for BHVR

Click - user interaction Touch - creature interaction
0 clicks have no effect 0 creature can take no actions
1 monostable: clicks activate, further 1 actl

clicks have no effect until object is
inactive again.

2 retriggerable monostable: clicks 2 act2
activate even if already active
3 toggle: 1st click activates, 2nd 3 actl act2
deactivates again
4 cycle: 1st click activatel, 2nd 4 deac
activate2, 3rd deactivate
5 actl deac
6 act2 deac
7 actl act2 deac

TICK #ticks
Set the TARG object's tinmer to given rate.
TIMER scripts will be executed whenever this timer tines
out .

Set to 0 to disable TIMER events

SPOT spot# left top right bottom
Set up a ConmpoundObj hotspot, for users/creatures to
click on (See KNOB for how to assign a hotspot to an
activation function)
spot# = hotspot# 0-5, Itrb = coords of hotspot on object
RELATI VE to part[O0]
Set Itrb to-1-1-1-11to renpve a hotspot

KNOB acti vati onf n# hot spot#
Attach a ConpoundObj's activation function (ACT1=0
ACT2=1...) to a given hotspot
(eg. to nmake hotspot# 0 into a Deactivate button, use
KNOB 2 0) set KNOB activationfn -1 to disable an action
button



knobs 0-2 are actl,act2,deac for creature; knobs 3-5 are actl,act2,deac for hand.

CABN I tr b
Set the relative coords of TARG VEH CLE, LIFT or
Al RCRAFT' S Cab (cabin rectangl e)

GPAS - get passengers
DPAS - drop passengers

SPAS vehicle creature - get this particular passenger
Load all nearby creatures into TARG VEH CLE or LIFT, or
drop them agai n. Normal ACTIVATE# scripts for vehicles
shoul d call GPAS and normal DEACTI VATE scripts for vehicles
shoul d call DPAS. Any vehicle's COLLI SION script that
effectively deactivates the vehicle on collisions should
al so call DPAS
These functions are at the discretion of the designer, in
case speci al behavior is reqd.
SPAS is used to get a single creature into a vehicle; the
first paramis explicit because eggs use this command to
get a given creature into the incubator at hatch tine.

BBD:
Prefix for various bl ackboard-rel ated conmands

MESG SHOU nessage
- "shout" send nessage to all
creatures that can hear OANR obj
MESG SI GN nessage
"signal" see OMR
MESG TACT nessage
“"tactile" are in contact with OMR
MESG WRI T obj ect nessage
"write" send nmessage to a specific object
Object is a pointer to an object (TARG OMR, FROM or
NORN)

Message meani ngs

0 | Activate 1 4 | Pick Up
1| Activate 2 5 [ Drop
2 | Deactivate 8 | Enterscope

These are the nessages that you can send between objects and creatures,
obj ect s/ objects or creatures/creatures.

STM¢ SHOU sti nmul us#
STM¢ SI GN stinul us#



STM¢ TACT stinul us#

STM# VWRI T obj ect stinul us#
Emt one of the hard-wired stinmuli (STIM.DI SAPPO NT, etc.)
Stimulus# is a value fromO to NUMSTIMILI-1, and refers

to one of the built-in stimuli in the stinulus library.
Often this command will be enough, but if a nore

speci alised stinmulus is required, use the STIM comand
(see bel ow)

bject is a pointer to an object (TARG OMR, FROM or
NORN)

STIM SHOU |ist of stimulus itens

STIM SIGN |ist of stinmulus itens

STIM TACT list of stimulus itens

STIMWRIT object list of stinmulus itens
Emit a specialised stimulus to a given creature or nearby
creatures If one of the built-in stimuli will do, use the
STM¢ command (above), but if none of these is suitable,
specify the exact stinulus data using this cnd.
Object is a pointer to an object (TARG OMR, FROM or NORN)

"list of stimulus items" refers to a |list of values, as follows:

Si gni fi cance; - anount to nudge significance neurone by
I nput ; - sensory | obe neurone# (or 255 if none)
Intensity; - Anpunt to nudge input neurone by
Feat ur es; - bit record of features
cheni cal 0, anpbunt O, - 4 chemicals to enmit into bl oodstream
(0==unused)
cheni cal 1, amount 1, - WwWth amounts to enit (0-255 noles)

chem cal 2, anpbunt 2,
chem cal 3, anpbunt 3

Cr eat ur e comrands

Al these conmands apply to the TARG object, which nust

be a creature TAKE CARE to return TARG to pointing at OMR
before using these commands after changing TARG (eg. to IT
(ATTN)

FIRE x y anount
Fire the neurone whose position is XY (used by PET
scanner, etc.) '"anmpunt' is the signal strength - 0-255 is a
"safe' signal, >255 is lethal to the cell and "kills" it
(useful for brain surgery!)
NOTE: KILLI NG CELLS IS NOT YET | MPLEMENTED
TRI G | obe cell anount
Fire this particular neurone
CHEM chemi cal anount
Add this nmuch chemical n to TARG s bl oodstream



APPR
Approach IT.
Choose a wal king gait according to chenp-receptors, then
start wal king towards _IT_. Continue with next instruction
when you are W THI N REACH

WALK
Wal k indefinitely.
Choose a wal king gait according to chenp-receptors, then
start wal ki ng.
I f extraspective, you'll continuously walk towards _IT_,
but this command is primarily for introspective wal ki ng,
such as "wander east", so creature will walk in current
direction using the given gait.

TOUC
Reach out and touch IT.
Normal | y preceeded by APPR macro. Continue with next
i nstruction when you have successfully touched IT (or
when you are as close as you are going to get).
If total failure (no IT, or IT gone below floor |evel)
then the present action schema is suppressed (action has
failed) and the macro is term nated.

PO N
Point to IT.
As for TOUC, but creature reaches out to object with head
facing canera. This can be used to allow a creature to ask
the user what an object is called,
for exanple. See TOUC for usage.

AlM act
Set the target point on the IT object for subsequent APPR
and/ or TOUC conmands

VALUES FOR ACT
0: actl 1. act2 2: deac
SAY# n

Speak word n in a speech bubble, and send that word as a
SI GNAL nessage to all creatures in earshot
SAY$ [string]
Speak given string in a speech bubble (no signals sent)
SAYN
Speak your nost pressing need
I MPT n
Signify how inportant this (voluntary) action is (how
unlikely it is that another action will override this one
before it has finished).
value is the anpbunt that gets used to nudge the current
deci si on neurone. This instruction should be used at the
start of EVERY creature action macro, and may be used
within a macro if the inportance changes during a |l ater



phase. Val ues should be | ow nunbers!

DONE
Creatures only. This voluntary or involuntary action has
been conpleted. For voluntary actions: resets the decision
neurone to force creature to make a new decision, and
ensures current inportance is zero.
Put this cnd at the end of any TRANSI ENT voluntary action
(eg. actl but not wal keast)
and after EVERY involuntary action

LTCY action m ndel ay maxdel ay
Set the Latency for the TARG creature's given Involuntary
Action (0-7).
Only relevant to Involuntary Action scripts (Creature's
rel ex actions).
Prevent this action repeating for at |east DELAY*4 ticks
(DELAY is in 4/10th sec intervals, as decision-making fn
gets called only every 4 ticks, and is a random nunber
between m n and max).
This command may be called at the end of an involuntary
action script to prevent reactivation until the chenica
which triggered the action has subsided. A random | atency
can be useful for actions such as "languish due to | ack of
strength", to nake them OCCASI ONALLY override wlled

actions.

ASLP 0/1
Go to sleep (close eyes, becone insensible to sone
stimuli) or wake up
Instruction doesn't change pose - macro nmust do this
after ASLP instr.
Any change of action will automatically wake creature up
agai n.

DREA max
Start dreaming, ie. start processing any pending
instincts, instead of receiving sensory data from
environnment. Normally, this should be done
only during deepest sleep phase, plus during enbryol ogy,
while the creature is in |linmbo before hatching. Once
activated, MAX pending instincts will be processed, then
the dream state switches off automatically.
Each instinct takes about 5 secs, during which the
creature is insensible.
Set MAX to a suitable value - too |l ow and insincts take
too many sleeps to get processed, too high and creatures
remai n i nsensible for too | ong

DROP
Drop any object(s) that you are carrying.

MATE

Only relevant to nale creatures:



Pass any waiting spermto female (if IT is a female of
same genus).

Female will conceive if she's in the right condition
(fertile & receptive)

SNEZ
TARG creature sneezes - infect nearby creatures or
environment with any live bacteria he has in him
SLIM
Set the limts of the target object
MCRT X vy
Move a carrot to x vy
to X,y and noves the canera with it
TELE x y
Tel eport all of the vehicles occupants
to X,y and noves the canera with it
EVNT obj ect
Add an object onto the Event bar
(either a newborn, and egg or a death)
RVEV obj ect
Renove an event fromthe event bar
/1 do all asynchronous instrs at once, but let others execute at
/1l one instr per tick, UNLESS Inmediate is set, in which case ALL
/'l instrs get executed in a single pass
VRSN nunber
only run this script if Creatures build ID is equivalent or
higher. le. If macro starts “VRSN 2” then Creatures mnust be
version 1.0.2 or higher to run this script.
VRSN

Lvalue to get Creatures Build ID. le. Setv varl vrsn



EVENT NUMBERS

deactivate

activate 1

activate 2

hit

picked up

dropped

collision

enter scope

Leave scope

timer
. extra Quiescent
. extraactivate 1
18. extraactivate 2
19. extradeactivate
20. extraseek
21. extraavoid
22. extrapickup
23. extradrop
24. extrasay need
25. extrarest
26. extrago west
27. extrago east
28. extraundef 1
29. extra undef 2
30. extraundef 3
31. extraundef 4
32. intro Quiescent
39. intro drop
40. intro say need
41. introrest
42. intro go west
intro go east
intro undef 1
intro undef 2
46. intro undef 3
47. intro undef 4
50. pointer act 1
51. pointer act 2
52. pointer deac
53. pointer pickup
54. pointer drop
64. involuntary action O
65. involuntary action 1
66. involuntary action 2
67. involuntary action 3
68. involuntary action 4
69. involuntary action 5
70. involuntary action 6
71. involuntary action 7
72. Creature death scipt
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GENUS

0 Override Scripts For
IT=CREATURE

1 Scenery Object

1 System

2 Call Button

3 Invisible

4 Good Herbs




5 Eggs

6 Food




7 Drinks

8 Food Venders

9 Instruments




10 Animals

11 Hot

12 Soothing




13 Small Toys

14 Large Toys

15 Bad Herbs




1 Vehicle

2 Lift

3 Computer

4 A/V equipment

5 Cannon

1 Norn

2 Grendel

4 Side (add-on sp.)




