SpellForce 3 — Script-Engine (3.5)

A Script IDE develop for creating Event-Scripts
for the Game “SpellForce 3”7, “SpellForce 3 Soul
Harvest” and “SpellForce 3 Fallen God”.

This is a nonprofit fan project made by NeoX/IT-Huskys. The usage of this
Software is free for all and does not need any licenses.




1.0 What is the “SpellForce 3 — SCript-ENGINE”? .....couiiiiieeeestere ettt ettt et sbe e 3

1.2 License and Development of the “SpellForce 3 — SCript-ENgINe” .....ccovvieieereeieere e eae e 3
2.0 SYSEEM REOQUIFEIMIEBNTS ..ceinitiiiiite ettt ettt ettt e ettt e ettt e sttt e s bt e e st e e saateesbee e s st e e sabeeesaseeesbeessbeesabeeesabaesnareenas 4
0 A N 1= o 20T [U T[T 0 =T L TP PP TPPRN 5
0T ] 1 U o U UPPPPPRRRRRPPRt 7
3.1 Installer Setup and INStAllAatioN .......cccvviieiie e e st e e et e e rr e e s ene e e erae e enreeenareeans 8
4.0 SpellForce 3 — SCript-ENGINE APP FIlES...ccuui ettt ettt e s ae e e rae e sbae e sabaeeeareeenreesareas 11
4.1 Import-Script — INitialization SETHINGS .....eivuiiiii ettt s e e e 12
4.2 starting the SPellFOrce 3 — SCriPt-ENGINE......cccuiiciieieerieciecceesteeste et e e e s e e s reeeaeeste e s e e s ee e seesseessessnsesseesseens 14
5.0 SpellForce 3 — Script-ENGINe INTEITACE . ....ccutiiieierieeeeee ettt sttt st e st e s e e e beesaeeeas 15
5.1 MAIN-IMIBNU-BAT ... .ttt s bbb s sa e b e e 16
7 = Creates a new Script file with @ CampPaign SCriPL:......oociieiiiie e e are e e nee e 18
8 = Creates a new Script file With @ COOP SCIIPL:...cciiiiiieieceece e re e ens 19
9 = Creates a new Script file with a PVP script (Soul Harvest based by default):.........cccccevvivvivcieincncceeieienns 20
LT 0 R0 o] o] o S O O TP PP U PO PPOUPPRTOTI 26
5.1.2 Auto Backup and SETEiNGS fil@ ......cecuiiiiiiiiceece ettt e re e 27
5.2 SUD-MaIN-IMENU-BAT ...cueiitiiiieieeitee ettt sttt sttt et bt et s b e st e s b e sae et e sbe et e s b e et e s b e sae e besaeeneenneenes 28
5.3 Quick COMMAN SIAEDAT ......eoiiiiiiereeeeee et s s s s s st 29
5.4 Coding Area With ErTOr-IMONITON.........viiiieeeie ettt ettt ettt e e etae e s tae e s tae e sabaeeeateesbaeeeabeeaenbeeensseesasneens 31
T I - 1) S PSP PPPRPPTPPON 32
LR o] To Ty e 1o PO PSSP PR PO PRRRSTPRTROIN 33
7.0 NEW ProjeCt WizZard ..cc.ceeieeiieieeieeeete ettt sttt sttt e st st e bt e s ate s be e beesae e st e sabeesseesatesabeesaeens 34
/2% R o Tor-  d o] o J Mo Tor- | ToT 0|1V, =1 o IO PP PP PP PPPOPPPRPON 34
2 2 - o e o T~ SO OO UP PRSPt 37
R I oo Oe ] o =Y [ =1 O PO PP UPP PPN 39
Y o Yo A =T 4 o1 1 1] Uo ) AR TSR 42
T oY A =V K)o =1V o 45
Sl Ao o [T Y= Tot o] S TP TP PSP P P OPPPPPRPPPRPON 49
7.7 Editor-Management & Create ProJECE.........ooi ittt ettt ettt sttt e st e b e sae e 51
8.0 HOL-KEYS @NA SNOMTCULS ....eeiiieieciiiiceiieeccte ettt ettt ettt eetee e eete e s te e e sbeeesaaeesbaeesabaeessbaeesseessseesnsesennsesensseenseeenn 53

S O] o] o Yo o R B U oo F-) RS 54




1.0 What is the “SpellForce 3 — Script-Engine”?

The “SpellForce 3 — Script-Engine” is a self-develop IDE (Development Envirement) for the Script-
language of SpellForce 3 (Angelscript) with the goal to make Mod and Map development way easier and
comfortable. Compared to other Editor’s and IDE’s who support Angelscript, the “SpellForce 3 — Script-
Engine” imports the base scripts of the game and provides a database over the script-functions and
enum’s of the game easier to use and implement in the own script. Also the management of the Mod
and map projects is way easier thanks to the own file-formats and syntax checks targeted to the
SpellForce 3 Engine.

1.2 License and Development of the “SpellForce 3 — Script-Engine”

The Main-Developer of the “SpellForce 3 — Script-Engine” is NeoX, a huge Fan of the SpellForce franchise
for many years, easy to find in the official Forum. IT-Husky’s is a group of developers who support the
development with tests and Style-Design.

“SpellForce 3 — Script-Engine” is develop for Microsoft Windows 7.1 up to 11. The complete
development is a fan project and is not related to the official game developers of SpellForce 3. Made by
NeoX and IT-Huskys have no connection to THQNordic and Grimlore Games.

The usage of the Software is at the own risk of the user and is not covered by any insurance.
MIT License

Copyright (c) 2018 NeoX / IT-Huskys

Permission is hereby granted, free of charge, to any person obtaining a copy
of this software and associated documentation files (the "Software"), to deal
in the Software without restriction, including without limitation the rights

to use, copy, modify, merge, publish, distribute, sublicense, and/or sell
copies of the Software, and to permit persons to whom the Software is
furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included in all
copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS OR
IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THE
AUTHORS OR COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM,
OUT OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.




Minimal System Requirements:

Hardware:

CPU: Dual Core CPU @2GHZ
HDD: 300 MB

RAM: 2GB
Screen-resolution: 1024x768

Software:

0sS: Windows 7.1 x86

.NET 4.5.2

Recommended System Requirements:

Hardware:

CPU: Quad Core CPU @2,5GHZ
HDD: 300 MB

RAM: 4 GB

Screen-resolution: 1024x768+

Software:

OsS: Windows 10 x64

.NET 4.5.2+

Operating systems that are older than Windows 7.1 are not supported!

Not supported Windows versions:
Windows 7 SPO x64
Windows 7 Sp0 x86
Windows Vista Sp2 x64
Windows Vista Sp2 x86
Windows Vista Sp1 x64
Windows Vista Sp1 x86
Windows Vista Sp0 x64
Windows Vista Sp0 x86
Windows XP SP3 x86, x64
Windows XP SP2 x86ff
Windows Server 2003 ff




2.1 .Net Requirements

Operating system Supported editions  Preinstalled with the OS Installable separately

Windows 10 Fall Creators 32-bit and 64-bit .NET Framework 4.7.1
Update
el 10 Crealiors 32-bit and 64-bit .NET Framework 4.7 .Net Framework 4.7.1
Update

i i .NETF k4.7
Windows 10 Anniversary 32-bit and 64-bit .NET Framework 4.6.2 ramewor
Update .NET Framework 4.7.1
tielons 10 LovemeEr 32-bit and 64-bit .NET Framework 4.6.1
Update
Windows 10 32-bit and 64-bit .NET Framework 4.6 .NET Framework 4.6.1

.NET Framework 4.5.2
.NET Framework 4.6
32-bit, 64-bit, and NET Eramework 4.5.1 .NET Framework 4.6.1
ARM .NET Framework 4.6.2
.NET Framework 4.7
.NET Framework 4.7.1
.NET Framework 4.5.1
32-bit, 64-bit, and NET Framework 4.5 .NET Framework 4.5.2
ARM .NET Framework 4.6
.NET Framework 4.6.1
.NET Framework 4
.NET Framework 4.5
.NET Framework 4.5.1
.NET Framework 4.5.2
Windows 7 SP1 32-bit and 64-bit -- .NET Framework 4.6
.NET Framework 4.6.1
.NET Framework 4.6.2
.NET Framework 4.7

.NET Framework 4.7.1

Windows 8.1

Windows 8

Windows Server, version

1709 64-bit .NET Framework 4.7.1 --

.NET Framework 4.7
.NET Framework 4.7.1
.NET Framework 4.5.2
.NET Framework 4.6
Windows Server 2012 R2 64-bit .NET Framework 4.5.1 .NET Framework 4.6.1
.NET Framework 4.6.2
.NET Framework 4.7

Windows Server 2016 64-bit .NET Framework 4.6.2




Windows Server 2012 (64-
bit edition)

Windows Server 2008 R2
SP1

Windows Server 2008 SP2

64-bit

64-bit

32-bit and 64-bit

.NET Framework 4.5

-

.NET Framework 4.7.1
.NET Framework 4.5.1
.NET Framework 4.5.2
.NET Framework 4.6
.NET Framework 4.6.1
.NET Framework 4.6.2
.NET Framework 4.7
.NET Framework 4.7.1
.NET Framework 4
.NET Framework 4.5
.NET Framework 4.5.1
.NET Framework 4.5.2
.NET Framework 4.6
.NET Framework 4.6.1
.NET Framework 4.6.2
.NET Framework 4.7
.NET Framework 4.7.1
.NET Framework 4
.NET Framework 4.5
.NET Framework 4.5.1
.NET Framework 4.5.2
.NET Framework 4.6

If you need to update your .Net version go to http://go.microsoft.com/fwlink/?Linkld=168461



http://go.microsoft.com/fwlink/?LinkId=168461

The Setup of “SpellForce 3 — Script-Engine” requires the following Files at the same folder:

Files: SF3_Script_Engine_Installer.exe <-Main Setup Exe
Interop.IWshRuntimelLibrary.dll <- Support library

- = | Verwalten SF3-Script-Engine_3_5_Setup — O *
Start Freigeben Ansicht Anwendungstools 0
=8 / - — . "
IJ L « Verschieben nach = ) Loschen ~ E-_h M = HHA”ES auswahlen
e < Michts auswihlen
An Schnellzugriff Kopieren Einflgen B i - = Meuer Eigenschaften
anhefteng P g lil B Kopieren nach IZP Umbenennen T g * DDAuswahI umkehren
Zwischenablage Organisieren Meu Offnen Auswihlen
« v <« Projects » SF3SCRIPTENGIME _tabs 3.5 » SF3-Script-Engine_3_3_Setup v O O "SF3-Script-Engine_3_5_Setu...
(o) MName Anderungsdatum Typ Grafe
# Schnellzugriff _
5| Changelog.txt 06.12.2021 13:41 Textdokument TKB
1 Dieser PC 2] Interop.lWshRuntimeLibrary.dll 12.04.2015 16:29 Anwendungsenwe... 13 KB
_J 3D-Objekte | 5F3_Script_Doku.rar 25.03.2018 22:58 WinRAR-Archiv 11170 KB
| Bilder i SF3_Script_Engine_Installer.exe 06.12.2021 13:08 Anwendung 39.235 KB
I Deskiop 8 srarc TUTM_2_0_project files.rar 22,01.2021 1419 WinRAR-Archiv 23,149 KB
- SF35E_Manual.pdf 22.01.2021 12:01 Adobe Acrobat-D... 3.932 KB
i P
*Z| Dokumente
M SF35H TUTM_1_1_project_files.rar 08.05.2020 16:39 WinRAR-Archiv 23.867 KB
D load
¥ Downloads {8 Unit test map project - SpellForce 3 (base...  08.05.2020 16:39 WinRAR-Archiv 11.165 KB
D Musik
v
BElements 1 Element ausgewshit (38,3 ME) =

Make sure to start the Installer with Administration Rights!

Make a Right-Click on the Installer Exe and select “Start with administration Rights”.

A [ =1 Verwalten SF3-Script-Engine_3_5_Setup - O %
Start Freigeben Ansicht Anwendungstools 0
4 - — - -
l_] & « Verschieben nach - ) Loschen - ﬁ_h M = BHA”ES auswahlen
e @ Michts auswahlen
An Schnellzugriff Kopieren Einflgen B i - = Meuer Eigenschaften
anhefteng p L, l:l [ Kopieren nach =] Umbenennen AR L, ¢ DDAuswahl umkehren
Zwischenablage Crganisieren Meu Offnen Auswihlen
« v P <« Projects » SF35CRIPTEMGINE tabs 3.5 » S5F3-5cript-Engine_3_5_Setup ] jol "5F3-5cript-Engine_3_5_S5etu...
-~ —
" Mame Anderungsdatum Typ Grife
# Schnellzugriff _
|_1 Changelog.bet 06.12.2021 12:41 Textdokument TKB

[ Dieser PC [#] Interop./WshRuntimeLibrary.dll 12.04.2015 16:29 Anwendungserwe... 43 KE

) 3D-Objekte m SF3_Script_Doku.rar 25.03.2018 22:38 WinRAR-Archiv 11170 KB

= Bilder i SF2_Script_Engine lnctallar NA 12 2071 12.08 Arussanding 20 255 KB

Offnen
I Desktop 8 sFarc TUTML2
SFISE Manual. Open with PE Explorer
@ Dokumente - .
m SF3SH TUTM_1 G Als Administrator ausfihren
; Downloads B8 Unit test map Behandeln von Kompatibilitétsproblemen
J’ Musik v An "Start" anheften
& Elemente 1 Element ausgewsahlt (38,3 MB) I;{ Edit with Notepad++

After that you can go to point 3.1.




3.1 InstaIIer Setup and Installatlon

i SF3-Script-Engine 3.5 Setup = X

i SF3-Script-Engine 3.5 Setup X
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[End-User License Agreement (EULA)

'SF3-Script-Engine
Last modified on November 1, 2017

Gemany. { As defined below ) This License Agreement is ™" ITH ™" for the Made by NeoX / IT-Huskys. development team and their partners. ""You™" and
""your"" refers to the user of the computer on which the software was installed or . and therefore agree that this License Agreement.

FLEASE READ THIS END USER LICENSE AGREEMENT (THIS ™" EULA™ OR ""LICENSE AGREEMENT™") CAREFULLY. BY CLICKING """ ACCEPT ™
" BUTTON OR USING THE GAME OR THE SOFTWARE OF THE GAME CLIENT (THE ™ SOFTWARE""} INSTALL . YOU AGREE THAT THIS
AGREEMENT . AS ONE OF THEM SIGNED CONTRACT VALIDITY OBTAINED . IF YOU DO NOT AGREE WITH ALL TERMS AND CONDITIONS OF THIS
LICENSE AGREEMENT . YOU ON THE BUTTON TO INDICATE THAT YOU NOT AGREE TO THE TERMS OF THE LICENSE AGREEMENT . AND
COMPLETE THE INSTALLATION OF THE SOFTWARE FROM CLICK . BY AGREE WITH THIS LICENSE AGREEMENT , YOU REPRESENT THAT YOU
ARE OF LEGAL AGE AND UNDER THE LAWS OF YOUR RESIDENCE THE LEGAL POWERS HAVE A CONTRACT TO COMPLETE ACKNOWLEDGE

I LIMITED USE LICENSE

(Granted on the basis of the terms of this License Agreement and your consent to this [TH you and you hereby accept . urtil the termination of the License
Agreement by you or [TH | a limited, nan - exclusive, non - transferable license to intemally install the following components and exclusively as perform part of the
game (i) the Software , all accompanying material , and (ii ) any software upgrades , patches, subsequent versions and updates {collectively ™" updates™) , the
ITH leaves you to use . The software and the game is provided solely for your personal , non-commercial entertainment purposes anly and may not be used for

publish , assign or distribute in any way. The license granted to you is free of charge

Il CONDITIONS

By installing and using the Software and playing the Game , you acknowledge that you have read and understood the terms of this license agreement and that
they accept this . You must also : {i}the ITH Tems of Use {the " Terms of Lse™ ), which are linked at the bottom of the site and are incorporated by this
reference portion of the license agreement , read, understand and accept ; (ii ) an account for the game (an " Account™") create (as defined in the Temms of
detail this procedure ) and (iii ) meet the hardware and connection requirements ¢he ™ " site """} are published on the websites of ITH . These requirements

[ 1 Accept

'SF3-Script-Engine thereinafter SF3-5-E ) is a software by the development team Made by NeoX / IT-Huskys. and falls under the jurisdiction aﬂhe federal state of

any other purpose or in any other way. Without the explicit consent of ITH Do nothing that you obtain from the software or the game, sell . copy . share , transmit,

v




’ SF3-Script-Engine 3.5 Setup
g b B R ".'-.'-.'-.'-.'-.'-.'-.'-.'-.'-.‘-.'-.‘-.'-.'-.'-.'-.'-.'- -.'-.'-.'- '- 5
Maﬁ&- ) NeoX - By g g g g i g iy T g Ty Ty iy Ty g g g Ty g g "

S5F3-5cri jine Version: 3.5 RC
SF3-Scri jine Se. - 14
e Main Installation Additional Installation
2 Cument System Architecturs: 64 By ® 5F3-Script-Engine 54Bit Install SF3includeLogic.as
. Install SF3IncludeVisual as 1 3
SF3-Script-Engine 32Bit
O erpt-Engine Install Manual
Loaded Entity DB's:
Config Setup:
Additional Scripts | (O Base (O Bxpl O ExpZ @ Ful 16
@ Steam/GoG Saurca‘ Local Imported Include Seript \ 12 Entity_Mab "
SF3IncludeLogic.as: O [ (O] Entity_ftem
[ Remove Script g8 Entity_LootSet - 1 5
SF3IncludeVisual as: (@] | [C] N ) |E|_ Entity_Ability -~
| \‘ ‘ ity NJ\IrtyTree
File-Association: Post Setup Action: Create Desktop Shortcut . any Aimal S -
4 D = B sk start SF3-SE after Setup fidid H‘En;m,\ﬂ,,m =
reset/delete existing corfig e ‘ 1 1
Setup created - -

10

1 = Shows the current System Architecture
2 = Selection for what version of the SF3-Script-Engine is going to be installed (Native recommended)

3 = Selects if the “SF3IncludelLogic” will be loaded from the game installed Steam/GoG-folder or an own
local version next to the editor

4 = Selects if the “SF3IncludeVisual” will be loaded from the game installed Steam/GoG-folder or an own
local version next to the editor

5 = Selects the file-association who will be linked to the SF3-Script-Engine with the first start of the
Editor (if you have some other IDE installed on the system you should only select “s3sp”)

6 = Event-Log/Protocol of the Installation
7 = Goes back to the AGB
8 = Lets you select the Installation-Folder and starts the Installation with the current settings

9 = Gives you the option to create a Desktop-Link (Shortcut) of the SF3-SE after the Installation and
starting the IDE after it is finished.

10 = Removes the selected custom Script file from the setup




11 = Shows the currently added custom scripts

12 = Here you have the option to include other base-scripts to the SF3-Script-Engine who will be loaded
into the IDE Database and all functions will be pathed. There is no maximal amount of Scripts who can
be added here

13 = Selects what additional files will be included in the Installation (if you selected “local” at point 3 and
4, you should install “SF3IncludelLogic.as” and ”"SF3IncludeVisual.as”)

14 = Shows the version of the SF3-Script-Engine that you are going to install
15 = List of the Entity-Databases who will be loaded in the SF3SE

16 = Here you can selects for what game version you want to load in the entity databases. Base =
SpellForce 3 base game only, Exp1 = SpellForce 3 Soul Harvest ,Exp2 = SpellForce 3 Fallen God, Full = All
data of these Entity-DB’s

Imore loaded Databases can increase load times, only use these databases you need for your project!

Step 3: After you configured the Setup, click “Start Setup”, choose the installation-folder and the Setup
will start.

8 SF3-Script-Engine 3.5 Setup - X
Il.-l1T._‘%'-”-=’:-= ‘- -l .I - -l .l -I -I -l

- Made by Neok
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Step 4: After a successful installation you will see this screen. Now the “SpellForce 3 — Script-Engine” will
start if you selected it and you can close the Setup.




4.0 SpeIIFore 3 — Script-Engine App Files

After a successful installation the installation folder has the following files:

Files: SF3SCRIPTENGINE_x64.exe (x64 installation)
SF3SCRIPTENGINE_x86.exe (x86 installation)
RTB_ToolTip.dll
import_script.txt
sf3_script_engine_logo.ico
SF3Includelogic.as (optional installation)
SF3IncludeVisual.as (optional installation)
Manual.pdf (optional installation)
Entity (Folder with entity-databases)

Y < | SF3-Script-Engine — O X
m Start Freigeben Ansicht (2]
- [Fp D i
* Lj @ Verschieben nach X Laschen v “fl i‘ BEA”eS Auswihlen
. Fl- Nichts auswahlen
An Schnell iff Kopie Einfuge < en nz N Ei haft:
! acnr?:ftz:g” s e ul RpeE e S en Oreclune;r IgenSf aen £ DD Auswahl umkehren
Zwischenablage Organisieren Neu Offnen Auswahlen
& v A « Prog & Data (D:) » sf3_script_3.5 » SF3-Script-Engine > v O "SF3-Script-Engine" durchsu...
) 3D-Objekte (] Name - Anderungsdatum Typ GroBe
=] Bilder | Entity 06.12.2021 13:29 Dateiordner
I Desktop import_script.txt 06.12.2021 13:29 Textdokument 2KB
|2] Dokumente Manual.pdf 06.12.2021 13:29 Adobe Acrobat-D... 3.932KB
3 Downloads @ RTB_ToolTip.dll 06.12.2021 13:29 Anwendungserwe... 23KB
J’ Musik D sf3_script_engine_logo.ico 06.12.2021 13:29 Icon File 166 KB
B vid # SF3Includelogic.as 06.12.2021 13:29 AS-Datei 120KB
ideos

i - ' SF3IncludeVisual.as 06.12.2021 13:29 AS-Datei 10 KB
d tentra :
= Lokaler Datentrager (C) | G GpaSCRIPTENGINE x64.exe 06.12.2021 13:29 Anwendung 10.539 K8 |
- Prog & Data (D:) 8 SF3SCRIPTENGINE_x86.exe 06.12.2021 13:29 Anwendung 10.539 KB

«a NeoX Data Server 5 (E:)
— NeoX Data Server 3 (G:) V¥

9 Elemente =

= Required
= Optional
= Not Needed
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4.1 Import-Script — Initialization Settings

The “import_script.txt” is the SF3-Script-Engine base settings file. In this file you can say what files will
be loaded at the start in the IDE and what File-Association will be set. This file is created by the installer
but can be easily modified by hand.

import_script base:

1 True

2 True

3 2|SF3lIncludeLogic.as

4 2|SF3IncludeVisual.as

5 0|D:\myfolder\mycustomscript_1.as

6 0|D:\myfolder\mycustomscript_2.as

7 END-SCRIPT

8 9|Entity_Mob.txt

9 9|Entity_ltem.txt

10 9|Entity_LootSet.txt

11 O|Entity_Ability.txt

12 O|Entity_Ability Tree.txt

13 9|Entity_Animal.txt

14 1|Entity_AnimalSwarmingBehavior.txt

15 O|Entity_Blueprint.txt

16 O|Entity_BlueprintUpgrade.txt

17 9|Entity_Class.txt

18 9|Entity_MainCharacter.txt

19 9|Entity_MiscCharacter.txt

20 O|Entity_Notification.txt

21 O|Entity_Preset.txt

22 9|Entity_ RTSAIFaction.txt

23 9|Entity_RTSBuilding.txt

24 O|Entity_RTSBuildingBehaviorCharge.txt

25 O|Entity_ RTSBuildingBehaviorCreepSpawn.txt
26 O|Entity_RTSBuildingBehaviorHeroAltar.txt

27 O|Entity_RTSBuildingBehaviorResourceCollector.txt
28 O|Entity_RTSBuildingBehaviorResourceProducer.txt
29 O|Entity_ RTSBuildingBehaviorSectorCenter.txt
30 O|Entity_RTSBuildingBehaviorSentry.txt

31 O|Entity_RTSBuildingBehaviorTitanAltar.txt

32 O|Entity_ RTSBuildingBehaviorUnitProducer.txt
33 O|Entity_RTSBuildingStages.txt

34 O|Entity_RTSDamageValues.txt

35 9|Entity_ RTSRace.txt

36 1|Entity_ RTSResourceChecklist.txt

37 1|Entity_ RTSResourceDummy.txt

38 O|Entity_RTSResourceList.txt

39 9|Entity_ RTSTechnology.txt

40 O|Entity_RTSTechnologyBonus.txt

41 O|Entity_RTSTechnologyRequirement.txt

42 9|Entity_RTSUnit.txt

43 9|Entity_ RTSWorker.txt

44 9|Entity_SideCharacter.txt

45 9|Entity_Spawn.txt

46 O|Entity_Tutorial.txt

47 O|Entity_RTSBuildingBehaviorSoulHarvester.txt
48 O|Entity_ RTSBuildingBehaviorTunnel.txt

49 O|Entity_ RTSFounder.txt

50 O|Entity_RTSTransport.txt

51 2|Entity_SpawnGroup.txt

52 O|GlobalVariables.txt

53 3|Entity_RTSBuildingBehaviorUnitConverter.txt
54 END-LINE




1=If set to “True”, the IDE will set an File-Association to “.s3sp”, set it to “False” to deactivate it

2 =If set to “True”, the IDE will set an File-Association to “.as”, set it to “False” to deactivate it

3 =0 ->load SF3Includelogic.as locally next from the IDE Exe, 1 -> load SF3Includelogic.as (Base game)
from the game folder of STEAM or GoG, 2 -> load SF3Includelogic.as (Soul Harvest EXP1) from the game
folder of STEAM or GoG,

4 =0 ->load SF3IncludeVisual.as locally next from the IDE Exe, 1 -> load SF3IncludeVisual.as (Base game)
from the game folder of STEAM or GoG, 2 -> load SF3IncludeVisual.as (Soul Harvest EXP1) from the
game folder of STEAM or GoG,

5-*(7) = 0 -> does not load this script file, 1 -> does load the script from the given path after the “|”. You
can just add a new line with another script file that has to be loaded in

8 = shows the Engine that the Base-Script end here. Always end this section with “END-SCRIPT”.
Everything after that is the Entity-Database configuration.

9-53=
0 -> does not load this entity database,

1 -> does load the entity database named from the installation folder for the base game of SF3
only,

2 -> does load the entity database named from the installation folder for the expansion of SF3
Soul Harvest only,

3 -> does load the entity database named from the installation folder for the expansion of SF3
Fallen God only,

9 -> does load the entity databases named from the installation folder for all games of the SF3
series

54 = shows the Engine that the Script end here. Always end it with “END-LINE”. Everything after that will
be ignored




After checking that the App-folder is complete and the “import_script.txt” is correctly configured, you
can start the SpellForce 3 — Script-Engine. Always start the SF3SE with administration permissions so
there are now issues when it has to set the file associations or import files from different folders.

Step 1: Right Click on the Main- Exe and select “Start with Administration permissions”.

m S5F3IncludeYisual.as 06.12.2021 13:29 A
T SFISCRIPTENGIME x "
Offnen
i SFISCRIPTENGINE x8
Open with PE Explorer
i ) Als Administrator ausfiihren
shit (10,2 ME}) Behandeln von Kompatibilitdtsproblernen

=

Step 2: Wait for the IDE to open

i I ALIGI R
HETOKOCC D

Here the IDE loads all the scripts configured in the “import_script.txt”. Files from the STEAM or GoG
Folder (depending on the configuration) will be shown as such and locals or custom files also.

When the import of a script fails, you can get an ERROR here. Close the IDE after it opened and check
your “import-script.txt” and make sure you started the IDE with Administration permissions.




5.0 SpellForce 3 — Script-Engine Interface

il SF3-Script-Engine 2.2 RC - [map_874] C:\U;ers\Neow\project_map_g?”i\map_9?4\5cr\pts\Leve\.a;" X

5F3-Script  Function-Database  Info  Options

i C:\Users\NeoX\Desktop'\project_map_974'\map_974\Scripts\Level.as” {i C:\Users\NeaX\Desktop\project_map_974\map_974\Scripts\Weatheras | C:\Users\Neo| Moes

=Scripts/EXP1_LevelBase as”

wel : EXP1_LevelBase

m_stgVersion = "0.2";

@ _Reference)

“reated() overide

1 = App Header (shows the current loaded script file of the Editor, the current loaded project and it’s
save state)

2 = Main-Menu-Bar (see page 16)

3 = Sub-Main-Menu-Bar (see page 28)

4 = Quick Command Sidebar (see page 29)

5 = Line Selection Footer (Shows the Line number where the Curser currently is)

6 = Script-State (Shows if the Script can be loaded without any error. Green = all OK, Yellow = unknown
commands but can work, Red = Load Error)

7 = Coding Area with Error-Monitor (see page 31)

8 = Tag-List (see page 32)




il SF3-Scri pt-Engine 2.1 RC - p_578] E\dev_base\5F35H_Map_Installer_Green_M:

SFE»—Script:n Function-Database o a5 ? Function-Database | Info  Options 7

—

5 NewFile »  puntain_Casiie‘project_map_978\map_37! 18 Functiens Al+F project\Scrpts'Levelas ¥ D
10 New Project Strg+P i Ihﬁ\m 19 Enurns Alt+E
|11 New Editor... 124 .inTab 20 EntityMob  Alt+M

. Load File Strg+L 25 v in Window| \Strg+W .
12 .. LoadProject Strg«M [N —— 21 Entity ltems Al
13 - SaveFile Strg+S Empty 22 Entity LootSet  Alt+L
14 - Savefileas. Strg+L - 2 3 Entitys... 4 Mon-RTS related »
. . 7 Campaign S

27 . Save active Project Strg+Q) i Uocumentation can be tound g BTS related ¥
15 Info Strg+ 8 Coop
16 Help & Support Discord  Strg+H 9 PyP

1 = Opens the Menu for all File Operations
2 = Opens the Menu for the imported Functions-Database

3 = Shows Information of the SF3-Script-Engine:

This IDE is developt for creating
Script-Files for SpellForce 3 based on

the Syntax and functions. This IDE S 3

4 = Opens the Option Menu (see page 26)

5 = Open the File-Menu

27 = Save the current project with all data of open files, Wizzard informations and backend settings of
the currently open files manually (needs at least 1 saved file open in the IDE)




n
/I Documentation can be found at:

" http://cp-srv-01/wiki
" file://lI/ICP-SRV-01/Projects/SF3/LevelDesign/ScriptDokumentation/html/index.html
Il includes:

#include "../../ basicScripts / LevelBase.as"

I
/I globals:

I
Il classes:
I

I
class Level : LevelBase

{
i

string m_stgVersion = "0.2";

l
/I --- constructor --- dont make any changes here
Level(LevelReference@ _Reference)

{

super(_Reference);

}
I
Il overriden:

I level has been entered
void OnEntered() override

{
/I Call the original OnEntered
LevelBase::OnEntered();
}
n
/I ---- CUSTOM FUNCTIONS AND EVENTS
n

I/IAll events are registered in this function.

/[There soudn't be any variable declarations or initialitations
n

void InitEvents()

IIYour stuff

/s called right at the beginning of the level. Should only be used to start a dialoge, or directly stage an event and so on.
void InitCommon()
/I Start Dialogue at the beginning

/I or script a small cutscene

}

I
/I ---- CUSTOM FUNCTIONS AND EVENTS




7 = Creates a new Script file with a Campaign script:

I
1 Map Name

/I Documentation can be found at:

I http://cp-srv-01/wiki
I file:////CP-SRV-01/Proj elDesign/Scri i htm
I includes

#include "

1./ basicScripts / LevelBase.as"

n

class Level : LevelBase
1/ count this version-number up. This is for later version tracking, when the QA plays the map

string m_stgVersion = "1.84 - 25.09.2017 - 18:40";

"
/I member variables:

1
Il constructor:
Level(LevelReference@ _Reference)

super(_Reference);

n
1l overriden:

Il level is being created for the first time - only called once for a campaign
void OnCreated() override

print("[SCRIPT] —- VER S 10 N: LevelBase: "+m_LevelBaseVersion+", Map Script: " + m_stgVersion+" (Level was just created)");

print(*[SCRIPT] —- M A P : Map: "+ m_Reference.GetMapld() +", setting: " + m_} GetWorld().GetC

m_bintro = false;
LevelBase::OnCreated();

array<Entity> _arEntities = m_| i tgC

for (uint_iTmp1 = 0; _iTmp1<_arrEntities.length() ; _iTmpl++)
'm_Ref

InitCommon();

InitEvents();

/l'level data had been restored from savegame - ensure version compability here
void OnLoaded(const uint _uVersion) override

1l super(_uVersion);

void InitEvents()

/I - SIDEMISSIONS

}

void InitCommon()
{
1
1/ Set up the Characters

}

n
Il - EVENTS:

void ArticyEndGame()

printNote("-—- GAME ENDS -

m_bMagePinDialogFinished = true;
m_Reference.WinGame(0);

}

n
/I---CUSTOM FUNCTIONS

iTmp1] ), false );




n
#include "../../basicScripts/Journey_LevelBase.as"

I
class Level: Journey_LevelBase
{
/I count this version-number up. This is for later version tracking, when the QA plays the map.
string m_Version_Level = "QA hasn't played the map yet";
/I --- constructor --- DONT TOUCH!!!!
Level (LevelReference@ _Reference)
{
super(_Reference);
}
I

II---VARIABLES

"
/II--- SYSTEM EVENTS

void OnCreated () override
{
/I Call the original OnCreated
Journey_LevelBase::OnCreated();
print("--- M A P : Level Script: "+m_Version_Level+
m_Reference.GetMapld() )+"");

, Map: "'+ m_Reference.GetMapld() +", Setting: "'+ m_Reference.GetWorld().GetCurrentMapSetting(

/I Calling the final functions
InitEvents(); // register all neutral events
InitCommon(); // script and set everything up for starting the level

}

void OnLoaded (const uint _uVersion) override
{
Journey_LevelBase::OnLoaded(_uVersion);
print("--- M A P : Level Script: "+m_Version_Level+
m_Reference.GetMapld() )+"");
}

n
/I--- BASICS EVENTS

, Map: "'+ m_Reference.GetMapld() +", Setting: "'+ m_Reference.GetWorld().GetCurrentMapSetting(

/I --- ALL SETTINGS
void InitEvents ()

{

}

void InitCommon ()

! Ilgive a godstone to the host faction player
/Im_Reference.GetBuildingByName("Godstone_Entrance").SetFaction(m_Reference.GetHostFaction());

}

n

/I---EVENT FUNCTIONS




n
/I Documentation can be found at:
httpi//cp-srv-0L/wiki

n file://lICP-SRV-01 j evelDe html
/l'includes:

#include "../../ basicScripts / LevelBase.as"

n

11 globals:

n
Il classes:

n
class Level : LevelBase
{
"
string m_stgVersion = "0.2";

1
11 -— constructor - dont make any changes here
Level(LevelReference@ _Reference)

super(_Reference);
}
"
I overriden:

11 Function that is called when the Level is created for the first time - only called once within the campaign
void OnCreated() override

print(‘[SCRIPT] — VER S 10 N : LevelBase: "+m_LevelBaseVersion+", and Map Script: " + m_stgVersion+" (Level was just created)");

PrepareSkirmishPvP();

/I Calling the final functions
InitEvents(); // register the Events

InitCommon(); // Start the Level

Il level data had been restored from savegame - ensure version compability here
void OnLoaded(const uint _uVersion) override

print('[SCRIPT] —- VER S 10 N : LevelBase: "“+m_LevelBaseVersion+", and Map Script: " + m_stgVersion+" (Level was loaded)");

/ Call the original OnLoaded
LevelBase::OnLoaded(_uVersion);

InitCommon();

I'level has been entered
void OnEntered() override

print("[SCRIPT] —- VER S 1O N : LevelBase: “+m_LevelBaseVersion+", and Map Script: * + m_stgVersion+" (Level was normally entered)");

Jl Call the original OnEntered
LevelBase::OnEntered();

}

I/ -+~ CUSTOM FUNCTIONS AND EVENTS

JIAll events are registered in this function.
/lThere soudn't be any variable declarations or initialitations

void InitEvents()

{
}

n
Ils called right at the beginning of the level. Should only be used to start a dialoge, or directly stage an event and so on.

void InitCommon()
Il Start Dialogue at the beginning

I or script a small cutscene

}

Cans
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map_952

LocationMap Config

MultiplayerFactions

Add AlowCanquest Skimish
AllowDestroyCaptalSkimish

AlowDominationSkimish v

Remove

AlowSurvivalSkimish [true -

Map Type Joumey - MaxHeroes Skimish
Defauh EntryFoirt [ | Scenao  [Joumey | SupplyLimt0
KecpProvlcvelAsscts  [false ~| GameVersien [EXP1 ~|  suppiyFactord

AddtionalDislogueContainers | | Add

Remove

DisplayMame [1oumey] Example map

Display Description lthus litle: map is tor show the options of the Joumey mode

After the selection the IDE will create a Folder with the correct Syntax and opens all needed files in the
IDE. The project can be saved and loaded over the created “*.s3sp” file.

11 = Loads a SpellForce 3 Script file “*.as” (Angelscript) or “*.txt”

12 = Loads a SpellForce 3 — Script-Engine file “*.s3sp”.

13 = Saves the currently loaded file
14 = Saves the currently Script-Code under the given file name, path and type
15 = Shows the App-Information’s

16 = Opens the official SpellForce Discord-Server in your webbrowser

17 = Closes the SF3-Script-Engine and asks to save the current project:

A

a | Do you want to save the cument project
with all the cument settings for later?

. Edt




18 = Opens the Function-Database (Functions)

il SF3-Script Functions - X

182 | Creature:Entity | bool | ApplyCondition | {const uint _uDescriptionld, const int _iDuration, const uirt8 _Faction = kMaxFactions, const uint _uScalingPerc 4
183 | Creature Entity | bool | RemoveCondition | (const uint _uDescriptionld); | /7 try to remove condition with given _uDescriptionld from creature - retums true
184 | Creature :Entity | void | RemoveAllConditions | {); | // remove all cument conditions from this creature
185 | Creature Entity | Sector@ | GetCumentSector | (LevelReference@ _Level) const; | // get the sector the creature is cumently in, MAY RETURN NULL!
186 | Creature Entity | void | Stop | (LevelReference@ _Level); | // stop the creature dead in its tracks immediately. cancels any pending orders.
187 | Creature:Entity | void | FollowPath | {LevelReference @ _Level, const stingdin _sPathName, const bool _bForward, const bool _bQueued, const bool _E
188 | Creature:Entity | void | FollowPathFromBeginning | (LevelReference@ _Level, const stringdin _sPathMame, const bool _bForward, const bool _bQueuec
189 | Creature Entity | void | FollowPathWait | (LevelReference@ _Level, const stringdin _sPathName, const bool _bForward, const bool _bFromBeginning, o
150 | Creature:Entity | void | Patrol | {LevelReference@ _Level, const stringdin _sPathMame, const bool _bPingPong, const bool _bForward, const bool _bSm
191 | Creature:Entity | void | FollowCreature | (LevelReference @ _Level, const Creaturedin _Target, const uint _uMaxDistance i MinDistance
LevelReference@ _Lev

1 nc: ¢ const Entity&in b const b
ity | void | Cast | (LevelReference @ _Level, const stingdin _sSpellName, const Entitydin _Target, const bool _bQueued); | // make the cre.
ity | void | ForceCast | (LevelReference®@ _Level, const stringdin _sSpellName, const Entitydin _Target, const bool _bGueued); | // forced »
156 | Creature:Entity | void | GoTo | {LevelReference@ _Level, const Entity&in _Target, const uint _uMinDistance, const uint _uMaxDistance, const bool _bG
'\37 | Creature:Entity | void | GoToPosition | (LevelReference@ _Level, const Entitydin _Target. const bool _bQueued. const bool _bWalk =false); | // make 1
2 | Creature:Entity | void | ForceGoTo | (LevelReference@ _Level, const Entitydin _Target, const uint _uMinDistance, const uint _uMaxDistance, const boc

155 | Creature:Entity | void | Teleport | (LevelReference@ _Level, const Entity8in _Target); | // teleport the creature next to the given target

200 | Creature Entity | void | Start TimedAction | (LevelReference@ _Level, const ECreatureAnimation _Animation, const uint _uDurationM3, const Entity&in _~
201 | Creature:Entity | boal | Interact | (LevelReference® _Level, const Entity8in _Target, const bool _bQueued, const uint8 _uFaction = kMaxFactions, cons
202 | Creature:Entity | void | Trade | {LevelReference@ _Level, const Creaturedin _Target, const bool _bQueued, const uint8 _uFaction = kMaxFactions, cor
203 | Creature Entity | bool | Talk | (LevelReference@ _Level, const Entityéin _Target, const stringdin _sContainerMame, const string&in _sTopicMame, const
204 | Creature Entity | bool | Shoutout | {LevelReference @ _Level, const stringdin _sContainerMame, const stingdin _sTopicName, const bool _bGueued, co
205 | Creature:Entity | void | QueueDialogue | (LevelReference@ _Level, const Creaturedin _Target, const stingdin _sContainerName, const stringdin _sTopi
206 | Creature Entity | void | CancelGueuedDialogue | {LevelReference@ _Level, const stringéin _sContainerMame, const stingéin _sTopicMame); | /1 cance
207 | Creature:Entity | boal | IsinDialogue | {) const; | // is the creature curently engaged in a dialogue?

208 | Creature:Entity | void | GetActive Dialogue Topic | (const LevelReference@ _Level, stingdout _sOutCortainerMName, sting&out _sOut TopicMame) const;
209 | Creature Entity | void | CancelDialogue | {); | // cancel whatever dialogue the creature is cumrently participating in

210 | Creature:Entity | Creature[J@ | GetDialogueParticiparts | (LevelReference® _Level) const; | // get a list of all creatures participating in this creaturs’s cuy
211 | Creature:Entity | void | PlayAnimation | (LevelReference@ _Level, const ECreature Animation _Animation, const int8 _iVariant. const uint _uDurationMS
212 | Creature Entity | void | PlayDialogueAnimation | {LevelReference® _Level, const ECreatureAnimation _Animation, const uint _uDurationMS, const Ertity
213 | Creature:Entity | void | Dropkem | {LevelReference@ _Level, const stringdin _sltemMame, const uint _uAmount); | // drop the given item at the creats
214 | Creature Entity | void | PlayCommandFeedback | (LevelReference@ _Level, const ECreatureCommand _CommandType): | /¢ play audio command

215 | Creature:Entity | void | DebugTrack Actions | () const; | //for debugging only! add action history of this creature to debug output

216 | Creature:Entity | Creatured | opAssign | (const Creaturedin); | // for debugaing onty! add action history of this creature to debug output.

217 | Creature Entity | bool | opEguals | {const Creaturedin); | // for debugging only! add action history of this creature to debug output.

19 = Opens the Function-Database (Enum’s) (o)

il Enums - X

10| EDamage Type | Blunt |
11| EDamage Type | Thrust
12| EDamage Type | Crush | =
13| EDamage Type | Siege | =
14| EDamage Type | Fire | =
15| EDamageType | lce | =
16 | EDamage Type | Air |

35| EResource | Lenya | =
36| EResource | LenyaPackage | =
37| EResource | LenyaFssence | =

1 =Search Field

2 = Start Search
3 = Database Content

4 = Add selected
Command to Script
Code

5 = write function
with “m_Reference”

6 = Show all data of
the selected function
incl. description




il Entity Mob

01 Bandit_Melee_Easy_v1| (x0100001700000a141 {
1| Bandit_Meles_Easy_v2 | 0x0100001700000=1Ta | {
2| Bandit_Melee_Easy_v3 | (0100001700000a1s | {
3| Bandit_Melee_Easy_v4 | (0100001700000a22 | {

4| Bandit_Melee_Mediam_v1 | (x0100001700000ab4 | {

Bandit_Melee_Easy_eff | :x01000041000021e | {

18| Bandit_Ranged_Easy_elf | (x0100004100002202 | {

Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal
Animal

191 Bandit_Melee_Wedium_eff_v1 1 0x0100004100002206 | {
20| Bandit_Melee_Medium_ef_v2 | (x010000410000220a | {
21| Bandit_Ranged_Medium_eff | (010000410000220¢ | { Animal

22| Bandit_Tank_Medium_eff | (x0100004100002212 | {
dee

Arimal

{
InteractionRadius  "50"

Animal
Animal
Animal
Animal
Animal
{

Animal

Animal
Arimal
Animal
Animal

21 = Opens the Entity-Database (Entity-Items)

InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius

"gQ"
"EQ"
50"
g
"EQ"
50"
g
"EQ"

InteractionRadius  "50"
InteractionRadius  "50"

InteractionRadius
InteractionRadius

5O

InteractionRadius  "50"

InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius  "50"
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius
InteractionRadius

InteractionMode ~ "Awvi
InteractionMode ~ "Aw
InteractionMode A
InteractionMode
InteractionMode
InteractionMode
InteractionMode
InteractionMode
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMot
InteractionMoc
InteractionMode ~ "Aw
InteractionMode ~ "Aw
InteractionMot

InteractionMode  "Avoid”

g
T

InteractionMode
InteractionMode
InteractionMode
InteractionMode
InteractionMode
InteractionMode  "Avoid”
InteractionMode

"
"A\fl
Rl

il Entity ltem

0| DragonBoneShield_G4 | (x0100002700008d0c | {
11 IsgrimmShield_Q4 | (x0100002700008d101{ Hem
2| PhoenixShield_G4 | (x0100002700008d14 |{ ltem

34| AmuletGFDeb ff mmunity_Q4 | (x01000027000028da2 | { tem

35| AmuletOf Leadership_Q4 | (x0100002700008da6 | {

ttem

temMNameOvemide ™"

temMNameOvenide
ltemNameOvenide
temMNameOvermide
temMameOvemide "
temNameOvemde "
temMameOvemide "
temMNameOveride "
temNameOvemide
temMNameOvemide
temNameOvenide ™"

temMameOvemds ™

ltemMNameQOvenide
temMNameOvemide "

temMameOvermide
temNameOvenide ™"
temMameOvemide "
temMNameOveride "
temNameOvemide
temMNameOvemide
temNameOvenide ™"

temMameOvemds ™

ltemMNameQOvenide
temMameOvermide
temMameOvermide

temNameOvenide ™"

temNameOvemde ™"
ltemNameQvenide
temNameOvemide
temNameOvemide

temMNameOvenide ™"
temMameOvemds ™"

temMameOvermide

ltemNameOveride
temNameCr

temMNameOvenide ™"

1 =Search Field
2 = Start Search
3 = Database Content

4 = Add selected
Command to Script
Code

5 = Selects if the
Name or the ID has
to be added to the
code

6 = Shows the details
and Data of the
current selection



il Entity LootSet

0| DwarfBrother_01 | (x0100002700007e701{ LootSet
1| DwarfBrother_02 | (x0100002700007e741{ LootSet
2| DwarfBrother_03 | (x0100002700007e781{ LootSet
3| KarGoth_Loat | (x010000270000091e 1{ LootSet

24| TradeSet_Q0_Bows_3 | (x0700004a000019c3 | { Loot Set
25| TradeSet_Q0_XBows_1 | (x0100004a00001a6b | { LootSet

31| TradeSet_Q1_HuWeap1H_5 | 0x0100004a000015d6 | {
32| TradeSet_01_OrcWeapMelee_4 | (x0100004a00001a1f | {
33| TradeSet_Q1_EfWeapMelee_5 | (x0100004a00001a33 | {

5 34| TradeSet_Q1_DwarfWeap | (x0100004a00001242 | { LootSet
35| TradeSet_G1_TrbalWeap | (x0100004a00001ade |{ LootSet

"Scalemail_Q0" Weight
"Ahlspiess_G1" Weight
"OrcishHalberd_Q0"
"Kar'Goth_fxe" Weight
ltems " Weight Max
tems "PotHelmet_Q13, TowerShield_Firelmmunity_Q3, Kite Shie
tems "Mace2H_ADQE_Fire_Q3,MediumAmor_Con_33 Home
ttems Weight 1"
"Staff_Cleave_Intermupt_33,Bow Impalr Q3"
tems w Gight 1"
tems PotmnOfHesklII,FomsPotm

e Weight

Weight Max

"PotionOf Reskil, Heath‘oﬂon _5.Health Potion_5 Healtt
" eight  "1" Max
"PotionOf Reskil, HealthF‘ot\on _5 HealthPotion_5 Healtt

Weight "1" Maxtems "1"

Weight "1" Maxktems "1"
" Wecght " Max

Weight 1" Maxltems 1"
"Beardfxe_(0,Hatchet_Q0,Dagger_Q0,Warhammer_{
ftems "DircishCleaver_Q0,OrcishHatchet_Q0,Orcist
ftems "Greataxe_(G0,Greathammer_G0,Greatmace
ftems  "OrcishGreatWampick_00 OrcishHalberd QO
"Longbow_Q0,Shorthow_Q0,Orcish Shartbow_Q0"
"Crosshow_Q0" Weight  "1"
"LeatherAmor_Q0,LightPlate_Q0 Quitted Armor_Q10,5tu
"Chainmail_Q0. FullPlate_Q0 MediumFlate_Q0,PlateMa
"RobeBlack_00,RobeGreen_Q0,RobeRed_Q0,Rob
"Buckler_Q0,RoundShield_Q0,5mallShield_Q0"
"Kite Shield_Q0. TowerShield_Q0"

ftems
ltems i
ltems "Sword 1H_TribeSword_Q1"

23 = Opens the Entity-Database of RTS and non-RTS Entrys 6

il Entity RTSBuilding

01 H_Capital_l | (x0100000c00002d1e | { BuildingBasic
BuildingBasic
Building Basic
BuildingBasic
BuildingBasic
BuildingBasic
BuildingBasic
BuildingBasic
BuildingBasic

BuildingBasic
_lron_| 00441 { BuildingBasic
111 H_lron_Smeltery | (x010000010001006d |{ BuildingBasic

121 H_Smith | (x01000001000100¢3 | { BuidingBasic
13| H_Academy | (x0100000100010112 | { Building Basic
141 H_Aria_Collector | (x0100000100010125 | {  BuildingBasic
151 H_Ara_Distilery | (x010000010001015c1{  BuildingBasic
16| H_Stone_Tower | (x01000001000107e11{ BuildingBasic
17| H_Expansion_0 | 3x01000001000116321{  BuildingBasic
181 H_Expansion_| | (x0100000100011686 |{  BuildingBasic
191 H_Expansion_|I | 0x0100000100011b8a |{  BuildingBasic
20 H_Expansion_IIl | (x0100000100011b8e |{ BuildingBasic
BuildingBasic
?uildingEasic

I

BuildingBasic
BuildingBasic
26| O_Capital_ll | 0x010000010001026d | { Building Basic
271 0_Woodcutter | (x01000001000102831{  BuildingBasic
28] 0_Hunting_Cabin | 0x010000010001028e | { BuildingBasic
29| O_Fishing_Cabin | ;x010000010001023d | { BuildingBasic
301 0_Stonecutter | 0x010000010001025a | {  BuildingBasic
31| 0_Wooden_Tower | (x0100000100010207 | { BuildingBasic
32| 0_Barracks_| | (x01000001000102c8 | { BuildingBasic
3310_Fam | (x010000010001029 1 { BuidingBasic
341 0_lron_Mine | 3x01000001000103061 { BuildingBasic
35| 0_lron_Smettery | ;x0100000100010313|{ BuildingBasic

ConstructionTime  "20" Hitpoints "
ConstructionTime ~ "45" Hitpoints ™
ConstructionTime Hitpoints
ConstructionTime Hitpairts
ConstructionTime 20" Hitpairts
ConstructionTime  "20" Hitpoints "
ConstructionTime  "20" Hitpoirts "1000'
ConstructionTime ~ "25" Hitpairts
ConstructionTime ~ "45" Hitpairts

ConstructionTime 30" Hitpoints "2000"

ConstructionTime  "15" Hitpoints "
ConstructionTime ~ "30" Hitpoints

ConstructionTime 30" Hitpoirts "2000"

{
{

BuildingBasic

{

ConstructionTime ~ "35" Hitpairts
ConstructionTime  "30" Hitpoints "
ConstructionTime ~ "45" Hitpoints "
ConstructionTime ~ "30" Hitpairts
ConstructionTime 20" Hitpairts
ConstructionTime ~ "30" Hitpairts
ConstructionTime ~ "45" Hitpoints "5000"
ConstructionTime ~ "60" Hitpoirts  "7000"
ConstructionTime 30" Hitpoints
ConstructionTime 30" Hitpoints
{ Construction Time  "25"
ConstructionTime  "20" Hitpoints "5000'
ConstructionTime ~ "45" Hitpoinis
ConstructionTime  "120" Hitpairts
ConstructionTime  "13" Hitpairts
ConstructionTime ~ "13" Hitpoints ™
ConstructionTime  "13" Hitpoints
ConstructionTime ~ "13" Hitpairts
ConstructionTime ~ "13" Hitpoints
ConstructionTime  "30" Hitpoirts  "1330"

ConstructionTime  "20" Hitpoints "1330"

ConstructionTime ~ "15" Hitpoirts "1140"
ConstructionTime ~ "45" Hitpaints "4370"

1 =Search Field

2 = Start Search

3 = Database Content

4 = Add selected
Command to Script
Code

5 =Selects if the
Name or the ID has
to be added to the
code

6 = Shows the details
and Data of the
current selection




All Databases can be called by all Editors over the Context-Menu too.

Function-Database
Enum-Database
Entity Maob

Entity lterm

Entity LootSet

Entitys... r | Mon-RT5 related  »

RTS related 3

24 = Creates a new Editor in a new Tab

25 = Creates a new Editor in a new Window

26 = Opens the online Manual




5.1. ptions

¥ Options et
1 13
3
Functions Path Enums Path Tags
Path Comments
2
-Settings 5
) White (®) Gray |
4
DimGray Func.Color: | YellowGreen
: (Gold TagColor:  Lime
SkyBlue Def Color:  White
=-Settings
6
7
8
9
12

10 11

1 = Activates the Coloring pathing of the Script Code and Error-Analyses

2 = Separate what parts of the Script-Code have to be pathed (Colored and checked)
3 = Starts the Script-Code pathing process after the last input after x seconds

4 = Selection what pathing colors will be used — custom or pre-configured theme

5 = Selection of the Color-theme
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6 = currently imported Scripts and Entity-DB’s in the IDE, declared in the “import_script.txt” (see page
12) — Green = successfully imported and loaded in, Red = failed to load or to find the script or Entity-DB

7 = Activated the Backup Engine for all Editor’s and backups all code and loaded in project every 30s
8 = Folder-path where the backup files of the Script-Code’s will be saved

9 = Set the Backup folder (if empty it ill use the default one in “My Documents”)

10 = Save and apply the currently settings

11 = Close Options and ignore all changes

12 = Sets the time interval in that the Backups are done automatically in the background

13 = Autoformats all scrips and codes on saving and loading

5.1.2 Auto Backup and Settings file

The SpellForce 3 — Script-Engine has an included Backup-Engine. With this Backup-Engine no progress
can be lost if the System crashes or shuts down without saving the current work.

The Backup-Engine saves by default in the following folder:
C:\Users\*Your User Name*\Documents\SF3ScriptEngine\Backup

The saved Backup files have the ending “*.bup” (Backup) and is a clean copy of the script-code and can
be opened by any editor. The ending “bupproj” is a backup of the current loaded in map-project.

The folder “SF3ScriptEngine” in the Documents folder is important for the SF3-Script-Engine. This is the
location where the Settings file is saved and the Bug reports are saved. The normal content of the Folder

Iooks Ilke thls: & + | SF3ScriptEngine - O X
Start Freigeben Ansicht o
» |J d Verschieben nach - | 3¢ Laschen ~ T_h' M H
W [
An Schnellzugriff Kopieren Einfugen Kopieren nach Umbenennen | Neuer Eigenschaften Auswahlen
anheften 0] Ordner - -
Zwischenablage Organisieren MNeu Offnen
« > v 1 > DieserPC &+ Dokumente » SF3ScriptEngine » v & “SF3Scriptingine’ durchsuchen o

@ Name Anderungsdatum Typ GroBe
# Schnellzugriff

Backup Dateiordner

@@ OneDrive Bug_Reports Dateiordner

1 Disser PC [ settings.data DATA-Datei 1K8
&=/ Bilder
[ Desktop

S| Dokumente
AL Naumlnad i

mlnars
3 Elemente 7
AL B Al c), ) L ULy GL




|@| _._‘1;|,ir%%|ﬁl‘{

A

25 6 78 9 12 14 16 17 18 20 21 23

1 = Starts a new Script-Project with all needed Script-base-Files for the selected Map/level (see page 20)
2 = Loads a SpellForce 3 — Script-Engine file “*.s3sp” or “*.txt”.

3 = Creates a new Script file with a base script (see page 17)

4 = Creates a new Script file with a Campaign script (see page 18)

5 = Creates a new Script file with a Coop script (see page 19)

6 = Creates a new Script file with a PVP script (see page 20)

7 = Loads a SpellForce 3 Script file “*.as” (Angelscript) or “*.txt” (see page 21)

8 = Saves the currently loaded file

9 = Saves the currently Script-Code under the given file name, path and type

10 = Clears the current Editor from all data and file information’s (resets it)

11 = Comments out the selected Script-Code 21 = Opens a new Solo-Editor (see page 33)
12 = Comments in the selected Script-Code 22 = Converts the Tab-Editor to a Window Editor
13 = Search field 23 = Converts the Window Editor to a Tab-Editor

14 = Replace field

15/16 = Selects if the entered work should be searched or replaced
17 = Start the Search/replacement in the current Script-Code

18 = Instant Error-Check

19 = Configure the Error-Analyze-Engine for all Editors (see page 31)

20 = Auto Backup the current Script-Code
] -‘;_}, ~ f‘"'\\ aie (COTMS o UIEenuty Gt



<= Opens the Function-Database (Functions) with selection of “Position”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “Random”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “Entity”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “Creature”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “Building”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “LogicObject”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “ResourceDeposit”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “CreatureGroup”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “World”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “LevelReference”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “QuestJournal”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “HeroParty”-Commands (see page 21)

<= Opens the Function-Database (Functions) with selection of “Sector”-Commands (see page 21)




If a “.txt” config file is loaded in, then you get this sidebar:

<= Opens the “Location_LocationMap” config Editor

<= Opens the “Map Information File” config Editor

<= Opens the “Spot_Container” config Editor

<= Opens the “Spot_FactionSlot” config Editor

<= Opens the “Spot_LevelSpawn” config Editor

<= Opens the “Zone_Sector” config Editor

If only lose files are loaded in and no project then this menu is deactivated because of missing data.
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: LevelBase

g m_stgVersion = "1.84 - 25.09 2017 - 18:40™;

g my_unit =
_other_unit =

LevelReference@ _Reference)

~ super{_Reference);

3

1 = Auto generated Line number
2 = Script-Code Area (included with Code-Pathing and Function information Tooltips)
3 = Error-Monitor

4 = Scrollbar
Error-Monitor
The Error-Monitor shows the current issues with the Script-Code and Syntax, and can be configured.

ili Error-Engine Settings *

1 = Activate the Error-Engine

Activate Emor-Engine
2 = Selection of Checks

Check Syntax

2 Check Functions 4
Check Enums
Check Unit-Tags

3 = Save the changes

4 = Ignore all changes




» M Unit01
UnitD2

The , Tag-List“, is a feature that is only available in the SpellForce 3 —
Script-Engine.

When you create a map for SpellForce 3, you give the Units, Objects
and Buildings Tag/ID’s to control them and to link Events/Functions to
them. A lot of Bugs and typo-Error are done because the tag-name is
written wrong in the script code.

Here you have the option to enter tags of the Units, Objects and
Buildings of the map you are working on, who will be pathed in your
script-code. So you can see if you entered the tag of the Unit, Object or
Building correctly and saves a lot of debugging time.

Just enter the tag of your Unit/Object/Building in the list and push
“ENTER” to enter the next one until your list in complete.

Tag-Lists will only be saved in Projects (*.s3sp), not “*as” files.

When you entered a Tag correctly in your script-code, it will look like this:

string m_stgVersion = "1.84 - 25.09.2017 -

strirg mmy_unit = " Unitd1";
string my_other_unit = '
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When a new Solo Editor is called or a Project is loaded with more than 1 file, a new Solo Editor will be
opened.

i SF3-Script-Engine Selo Editor 214 2.2 RC - [map_974] C:\Users\NeoX\Desktop\project_map_974\map_974\5cripts\Weather.as

o /Ta=

/basicScripts/ WeatherBase as"

Weather : WeatherBase

m_stgWeatherVersion = "0.11 - 29.06.2017 - 12:00"; 5

reated() overide
printWeather("— W EATH E R : WeatherBase: "+m_WeatherBaseVersion+", Weather Script: " = m_stgWeather\ersion+".");

WeatherBase::OnCreatedy);

6

1 = App Header (shows the current loaded script file of the Editor and it’s save state) 7
2 = Sub-Main-Menu-Bar (see page 28)

3 = Quick Command Sidebar (see page 29)

4 = Coding Area with Error-Monitor (see page 31)

5 = Tag-List (see page 32)

6 = Line Selection Footer (Shows the Line number where the Curser currently is)

7 = Script-State (Shows if the Script can be loaded without any error. Green = all OK, Yellow = unknown
commands but can work, Red = Load Error)




7.0 New Project Wizard

Here you can auto-create all needed config files that the game/maps needs. The Wizard will lead you
throw the creation of a 6 additional needed script files. It will auto create the “map_name.txt,
Location_LocationMap.txt, Spot_Container.txt, Spot_FactionSlot.txt, Spot_LevelSpawn.txt,

Zone_Sector.txt” with the needed positions.

7.1 Location

LocationMap

LocationMap Config

Mum;ﬂyam |
6 S pld

pll
pl2

SingleplayerDefault Faction ’W_S—V‘

MapType |Joume:.' ? 9 w |

Add ? 5N|owConquestSkin'ni5h

AllowDestroyCapital Skirmish

( 7 Allow Domination Skimmish
Remove

Allow Survival Skimish

1

MaxHeroes Skimish

Default EntryPoint g 10 Scenario SupplhyLimit0
KeepPrevlevelAssets |Fa|se ( 1 1 V| Game\Version SupplyFactorl

Additional Dial;_;om

14W

e 23

true e

R
i 22
Add 4-—-13

Remove é—- 15
|

DisplayMName |[Joume~_.r] example map ? 1 6

DisplayDescription this is a little map to show th aoptions of the jourmey mode]|

1 = Project Basis — Selects the type of Project you create and what base-script will be used

2 = exact name of the map that this project is created for

3 = auto-create needed config files with the wizard




4 = Name of the MultiplayerFaction to add
Faction slots available for use by players or Als when hosting a skirmish game

Type: FactionSlot

5 = adds the entered Faction-Name to the database (needs to be done at least one time as base data for
all scripts)

6 = List of the current registered MultiplayerFactions
7 = Removes the currently selected MultiplayerFaction
8 = selects the SingleplayerDefaultFaction
Faction you will control when starting the map directly via the commandline

Type: FactionSlot

9 = selects the MapType
Map type, may be either "Skirmish, Campaign, Journey or other modes"

10 = sets the DefaultEntryPoint
Name of the spawn point where the player's hero party will spawn when entering a campaign level.
Not used in Skirmish maps

11 = sets the KeepPrevLevelAssets config
Whether loaded assets can be kept in memory when entering this level from another level.
Can reduce loading times when returning to previous level, at the cost of using more memory.
Only relevant in Campaign levels, as travelling between levels is not allowed in Skirmish.

12 = Name of the AdditionalDialogueContainer to add
File names of dialogue containers to be loaded for this level.
(only necessary if the dialogue containers are named differently than the level file)

13 = adds the entered AdditionalDialogueContainer to the Database

14 = List of the currently registered AdditionalDialogueContainers

15 = removes the currently selected AdditionalDialogueContainer

16 = sets the Map display name in the game
// Default display name for the level used in the game




17 = sets the DisplayDescription in the game

Default description text displayed in the loading screen when entering the level.
(Note: You can use reqular line breaks here if you want to break up the text a little)

18 =finishes the “Location_LocationMap.txt” configuration and goes to the “mapname.txt”
configuration

19 = Cancels the New Project Wizard

20 = Selects if the Project will be based (targeted) on the SpellForce 3 base game logic
or the SpellForce 3 Soul Harvest game logic and syntax

21 = sets the GameVersion for the map that its dedicated to
Game version this map is made for (either Main or EXP1, should generally be set to EXP1)
Scenario version this map is made for (Skirmish, Main, Exp1 or Exp2 custom campaign)

22 = sets the maximum population cap for all the players on this map. You can overwrite the default
population cap this way

Maximum supply (population) limit for this map (per faction).

If this is -1, the GlobalSupplyLimit value from bin_exp1_win32\configs\gameplay.txt will be used.
Also sets the maximum hero summoning for the base game logic (if the map is designed for SF3 base)
and the resource multiplyer

23 = Sets the flags of what PVP/Skirmish game-modes this map can be played on the Exp2/Fallen God
game logic/design




Map Config 1 21
2 SkirmishObjective UseGlobalResources

LogicBoxMName B
m I m 4 5

pl0_spawn 0 /
pl1_spawn 1

pl2_spawn 2

7

N\

[] Use Sound Everts

Soundevert 8 9 10
. Target Aaﬁrpe AaName / Music Event A&rﬂ 3\:1 Reverb E]\:j / 13
\ Prremcies Value (_ 15 SortingOrder & 16 - K 17

1 = Sets the SkirmishObjective
Conquest  player loses when all sector centers and units have been killed
DestroyCapital player loses when the capital has been destroyed

2 = Name of the to added InitialCamera
defines a logic box as initial camera for a faction

3 = |D of the Faction of the to added InitialCamera

4 = adds the setted InitialCamera to the database

5 = List of currently registered InitialCameras

rd

Remove

6

19



6 = removes the currently selected InitialCamera

7 = activates the option to add Sound-Events
8 = Sets the Target for the current Sound-Event
Target: Either Camera or Avatar, specifies which position must be inside the area in order to apply its

settings.

9 = Sets the AreaType for the current Sound-Event
Either Zone (for e.g. Logic Boxes or Paths) or Sector (for RTS sectors)

10 = Sets the AreaName for the current Sound-Event
Name of the target logic box/logic path/sector within which the settings should be applied

11 = Sets the Music for the current Sound-Event
music event to play while in this area

12 = Sets the Ambient for the current Sound-Event
ambient event to play while in this area

13 = Sets the Reverb for the current Sound-Event
reverb event to play while in this area

14 = Sets the Parameter for the current Sound-Event

15 = Sets the Parameter-Value for the current Sound-Event
parameter value to be set while within this area (multiple allowed)

16 = Sets the SortingOrder for the current Sound-Event
sorting order of zone. if the player is within multiple areas affecting the same
audio track or parameter, the one with the higher sorting order will be used.
17 = Adds the current configured Sound-Event to the database

18 = list of the current registered Sound-Event

19 = removes the currently selected Sound-Event 21 = make it possible to transfer resources without
carriages (required for Soul Harvest (Exp1))

20 = finishes the Map-Config and goes to the “Spot_Container.txt” configuration
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Spot_Container Config 1
P

Chest-Name

Loot tem 1D KeyName Lock Without Key 1 5
"(x150000000000d 12" |I'alse
Mum Drop
Random LootSets GoldMin GoldMax Drops we.ght GoldChance AddtionalLoatkem 16
|_1mn [1000 I [ 100 [HeatthPotion v -e’
FocusPation k 24
HealthPotion el

14 € 17
-(—— 9 e 18

chest_01["0x100000000000d 12" Wfalsel1 000010001101 0HRingCfWillpower_Q13,
chest_02{"0x130000000000d 12" WalseA5001500111011 00Health Potion. Health Paotion,
chest_03"(x140000000000d 12" Wals=I600G001101 00FocusPotion, Focus Potion, Focus Potion,

Remove 2 1

1 = Sets the name of the Chest that will be configured
Each object name must match that of a loot container object placed in the level.

2 = Sets the Config ID of this container (auto created by default)

3 =Sets the Key for the chest

4 = Sets the KeyName for the chest

Name of the key item the player needs in order to unlock this container. Leaving this empty means
the container will not be locked.
Type: Item
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5 = Sets the LockWithoutKey state
Whether the container should be locked, but not be openable with a key.
If you set this option, the container will need to be unlocked via Script in order for players to be able
to loot it.

6 = Selects the Items that will be added as one of the random LootSets
One or more loot sets which can be randomly found in this container. Type: LootSet

7 = adds the selected LootSet to the collection
8 = list of the currently configured LootSets
9 = removes the selected LootSet

10 = Sets the GoldMin value for the current Chest
Minimum amount of gold that can be found in this container.

11 = Sets the GoldMax value for the current Chest
Maximum amount of gould that can be found in this container.

12 = Sets the NumDrops value for the current Chest
Number of loot sets from the list above to be randomly selected and spawned in this container.

13 = Sets the EmptyDropWeight value for the current Chest
Relative chance that each of the randomly selected loot sets above drop an empty set (nothing)

instead.

14 = Sets the GoldChance value for the current Chest
Chance in percent that gold will be found in this container.

15 = Selects the AdditionalLootltem for the current Chest
List of additional items which will ALWAYS be found in this container.

16 = adds the selected Lootltem to the collection

17 = List of the Lootltems that will be added to the current chest

18 = removes the selected Lootltem from the list

19 = adds the currently configured chest to the database /saves the changes of the currently edited data

20 = list of the current

saved chests in the database
1~ ‘<k,§, =181 )

»




21 = removes the current selected chest from the database/resets the current edited data

22 = edit the currently selected data

23 =finishes the “Spot_Container.txt” config and moves on to the “Spot_FactionSlot.txt” config

24 = opens the Detailed and Filter Loot & Items Selection

il Loot & ltems >
1 2
Search/Filter:
[MP_ &=
Fumble_SkillUnlock_Exp1_MP_MakeHaste_| "

Rumble_Skillnlock _Exp1_MP_lcePrson_|
Rumble_Skillnlock _Exp1_MP_Summon Mature Spirt_|
Rumble_SkillUnlock _Exp1_MP_Spirt Buff_|
Rumble_Skillnlock_Exp1_MP_FireSpark_|
Rumble_SkillUnlock _Exp1_MP_Blizzard_|
Rumble_SkillUnlock _Exp1_MP_BitingFrost_|
Rumble_Skillinlock _Exp1_MP_farachsBlessing_| 3
Fumble_SkillUnlock _Exp1_MP_Bamrage_| =
EXP1_MP_HealthPation

EXP1_MP_FocusPaotion

Exp1_D_MP_EnchanterCrossbow_Q1

Exp1_D_MP_Encharterfmaor_Q1

Exp1_D_MP_Encharterfmaor_Q2

Exp1_D_MP_EnchanterCrossbow_Q0

Exp1_D_MP_EnchamterCrosshow_ Q2

Exp1_D_MP_EnchanterHelmet_G0

Exp1_D_MP_EncharterHelmst_Q1

Exp1_D_MP_EncharterHelmet_G2

Exp1_D_MP_MourtainWamiordmar_Q0 4 5
Exp1_D_MP_MauntainWamorAmaor_21 - i
Amount to add to the Spawnpaint: 1 = Add selected data |

1 = Filter/Search bar — any word or symbol that has to be included in the results

2 = start the search/apply the filter

3 = Result/Items/Loot List

4 = amount of selected item/loot that has to be added

5 = adds the selected item/loot with the selected amount to the current chest/container config
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Remove

1 = Selects if the Spot_Faction.txt will be auto-configured or manually

2 = Auto-creates the needed configurations based on the configured Multiplayerfactions

3 = Selection of the MultiplayerFaction that will be configured

4 = Sets the Faction-index

Faction index to use. Must be in the range [0..9]. Must be unique for each faction in the level.

5 = Sets the color for the current faction

Color index to use by default for this faction (only used for non-player factions or when starting the
level directly via the command line)

Generate k 2

23




6 = Sets the allies for this faction

List of factions allied with this faction. Type: FactionSlot

7 = Sets the enemys for this faction
List of factions hostile towards this faction. (This is the default relation if not explicitly configured
otherwise) Type: FactionSlot

8 = Sets the neutral factions for this faction
List of factions neutral towards with this faction. Type: FactionSlot

9 = Sets the race for this faction
RTS race to be used by this faction (only used for non-player factions or when starting the level
directly via the command line) May be either Human, Elf or Orc
10 = Sets the Al for this faction
Al configuration to be used by this faction (only used for non-player factions or when starting the
level directly via the command line) Type: RTSAlIFaction
11 = Sets the flag for the usage of the godstones
Can this faction use godstones? (If a faction can't use godstones and one of their heroes dies, the

hero will be revived at their capitol)

12 = Sets the easy Al for this Faction
Not used in Skirmish Type: RTSAIFaction

13 = Sets the hard Al for this Faction
Not used in Skirmish Type: RTSAIFaction

14 = Sets the insane Al for this Faction
Not used in Skirmish Type: RTSAIFaction

15 = selection of the forbidden RTS buildings to add
Names of buildings which may not be built by this faction Type: Building

16 = adds the selected forbidden RTS Building to the collection

17 = list of the forbidden RTS Buildings

18 = removes the selected forbidden RTS Building

19 = adds the configured MultiplayerFaction to the database




20 = list of the currently saved MultiplayerFaction settings

21 =removes the selected MultiplayerFaction

22 =finishes the “Spot_FactionSlot.txt” config on moves on to the “Spot_LevelSpawn.txt” config

23 = dedicates with what factions the Al can choose/play with (scenario campaign maps only)

24 = configures the detailed data of the Al on the map (scenario campaign maps only)

25 = edits the currently selected factionslot data entry in manual mode




Spot_Level Spawn Config
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1 = Name of the SectorSpawn that will be configured and added
The name of each spawn must match that of a spawn point present in this level.

2 = Sets the Config ID of this container (auto created by default)

3 = Sets the MultiplayerFaction who the spawn will be connected to

Faction to which creatures spawned by this spawn point should belong.
If you leave this empty, the faction will be chosen automatically based on the spawn type configured
in the level. Type: FactionSlot

4 = Sets the Time value of the current SectorSpawn

Time in seconds between creature spawns




5 = Sets the Limit value of the current SectorSpaw
Maximum number of alive creatures allowed at once.

6 = Selects the Creature that will be added to the spawn collection
List of creatures that can spawn at this spawn point.
Type: Mob/RTSUnit/MainCharacter/MiscCharacter/SideCharacter

7 = Adds the selected Unit to the Spawn
8 = list of the collected Units for this spawn
9 =removes the selected Unit from the Spawn

10 = Sets the Height value of the current SectorSpawn
Height of the spawn area in dm (only used for animal spawns not bound to the nav mesh, i.e. fish
and birds)

11 = Sets the SwarmingBehavior value of the current SectorSpawn
Swarming behavior applied to spawned creatures. Type: AnimalSwarmingBehavior

12 = Sets the LimitOverall value of the current SectorSpawn
Maximum number of creatures this spawn is allowed to spawn in total (0 = no limit)

13 = Sets the Randomized flag of the current SectorSpawn
Should spawned creatures be selected randomly from the Creatures list above, or should each
creature in the list be spawned once?

14 = Sets the Prewarm flag of the current SectorSpawn
Should the spawn already spawn creatures up to it's limit upon level start, or should the creatures
spawn over time?

15 = Sets the Startlnactive flag of the current SectorSpawn
Should the spawn be inactive on game start (if true, the spawn must be activated via Script in order
for it to do anything)

16 = Sets the SummonTime value of the current SectorSpawn
Duration in seconds for which spawned creatures will remain in a summing state after being
Spawned (cannot move or be attacked and may play their summoning animation if they have one)

17 = Sets the SpawnedCharactersAreHeroes flag of the current SectorSpawn
Should any hero characters spawned from this spawn automatically try to join the player's hero

party?
Ty

."l":




18 =

19=

20=

21-=

22 =

23=

24 =

25=

26=

27 =

Sets the POICategories value of the current SectorSpawn

Categories of POlIs in the level which creatures spawned at this spawn can visit.

Sets the PatrolMode flag of the current SectorSpawn

If the spawn is a logic path in the level file, you can let spawned creatures patrol the path.

Possible values:

None (no patrolling behavior)

Area (the path defines an area shape, creatures will randomly move within it)

LoopForward (creatures patrol along the path from start to end, go straight back to the start, then
repeat)

LoopReverse (same as above, but in the other direction)

PingPong (creatures patrol along the path from start to end, end to start, start to end, etc.)

Sets the SpawnFormationRadius value of the current SectorSpawn
If this radius is > 0, creatures will be spawned along a circle around the center of the spawn point

Sets the SpawnFormationHeading value of the current SectorSpawn
Initial heading of spawned creatures, only used if SpawnFormationRadius is > 0

Sets the Walk flag of the current SectorSpawn
Should creatures spawned here walk by default instead of running at full speed?

Sets the EquipmentSet value of the current SectorSpawn
Equipment set index creatures should use. -1 for no equipment (This value is ignored if
UseRandomEquipment is true)

Sets the UseRandomEquipment flag of the current SectorSpawn
Should creatures select one of their possible equipment sets at random?

Sets the RandomSeed value of the current SectorSpawn
Fixed random seed to use for this spawn. Set this to a value >= 0 if you want the spawn to behave
deterministically, always spawning creatures with the same variations in the same order.

Sets the SpawnOwnedHeroes flag of the current SectorSpawn (required in journey mode)
Whether this spawn should spawn heroes even if they are owned by the player (You will usually

want to leave this value the way it is)

Adds the current configured SectorSpawn to the Database/saves the changes of the currently

edited data

-

28 = list of the currentl

-

y added SectorSpawns
N jg.\\) guic (COMSTD

A




29 = removes the selected SectorSpawn /resets the current edited data

30 = edit the currently selected data

31 =finishes the “Spot_LevelSpawn.txt” config and moves on to the “Zone_Sector.txt” config

32 = Opens the Creature/Mob/Unit detail spawn option

il Creatures - Spawn 1 * 2
Search/Filter:

[MP_ | [T
Exp1_MP_Skeleton_dark_Easy s

Exp1_MP_Skeleton_dark_shield_Easy
Exp1_MP_Bandit_Melee_Medium_v1
Exp1_MP_Bandit_Melee_Medium_vZ
Exp1_MP_Bandit_Melee_Medium_v3
Exp1_MP_Bandit_Ranged_Medium
Exp1_MP_Wolf_Melee_Medium
Exp1_MP_Spider_Melee_Medium 3
Exp1_MP_Skeleton_Rider_Medium o
Exp1_MP_Skeleton_Rider_dark_Medium

Expl MP_Golem_Fire Hite

Exp1_MP_Mew_Bandit_Ranged_Easy_1
BExp1_MP_Mew_Medusa_Melee_Medium
Exp1_MP_Mew_Medusa_Ranged_Medium
Exp1_MP_Mew_Medusa_Ranged_AOE_Medium
Exp1_MP_Mew_VWyvem_Lightning_Hard
Exp1_MP_Mew_Golem_Fire_Elite
Exp1_MP_Mew_Golem_lce_Hite

Exp1_MP_Mew_Golem_5Stone_Hite 4 5
Expl_MP_Mew_Medusa_Caster_Hard . b
Amount to add to the Spawnpaint: 1 ~| Add selected data |

1 = Filter/Search bar — any word or symbol that has to be included in the results
2 = start the search/apply the filter
3 = Result/Items/Loot List

4 = amount of selected item/loot that has to be added

5 = adds the selected unit/mob with the selected amount to the current levelspawn config




7.6 Zone Sector

Zone_Sector Config

Sector Name

e % 1 2
‘Wood Stone IronCire Meat Mh Lenya Aria Black Ash
I I |

|
Blocked DizallowedBuilding Tag Supply Crwner Initial Building Domination Target SpawnSectorCenter
\‘False v v+ | | v | |Fa|5e ~ |Fa|se .
7 v M9 Mo J‘11 M2
6 - — &

sec_pl0_maini50N0005000 alselipl (falsetue 13
sec_pl1_mainlS0N500050000F alselipl 1 Falsetrue

sec_pl2_main/2003000 500000 alselipl 2 alsetus

sec_01150050050050000F alselif alse false 1 4
sec_0Z500050050050000F alse i alsefalse e’

17 = 415

N Remove

1 = Sets the name of the Sector that is going to be added
The name of each object must correspond to that of a sector in the level

2 =Sets the Resource values
Amount of resources available in this sector. Resources will be distributed automatically among all

resource deposits placed in the sector via the level editor.

3 =Sets flag to decide if the sector is going to be blocked
If this is true, the sector cannot be conquered by players or Al during gameplay
(if an initial owner is configured or the owner is changed via script, it may still be used for RTS

gameplay)




4 = Selects the Building that is going forbidden in this sector

List of building tags not allowed in this sector. Players and Al will not be able to place any buildings
with these tags in this sector.

5 = Adds the selected forbidden building to the collection
6 = list of the currently forbidden Buildings
7 = removes the selected forbidden Building
8 = Sets the supply value
Base amount of supply (population) points made available to players holding this sector

(actual amount depends on the supply factor of the outpost/capitol built in the sector)

9 = Selects the MultiplayerFaction that this sector is owned to
Initial owner faction of this sector, Type: FactionSlot

10 = Sets the InitialBuilding value
Type of building to spawn as initial sector center (leave empty to use the default outpost building

for the player's chosen race) Type: RTSBuilding

11 = Sets the DominationTarget flag
Does this sector award victory points when a player holds it in domination mode?

12 = Sets the SpawnSectorCenter flag
Should a sector center building be spawned in this sector initially?

13 = adds the current configured sector to the database/saves the changes of the currently edited data

14 = list of the current registered sectors

15 = removes the selected sector/resets the current edited data

16 = edit the currently selected data

17 =finishes the “Zone_Sector.txt” config and goes to the Editor Management and Project overview




Project Overview

Project/Map-D: map_939 K 1 Chest/Loot/Container Data: [
Map-MName: [Joumey] example map FactionSlot Data: 3 K 2
Project/Map-Type: Joumey LevelSpawn Data: 9
Game-Type: Main Sector Data: 14
Game-Script Logic: SpellForce 3 Reforced|(Fallen God+)

Script/Config Created as/IDE Mode

Main Event-Script as a new TAB inthe Main-IDE

Weather-Script |as anew TABin the Main-IDE w |

LocationMap Config |as anew TAB in the Main-IDE e |

Map-Information Config |as anew TAB in the Main-IDE e | 3

Spot_Container Config |as anew TABin the Main-IDE ~ | K

Spot_FactionSlot Config |as anew TAB in the Main-IDE w |

Spot_LevelSpawn Config |as anew TAB in the Main-IDE w |

Zone_Sector Config |as anew TAB in the Main-IDE e |

4

1 = Shows the core data of the to create project in an overview

2 = Shows the amount of data-entry’s that the to create project includes in an overview

3 = configure what script and config file will be opened in a Tab-Editor or Solo-Window Editor

4 = Creates the project based on the given data and ends the Project Wizard.
After pushing this button the SF3-Script-Engine will create the project based on the given data and

opens all created scripts and configs(!This can take some time depending on the System you use !)




SF3-Scrpt Function-Database info— Options %

_map_574\map_974\Location_LocatenMapt 9| C:\Usem\NeoX\Deskiop\project_map_37é\map 5740 8| C-\Users\NeoX\Deskiop \oject_map_574\map_574\Spct_Cortanertst 8 4 *

EEER LR AR

TEAARARAANREN

FEEE

EXELELERLLLLE
i”b‘t‘.ac:w:zs*:a;

After the Project Creation process is complete you will have 8 Editors open with following content:

Main Editor —> Main Event Script

Solo Editor #1 —> Weather Script

Solo Editor #2 -> Location_locationMap config
Solo Editor #3 -> Map-Config config

Solo Editor #4 -> Spot_Container config

Solo Editor #5 -> Spot_FactionSlot config

Solo Editor #6 -> Spot_LevelSpawn config
Solo Editor #7 -> Zone_Sector config

After you took a little overview, you can just MINIMIZE these who you don’t need. Since you have a
project and not a single script, the whole IDE will close if you close one Editor.

In the Folder you selected, it created the whole script-architecture that is needed and can just be moved
to the games folder.




8.0 Hot-Keys and Shortcuts

Function Shortcut Main-Editor Solo-Editor
New Project CRTL/STRG + P YES NO
Load File CRTL/STRG + L YES YES
Load Project CRTL/STRG + M YES NO
Save File CRTL/STRG + S YES YES
Save File as CRTL/STRG + U YES YES
Save active Project CTRL/STRG + Q YES NO
Open new Tab-Editor CRTL/STRG + T YES YES
Open new Window-Editor CRTL/STRG + W YES YES
Info CRTL/STRG + | YES NO
Support-Forum CRTL/STRG +H YES NO
Functions-Database ALT +F YES YES
Enums-Database ALT+E YES YES
Entity-Mob-Database ALT + M YES YES
Entity-ltems-Database ALT + | YES YES
Entity-LootSet-Database ALT +L YES YES




9.0 Support & Update

The SpellForce 3 — Script-Engine is a Fan-Project and will always be worked on as long the Community
has need for it.

Visit the main dev thread of the SpellForce 3 — Script-Engine in the official forum for information’s about
the development and Updates.

Main-Dev Threat: http://spellforce.boards.net/

Main-Dev Discord: https://discordapp.com/invite/spellforce

If you need support, then just contact us in the forum or via PM.
We are always happy to support this awesome SpellForce Community with creating new content and
ideas.

If you find Bugs or have some critical issues you can send me an email to neo_svenx@web.de .

| will look over it as soon as | find the time. Just call me NeoX if you need to address me ;-).

Also if you have some new ideas or questions about the development of Maps and Mods for SpellForce
3 and need a second advice, don’t be shy to contact us at the forum or Discord-Server.

P.S.: Not such a “little tool” or what would you say?

Codemetrikergebnisse
%1  Filter Keine = 0 b=

Hierarchie + Wartbarkeitsindex atische Komplexitst  Vererbungstiefe Klassenkopplung
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