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1. Overview

a. Appearance

This is a 3-dimensional adventure game.  It is based off of the toolset provided by the NeverWinter Nights game engine.  The game will have several different levels to pass through; taverns, forests, cities, sewers, caves and more.  Each level has its own look and feel.  Each level has the ability to view the character and the surroundings from all different camera angels and zooming capabilities.  Each character can be zoomed in on to look at the details in their clothes, or zoomed out far away for an advantage of viewing the surrounding scenery.  
b. Story Abstract

Through search and rescue, the player character has the difficult task of rescuing twins from their separate fates from hell and with the devil’s son.  Along the way Chas Kramar and Angela Dodson can be a companion in the player character’s travels.  

c. Gameplay

This is a role playing game.  It is a mixture of fiction and realism.  There are some realistic characters, animals and places in the game, along with fictitious demons and skeletons.  It is full of battles and conflicts for the player character to experience.  The Player plays the part of Constantine within the AD&D character guidelines.  The game allows for any of the current AD&D class and skill sets.  In other words Constantine can be male or female and be one or more of the following: cleric, fighter, rogue, mage, wizard, monk, ranger or druid.   The type of character can vary.  Since this is a AD&D game setting the characters can include: Human, Elf, Dwarf, Gnome, Half Elf, Half Ogre, and Halfling.
Regardless of class or race of the character the player can experience the thrill of rescuing a victim from the grasp of a demon bent on world destruction.
d. Development Platform

The development platform for the Neverwinter toolset is called NWN script.  It is a tool kit that has an arrangement of a large set of functions and objects.  It is set up to allow creators of modules to develop their own ideas using preset defined functions in any way they see fit.  Each of the functions and objects can be manipulated to the designers liking to personalize each and every element of the game, or general characters can be made that use basic predefined elements.  The design is open enough to allow users to develop games that are Advanced Dungeons and Dragons (AD&D) based.   This development platform was chosen due to its ease of use and already provided 3-dimensional graphics capabilities.  This leaves the focus to be on game story and development instead of graphics.
2. Game Mechanics

a. User Interface Description

The majority of the user interface is game play area.  Along the bottom of the screen there are a row of hot keys that can be used to access items faster than looking through inventory.  Just above this section is a scrollable text box that has adjustable size.  Every significant action that has occurred (opening a door, talking to a non-player character) will show up in this area.  In the upper right hand corner there are options that can be chosen regarding the player character.  These options include resting to regain health and spells, looking at the player’s inventory, changing spells in the spell book, leveling up a character when it is appropriate and viewing the journal.  When a henchman joins the player character’s company their character picture also shows up just under the player character section.  When a dialog screen is brought up, it appears in the upper left hand corner of the screen, and the play area automatically zooms in on the player’s having the conversation.  Any option that the player chooses dealing with their personal character opens up in the upper left hand corner of the screen.  This enables most of the player area to still be viewed simultaneously.  This user interface is most conveniently navigated by using a mouse.  This game play area can be rotated around to be viewed at any angle and depth that the player desires.  
b. Use Cases

Use Case: Navigating the upstairs of the Inn
Primary Actor:  
Player character

Goal in context:  
Learn to navigate and collect supplies.

Preconditions:  
None needed.

Trigger:
Using the mouse to click around the screen, on the doors, and on the objects.

Scenario:
The player upon being spawned into the game has a safe environment to learn to navigate a small area and to learn the user interface if they are new to the game.  

Exceptions:
If the player is experienced, then they can simply fill up as much of their inventory that is supplied.

Use Case: Resting 

Primary Actor:  
Player character

Goal in context:  
Fill the player character’s health to the maximum.

Preconditions:  
None needed.

Trigger:
Clicking the ‘eye’ icon under the player character information in the upper right corner of the screen.

Scenario:
The player does not have their full health or has spent their character’s entire spell casting abilities.  If the player chooses to sleep then everything can be to the max ability of the player character.    

Exceptions:
none.

Use Case: Receiving the first quest

Primary Actor:  
Player character

Goal in context:  
To receive information about the direction of the game.

Preconditions:  
None.

Trigger:
Walk downstairs in the Inn.

Scenario:
The player will be approached by the non-player character to inform him of the trouble the town to the north is in.    

Exceptions:
If the player did not rest or take any items in the rooms upstairs, the quest giver can suggest this.

Use Case: Travel to the woods outside the Inn 

Primary Actor:  
Player character
Goal in context:  
Start the quest, or travel more of the player area.
Preconditions:  
Talk to the quest giver.
Trigger:
Clicking on the exit of the Inn.
Scenario:
This is the only other option for the player to continue in the game, other than navigating around in the Inn.
Exceptions:
The player character can talk to other non-player characters in the Inn; bartender, patrons, prostitute, waitress.  
Use Case: Kill animals 

Primary Actor:  
Player character
Goal in context:  
To gain experience points and learn to fight.
Preconditions:  
Finding an animal in the woods.
Trigger:
Clicking on the animal and choosing a button to attack the animal.
Scenario:
When the player leaves the Inn, they have a fairly large level to explore.  These experience points are vital to the player staying alive during combat with hostile un-dead non-player characters.  
Exceptions:
If the player only follows the road, then the player may leave the forest area without combating any animals, however they will still be forced to fight skeletons near the entrance to the city.
Use Case: Traveling the city  

Primary Actor:  
Player character
Goal in context:  
Check out the information the quest giver provided pertaining to the city.
Preconditions:  
Entering the city via the forest.
Trigger:
Entering the City Zone
Scenario:
There is a plethora of undead in the city.  If the player has not previously explored other areas and has leveled up they will be forced to retreat often.  The player must kill most of the undead in the zone to enter the next zone.  There will be one character in the zone that is not hostile.  When the player makes it to this NPC a sub quest will be given the player introducing the player to a zone within the city they must fight to.  This is the Sewer Zone. 
Exceptions:
None
Use Case: Searching the Sewers 

Primary Actor:  
Player character
Goal in context:     Find the characters that escaped the destruction of the city.


Preconditions:  
 Must have cleared most of the undead up in the Destroyed City to make it to the sewers


Trigger:                  Find the old man in the Destroyed city who tells the player that there are survivors in the sewers
Scenario:               Search the sewers and kill all of the villains and rescue the NPCs in the sewer.
Exceptions:
None
Use Case: look for the lost adventurer
Primary Actor:  
Player character


Goal in context:     Added henchman availability
Preconditions:  
none



Trigger:
Speak with the man at the fireplace



Scenario:
Search the zone for a lost adventurer.  
Exceptions:
none
Use Case: leveling up
Primary Actor:  
Player character
Goal in context:  
Increase the players power
Preconditions:  
must have killed enough monsters to get the level up symbol on the player’s picture
Trigger:
player icon changes from a picture to a blue and white image
Scenario:
click on the image and step through the level up process which is similar to the create character process except that your character will increase in power and skills. 
Exceptions:
You don’t have to level up but it is highly suggested to do so.
Use Case: Killing the Boss Monster and winning the game
Primary Actor:  
Player character
Goal in context:     Enter Hell and kill the boss monster and rescue the twin
Preconditions:  
all Quests must be completed and the player has made it past all of the monsters in the caves and the dungeon.
Trigger:
Upon entering the room a demon will attack the player character.
Scenario:
The player must kill the demon and then talk with the twin to win the game.
Exceptions:
There are no other ways to win the game.
c. Storytelling

The story will come through conversation with other characters within the game to lead the player character to the areas where they need to go to begin the next part of the story.  Through questing the player will begin to understand who they are and what needs to be done to finish the game.
d. Level Summary
Any object that is used more than once in the level is only listed one time for documentation.

Inn Upstairs:

This level is designed to get the player used to movement and camera angles.  The user can also pick up a small amount of treasure from various objects.
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Inn:


This level is designed to start the player on their quest.  Other options this level provides, is 2 merchants in the form of the Bar Keep and the Inn Keeper.  The player can purchase items that will help the player achieve their goal. 
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The blue and yellow lines show the sound range, and the spawn points. 
Forest:


This level is an intermediate level that allows the players to do some minor hunting to get use to combat before entering the major portions of the game.  There is a trigger area near the entrance to the destroyed city that will spawn some undead monsters that will attack the player before entering the city to get the user use to fighting a large amount of undead monsters.
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Destroyed City:


The destroyed city has a large amount of undead.  If the player is not careful they can be killed quickly by the massive amount of creatures attacking the player.  There will be an old man located in the zone that will point the player to the sewers where the player can rescue those that survived the attack.
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Sewers:


The sewer is a simple zone with only a little bit of fighting.  There are a small amount of villains down here that also escaped the undead and they are evil and bent on killing the player.  Once the player makes it past these few enemies they will find 3 characters near a fireplace in the corner of the sewers.  One of the characters is a henchman that the player can invite into the group to help them in the next series of quests.  This henchman will also provide the player with the next quest which is to find her sister in hell.  The henchman will provide information about a waterfall cave near the inn.
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Haunted Forest:

The haunted forest is an experience zone.  There will be a large number of animals, monsters, and undead wandering around.  The player will hopefully use this zone to gain a large amount of experience to fight the main monster in Hell.  There will also be a man that will put the player on a sub-quest to find a lost adventurer.  The adventure will be another henchman that the player can invite into the group.  Only one henchman will be allowed however.  The lost adventure will tell the player about a set of caves located within the zone that will lead to a dungeon.  The player doesn’t have to rescue the adventurer to discover these caves.
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Caves:


The caves are more of a natural progression towards a dungeon than anything else.  This zone will have a few monsters located in them but it is merely a transition area to the dungeon.
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Dungeon upper level:


This dungeon is to get the player more experience by sending a large amount of monsters at the player.  The player will at this point be able to obtain high level equipment.
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Hell:


The last level of the game will only contain the boss monster and the twin sister.  The player at this point should be prepared to fight the monster based on all of the experience obtained from all of the other zones.  Once the boss monster is destroyed the cage holding the twin sister will disappear and the player can speak with the player and the game will then end.
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3. User Interface Design

a. Key Screen Images
Some of the design structure of the screens will look as follows:
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This is the upstairs of the Inn.
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This is a screenshot of the inn.
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Small screen shot of the forest.  This is right outside the in near the bridge.
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The destroyed city with some undead in it.
b. Control Summary
The controls for the game are mouse based only.  The game is designed to point and click on the screen and control movement.  Other actions are used by using the left mouse click which opens up a options circle that the player can manipulate the mouse over each icon to determine which function they would like to use.  Other options are hot key bar at the bottom of the screen that can contain 12 possible actions using the default f keys, 12 more if you press ctrl and an f key and 12 more if you press the shift key and an f key.  These keys are set by the player to allow quick access to actions or features or spells the character has access to while playing the game.  One more option is using the controls under the picture of the player’s character.

c. State transition diagram
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d. Design Rules
1.  The team must follow the Constantine like story line.
2.  All quests must lead the player character towards the overall goal. 
3.  Too many monsters cause a swarm effect on the character and the character cannot run away without loss of life, therefore caution in the placement of monsters and demons is very important.
4.  Every zone needs objects added to them to create a realistic appearance to each scene.

5.  The henchman must resemble the 2 characters within the movie in skills.

4. Artificial Intelligence

a. Opponent AI
The toolkit provides for a default structure for hostile creatures, commoners, and merchants.  For hostile characters, the type of character depends on how that creature attacks.  A character that has casting abilities will us spells while a combatant will draw a weapon and fight.  Merchants will sell wares and if attacked will respond accordingly.  Other characters labeled as commoners will attack hostile creatures or any creature with opposing factions.  The AI that is used is rule based.   Scripts are used to determine what actions each character will use.
b. Non-Player Characters
Characters in the game include: undead creatures, hostile animals demons, merchants, quest givers, and other characters that just are part of scenery.
Every character regardless of character type has an AI assigned to them if attacked each character will respond to a hostile character with aggression.
c. Reactive Items

Doors, chests, crates, bags and dead bodies and other such containers are standard reactive items in the game.  Doors open for the character allowing the character to move through the entry way.  There are some doors that require keys to enter.  Keys are provided either in quests or by purchasing them.  Chests and crates and dead bodies open the inventory of the character and allow the character to drag and drop loot found within these items to the characters inventory.  We are creating one special reactive item that is a cage that is holding our final character that will lead to the games end.  The cage will disappear when the player defeats the main monster of the game.
5. Story Overview

a. Plot Summary

The player character can travel through most of the game and not follow the advice of the hints given in the game.  There are a few places that the character cannot go unless they complete some of the quests.
The player character first finds them selves in a tavern, where they have stopped to rest on their travels.  Upon walking downstairs in the Inn, the player character is approached by a man who gives the first quest.
Quest 1: Find the lost boy rescue him if he lived through the attack of the undead upon the city.
Entering the destroyed city you will find a large amount of undead.  After the player moves around the city killing undead they will find an old man who will tell them that some of the city was able to escape to the city.

Upon reaching the end of the sewers the player will find an old man who will not leave a boy and a female henchman.  Upon talking with the female henchman the player will be given the next quest.
Quest 2:  Save the woman’s twin sister from a powerful demon in Hell.

The player then will leave the sewers and the city and re-enter the forest.  Near the inn the player will then find a cave behind a waterfall that will lead them to the Haunted forest zone.  The player will find an adventurer at the entrance to the Haunted Forest zone that will approach the player this will introduce the player to the next quest.
Quest 3:  Find the lost adventurer.

As the player moves around the Haunted Forest he will eventually find a lost adventurer that is being attacked by a bear.  After the bear is dead the player will be given a key and information about a cave located within the zone.
The player can go to and enter the cave.  The cave will lead to a miner shaft where the player zones into a dungeon.  The dungeon will lead to a stairs entering hell.  Hell is a small one platform area where a large demon like monster will have the twin trapped and the player must kill the monster and speak with the female to win the game.

b. Story Board

The player is Constantine.  In the AD&D setting it is reasonable to think that people travel around frequently.
Constantine is in an inn.  As you go down to the main part of the in a man speaks to Constantine and starts the story.

The city has unexpectedly been overrun by undead monsters.  No real reason is currently available.

When Constantine goes to investigate he practically gets overrun by the undead in the city.  As he moves about he finds a man who points them to the sewers where some of the cities residence escaped the onslaught.  In the sewers though a bunch of thugs made their escape and are now trying to set up a thieving ring.

After Constantine gets rid of the bandits, he will find the lost people in the corner of the sewer.  After a conversation with the Angela Dodson who is one of the characters rescued in the sewer, Constantine knows that her sister had been taken to Hell and her sacrifice will allow a dark demon to rise to power.   Constantine then travels back out of the city past the in to the cave with the waterfall and enters the Haunted forest.  He finds a man who tells him that his friend is lost.  Chas can be found being attacked by animals and Constantine can rescue him.  There is a cave in this zone and it leads to a dungeon.  The dungeon filled with imps and demon like creatures.  Once Constantine makes his way past these monsters he will locate the entrance to hell.  In hell he will find one demon.  Upon defeating this enemy the cage holding the girl will disappear.  Upon speaking with her the game will end.  

Possible conversations for the story line are as follows:

Conversation with Hastiant Datson:
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Conversation with Bart Steel:
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Conversation with Chas Kramer:
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Conversation with Isabelle Dodson:
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Conversation with the bar tender:
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Conversation with Gard Jora:
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Conversation with Angela Dodson:
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Conversation with Dich Jora:
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c. Character Bible

Constantine:   The player character who removes demons who break the rules.  Since Constantine is a player character, there is nothing in place that makes the player be Constantine.  We just created him for the class to play as, because it takes a substantial amount of time to create a character.  He goes along with our story line, because of the Constantine story line.  The player is a demon killer, who eventually saves one of the psychic twins from Mamon, the devil’s son.

Angela Dodson: Has a twin sister who is missing.  She saw the demon take her sister and fled the scene not telling anyone.  She is the only one that has figured out where the demons have come from, but needs assistance in rescuing her sister.
Portrait in the game:
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Character picture in the game:
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First Name:  

Angela

Last Name:  

Dodson


Tag:


AngelaDodson


Race:


Human


Appearance:

Human, Female 09


Gender:

Female


Challenge Rating:
4


Player Inventory:



Warhammer +2



Banded Mail +1



Winged Helmet



Lesser Gauntlets of Ogre Power



Boots of Striding +1



Belt of Guiding Light



Squire’s Tunic



Mace +2

Chas Kramer:  A lost adventurer that is looking for someone to believe in.  Constantine fits that roll and he would like to join Constantine in his adventures.

Portrait in the game:
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   Character picture in the game:
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First Name:

Chas


Last Name:

Kramer


Tag:


Chas


Race:


Human


Appearance:

Human


Phenotype:

Normal


Gender
:

Male




Challenge Rating:
2




Player Inventory:





Torch





Thieves’ Tools +1





Dagger





Potion of Cure Light Wounds





Minor Spike Trap Kit





Short Sword





Leather Armor





Belt of Agility +1





Bracers of Dexterity +2





Ring of Hiding





Amulet of Natural Armor +1





Cloak of Protection +1





Boots of Reflexes +2

Mamon:  The evil demon that is trying to rule the world.  He has captured Angela’s sister Isabelle.  He is planning on sacrificing her so that he can escape hell and wreak havoc on the world.
Portrait in the game:
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Character picture in the game:
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First Name:

Mamon


Tag:


NW_DEMON


Race:


Outsider


Appearance:

Balor


Gender:

Male

Description:
With their flaming wings and skull-like countenance, these demons are among the greatest and most geared of their kind.

Challenge Rating:
16


Player Inventory:



Balor Lord Sword

Inn Keeper: sells a key to allow Constantine to sleep at the inn.

Portrait in the game:

None
Character picture in the game:
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First Name:

Innkeeper


Tag:


NW_INNKEEPER



Race:


Human



Appearance:

Innkeeper



Gender:

Male



Challenge Rating:
¼
Bar Tender: A merchant who has many interesting items for sale.

Portrait in the game:

None

Character picture in the game:
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First Name:

Bartender


Tag:


NW_ITEM_000


Race:


Human


Appearance:

Bartender


Gender:

Male


Challenge Rating:
¼

Old man in the Destroyed City:  An unfortunate soul who is on deaths door.

Portrait in the game:
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Character picture in the game:

       [image: image35.png]7} %] %]

li Insert Fomat Took Table Wndow Help AdobePDF AcobatComments X

e BRI | D P | ¥BANEPwoLtD oo /D :BOR L|u SRY B0 O 75 -2 BI2
X]
> R
Fiters
F‘ Characters and Creatures Clacterpicturein he e
¥ Race Fuman
¥ Gendr 3
© PlotCharacers
" Placeable Objects and Doors —
o
& 8 :

vilsgerl_ hum 0l hum 02 hum 03

him 04 him 05 hum05  hum07_

B & .

Inventary. oK Cancel Challenge Rating. %

[O18 man inthe Destroyed City: An unfortunate soul who is on deatts door.

Portsst in the game:

[select

Draw~ [y | Autoshapes= N W [0 O E 4] &2 [@
Page 24 Sec 8 2429 At29° lnil Col2 ox






First Name:

Hastiant

Last Name:

Datson


Tag:


Hastiant


Race:


Human


Appearance:

Old Man


Gender:

Male


Challenge Rating:
1/6

Old man in the Haunted forest:  A man who had been traveling with Chas Kramer but has since seen too many horrors and refuses to go anywhere else.

Character Picture in the game:
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First Name:

Bart


Last Name:

Steel


Tag:


Steel


Race:


Human


Appearance:

Human, Male 01


Gender:

Male


Challenge Rating:
¼


Player Inventory:



Commoner’s Outfit

Old man in the Sewers:  After escaping the destruction of his city he has found a small boy who he must now take care of.  He is overly cautious though and will not leave the sewers until the mystery of where they came from is solved.


He has the same image as the old man in the city.

Young boy in sewers: A poor lad who has suffered from the horror of the attack on the city.

Portrait in the game:
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Character Picture in the game:
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First Name:

Dich

Last Name:

Jora


Tag:


Dich


Race:


Human


Appearance:

Child, Male


Gender:

Male


Challenge Rating:
¼
Father in the Inn:  The initiator of the first quest, he is looking for his son Dich that he got separated from when the city was taken over.
Portrait in the game:
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Character Picture in the game:
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First Name: 

Gard


Last Name:

Jora


Tag:


Gard


Race:


Human


Appearance:

Male 1


Gender:

Male


Challenge Rating:
¼ 

6. Game Progression

a. Flowchart
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b. Level and Scene Details

Level: Inn Upstairs
Components of the Upstairs of the Inn:


Doors:



UpstairsdoorInn


Placeables:




Armoire



Chest



Crate

Level: Inn 


Components for downstairs of the Inn:


Creatures:



Bartender



Commoner, Female



Commoner, Male



Gard



Guard



Guard



Innkeeper



Prostitute



Waitress


Doors:



DoorToForest



ToUpStairsInn


Marchants:



Inn



NW_Storenral


Placeables:



Bear Skin Rug



Bookcase



Candelabra



Carpet



Chair



Drow Bar



Hanging Shield



Keg



Oven



Painting



Plate



Table


Sounds:



NoblesLaughInside



RowdyTavern
TavernBarmaid



TavernBartender



TavernGlassClinks



TavernGroup



TavernWomen



TorchFireSmall




YawningMan
Level: Forest

Components for the Forest:

Creatures:


Badger


Black Bear


Boar


Cow


Deer


Grizzly Bear


Rat

Doors:


DoorTolnn


ToHauntedForestFromForest

Encounters:

NW_undeadLow




Placeables:





Bones





Rural Fence





Rural Fence Gate




Triggers:





ToDestroyedCity

Level: Haunted Forest

Components o the Haunted Forest:


Creatures:



Bart



Chas



Dire Bear



Dire Boar



Dire Wolf



Fire Elemental



Fire Mephit



Manticore



Mummy



Phase Spider



Quasit



Skeleton



Sword Spider



Wraith Spider


Doors:



ToCaveFromHaunted



ToForestFromHaunted


Encounters:



NW_Demons


Placeables:



Corpse



Corpse



Pile of Skulls




Zombie corpse
Level: Destroyed City
Components for Destroyed City:


Creatures:



Hastiant


Skeleton



Skeleton Mage



Skeleton Priest



Zombie


Doors:



CityDoorToForest



TempleDoorToSewers


Placeables:



Arrow-filled corpse



Bloodstain



Bones



Campfire



Corpse Wagon



Defaced Statue



Impaled Human Corpse



Pile of Skulls



Plague Victim Corpse



Rubble



Ruined Wagon



Scorch Mark



Speared Corpse


Sounds:



FireLarge1



FireLarge2
Level: Sewer System


Components for Sewers:


Creatures:



Angela



Bandit



Dich



Half-Orc Bandit



Old Man


Doors:



PortcullisToCity


Placeables:



Broken Chair



Broken Furniture



Campfire



Chest



Easel



Garbage



Golem Parts



Humanoid Cage



Pile of Gold



Rubble




Torch Bracket
Level: Caves


Components of the Caves:


Doors:



DoorToHauntedForest


Placeables:



Mining Well


Triggers:



WeltoDungeon
Level: Dungeon Upper level

Components of the Dungeon:


Creatures:



Adult White Dragon



Battle Horror



Doom Knight



Ettin



Chast



Ghoul



Ghoul Lord



Half-Fiend Warrior



Imp



Minogon



Minotaur



Minotaur Chieftain



Ogre



Ogre Berserker



Red Slaad



Umber Hulk



Warrior Mummy


Doors:



BridgeDoor



Portcullis



ToHellDown


Placeables:



Armor Rack



Bloodstain



Broken Pillar



Chest



Chest of Gold



Corpse



Dragon Statue



Flaming Statue



Floor Lever1



Floor Lever2



Floor Lever3



Floor-anchored shackles



Garbage



Impaled Human Head



Large Weapon Rack



Loot Bag



Mining Well Platform



Monster Statue



Obelisk



Pedestal



Pile of Gold



Rubble



Sarcophagus



Shaft of Light

Skeleton Bones

Statue

Statue, Huge

Torture Equipment

Weapon Rack




Sounds:





LightingPillar




Triggers:





ToCavesFromWell

Level: Hell

Components of Hell:


Creatures:



Isabelle



Mamon


Doors:



FromDungeonToHell


Placeables:



Cage


Sounds:



EntranceEvil



LavaBursts



LaveGeyser



LavaPool



LavaPoolFire



ScreamWomen
7. Bibliography
a. Constantine:  The player will play Constantine as an AD&D character.  There are no current restrictions as to what type of character this will be.  Any class, race, or sex based on the AD&D world will be available.  The game provides for these settings and the character is created before the game begins.  Even the name can be changed to something other than Constantine.  A pre-made character will be available with the name Constantine with similar skills created from the movie.

b. Chas Kramar: is a henchman that you can rescue in the haunted forest.  This character will have the abilities of a rogue.  He will be able to disarm traps and open locks if needed.

c. Angela Dodson: is a henchman that you rescue from the sewers of the destroyed city.  You may have her accompany you to rescue her twin sister from the demon in the hell level.  Her abilities will that of a cleric.  She will be able to heal and have some fighting skills.

d. Inn keeper will allow the user to buy another night in the inn.  He is a merchant.
e. Bar keeper will be the only other merchant in the game.  He will sell general items including healing potions and other such items.
f. Patrons of the inn are nothing more than scenery.

g. Commoner in the Inn who gives the first quest that points the player to the north to the destroyed city.

h. Old man in the destroyed city will tell the player that some of the people of the city escaped to the sewers.

i. There will be two characters in the sewers that are just going to be used as scenery.  They will thank the player for rescuing them and then disappear.

j. The third person in the sewers friendly to the player will be Angela Dodson a cleric who can be used as a henchman for the player. Even if the player chooses not to use Angela Dodson as a henchman information will be given to the player concerning the whereabouts of her sister and how to get there.

k. Upon reaching the haunted forest there will be a commoner sitting at a campfire.  He will tell the player that there is an adventurer that is lost in the woods.  No other information will be forthcoming from him.

l. Demon Moman is found in Hell once the player gets past all of the sub level creatures.  He will be tough to beat and is the Boss monster for the game.
8. Lessons Learned
The basic level layouts are very bare and require an enormous amount of objects to fill them.  

The basic monsters can be too tough for a beginning player to fight.  It is necessary to make sure the player levels up before fighting any of the undead monsters.
From beginning to end of this project, we learned how to successfully program and navigate through the NWN toolset.  We learned that after the initial learning curve, programming becomes more fluid.
Flow of scenes:
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Character starts at the inn in the upstairs rooms.  From there the character goes down the stairs.  From there the character can go out the Inn door to the forest.   The forest has two areas to traverse to.  The first which is presented to the player as a quest inside the inn is the destroyed city.  Once inside the city the player can enter the sewers.  The other path is the haunted forest.  Once in the haunted forest the player must enter the caves inside the caves is a mining pit that leads to the dungeon upper level.  The character then will make their way to the stairs which will put them in the final scene in Hell.
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List of different coding sections by file name:
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3. direbearpercept
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5. gameend
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9. npcinnonspawn2
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14. openstore001
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Amanda Yaklin

Wayne Pawley

Code for Game Design 2 Final Project
//Script for chas

#include "X0_INC_HENAI"

void main()

{

    object self = GetObjectByTag("Chas");

    SetImmortal(self,TRUE);

    SetAssociateListenPatterns();//Sets up the special henchmen listening patterns

    bkSetListeningPatterns();      // Goes through and sets up which shouts the NPC will listen to.

    SetAssociateState(NW_ASC_POWER_CASTING);

    SetAssociateState(NW_ASC_HEAL_AT_50);

    SetAssociateState(NW_ASC_RETRY_OPEN_LOCKS);

    SetAssociateState(NW_ASC_DISARM_TRAPS);

    SetAssociateState(NW_ASC_MODE_DEFEND_MASTER, FALSE);

    SetAssociateState(NW_ASC_USE_RANGED_WEAPON, FALSE); //User ranged weapons by default if true.

    SetAssociateState(NW_ASC_DISTANCE_2_METERS);

    // April 2002: Summoned monsters, associates and familiars need to stay

    // further back due to their size.

    int nType = GetAssociateType(OBJECT_SELF);

    switch (nType)

    {

        case ASSOCIATE_TYPE_ANIMALCOMPANION:

        case ASSOCIATE_TYPE_DOMINATED:

        case ASSOCIATE_TYPE_FAMILIAR:

        case ASSOCIATE_TYPE_SUMMONED:

            SetAssociateState(NW_ASC_DISTANCE_4_METERS);

            break;

    }

/*    if (GetAssociate(ASSOCIATE_TYPE_ANIMALCOMPANION, GetMaster()) == OBJECT_SELF  ||

        GetAssociate(ASSOCIATE_TYPE_DOMINATED, GetMaster()) == OBJECT_SELF  ||

        GetAssociate(ASSOCIATE_TYPE_FAMILIAR, GetMaster()) == OBJECT_SELF  ||

        GetAssociate(ASSOCIATE_TYPE_SUMMONED, GetMaster()) == OBJECT_SELF)

    {

            SetAssociateState(NW_ASC_DISTANCE_4_METERS);

    }

*/

    // * Feb 2003: Set official campaign henchmen to have no inventory

    SetLocalInt(OBJECT_SELF, "X0_L_NOTALLOWEDTOHAVEINVENTORY", 10) ;

    //SetAssociateState(NW_ASC_MODE_DEFEND_MASTER);

    SetAssociateStartLocation();

    // SPECIAL CONVERSATION SETTTINGS

    //SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    //SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

            // This causes the creature to say a special greeting in their conversation file

            // upon Perceiving the player. Attach the [NW_D2_GenCheck.nss] script to the desired

            // greeting in order to designate it. As the creature is actually saying this to

            // himself, don't attach any player responses to the greeting.

// CUSTOM USER DEFINED EVENTS

/*

    The following settings will allow the user to fire one of the blank user defined events in the NW_D2_DefaultD.  Like the

    On Spawn In script this script is meant to be customized by the end user to allow for unique behaviors.  The user defined

    events user 1000 - 1010

*/

    //SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);         //OPTIONAL BEHAVIOR - Fire User Defined Event 1002

    //SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);           //OPTIONAL BEHAVIOR - Fire User Defined Event 1005

    //SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);          //OPTIONAL BEHAVIOR - Fire User Defined Event 1006

    //SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);        //OPTIONAL BEHAVIOR - Fire User Defined Event 1008

    //SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT); //OPTIONAL BEHAVIOR - Fire User Defined Event 1003

    //SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);      //OPTIONAL BEHAVIOR - Fire User Defined Event 1004

    //SetSpawnInCondition(NW_FLAG_DEATH_EVENT);            //OPTIONAL BEHAVIOR - Fire User Defined Event 1007

}

//script for direbeardeatgh

#include "x2_inc_compon"

#include "x0_i0_spawncond"

void main()

{

    object chas = GetObjectByTag("Chas");

    SetImmortal(chas,FALSE);

    int nClass = GetLevelByClass(CLASS_TYPE_COMMONER);

    int nAlign = GetAlignmentGoodEvil(OBJECT_SELF);

    object oKiller = GetLastKiller();

    // If we're a good/neutral commoner,

    // adjust the killer's alignment evil

    if(nClass > 0 && (nAlign == ALIGNMENT_GOOD || nAlign == ALIGNMENT_NEUTRAL))

    {

        AdjustAlignment(oKiller, ALIGNMENT_EVIL, 5);

    }

    // Call to allies to let them know we're dead

    SpeakString("NW_I_AM_DEAD", TALKVOLUME_SILENT_TALK);

    //Shout Attack my target, only works with the On Spawn In setup

    SpeakString("NW_ATTACK_MY_TARGET", TALKVOLUME_SILENT_TALK);

    // NOTE: the OnDeath user-defined event does not

    // trigger reliably and should probably be removed

    if(GetSpawnInCondition(NW_FLAG_DEATH_EVENT))

    {

         SignalEvent(OBJECT_SELF, EventUserDefined(1007));

    }

    craft_drop_items(oKiller);

}
//Script for direbearpercept

#include "nw_i0_generic"

 #include "nw_i0_2q4luskan"

void main()

{

    if(GetCanSeePC(OBJECT_SELF))

    {

        SetImmortal(OBJECT_SELF,FALSE);

    }

// * if not runnning normal or better Ai then exit for performance reasons

    // * if not runnning normal or better Ai then exit for performance reasons

    if (GetAILevel() == AI_LEVEL_VERY_LOW) return;

    object oPercep = GetLastPerceived();

    int bSeen = GetLastPerceptionSeen();

    int bHeard = GetLastPerceptionHeard();

    if (bHeard == FALSE)

    {

        // Has someone vanished in front of me?

        bHeard = GetLastPerceptionVanished();

    }

    // This will cause the NPC to speak their one-liner

    // conversation on perception even if they are already

    // in combat.

    if(GetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION)

       && GetIsPC(oPercep)

       && bSeen)

    {

        SpeakOneLinerConversation();

    }

    // March 5 2003 Brent

    // Had to add this section back in, since  modifications were not taking this specific

    // example into account -- it made invisibility basically useless.

    //If the last perception event was hearing based or if someone vanished then go to search mode

    if ((GetLastPerceptionVanished()) && GetIsEnemy(GetLastPerceived()))

    {

        object oGone = GetLastPerceived();

        if((GetAttemptedAttackTarget() == GetLastPerceived() ||

           GetAttemptedSpellTarget() == GetLastPerceived() ||

           GetAttackTarget() == GetLastPerceived()) && GetArea(GetLastPerceived()) != GetArea(OBJECT_SELF))

        {

           ClearAllActions();

           DetermineCombatRound();

        }

    }

    // This section has been heavily revised while keeping the

    // pre-existing behavior:

    // - If we're in combat, keep fighting.

    // - If not and we've perceived an enemy, start to fight.

    //   Even if the perception event was a 'vanish', that's

    //   still what we do anyway, since that will keep us

    //   fighting any visible targets.

    // - If we're not in combat and haven't perceived an enemy,

    //   see if the perception target is a PC and if we should

    //   speak our attention-getting one-liner.

    if (GetIsInCombat(OBJECT_SELF))

    {

        // don't do anything else, we're busy

        //MyPrintString("GetIsFighting: TRUE");

    }

    // * BK FEB 2003 Only fight if you can see them. DO NOT RELY ON HEARING FOR ENEMY DETECTION

    else if (GetIsEnemy(oPercep) && bSeen)

    { // SpawnScriptDebugger();

        //MyPrintString("GetIsEnemy: TRUE");

        // We spotted an enemy and we're not already fighting

        if(!GetHasEffect(EFFECT_TYPE_SLEEP)) {

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL))

            {

                //MyPrintString("DetermineSpecialBehavior");

                DetermineSpecialBehavior();

            } else

            {

                //MyPrintString("DetermineCombatRound");

                SetFacingPoint(GetPosition(oPercep));

                SpeakString("NW_I_WAS_ATTACKED", TALKVOLUME_SILENT_TALK);

                DetermineCombatRound();

            }

        }

    }

    else

    {

        if (bSeen)

        {

            //MyPrintString("GetLastPerceptionSeen: TRUE");

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL)) {

                DetermineSpecialBehavior();

            } else if (GetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION)

                       && GetIsPC(oPercep))

            {

                // The NPC will speak their one-liner conversation

                // This should probably be:

                // SpeakOneLinerConversation(oPercep);

                // instead, but leaving it as is for now.

                ActionStartConversation(OBJECT_SELF);

            }

        }

        else

        // * July 14 2003: Some minor reactions based on invisible creatures being nearby

        if (bHeard && GetIsEnemy(oPercep))

        {

           // SpeakString("vanished");

            // * don't want creatures wandering too far after noises

            if (GetDistanceToObject(oPercep) <= 7.0)

            {

//                if (GetHasSpell(SPELL_TRUE_SEEING) == TRUE)

                if (GetHasSpell(SPELL_TRUE_SEEING))

                {

                    ActionCastSpellAtObject(SPELL_TRUE_SEEING, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_SEE_INVISIBILITY) == TRUE)

                if (GetHasSpell(SPELL_SEE_INVISIBILITY))

                {

                    ActionCastSpellAtObject(SPELL_SEE_INVISIBILITY, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_INVISIBILITY_PURGE) == TRUE)

                if (GetHasSpell(SPELL_INVISIBILITY_PURGE))

                {

                    ActionCastSpellAtObject(SPELL_INVISIBILITY_PURGE, OBJECT_SELF);

                }

                else

                {

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_LEFT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_RIGHT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_PAUSE_SCRATCH_HEAD, 0.5);

                }

            }

        }

        // activate ambient animations or walk waypoints if appropriate

       if (!IsInConversation(OBJECT_SELF)) {

           if (GetIsPostOrWalking()) {

               WalkWayPoints();

           } else if (GetIsPC(oPercep) &&

               (GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS)

                || GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS_AVIAN)

                || GetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS)

                || GetIsEncounterCreature()))

           {

                SetAnimationCondition(NW_ANIM_FLAG_IS_ACTIVE);

           }

        }

    }

    // Send the user-defined event if appropriate

    if(GetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT) && GetLastPerceptionSeen())

    {

        SignalEvent(OBJECT_SELF, EventUserDefined(EVENT_PERCEIVE));

    }

}

//Script for direbearspawn

#include "x0_i0_anims"

// #include "x0_i0_walkway" - in x0_i0_anims

#include "x0_i0_treasure"

#include "x2_inc_switches"

void main()

{

    object bear = GetObjectByTag("direbear");

    SetImmortal(bear,TRUE);

    // ***** Spawn-In Conditions ***** //

    // * REMOVE COMMENTS (// ) before the "Set..." functions to activate

    // * them. Do NOT touch lines commented out with // *, those are

    // * real comments for information.

    // * This causes the creature to say a one-line greeting in their

    // * conversation file upon perceiving the player. Put [NW_D2_GenCheck]

    // * in the "Text Seen When" field of the greeting in the conversation

    // * file. Don't attach any player responses.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    // * Same as above, but for hostile creatures to make them say

    // * a line before attacking.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

    // * This NPC will attack when its allies call for help

    // *

    // SetSpawnInCondition(NW_FLAG_SHOUT_ATTACK_MY_TARGET);

    // * If the NPC has the Hide skill they will go into stealth mode

    // * while doing WalkWayPoints().

    // *

    // SetSpawnInCondition(NW_FLAG_STEALTH);

    //--------------------------------------------------------------------------

    // Enable stealth mode by setting a variable on the creature

    // Great for ambushes

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_STEALTH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_STEALTH);

    }

    // * Same, but for Search mode

    // *

    // SetSpawnInCondition(NW_FLAG_SEARCH);

    //--------------------------------------------------------------------------

    // Make creature enter search mode after spawning by setting a variable

    // Great for guards, etc

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_SEARCH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_SEARCH);

    }

    // * This will set the NPC to give a warning to non-enemies

    // * before attacking.

    // * NN -- no clue what this really does yet

    // *

    // SetSpawnInCondition(NW_FLAG_SET_WARNINGS);

    // * Separate the NPC's waypoints into day & night.

    // * See comment on WalkWayPoints() for use.

    // *

    // SetSpawnInCondition(NW_FLAG_DAY_NIGHT_POSTING);

    // * If this is set, the NPC will appear using the "EffectAppear"

    // * animation instead of fading in, *IF* SetListeningPatterns()

    // * is called below.

    // *

    //SetSpawnInCondition(NW_FLAG_APPEAR_SPAWN_IN_ANIMATION);

    // * This will cause an NPC to use common animations it possesses,

    // * and use social ones to any other nearby friendly NPCs.

    // *

    // SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable immobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT_IMMOBILE) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    }

    // * Same as above, except NPC will wander randomly around the

    // * area.

    // *

    // SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable mobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    }

    // **** Animation Conditions **** //

    // * These are extra conditions you can put on creatures with ambient

    // * animations.

    // * Civilized creatures interact with placeables in

    // * their area that have the tag "NW_INTERACTIVE"

    // * and "talk" to each other.

    // *

    // * Humanoid races are civilized by default, so only

    // * set this flag for monster races that you want to

    // * behave the same way.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_CIVILIZED);

    // * If this flag is set, this creature will constantly

    // * be acting. Otherwise, creatures will only start

    // * performing their ambient animations when they

    // * first perceive a player, and they will stop when

    // * the player moves away.

    // SetAnimationCondition(NW_ANIM_FLAG_CONSTANT);

    // * Civilized creatures with this flag set will

    // * randomly use a few voicechats. It's a good

    // * idea to avoid putting this on multiple

    // * creatures using the same voiceset.

    // SetAnimationCondition(NW_ANIM_FLAG_CHATTER);

    // * Creatures with _immobile_ ambient animations

    // * can have this flag set to make them mobile in a

    // * close range. They will never leave their immediate

    // * area, but will move around in it, frequently

    // * returning to their starting point.

    // *

    // * Note that creatures spawned inside interior areas

    // * that contain a waypoint with one of the tags

    // * "NW_HOME", "NW_TAVERN", "NW_SHOP" will automatically

    // * have this condition set.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_MOBILE_CLOSE_RANGE);

    // **** Special Combat Tactics *****//

    // * These are special flags that can be set on creatures to

    // * make them follow certain specialized combat tactics.

    // * NOTE: ONLY ONE OF THESE SHOULD BE SET ON A SINGLE CREATURE.

    // * Ranged attacker

    // * Will attempt to stay at ranged distance from their

    // * target.

    // SetCombatCondition(X0_COMBAT_FLAG_RANGED);

    // * Defensive attacker

    // * Will use defensive combat feats and parry

    // SetCombatCondition(X0_COMBAT_FLAG_DEFENSIVE);

    // * Ambusher

    // * Will go stealthy/invisible and attack, then

    // * run away and try to go stealthy again before

    // * attacking anew.

    // SetCombatCondition(X0_COMBAT_FLAG_AMBUSHER);

    // * Cowardly

    // * Cowardly creatures will attempt to flee

    // * attackers.

    // SetCombatCondition(X0_COMBAT_FLAG_COWARDLY);

    // **** Escape Commands ***** //

    // * NOTE: ONLY ONE OF THE FOLLOWING SHOULD EVER BE SET AT ONE TIME.

    // * NOTE2: Not clear that these actually work. -- NN

    // * Flee to a way point and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_RETURN);

    // * Flee to a way point and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_LEAVE);

    // * Teleport to safety and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_LEAVE);

    // * Teleport to safety and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_RETURN);

    // ***** CUSTOM USER DEFINED EVENTS ***** /

    /*

      If you uncomment any of these conditions, the creature will fire

      a specific user-defined event number on each event. That will then

      allow you to write custom code in the "OnUserDefinedEvent" handler

      script to go on top of the default NPC behaviors for that event.

      Example: I want to add some custom behavior to my NPC when they

      are damaged. I uncomment the "NW_FLAG_DAMAGED_EVENT", then create

      a new user-defined script that has something like this in it:

      if (GetUserDefinedEventNumber() == 1006) {

          // Custom code for my NPC to execute when it's damaged

      }

      These user-defined events are in the range 1001-1007.

    */

    // * Fire User Defined Event 1001 in the OnHeartbeat

    // *

    // SetSpawnInCondition(NW_FLAG_HEARTBEAT_EVENT);

    // * Fire User Defined Event 1002

    // *

    // SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);

    // * Fire User Defined Event 1005

    // *

    // SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);

    // * Fire User Defined Event 1006

    // *

    // SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);

    // * Fire User Defined Event 1008

    // *

    // SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);

    // * Fire User Defined Event 1003

    // *

    // SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT);

    // * Fire User Defined Event 1004

    // *

    // SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);

    // ***** DEFAULT GENERIC BEHAVIOR (DO NOT TOUCH) ***** //

    // * Goes through and sets up which shouts the NPC will listen to.

    // *

    SetListeningPatterns();

    // * Walk among a set of waypoints.

    // * 1. Find waypoints with the tag "WP_" + NPC TAG + "_##" and walk

    // *    among them in order.

    // * 2. If the tag of the Way Point is "POST_" + NPC TAG, stay there

    // *    and return to it after combat.

    //

    // * Optional Parameters:

    // * void WalkWayPoints(int nRun = FALSE, float fPause = 1.0)

    //

    // * If "NW_FLAG_DAY_NIGHT_POSTING" is set above, you can also

    // * create waypoints with the tags "WN_" + NPC Tag + "_##"

    // * and those will be walked at night. (The standard waypoints

    // * will be walked during the day.)

    // * The night "posting" waypoint tag is simply "NIGHT_" + NPC tag.

    WalkWayPoints();

    //* Create a small amount of treasure on the creature

    if ((GetLocalInt(GetModule(), "X2_L_NOTREASURE") == FALSE)  &&

        (GetLocalInt(OBJECT_SELF, "X2_L_NOTREASURE") == FALSE)   )

    {

        CTG_GenerateNPCTreasure(TREASURE_TYPE_MONSTER, OBJECT_SELF);

    }

    // ***** ADD ANY SPECIAL ON-SPAWN CODE HERE ***** //

    // * If Incorporeal, apply changes

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_IS_INCORPOREAL) == TRUE)

    {

        effect eConceal = EffectConcealment(50, MISS_CHANCE_TYPE_NORMAL);

        eConceal = ExtraordinaryEffect(eConceal);

        effect eGhost = EffectCutsceneGhost();

        eGhost = ExtraordinaryEffect(eGhost);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eConceal, OBJECT_SELF);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eGhost, OBJECT_SELF);

    }

}

//Script for gameend

void main()

{

    // Give the speaker the items

    CreateItemOnObject("gameend", GetPCSpeaker(), 1);

    EndGame("Ending");

}

//Script for mamondead

int StartingConditional()

{

    int iResult;

    object mamon = GetObjectByTag("Mamon");

    if (GetIsObjectValid(mamon))

    {

        iResult = FALSE;

    }

    else

    {

         iResult = TRUE;

    }

    return iResult;

}

//Script for npcinnonspawn

#include "x0_i0_anims"

// #include "x0_i0_walkway" - in x0_i0_anims

#include "x0_i0_treasure"

#include "x2_inc_switches"

void main()

{

    // ***** Spawn-In Conditions ***** //

    // * REMOVE COMMENTS (// ) before the "Set..." functions to activate

    // * them. Do NOT touch lines commented out with // *, those are

    // * real comments for information.

    // * This causes the creature to say a one-line greeting in their

    // * conversation file upon perceiving the player. Put [NW_D2_GenCheck]

    // * in the "Text Seen When" field of the greeting in the conversation

    // * file. Don't attach any player responses.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    // * Same as above, but for hostile creatures to make them say

    // * a line before attacking.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

    // * This NPC will attack when its allies call for help

    // *

    // SetSpawnInCondition(NW_FLAG_SHOUT_ATTACK_MY_TARGET);

    // * If the NPC has the Hide skill they will go into stealth mode

    // * while doing WalkWayPoints().

    // *

    // SetSpawnInCondition(NW_FLAG_STEALTH);

    //--------------------------------------------------------------------------

    // Enable stealth mode by setting a variable on the creature

    // Great for ambushes

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_STEALTH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_STEALTH);

    }

    // * Same, but for Search mode

    // *

    // SetSpawnInCondition(NW_FLAG_SEARCH);

    //--------------------------------------------------------------------------

    // Make creature enter search mode after spawning by setting a variable

    // Great for guards, etc

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_SEARCH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_SEARCH);

    }

    // * This will set the NPC to give a warning to non-enemies

    // * before attacking.

    // * NN -- no clue what this really does yet

    // *

    // SetSpawnInCondition(NW_FLAG_SET_WARNINGS);

    // * Separate the NPC's waypoints into day & night.

    // * See comment on WalkWayPoints() for use.

    // *

    // SetSpawnInCondition(NW_FLAG_DAY_NIGHT_POSTING);

    // * If this is set, the NPC will appear using the "EffectAppear"

    // * animation instead of fading in, *IF* SetListeningPatterns()

    // * is called below.

    // *

    //SetSpawnInCondition(NW_FLAG_APPEAR_SPAWN_IN_ANIMATION);

    // * This will cause an NPC to use common animations it possesses,

    // * and use social ones to any other nearby friendly NPCs.

    // *

    // SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable immobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT_IMMOBILE) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    }

    // * Same as above, except NPC will wander randomly around the

    // * area.

    // *

    // SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable mobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    }

    // **** Animation Conditions **** //

    // * These are extra conditions you can put on creatures with ambient

    // * animations.

    // * Civilized creatures interact with placeables in

    // * their area that have the tag "NW_INTERACTIVE"

    // * and "talk" to each other.

    // *

    // * Humanoid races are civilized by default, so only

    // * set this flag for monster races that you want to

    // * behave the same way.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_CIVILIZED);

    // * If this flag is set, this creature will constantly

    // * be acting. Otherwise, creatures will only start

    // * performing their ambient animations when they

    // * first perceive a player, and they will stop when

    // * the player moves away.

    // SetAnimationCondition(NW_ANIM_FLAG_CONSTANT);

    // * Civilized creatures with this flag set will

    // * randomly use a few voicechats. It's a good

    // * idea to avoid putting this on multiple

    // * creatures using the same voiceset.

    // SetAnimationCondition(NW_ANIM_FLAG_CHATTER);

    // * Creatures with _immobile_ ambient animations

    // * can have this flag set to make them mobile in a

    // * close range. They will never leave their immediate

    // * area, but will move around in it, frequently

    // * returning to their starting point.

    // *

    // * Note that creatures spawned inside interior areas

    // * that contain a waypoint with one of the tags

    // * "NW_HOME", "NW_TAVERN", "NW_SHOP" will automatically

    // * have this condition set.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_MOBILE_CLOSE_RANGE);

    // **** Special Combat Tactics *****//

    // * These are special flags that can be set on creatures to

    // * make them follow certain specialized combat tactics.

    // * NOTE: ONLY ONE OF THESE SHOULD BE SET ON A SINGLE CREATURE.

    // * Ranged attacker

    // * Will attempt to stay at ranged distance from their

    // * target.

    // SetCombatCondition(X0_COMBAT_FLAG_RANGED);

    // * Defensive attacker

    // * Will use defensive combat feats and parry

    // SetCombatCondition(X0_COMBAT_FLAG_DEFENSIVE);

    // * Ambusher

    // * Will go stealthy/invisible and attack, then

    // * run away and try to go stealthy again before

    // * attacking anew.

    // SetCombatCondition(X0_COMBAT_FLAG_AMBUSHER);

    // * Cowardly

    // * Cowardly creatures will attempt to flee

    // * attackers.

    // SetCombatCondition(X0_COMBAT_FLAG_COWARDLY);

    // **** Escape Commands ***** //

    // * NOTE: ONLY ONE OF THE FOLLOWING SHOULD EVER BE SET AT ONE TIME.

    // * NOTE2: Not clear that these actually work. -- NN

    // * Flee to a way point and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_RETURN);

    // * Flee to a way point and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_LEAVE);

    // * Teleport to safety and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_LEAVE);

    // * Teleport to safety and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_RETURN);

    // ***** CUSTOM USER DEFINED EVENTS ***** /

    /*

      If you uncomment any of these conditions, the creature will fire

      a specific user-defined event number on each event. That will then

      allow you to write custom code in the "OnUserDefinedEvent" handler

      script to go on top of the default NPC behaviors for that event.

      Example: I want to add some custom behavior to my NPC when they

      are damaged. I uncomment the "NW_FLAG_DAMAGED_EVENT", then create

      a new user-defined script that has something like this in it:

      if (GetUserDefinedEventNumber() == 1006) {

          // Custom code for my NPC to execute when it's damaged

      }

      These user-defined events are in the range 1001-1007.

    */

    // * Fire User Defined Event 1001 in the OnHeartbeat

    // *

    // SetSpawnInCondition(NW_FLAG_HEARTBEAT_EVENT);

    // * Fire User Defined Event 1002

    // *

    // SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);

    // * Fire User Defined Event 1005

    // *

    // SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);

    // * Fire User Defined Event 1006

    // *

    // SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);

    // * Fire User Defined Event 1008

    // *

    // SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);

    // * Fire User Defined Event 1003

    // *

    // SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT);

    // * Fire User Defined Event 1004

    // *

    // SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);

    // ***** DEFAULT GENERIC BEHAVIOR (DO NOT TOUCH) ***** //

    // * Goes through and sets up which shouts the NPC will listen to.

    // *

    SetListeningPatterns();

    // * Walk among a set of waypoints.

    // * 1. Find waypoints with the tag "WP_" + NPC TAG + "_##" and walk

    // *    among them in order.

    // * 2. If the tag of the Way Point is "POST_" + NPC TAG, stay there

    // *    and return to it after combat.

    //

    // * Optional Parameters:

    // * void WalkWayPoints(int nRun = FALSE, float fPause = 1.0)

    //

    // * If "NW_FLAG_DAY_NIGHT_POSTING" is set above, you can also

    // * create waypoints with the tags "WN_" + NPC Tag + "_##"

    // * and those will be walked at night. (The standard waypoints

    // * will be walked during the day.)

    // * The night "posting" waypoint tag is simply "NIGHT_" + NPC tag.

    WalkWayPoints();

    object oNPC = OBJECT_SELF;

    object oChair = GetObjectByTag("BarChairsit");

    ActionSit(oChair);

    //* Create a small amount of treasure on the creature

    if ((GetLocalInt(GetModule(), "X2_L_NOTREASURE") == FALSE)  &&

        (GetLocalInt(OBJECT_SELF, "X2_L_NOTREASURE") == FALSE)   )

    {

        CTG_GenerateNPCTreasure(TREASURE_TYPE_MONSTER, OBJECT_SELF);

    }

    // ***** ADD ANY SPECIAL ON-SPAWN CODE HERE ***** //

    // * If Incorporeal, apply changes

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_IS_INCORPOREAL) == TRUE)

    {

        effect eConceal = EffectConcealment(50, MISS_CHANCE_TYPE_NORMAL);

        eConceal = ExtraordinaryEffect(eConceal);

        effect eGhost = EffectCutsceneGhost();

        eGhost = ExtraordinaryEffect(eGhost);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eConceal, OBJECT_SELF);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eGhost, OBJECT_SELF);

    }

}

//Script for npinnonspawn1

#include "x0_i0_anims"

// #include "x0_i0_walkway" - in x0_i0_anims

#include "x0_i0_treasure"

#include "x2_inc_switches"

void main()

{

    // ***** Spawn-In Conditions ***** //

    // * REMOVE COMMENTS (// ) before the "Set..." functions to activate

    // * them. Do NOT touch lines commented out with // *, those are

    // * real comments for information.

    // * This causes the creature to say a one-line greeting in their

    // * conversation file upon perceiving the player. Put [NW_D2_GenCheck]

    // * in the "Text Seen When" field of the greeting in the conversation

    // * file. Don't attach any player responses.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    // * Same as above, but for hostile creatures to make them say

    // * a line before attacking.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

    // * This NPC will attack when its allies call for help

    // *

    // SetSpawnInCondition(NW_FLAG_SHOUT_ATTACK_MY_TARGET);

    // * If the NPC has the Hide skill they will go into stealth mode

    // * while doing WalkWayPoints().

    // *

    // SetSpawnInCondition(NW_FLAG_STEALTH);

    //--------------------------------------------------------------------------

    // Enable stealth mode by setting a variable on the creature

    // Great for ambushes

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_STEALTH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_STEALTH);

    }

    // * Same, but for Search mode

    // *

    // SetSpawnInCondition(NW_FLAG_SEARCH);

    //--------------------------------------------------------------------------

    // Make creature enter search mode after spawning by setting a variable

    // Great for guards, etc

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_SEARCH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_SEARCH);

    }

    // * This will set the NPC to give a warning to non-enemies

    // * before attacking.

    // * NN -- no clue what this really does yet

    // *

    // SetSpawnInCondition(NW_FLAG_SET_WARNINGS);

    // * Separate the NPC's waypoints into day & night.

    // * See comment on WalkWayPoints() for use.

    // *

    // SetSpawnInCondition(NW_FLAG_DAY_NIGHT_POSTING);

    // * If this is set, the NPC will appear using the "EffectAppear"

    // * animation instead of fading in, *IF* SetListeningPatterns()

    // * is called below.

    // *

    //SetSpawnInCondition(NW_FLAG_APPEAR_SPAWN_IN_ANIMATION);

    // * This will cause an NPC to use common animations it possesses,

    // * and use social ones to any other nearby friendly NPCs.

    // *

    // SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable immobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT_IMMOBILE) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    }

    // * Same as above, except NPC will wander randomly around the

    // * area.

    // *

    // SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable mobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    }

    // **** Animation Conditions **** //

    // * These are extra conditions you can put on creatures with ambient

    // * animations.

    // * Civilized creatures interact with placeables in

    // * their area that have the tag "NW_INTERACTIVE"

    // * and "talk" to each other.

    // *

    // * Humanoid races are civilized by default, so only

    // * set this flag for monster races that you want to

    // * behave the same way.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_CIVILIZED);

    // * If this flag is set, this creature will constantly

    // * be acting. Otherwise, creatures will only start

    // * performing their ambient animations when they

    // * first perceive a player, and they will stop when

    // * the player moves away.

    // SetAnimationCondition(NW_ANIM_FLAG_CONSTANT);

    // * Civilized creatures with this flag set will

    // * randomly use a few voicechats. It's a good

    // * idea to avoid putting this on multiple

    // * creatures using the same voiceset.

    // SetAnimationCondition(NW_ANIM_FLAG_CHATTER);

    // * Creatures with _immobile_ ambient animations

    // * can have this flag set to make them mobile in a

    // * close range. They will never leave their immediate

    // * area, but will move around in it, frequently

    // * returning to their starting point.

    // *

    // * Note that creatures spawned inside interior areas

    // * that contain a waypoint with one of the tags

    // * "NW_HOME", "NW_TAVERN", "NW_SHOP" will automatically

    // * have this condition set.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_MOBILE_CLOSE_RANGE);

    // **** Special Combat Tactics *****//

    // * These are special flags that can be set on creatures to

    // * make them follow certain specialized combat tactics.

    // * NOTE: ONLY ONE OF THESE SHOULD BE SET ON A SINGLE CREATURE.

    // * Ranged attacker

    // * Will attempt to stay at ranged distance from their

    // * target.

    // SetCombatCondition(X0_COMBAT_FLAG_RANGED);

    // * Defensive attacker

    // * Will use defensive combat feats and parry

    // SetCombatCondition(X0_COMBAT_FLAG_DEFENSIVE);

    // * Ambusher

    // * Will go stealthy/invisible and attack, then

    // * run away and try to go stealthy again before

    // * attacking anew.

    // SetCombatCondition(X0_COMBAT_FLAG_AMBUSHER);

    // * Cowardly

    // * Cowardly creatures will attempt to flee

    // * attackers.

    // SetCombatCondition(X0_COMBAT_FLAG_COWARDLY);

    // **** Escape Commands ***** //

    // * NOTE: ONLY ONE OF THE FOLLOWING SHOULD EVER BE SET AT ONE TIME.

    // * NOTE2: Not clear that these actually work. -- NN

    // * Flee to a way point and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_RETURN);

    // * Flee to a way point and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_LEAVE);

    // * Teleport to safety and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_LEAVE);

    // * Teleport to safety and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_RETURN);

    // ***** CUSTOM USER DEFINED EVENTS ***** /

    /*

      If you uncomment any of these conditions, the creature will fire

      a specific user-defined event number on each event. That will then

      allow you to write custom code in the "OnUserDefinedEvent" handler

      script to go on top of the default NPC behaviors for that event.

      Example: I want to add some custom behavior to my NPC when they

      are damaged. I uncomment the "NW_FLAG_DAMAGED_EVENT", then create

      a new user-defined script that has something like this in it:

      if (GetUserDefinedEventNumber() == 1006) {

          // Custom code for my NPC to execute when it's damaged

      }

      These user-defined events are in the range 1001-1007.

    */

    // * Fire User Defined Event 1001 in the OnHeartbeat

    // *

    // SetSpawnInCondition(NW_FLAG_HEARTBEAT_EVENT);

    // * Fire User Defined Event 1002

    // *

    // SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);

    // * Fire User Defined Event 1005

    // *

    // SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);

    // * Fire User Defined Event 1006

    // *

    // SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);

    // * Fire User Defined Event 1008

    // *

    // SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);

    // * Fire User Defined Event 1003

    // *

    // SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT);

    // * Fire User Defined Event 1004

    // *

    // SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);

    // ***** DEFAULT GENERIC BEHAVIOR (DO NOT TOUCH) ***** //

    // * Goes through and sets up which shouts the NPC will listen to.

    // *

    SetListeningPatterns();

    // * Walk among a set of waypoints.

    // * 1. Find waypoints with the tag "WP_" + NPC TAG + "_##" and walk

    // *    among them in order.

    // * 2. If the tag of the Way Point is "POST_" + NPC TAG, stay there

    // *    and return to it after combat.

    //

    // * Optional Parameters:

    // * void WalkWayPoints(int nRun = FALSE, float fPause = 1.0)

    //

    // * If "NW_FLAG_DAY_NIGHT_POSTING" is set above, you can also

    // * create waypoints with the tags "WN_" + NPC Tag + "_##"

    // * and those will be walked at night. (The standard waypoints

    // * will be walked during the day.)

    // * The night "posting" waypoint tag is simply "NIGHT_" + NPC tag.

    WalkWayPoints();

    object oNPC = OBJECT_SELF;

    object oChair = GetObjectByTag("BarChairsit1");

    ActionSit(oChair);

    //* Create a small amount of treasure on the creature

    if ((GetLocalInt(GetModule(), "X2_L_NOTREASURE") == FALSE)  &&

        (GetLocalInt(OBJECT_SELF, "X2_L_NOTREASURE") == FALSE)   )

    {

        CTG_GenerateNPCTreasure(TREASURE_TYPE_MONSTER, OBJECT_SELF);

    }

    // ***** ADD ANY SPECIAL ON-SPAWN CODE HERE ***** //

    // * If Incorporeal, apply changes

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_IS_INCORPOREAL) == TRUE)

    {

        effect eConceal = EffectConcealment(50, MISS_CHANCE_TYPE_NORMAL);

        eConceal = ExtraordinaryEffect(eConceal);

        effect eGhost = EffectCutsceneGhost();

        eGhost = ExtraordinaryEffect(eGhost);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eConceal, OBJECT_SELF);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eGhost, OBJECT_SELF);

    }

}

//Script for npcinnonspawn2

#include "x0_i0_anims"

// #include "x0_i0_walkway" - in x0_i0_anims

#include "x0_i0_treasure"

#include "x2_inc_switches"

void main()

{

    // ***** Spawn-In Conditions ***** //

    // * REMOVE COMMENTS (// ) before the "Set..." functions to activate

    // * them. Do NOT touch lines commented out with // *, those are

    // * real comments for information.

    // * This causes the creature to say a one-line greeting in their

    // * conversation file upon perceiving the player. Put [NW_D2_GenCheck]

    // * in the "Text Seen When" field of the greeting in the conversation

    // * file. Don't attach any player responses.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    // * Same as above, but for hostile creatures to make them say

    // * a line before attacking.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

    // * This NPC will attack when its allies call for help

    // *

    // SetSpawnInCondition(NW_FLAG_SHOUT_ATTACK_MY_TARGET);

    // * If the NPC has the Hide skill they will go into stealth mode

    // * while doing WalkWayPoints().

    // *

    // SetSpawnInCondition(NW_FLAG_STEALTH);

    //--------------------------------------------------------------------------

    // Enable stealth mode by setting a variable on the creature

    // Great for ambushes

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_STEALTH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_STEALTH);

    }

    // * Same, but for Search mode

    // *

    // SetSpawnInCondition(NW_FLAG_SEARCH);

    //--------------------------------------------------------------------------

    // Make creature enter search mode after spawning by setting a variable

    // Great for guards, etc

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_SEARCH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_SEARCH);

    }

    // * This will set the NPC to give a warning to non-enemies

    // * before attacking.

    // * NN -- no clue what this really does yet

    // *

    // SetSpawnInCondition(NW_FLAG_SET_WARNINGS);

    // * Separate the NPC's waypoints into day & night.

    // * See comment on WalkWayPoints() for use.

    // *

    // SetSpawnInCondition(NW_FLAG_DAY_NIGHT_POSTING);

    // * If this is set, the NPC will appear using the "EffectAppear"

    // * animation instead of fading in, *IF* SetListeningPatterns()

    // * is called below.

    // *

    //SetSpawnInCondition(NW_FLAG_APPEAR_SPAWN_IN_ANIMATION);

    // * This will cause an NPC to use common animations it possesses,

    // * and use social ones to any other nearby friendly NPCs.

    // *

    // SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable immobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT_IMMOBILE) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    }

    // * Same as above, except NPC will wander randomly around the

    // * area.

    // *

    // SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable mobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    }

    // **** Animation Conditions **** //

    // * These are extra conditions you can put on creatures with ambient

    // * animations.

    // * Civilized creatures interact with placeables in

    // * their area that have the tag "NW_INTERACTIVE"

    // * and "talk" to each other.

    // *

    // * Humanoid races are civilized by default, so only

    // * set this flag for monster races that you want to

    // * behave the same way.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_CIVILIZED);

    // * If this flag is set, this creature will constantly

    // * be acting. Otherwise, creatures will only start

    // * performing their ambient animations when they

    // * first perceive a player, and they will stop when

    // * the player moves away.

    // SetAnimationCondition(NW_ANIM_FLAG_CONSTANT);

    // * Civilized creatures with this flag set will

    // * randomly use a few voicechats. It's a good

    // * idea to avoid putting this on multiple

    // * creatures using the same voiceset.

    // SetAnimationCondition(NW_ANIM_FLAG_CHATTER);

    // * Creatures with _immobile_ ambient animations

    // * can have this flag set to make them mobile in a

    // * close range. They will never leave their immediate

    // * area, but will move around in it, frequently

    // * returning to their starting point.

    // *

    // * Note that creatures spawned inside interior areas

    // * that contain a waypoint with one of the tags

    // * "NW_HOME", "NW_TAVERN", "NW_SHOP" will automatically

    // * have this condition set.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_MOBILE_CLOSE_RANGE);

    // **** Special Combat Tactics *****//

    // * These are special flags that can be set on creatures to

    // * make them follow certain specialized combat tactics.

    // * NOTE: ONLY ONE OF THESE SHOULD BE SET ON A SINGLE CREATURE.

    // * Ranged attacker

    // * Will attempt to stay at ranged distance from their

    // * target.

    // SetCombatCondition(X0_COMBAT_FLAG_RANGED);

    // * Defensive attacker

    // * Will use defensive combat feats and parry

    // SetCombatCondition(X0_COMBAT_FLAG_DEFENSIVE);

    // * Ambusher

    // * Will go stealthy/invisible and attack, then

    // * run away and try to go stealthy again before

    // * attacking anew.

    // SetCombatCondition(X0_COMBAT_FLAG_AMBUSHER);

    // * Cowardly

    // * Cowardly creatures will attempt to flee

    // * attackers.

    // SetCombatCondition(X0_COMBAT_FLAG_COWARDLY);

    // **** Escape Commands ***** //

    // * NOTE: ONLY ONE OF THE FOLLOWING SHOULD EVER BE SET AT ONE TIME.

    // * NOTE2: Not clear that these actually work. -- NN

    // * Flee to a way point and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_RETURN);

    // * Flee to a way point and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_LEAVE);

    // * Teleport to safety and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_LEAVE);

    // * Teleport to safety and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_RETURN);

    // ***** CUSTOM USER DEFINED EVENTS ***** /

    /*

      If you uncomment any of these conditions, the creature will fire

      a specific user-defined event number on each event. That will then

      allow you to write custom code in the "OnUserDefinedEvent" handler

      script to go on top of the default NPC behaviors for that event.

      Example: I want to add some custom behavior to my NPC when they

      are damaged. I uncomment the "NW_FLAG_DAMAGED_EVENT", then create

      a new user-defined script that has something like this in it:

      if (GetUserDefinedEventNumber() == 1006) {

          // Custom code for my NPC to execute when it's damaged

      }

      These user-defined events are in the range 1001-1007.

    */

    // * Fire User Defined Event 1001 in the OnHeartbeat

    // *

    // SetSpawnInCondition(NW_FLAG_HEARTBEAT_EVENT);

    // * Fire User Defined Event 1002

    // *

    // SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);

    // * Fire User Defined Event 1005

    // *

    // SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);

    // * Fire User Defined Event 1006

    // *

    // SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);

    // * Fire User Defined Event 1008

    // *

    // SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);

    // * Fire User Defined Event 1003

    // *

    // SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT);

    // * Fire User Defined Event 1004

    // *

    // SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);

    // ***** DEFAULT GENERIC BEHAVIOR (DO NOT TOUCH) ***** //

    // * Goes through and sets up which shouts the NPC will listen to.

    // *

    SetListeningPatterns();

    // * Walk among a set of waypoints.

    // * 1. Find waypoints with the tag "WP_" + NPC TAG + "_##" and walk

    // *    among them in order.

    // * 2. If the tag of the Way Point is "POST_" + NPC TAG, stay there

    // *    and return to it after combat.

    //

    // * Optional Parameters:

    // * void WalkWayPoints(int nRun = FALSE, float fPause = 1.0)

    //

    // * If "NW_FLAG_DAY_NIGHT_POSTING" is set above, you can also

    // * create waypoints with the tags "WN_" + NPC Tag + "_##"

    // * and those will be walked at night. (The standard waypoints

    // * will be walked during the day.)

    // * The night "posting" waypoint tag is simply "NIGHT_" + NPC tag.

    WalkWayPoints();

    object oNPC = OBJECT_SELF;

    object oChair = GetObjectByTag("BarChairsit2");

    ActionSit(oChair);

    //* Create a small amount of treasure on the creature

    if ((GetLocalInt(GetModule(), "X2_L_NOTREASURE") == FALSE)  &&

        (GetLocalInt(OBJECT_SELF, "X2_L_NOTREASURE") == FALSE)   )

    {

        CTG_GenerateNPCTreasure(TREASURE_TYPE_MONSTER, OBJECT_SELF);

    }

    // ***** ADD ANY SPECIAL ON-SPAWN CODE HERE ***** //

    // * If Incorporeal, apply changes

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_IS_INCORPOREAL) == TRUE)

    {

        effect eConceal = EffectConcealment(50, MISS_CHANCE_TYPE_NORMAL);

        eConceal = ExtraordinaryEffect(eConceal);

        effect eGhost = EffectCutsceneGhost();

        eGhost = ExtraordinaryEffect(eGhost);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eConceal, OBJECT_SELF);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eGhost, OBJECT_SELF);

    }

}

//Script for npcinnonspawn3

#include "x0_i0_anims"

// #include "x0_i0_walkway" - in x0_i0_anims

#include "x0_i0_treasure"

#include "x2_inc_switches"

void main()

{

    // ***** Spawn-In Conditions ***** //

    // * REMOVE COMMENTS (// ) before the "Set..." functions to activate

    // * them. Do NOT touch lines commented out with // *, those are

    // * real comments for information.

    // * This causes the creature to say a one-line greeting in their

    // * conversation file upon perceiving the player. Put [NW_D2_GenCheck]

    // * in the "Text Seen When" field of the greeting in the conversation

    // * file. Don't attach any player responses.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION);

    // * Same as above, but for hostile creatures to make them say

    // * a line before attacking.

    // *

    // SetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION);

    // * This NPC will attack when its allies call for help

    // *

    // SetSpawnInCondition(NW_FLAG_SHOUT_ATTACK_MY_TARGET);

    // * If the NPC has the Hide skill they will go into stealth mode

    // * while doing WalkWayPoints().

    // *

    // SetSpawnInCondition(NW_FLAG_STEALTH);

    //--------------------------------------------------------------------------

    // Enable stealth mode by setting a variable on the creature

    // Great for ambushes

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_STEALTH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_STEALTH);

    }

    // * Same, but for Search mode

    // *

    // SetSpawnInCondition(NW_FLAG_SEARCH);

    //--------------------------------------------------------------------------

    // Make creature enter search mode after spawning by setting a variable

    // Great for guards, etc

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_SEARCH) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_SEARCH);

    }

    // * This will set the NPC to give a warning to non-enemies

    // * before attacking.

    // * NN -- no clue what this really does yet

    // *

    // SetSpawnInCondition(NW_FLAG_SET_WARNINGS);

    // * Separate the NPC's waypoints into day & night.

    // * See comment on WalkWayPoints() for use.

    // *

    // SetSpawnInCondition(NW_FLAG_DAY_NIGHT_POSTING);

    // * If this is set, the NPC will appear using the "EffectAppear"

    // * animation instead of fading in, *IF* SetListeningPatterns()

    // * is called below.

    // *

    //SetSpawnInCondition(NW_FLAG_APPEAR_SPAWN_IN_ANIMATION);

    // * This will cause an NPC to use common animations it possesses,

    // * and use social ones to any other nearby friendly NPCs.

    // *

    // SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable immobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT_IMMOBILE) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS);

    }

    // * Same as above, except NPC will wander randomly around the

    // * area.

    // *

    // SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    //--------------------------------------------------------------------------

    // Enable mobile ambient animations by setting a variable

    // See x2_inc_switches for more information about this

    //--------------------------------------------------------------------------

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_USE_SPAWN_AMBIENT) == TRUE)

    {

        SetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS);

    }

    // **** Animation Conditions **** //

    // * These are extra conditions you can put on creatures with ambient

    // * animations.

    // * Civilized creatures interact with placeables in

    // * their area that have the tag "NW_INTERACTIVE"

    // * and "talk" to each other.

    // *

    // * Humanoid races are civilized by default, so only

    // * set this flag for monster races that you want to

    // * behave the same way.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_CIVILIZED);

    // * If this flag is set, this creature will constantly

    // * be acting. Otherwise, creatures will only start

    // * performing their ambient animations when they

    // * first perceive a player, and they will stop when

    // * the player moves away.

    // SetAnimationCondition(NW_ANIM_FLAG_CONSTANT);

    // * Civilized creatures with this flag set will

    // * randomly use a few voicechats. It's a good

    // * idea to avoid putting this on multiple

    // * creatures using the same voiceset.

    // SetAnimationCondition(NW_ANIM_FLAG_CHATTER);

    // * Creatures with _immobile_ ambient animations

    // * can have this flag set to make them mobile in a

    // * close range. They will never leave their immediate

    // * area, but will move around in it, frequently

    // * returning to their starting point.

    // *

    // * Note that creatures spawned inside interior areas

    // * that contain a waypoint with one of the tags

    // * "NW_HOME", "NW_TAVERN", "NW_SHOP" will automatically

    // * have this condition set.

    // SetAnimationCondition(NW_ANIM_FLAG_IS_MOBILE_CLOSE_RANGE);

    // **** Special Combat Tactics *****//

    // * These are special flags that can be set on creatures to

    // * make them follow certain specialized combat tactics.

    // * NOTE: ONLY ONE OF THESE SHOULD BE SET ON A SINGLE CREATURE.

    // * Ranged attacker

    // * Will attempt to stay at ranged distance from their

    // * target.

    // SetCombatCondition(X0_COMBAT_FLAG_RANGED);

    // * Defensive attacker

    // * Will use defensive combat feats and parry

    // SetCombatCondition(X0_COMBAT_FLAG_DEFENSIVE);

    // * Ambusher

    // * Will go stealthy/invisible and attack, then

    // * run away and try to go stealthy again before

    // * attacking anew.

    // SetCombatCondition(X0_COMBAT_FLAG_AMBUSHER);

    // * Cowardly

    // * Cowardly creatures will attempt to flee

    // * attackers.

    // SetCombatCondition(X0_COMBAT_FLAG_COWARDLY);

    // **** Escape Commands ***** //

    // * NOTE: ONLY ONE OF THE FOLLOWING SHOULD EVER BE SET AT ONE TIME.

    // * NOTE2: Not clear that these actually work. -- NN

    // * Flee to a way point and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_RETURN);

    // * Flee to a way point and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_ESCAPE_LEAVE);

    // * Teleport to safety and do not return.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_LEAVE);

    // * Teleport to safety and return a short time later.

    // *

    // SetSpawnInCondition(NW_FLAG_TELEPORT_RETURN);

    // ***** CUSTOM USER DEFINED EVENTS ***** /

    /*

      If you uncomment any of these conditions, the creature will fire

      a specific user-defined event number on each event. That will then

      allow you to write custom code in the "OnUserDefinedEvent" handler

      script to go on top of the default NPC behaviors for that event.

      Example: I want to add some custom behavior to my NPC when they

      are damaged. I uncomment the "NW_FLAG_DAMAGED_EVENT", then create

      a new user-defined script that has something like this in it:

      if (GetUserDefinedEventNumber() == 1006) {

          // Custom code for my NPC to execute when it's damaged

      }

      These user-defined events are in the range 1001-1007.

    */

    // * Fire User Defined Event 1001 in the OnHeartbeat

    // *

    // SetSpawnInCondition(NW_FLAG_HEARTBEAT_EVENT);

    // * Fire User Defined Event 1002

    // *

    // SetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT);

    // * Fire User Defined Event 1005

    // *

    // SetSpawnInCondition(NW_FLAG_ATTACK_EVENT);

    // * Fire User Defined Event 1006

    // *

    // SetSpawnInCondition(NW_FLAG_DAMAGED_EVENT);

    // * Fire User Defined Event 1008

    // *

    // SetSpawnInCondition(NW_FLAG_DISTURBED_EVENT);

    // * Fire User Defined Event 1003

    // *

    // SetSpawnInCondition(NW_FLAG_END_COMBAT_ROUND_EVENT);

    // * Fire User Defined Event 1004

    // *

    // SetSpawnInCondition(NW_FLAG_ON_DIALOGUE_EVENT);

    // ***** DEFAULT GENERIC BEHAVIOR (DO NOT TOUCH) ***** //

    // * Goes through and sets up which shouts the NPC will listen to.

    // *

    SetListeningPatterns();

    // * Walk among a set of waypoints.

    // * 1. Find waypoints with the tag "WP_" + NPC TAG + "_##" and walk

    // *    among them in order.

    // * 2. If the tag of the Way Point is "POST_" + NPC TAG, stay there

    // *    and return to it after combat.

    //

    // * Optional Parameters:

    // * void WalkWayPoints(int nRun = FALSE, float fPause = 1.0)

    //

    // * If "NW_FLAG_DAY_NIGHT_POSTING" is set above, you can also

    // * create waypoints with the tags "WN_" + NPC Tag + "_##"

    // * and those will be walked at night. (The standard waypoints

    // * will be walked during the day.)

    // * The night "posting" waypoint tag is simply "NIGHT_" + NPC tag.

    WalkWayPoints();

    object oNPC = OBJECT_SELF;

    object oChair = GetObjectByTag("BarChairsit3");

    ActionSit(oChair);

    //* Create a small amount of treasure on the creature

    if ((GetLocalInt(GetModule(), "X2_L_NOTREASURE") == FALSE)  &&

        (GetLocalInt(OBJECT_SELF, "X2_L_NOTREASURE") == FALSE)   )

    {

        CTG_GenerateNPCTreasure(TREASURE_TYPE_MONSTER, OBJECT_SELF);

    }

    // ***** ADD ANY SPECIAL ON-SPAWN CODE HERE ***** //

    // * If Incorporeal, apply changes

    if (GetCreatureFlag(OBJECT_SELF, CREATURE_VAR_IS_INCORPOREAL) == TRUE)

    {

        effect eConceal = EffectConcealment(50, MISS_CHANCE_TYPE_NORMAL);

        eConceal = ExtraordinaryEffect(eConceal);

        effect eGhost = EffectCutsceneGhost();

        eGhost = ExtraordinaryEffect(eGhost);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eConceal, OBJECT_SELF);

        ApplyEffectToObject(DURATION_TYPE_PERMANENT, eGhost, OBJECT_SELF);

    }

}

//Script for nw_c2_default2

#include "nw_i0_generic"

void main()

{

    if(GetCanSeePC(OBJECT_SELF)

    {

        SetImmortal(OBJECT_SELF,FALSE);

    }

// * if not runnning normal or better Ai then exit for performance reasons

    // * if not runnning normal or better Ai then exit for performance reasons

    if (GetAILevel() == AI_LEVEL_VERY_LOW) return;

    object oPercep = GetLastPerceived();

    int bSeen = GetLastPerceptionSeen();

    int bHeard = GetLastPerceptionHeard();

    if (bHeard == FALSE)

    {

        // Has someone vanished in front of me?

        bHeard = GetLastPerceptionVanished();

    }

    // This will cause the NPC to speak their one-liner

    // conversation on perception even if they are already

    // in combat.

    if(GetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION)

       && GetIsPC(oPercep)

       && bSeen)

    {

        SpeakOneLinerConversation();

    }

    // March 5 2003 Brent

    // Had to add this section back in, since  modifications were not taking this specific

    // example into account -- it made invisibility basically useless.

    //If the last perception event was hearing based or if someone vanished then go to search mode

    if ((GetLastPerceptionVanished()) && GetIsEnemy(GetLastPerceived()))

    {

        object oGone = GetLastPerceived();

        if((GetAttemptedAttackTarget() == GetLastPerceived() ||

           GetAttemptedSpellTarget() == GetLastPerceived() ||

           GetAttackTarget() == GetLastPerceived()) && GetArea(GetLastPerceived()) != GetArea(OBJECT_SELF))

        {

           ClearAllActions();

           DetermineCombatRound();

        }

    }

    // This section has been heavily revised while keeping the

    // pre-existing behavior:

    // - If we're in combat, keep fighting.

    // - If not and we've perceived an enemy, start to fight.

    //   Even if the perception event was a 'vanish', that's

    //   still what we do anyway, since that will keep us

    //   fighting any visible targets.

    // - If we're not in combat and haven't perceived an enemy,

    //   see if the perception target is a PC and if we should

    //   speak our attention-getting one-liner.

    if (GetIsInCombat(OBJECT_SELF))

    {

        // don't do anything else, we're busy

        //MyPrintString("GetIsFighting: TRUE");

    }

    // * BK FEB 2003 Only fight if you can see them. DO NOT RELY ON HEARING FOR ENEMY DETECTION

    else if (GetIsEnemy(oPercep) && bSeen)

    { // SpawnScriptDebugger();

        //MyPrintString("GetIsEnemy: TRUE");

        // We spotted an enemy and we're not already fighting

        if(!GetHasEffect(EFFECT_TYPE_SLEEP)) {

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL))

            {

                //MyPrintString("DetermineSpecialBehavior");

                DetermineSpecialBehavior();

            } else

            {

                //MyPrintString("DetermineCombatRound");

                SetFacingPoint(GetPosition(oPercep));

                SpeakString("NW_I_WAS_ATTACKED", TALKVOLUME_SILENT_TALK);

                DetermineCombatRound();

            }

        }

    }

    else

    {

        if (bSeen)

        {

            //MyPrintString("GetLastPerceptionSeen: TRUE");

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL)) {

                DetermineSpecialBehavior();

            } else if (GetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION)

                       && GetIsPC(oPercep))

            {

                // The NPC will speak their one-liner conversation

                // This should probably be:

                // SpeakOneLinerConversation(oPercep);

                // instead, but leaving it as is for now.

                ActionStartConversation(OBJECT_SELF);

            }

        }

        else

        // * July 14 2003: Some minor reactions based on invisible creatures being nearby

        if (bHeard && GetIsEnemy(oPercep))

        {

           // SpeakString("vanished");

            // * don't want creatures wandering too far after noises

            if (GetDistanceToObject(oPercep) <= 7.0)

            {

//                if (GetHasSpell(SPELL_TRUE_SEEING) == TRUE)

                if (GetHasSpell(SPELL_TRUE_SEEING))

                {

                    ActionCastSpellAtObject(SPELL_TRUE_SEEING, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_SEE_INVISIBILITY) == TRUE)

                if (GetHasSpell(SPELL_SEE_INVISIBILITY))

                {

                    ActionCastSpellAtObject(SPELL_SEE_INVISIBILITY, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_INVISIBILITY_PURGE) == TRUE)

                if (GetHasSpell(SPELL_INVISIBILITY_PURGE))

                {

                    ActionCastSpellAtObject(SPELL_INVISIBILITY_PURGE, OBJECT_SELF);

                }

                else

                {

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_LEFT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_RIGHT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_PAUSE_SCRATCH_HEAD, 0.5);

                }

            }

        }

        // activate ambient animations or walk waypoints if appropriate

       if (!IsInConversation(OBJECT_SELF)) {

           if (GetIsPostOrWalking()) {

               WalkWayPoints();

           } else if (GetIsPC(oPercep) &&

               (GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS)

                || GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS_AVIAN)

                || GetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS)

                || GetIsEncounterCreature()))

           {

                SetAnimationCondition(NW_ANIM_FLAG_IS_ACTIVE);

           }

        }

    }

    // Send the user-defined event if appropriate

    if(GetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT) && GetLastPerceptionSeen())

    {

        SignalEvent(OBJECT_SELF, EventUserDefined(EVENT_PERCEIVE));

    }

}

//Script for nw_o0_death

void Raise(object oPlayer)

{

        effect eVisual = EffectVisualEffect(VFX_IMP_RESTORATION);

        effect eBad = GetFirstEffect(oPlayer);

        ApplyEffectToObject(DURATION_TYPE_INSTANT,EffectResurrection(),oPlayer);

        ApplyEffectToObject(DURATION_TYPE_INSTANT,EffectHeal(GetMaxHitPoints(oPlayer)), oPlayer);

        //Search for negative effects

        while(GetIsEffectValid(eBad))

        {

            if (GetEffectType(eBad) == EFFECT_TYPE_ABILITY_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_AC_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_ATTACK_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_DAMAGE_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_DAMAGE_IMMUNITY_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_SAVING_THROW_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_SPELL_RESISTANCE_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_SKILL_DECREASE ||

                GetEffectType(eBad) == EFFECT_TYPE_BLINDNESS ||

                GetEffectType(eBad) == EFFECT_TYPE_DEAF ||

                GetEffectType(eBad) == EFFECT_TYPE_PARALYZE ||

                GetEffectType(eBad) == EFFECT_TYPE_NEGATIVELEVEL)

                {

                    //Remove effect if it is negative.

                    RemoveEffect(oPlayer, eBad);

                }

            eBad = GetNextEffect(oPlayer);

        }

        //Fire cast spell at event for the specified target

        SignalEvent(oPlayer, EventSpellCastAt(OBJECT_SELF, SPELL_RESTORATION, FALSE));

        ApplyEffectToObject(DURATION_TYPE_INSTANT, eVisual, oPlayer);

}

void main()

{

    object oPlayer = GetLastPlayerDied();

    // * increment global tracking number of times that I died

    SetLocalInt(oPlayer, "NW_L_PLAYER_DIED", GetLocalInt(oPlayer, "NW_L_PLAYER_DIED") + 1);

    // * BK: Automation Control. Autopcs ignore death

    if (GetLocalInt(oPlayer, "NW_L_AUTOMATION") == 10)

    {

        Raise(oPlayer);

        DelayCommand(1.0, ExecuteScript("crawl", OBJECT_SELF));

        return; // Raise and return

    }

    // * Handle Spirit of the Wood Death

     string sArea = GetTag(GetArea(oPlayer));

/*

    if (sArea == "MAP_M2Q2F2" && GetDistanceBetweenLocations(GetLocation(GetObjectByTag("M2Q2F2_M2Q2G")), GetLocation(oPlayer)) < 5.0 && GetLocalInt(GetModule(),"NW_M2Q2E_WoodsFreed") == 0)

    {

        int bValid;

        Raise(oPlayer);

        string sDestTag = "WP_M2Q2GtoM2Q2F";

        object oSpawnPoint = GetObjectByTag(sDestTag);

        AssignCommand(oPlayer,JumpToLocation(GetLocation(oSpawnPoint)));

        return;

    }

*/

    // * in last level of the Sourcestone, move the player to the beginning of the area

    // * May 16 2002: or the main area of the Snowglobe (to prevent plot logic problems).

    // * May 21 2002: or Castle Never

    if (sArea == "M4Q1D2" || sArea == "M3Q3C" || sArea == "MAP_M1Q6A")

    {

        //Raise(oPlayer);

        //string sDestTag = "M4QD07_ENTER";

        //object oSpawnPoint = GetObjectByTag(sDestTag);

        //AssignCommand(oPlayer, DelayCommand(1.0, JumpToLocation(GetLocation(oSpawnPoint))));

// * MAY 2002: Just popup the YOU ARE DEAD panel at this point

        DelayCommand(2.5, PopUpDeathGUIPanel(oPlayer,FALSE, TRUE, 66487));

        return;

    }

    // * make friendly to Each of the 3 common factions

    AssignCommand(oPlayer, ClearAllActions());

    // * Note: waiting for Sophia to make SetStandardFactionReptuation to clear all personal reputation

    if (GetStandardFactionReputation(STANDARD_FACTION_COMMONER, oPlayer) <= 10)

    {   SetLocalInt(oPlayer, "NW_G_Playerhasbeenbad", 10); // * Player bad

        SetStandardFactionReputation(STANDARD_FACTION_COMMONER, 80, oPlayer);

    }

    if (GetStandardFactionReputation(STANDARD_FACTION_MERCHANT, oPlayer) <= 10)

    {   SetLocalInt(oPlayer, "NW_G_Playerhasbeenbad", 10); // * Player bad

        SetStandardFactionReputation(STANDARD_FACTION_MERCHANT, 80, oPlayer);

    }

    if (GetStandardFactionReputation(STANDARD_FACTION_DEFENDER, oPlayer) <= 10)

    {   SetLocalInt(oPlayer, "NW_G_Playerhasbeenbad", 10); // * Player bad

        SetStandardFactionReputation(STANDARD_FACTION_DEFENDER, 80, oPlayer);

    }

    DelayCommand(2.5, PopUpGUIPanel(oPlayer,GUI_PANEL_PLAYER_DEATH));

}

//Script for nw_s3_balordeth

#include "NW_I0_SPELLS"

void main()

{

    object cage = GetObjectByTag("AnimalCage");

    effect disappear = EffectDisappear();

    ApplyEffectToObject(DURATION_TYPE_INSTANT,disappear,cage);

    //Declare major variables

    object oCaster = OBJECT_SELF;

    int nMetaMagic = GetMetaMagicFeat();

    int nDamage;

    float fDelay;

    effect eExplode = EffectVisualEffect(VFX_FNF_FIREBALL);

    effect eVis = EffectVisualEffect(VFX_IMP_FLAME_M);

    effect eDam;

    //Get the spell target location as opposed to the spell target.

    location lTarget = GetLocation(OBJECT_SELF);

    //Limit Caster level for the purposes of damage

    //Apply the fireball explosion at the location captured above.

    ApplyEffectAtLocation(DURATION_TYPE_INSTANT, eExplode, lTarget);

    //Declare the spell shape, size and the location.  Capture the first target object in the shape.

    object oTarget = GetFirstObjectInShape(SHAPE_SPHERE, RADIUS_SIZE_HUGE, lTarget, TRUE, OBJECT_TYPE_CREATURE | OBJECT_TYPE_DOOR);

    //Cycle through the targets within the spell shape until an invalid object is captured.

    while (GetIsObjectValid(oTarget))

    {

       //Fire cast spell at event for the specified target

        SignalEvent(oTarget, EventSpellCastAt(OBJECT_SELF, SPELL_FIREBALL));

        //Get the distance between the explosion and the target to calculate delay

        fDelay = GetDistanceBetweenLocations(lTarget, GetLocation(oTarget))/20;

        if (!MyResistSpell(OBJECT_SELF, oTarget, fDelay))

        {

            //Adjust the damage based on the Reflex Save, Evasion and Improved Evasion.

            nDamage = GetReflexAdjustedDamage(50, oTarget, GetSpellSaveDC(), SAVING_THROW_TYPE_FIRE);

            //Set the damage effect

            eDam = EffectDamage(nDamage, DAMAGE_TYPE_FIRE);

            if(nDamage > 0)

            {

                // Apply effects to the currently selected target.

                DelayCommand(fDelay, ApplyEffectToObject(DURATION_TYPE_INSTANT, eDam, oTarget));

                //This visual effect is applied to the target object not the location as above.  This visual effect

                //represents the flame that erupts on the target not on the ground.

                DelayCommand(fDelay, ApplyEffectToObject(DURATION_TYPE_INSTANT, eVis, oTarget));

            }

         }

       //Select the next target within the spell shape.

       oTarget = GetNextObjectInShape(SHAPE_SPHERE, RADIUS_SIZE_HUGE, lTarget, TRUE, OBJECT_TYPE_CREATURE | OBJECT_TYPE_DOOR);

    }

}

//Script for openstore001

#include "nw_i0_plot"

void main()

{

    object oStore = GetNearestObjectByTag("NW_STORGENRAL001");

    if (GetObjectType(oStore) == OBJECT_TYPE_STORE)

    {

        gplotAppraiseOpenStore(oStore, GetPCSpeaker());

    }

    else

    {

        ActionSpeakStringByStrRef(53090, TALKVOLUME_TALK);

    }

}

//Script for openstore002

#include "nw_i0_plot"

void main()

{

    object oStore = GetNearestObjectByTag("Inn");

    if (GetObjectType(oStore) == OBJECT_TYPE_STORE)

    {

        gplotAppraiseOpenStore(oStore, GetPCSpeaker());

    }

    else

    {

        ActionSpeakStringByStrRef(53090, TALKVOLUME_TALK);

    }

}

//Script for switch1

void main()

{

    object door1 = GetObjectByTag("Portcullis1");

    object door2 = GetObjectByTag("Portcullis2");

    object door3 = GetObjectByTag("Portcullis3");

    ActionUnlockObject(door1);

    ActionUnlockObject(door2);

    ActionUnlockObject(door3);

    ActionOpenDoor(door1);

    ActionOpenDoor(door2);

    ActionOpenDoor(door3);

}

//Script for switch2

void main()

{

    object door5 = GetObjectByTag("Portcullis5");

    object door6 = GetObjectByTag("Portcullis6");

    object door7 = GetObjectByTag("Portcullis7");

    ActionUnlockObject(door5);

    ActionUnlockObject(door6);

    ActionUnlockObject(door7);

    ActionOpenDoor(door5);

    ActionOpenDoor(door6);

    ActionOpenDoor(door7);

}

//Script for switch3

void main()

{

  object door1 = GetObjectByTag("Portcullis4");

  ActionUnlockObject(door4);

  ActionOpenDoor(door4);

}

//Script for undeadcity

#include "nw_i0_generic"

#include "nw_i0_plot"

void main()

{

    // * if not runnning normal or better Ai then exit for performance reasons

    // * if not runnning normal or better Ai then exit for performance reasons

    if (GetAILevel() == AI_LEVEL_VERY_LOW) return;

    object oPercep = GetLastPerceived();

    int bSeen = GetLastPerceptionSeen();

    int bHeard = GetLastPerceptionHeard();

    if (bHeard == FALSE)

    {

        // Has someone vanished in front of me?

        bHeard = GetLastPerceptionVanished();

    }

    // This will cause the NPC to speak their one-liner

    // conversation on perception even if they are already

    // in combat.

    if(GetSpawnInCondition(NW_FLAG_SPECIAL_COMBAT_CONVERSATION)

       && GetIsPC(oPercep)

       && bSeen)

    {

        SpeakOneLinerConversation();

    }

    // March 5 2003 Brent

    // Had to add this section back in, since  modifications were not taking this specific

    // example into account -- it made invisibility basically useless.

    //If the last perception event was hearing based or if someone vanished then go to search mode

    if ((GetLastPerceptionVanished()) && GetIsEnemy(GetLastPerceived()))

    {

        object oGone = GetLastPerceived();

        if((GetAttemptedAttackTarget() == GetLastPerceived() ||

           GetAttemptedSpellTarget() == GetLastPerceived() ||

           GetAttackTarget() == GetLastPerceived()) && GetArea(GetLastPerceived()) != GetArea(OBJECT_SELF))

        {

           ClearAllActions();

           DetermineCombatRound();

        }

    }

    // This section has been heavily revised while keeping the

    // pre-existing behavior:

    // - If we're in combat, keep fighting.

    // - If not and we've perceived an enemy, start to fight.

    //   Even if the perception event was a 'vanish', that's

    //   still what we do anyway, since that will keep us

    //   fighting any visible targets.

    // - If we're not in combat and haven't perceived an enemy,

    //   see if the perception target is a PC and if we should

    //   speak our attention-getting one-liner.

    if (GetIsInCombat(OBJECT_SELF))

    {

        // don't do anything else, we're busy

        //MyPrintString("GetIsFighting: TRUE");

    }

    // * BK FEB 2003 Only fight if you can see them. DO NOT RELY ON HEARING FOR ENEMY DETECTION

    else if (GetIsEnemy(oPercep) && bSeen)

    { // SpawnScriptDebugger();

        //MyPrintString("GetIsEnemy: TRUE");

        // We spotted an enemy and we're not already fighting

        if(!GetHasEffect(EFFECT_TYPE_SLEEP)) {

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL))

            {

                //MyPrintString("DetermineSpecialBehavior");

                DetermineSpecialBehavior();

            } else

            {

                //MyPrintString("DetermineCombatRound");

                SetFacingPoint(GetPosition(oPercep));

                SpeakString("NW_I_WAS_ATTACKED", TALKVOLUME_SILENT_TALK);

                DetermineCombatRound();

            }

        }

    }

    else

    {

        if (bSeen)

        {

            //MyPrintString("GetLastPerceptionSeen: TRUE");

            if(GetBehaviorState(NW_FLAG_BEHAVIOR_SPECIAL)) {

                DetermineSpecialBehavior();

            } else if (GetSpawnInCondition(NW_FLAG_SPECIAL_CONVERSATION)

                       && GetIsPC(oPercep))

            {

                // The NPC will speak their one-liner conversation

                // This should probably be:

                // SpeakOneLinerConversation(oPercep);

                // instead, but leaving it as is for now.

                ActionStartConversation(OBJECT_SELF);

            }

        }

        else

        // * July 14 2003: Some minor reactions based on invisible creatures being nearby

        if (bHeard && GetIsEnemy(oPercep))

        {

           // SpeakString("vanished");

            // * don't want creatures wandering too far after noises

            if (GetDistanceToObject(oPercep) <= 7.0)

            {

//                if (GetHasSpell(SPELL_TRUE_SEEING) == TRUE)

                if (GetHasSpell(SPELL_TRUE_SEEING))

                {

                    ActionCastSpellAtObject(SPELL_TRUE_SEEING, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_SEE_INVISIBILITY) == TRUE)

                if (GetHasSpell(SPELL_SEE_INVISIBILITY))

                {

                    ActionCastSpellAtObject(SPELL_SEE_INVISIBILITY, OBJECT_SELF);

                }

                else

//                if (GetHasSpell(SPELL_INVISIBILITY_PURGE) == TRUE)

                if (GetHasSpell(SPELL_INVISIBILITY_PURGE))

                {

                    ActionCastSpellAtObject(SPELL_INVISIBILITY_PURGE, OBJECT_SELF);

                }

                else

                {

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_LEFT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_HEAD_TURN_RIGHT, 0.5);

                    ActionPlayAnimation(ANIMATION_FIREFORGET_PAUSE_SCRATCH_HEAD, 0.5);

                }

            }

        }

        // activate ambient animations or walk waypoints if appropriate

       if (!IsInConversation(OBJECT_SELF)) {

           if (GetIsPostOrWalking()) {

               WalkWayPoints();

           } else if (GetIsPC(oPercep) &&

               (GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS)

                || GetSpawnInCondition(NW_FLAG_AMBIENT_ANIMATIONS_AVIAN)

                || GetSpawnInCondition(NW_FLAG_IMMOBILE_AMBIENT_ANIMATIONS)

                || GetIsEncounterCreature()))

           {

                SetAnimationCondition(NW_ANIM_FLAG_IS_ACTIVE);

           }

        }

    }

    // Send the user-defined event if appropriate

    if(GetSpawnInCondition(NW_FLAG_PERCIEVE_EVENT) && GetLastPerceptionSeen())

    {

        SignalEvent(OBJECT_SELF, EventUserDefined(EVENT_PERCEIVE));

    }

}
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