Using the new DALLAS search function(s) (vi.0)atan

Turn On/Off the new features by using this toggle switch:

Dallas Graphical Script Editor v1.01 - Saturn_03 =] ‘[y
=IO Then perform the folloving actions: ~ Message List
¥ Ghost all Invisible Powerups MoText ~
Turn ©ff all Rakotal in List Release_Guidehot
Play object Teleporter! animation from frame 0to 1, cycle time = 1.00, loopi ReplyCodedrrived
Plary ohject Teleporter2 animation from frame 010 1, cycle time = 1.00, loopi shaowGFposk
Plary ohject Parabolardenns animation from frame 0ta 1, cycle time = 1.00, | showGPposy
showGPposZ

Play object Hebebushne animation from frame O to 20, cycle time = 1.00, loc Spotted
Play object EndFahistubl animation from frame O to B, cycls tims = 1.00, loo Start_downioading
Play ohject Aufzuganzsige animation from frame 01a 2, cycle time = 1.00, b Startanimation
Turn tog OFF in room Binschisuse WatForCode

Set user flag datalink to FALSE b
Set user flag datalink2 to FALSE Change Mame ID

Set user flag datalinks to FALSE

Set user flag datalink4 to FALSE
Set user flag datalinks to FALSE

Mow it hers for
the reply. Vou need (
a codeto enter the l :

Set user flag datalinke to FALSE main area. The code
Set user flag downloaddataswitch to FALSE wille transmitted in | fRG
Set user flag downloaddataswitch? to FALSE & few hours...

Set user fleg downloaddataswitch to FALSE
Set user flag downloaddataswitchd to FALSE
Set user flag downloaddataswitchs to FALSE
Set user flag downloaddataswitchE to FALSE Mew Delete
Set user flag hasdstacartridge to FALSE

et okject BiowarnLight1 lighting distance to 0.00 }
et object BiowarnLight? lighting distance o 0.00 User Types Workshop [

Set ohject BiowarnLight! ratvelocity = <0.00,0.00,0.00=
Set object BiowWarnLight2 rotvelocty = =0.00,0.00,0.00= Scripts:

Fill &1l Turn OR/Oft Rokats Al distances 500,00
Import
Set user flag vertilator_orste_broken to FALSE 4 ﬁ

Set user flag show _exploding_grate to FALSE Insert Export

GHOST object atter_dezd

Save object handle for (Mearesr player to Hebebuehne.) in slot shipstart Delete
Set user flag Data_Loaded to FALSE

b Lo E: d
Set goal Activate The Data Output as NOT COMPLETED ﬁ Sl

Set goal Find The Data Cartridye as NOT COMPLETED Paste Callapse

Set user flag has_fahrstuhikey to FALSE

St anal Find Tha Gavvina Wan as MAT ~ORDETER

G e e e o o o o o o 5 3 ) ) ]
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< )
Dr'Descent3\D3-S0Knsiris\Saturn_03 cpp(2779) : Yarnung C4715; ~
'gllzerFlagDoorOpen’ : Micht alle Steuerslementn fade geben cinen Wert zuriick Save
DiDescent3D3-SDK0ss\Saturn _03.cpp(3099) : Warnung C4715:

'gllserDistanceariahle’ | Micht alle Steusrelementpfade geben einen Wert zurlick
Biblicthek 0:'Descent303-SDKwsiris\Saturn_03 lib und Objskt
DDescent3'D3-SDK DsirisSaturn_03 exp wird erstelft
Done v

The Dialog expands and shows more infos and features now:

Dallas Graphical Script Editor ¥1.01 - Saturn_03 r__”Elg‘
= =-[0) Then perform the following actions: & [ MessageList Search in Scriph for :
o i ¥ Ghost all Invisibls Powerups NaText A || Fieos ety
T
¥ Turn Off all Robotal in List Release_Guidehot
- AFlags | [activateDeactivat A
- b Play object Teleporter1 animation from frame 0to 1, cycle time = 1.00, Ioopi ReplyCodedrtived A‘Goglﬂags aMadeTyos =
- b Play object Teleporter2 animation from frame 010 1, cycls tine = 1.00, loopi S::Mggmsé CinemsticFlags oo
— - b Play ohject Parabolantenns animation from frame Do 1, cycle time = 1.00, | zhgxepggzz DesthFlags ¥ |caniCannat v
. - B Play ohict Hebebushne animstion from frame O to 20, cycle time = 1.00, Ioc Spotted Okjects e
- ¥ Play object EndFahrstuhl animstion from frame 010 B, cycle time = 1.00,100— | |Start_downioading T pree————
- B Play ohject Aufzuganzeige snimation from frame 010 2, cycle time =1.00, b Startanimation antennerDoor = |AutzugschachiDe —
b + » Turn fog OFF in room Bioschleuse WatForCode Aufzuganzeioe BioschleusaDoor
E - B Setuser flag datalink to FALSE BioDampf1 ¥ o compRoomt ¥
| & b Set user fiag datalink? to FALSE Change hame ID Rooms Textures
B b - B Setuser flag datalinks to FALSE Mot oo || [Bed A [Plecetescroip A
- B Setuser flag datalink4 to FALSE the ey, Vou noad Bioschleuse — |camTeleportert
7 - B Setuser flag datalinks to FALSE o codets enter the CompRoom1 CamTeleporter2
- b Setuser flag datalink to FALSE main area, The code CompRoom?2 ¥ lcamTelsporters ¥
- b Setuser flag downloaddataswitch to FALSE will be transmitted in Sounds Paths
- b Setuser flag downloaddataswitch2 to FALSE & e fours AmbSwilch3l A |AufzugCam a
- b Setuser flag downloaddataswitch3 o FALSE AmbvirusSwich — |CrashPlage
B b Setuser flag downloaddataswitchd o FALSE Basedlertedsiren g { | Gitersprengung | o
* b Setuser flag downloaddatasivichs to FALSE Deanul Ll clenoiarl i
- b Setuser flag downloaddataswitché o FALSE Mew | Delste Goals Triggers i
- b Setuser flag hasdatacartridge to FALSE Activate The Data Out  [drop A
[ # - b Set okject BiowWarnLight! lighting distance to 0.00 Find The Data Cartride  (MusikOn -
b Setokject BiovwarnLight2 lighting distance to 0.00 User Types Workshop | | |Find The Service Key ?D;“Uh”e; st -
4 b Setobject BiowarnLight! ratvelocty = <0.00,0.00,0.00= - ELLOE I
G- b Setokject BiowarnLight2 ratveloctty = <0.00,0.00,0.00= Seripts: AudioStreams Spechlames
- B Fill &1 Turn OriOft Robots Al distances 500,00 Antenne_ausfahre &
ey Import i -
+ - b Setuser flag ventistor_orste_broken to FALSE 4 ﬁ huddy_-armwrus
#- b Set user flag show _exploding_grate to FALSE Insert Export B’;;’:CZL:?A: ber v
#- b GHOST object gitter_dead
#- b Save ohject handls for (Mearesr player to Hebebuehne ) in slot shipstart Delete Found
#- b Setuser flag Data_Loaded to FALSE Findtext | W Exact
C Expand
% b Set gosl Activate The Data Dutput &5 NOT COMPLETED e Ll
+ - » Set goal Find The Data Cartridge as NOT COMPLETED Paste Callapse Serigt Highii
ighlighting
- b Setuser flag has_fahrstubkey to FALSE 4 4
.. R St mnal Find The Sarvice e as MAT COMEETER ¥ ' hone £ Al Level Scripts
< Ed " Specific Al Object Scripts
- 'al
D\Descent3\D3-SDK nsiris\Saturn_03.cppt2779) : Warnung C4715: P B e s Stenn i
‘qUzerFlagDoorOpen’: Micht alle Steuerelementpfade geben einen et zurick 7 Save |A|| Event Types j
D'Descent3'D3-SDkosiis\Saturn_03 cppia0ad) | Warnung C4715:
‘gliserDistanceVariable' : hicht alle Steusrelsmentatade gsben sinen Wert zurlick S | Highligh Selected Owrer Seripts ‘
Bibliothek D'DescentAD3-SDKiDsitis\Satum_03.lia und Objskt
D:\Descent3\D3-SDK 0siisSaturn_D3.exp wird erstell
Done. >

DALLAS search functions 1



Now you are able to search things inside your script by mouse click or by entering a text.
If there will be a hit all accurances will be highlighted. See this simple example:

Dallas Graphical Script Editor ¥1.01) - Saturn_03

Set user handlingtlag "Open_sntenna_Door" to FALSE

cripts:
e

8 chemical droid bar

GHOST abject Uhr Insert Export Daten senden %

Set user handingtlag "Data_Sending” to FALSE Delete Found : 1
Set user handingflag "Antenna_Maves" to FALSE - Findtext | [~ Exact |
Siet user handlingtlag "Data_ls_Received to FALSE Cony ) \_I %

Sawe ohjsct handls for GESsndeplatz in slot Guide_Bol,
Set user var GB_Powerup_taken to 0.00

Paste Collapse Seript Highlighting

¥ * Mone &l Level Scripts

gt - b GHOST okject gitter_dead A Message List Searchin Script for
4’ #- b Save object handle for (Nearssr player to Hebsbushne ) in slot shipstart | [MoTedt A | | Flags e
% + - b Setuzer flag Data_Loaded to FALSE Releaze_Guidehot aFlags A [octivateDoactival &
i - B Set goal Activate The Data Output as NOT COMPLETED ReplyCodelrrived AGoaFlags ~ | amodeType
e‘ - b Set goal Find The Data Cartridge as NOT COMPLETED zmgzﬁizﬁ CinemsticFlags s
#/- b Set user flag has_fahrstuhlkey to FALSE chowGRpoaZ DesthFlags ¥ |canicannat b 2
pet /- b Set goal Find The Service Key as NOT COMPLETED Spotied S s
#/- b Set user flag crashplage_ani_is_running to FALSE Start_dawnloading [T rwr—" Fre——
¥ Clear all DoorCpenFlags Startanimation AntennenDoor AutzugschachiDo
Bt ! # - b Setuser var dataswitchcount to 0.00 WialtForCode Aufzuganzeige BiozchleuseDoor
- b Setuser var Onineswichcount to 0.00 BioDampf ¥ o compRoomi ¥
| - B ENABLE trigger T_GBLaber2 Change hame ID Rooms Textures
2 - » Settexture on room ElevatorieyRoom face 931 ta DoorsFunction e —— Bac A [Buestascroln A
# - ¥ Setuzer flag teleportenergy to FALSE the reply. You need Bioschleuse 0 |CamTeleporter
- b Setuser flag water_drop to FALSE o codets enter the CompRoom CamTsleporter2
. + » DISABLE matcen Matcen 10 ain area. The code CompRoom2 ¥ lcamTeleporters ¥
& b Setuser flag cam_telepart_2to FALSE will be transmitted in Sounds Paths
- b - b Setuser flag cam_telepart_3 to FALSE & fesw hours AmbSwitch1 SutzugCam
- b UNGHOST object Invi_Teleportt AmbvirusSwitch CrashPlage
® - b UNGHOST ohject Invi_Teleport2 BaseAlertedSiren Gittersprengung
B Setuser flagteleporting to FALSE BeamOUT ¥ Ip Teleporter1 M
+ b GHOST object Hierher1 Mews Delete Goals Triggers i e
+ b GHOST ohbject Hierher2 Activate The Data Cut |drop
# - b Setuser flag cam_telepart_2_1 to FALSE Find The Data Cartride  (MusikOn
W b Setuser fiagteleponting_2 to FALSE User Types Workshop | | |Find The Service Key | Mobaney 2
+ - b Setuser flag stop_switch_wait_timer to FALSE T FahrstuhiStart! 22
W b Setuser flag switch_in_use to FALSE ) AudioStreams Spechlames
+ - b Setuser flag contact_cata_srm2 to TRUE Antenne_ausfahre s
#- B Setuser flag Daten_empiangento FALSE M hucdyantivirus
G
G
G
G
b
b
b
.

e TG

< | >  Specific Al Object Scripts
r 8l i

Set user var By Evert Al Trigger Serigts

Set & user varishle to specific valug Save |AII Event Types j

Parameters | Highlight Selected Ovener Scripts ‘
UserWar: The variable 1o set

“alue: The value assigned to the variable

We entered the word 'taken' inside the editbox, unchecked 'Exact' and as we pressed 'Find text' Button we see that we got one
hit.
The scriptline which contains that word was highlighted.

It's a pain always if DALLAS tells us that one or more scriptlines contain an 'Unknown Object' which must be changed.
This example here shows how to find such line(s) very easily:

4 B Setuser flag cam_teleport_2 to FALSE ~ | MessageList Search in Script for :
¥ b Setuser flag cam_teleport_3 to FALSE NoText A || Flags Enums
¥ b UNGHOST abject Invi_Teleport! Release_Guidebot S 3 Eneeo il
¥ b UNGHOST abject Invi_Teleport2 ReplyCadeArrived
howOPpask AlGoalFlags AlModeType
- b Setuser flag teleporting to FALSE Zhgx Gp"gzy CinematicFlags Axis
- b GHOST ohject Hisrher! shoWGqusZ DeathFlacs ¥ |caniCannot bs
- b GHOST object Hisrher2 Spetted Objects fio
+- b Setuser flag cam_te\.epm_zj to FALSE Start_downloading AReflexschuss A |AntennenDoor A
¥ b Setuser flag teleporting_2 to FALSE Startanimation s rtennenDaar ‘ufzugschachtDo
¥ b Setuser flag stop_switch_wait_timer to FALSE watForCade sufzuganzeige BioschleuseDaor
#- B Setuser flag switch_in_use to FALSE EioDampti ¥ D CompRooml M
¥ b Setuser flag contact_data_srmz to TRUE Chiange Narme ID Rooms Textures
+- b Set user flag *UNKHOWN_EHUM" to FALSE o e T Bad a| [Busdsosooiup A~
#- b GHOST object Ur the reply. You nee! Bioschlzuse CamTeleportert
+- b Setuser handingflag "Open_sntenna_Door" to FALSE & codeto enter the CompRaoom? = CamTeleporter2 @
+- B Set user handingflag "Data_Sending” to FALSE main area. The code Compfaom2 CamTelenorter3
+ B Setuser handingflag "Antenna_Moves"to FALSE will be transmitted in Sounds Paths
+- b Setuser handingflag "Data_ls_Recsived” to FALSE & few hours... AmbSwitch3! A [AufzugCam ~
¥ DO NOTHING 2mbVirusSwitch CrashPlage
- Script 088 Intt Elevators { gﬁseg‘i'fﬁ"e” 7 g'“TE’ISF’TB?'WB &
- Script 002 Lock named doors o ear cenoner
- @ Script 003: Int Start Animation Pyro Hew | Delete Goals Triggers
@ Script 001: Player is near Schwesser1 S Activate The Data Ot |drop ~
* Script 004: Switch d_CompRoom1 door is hit Find The Data Cartride  |MusikOn
@ Script O0B: Switch d_CompRoom1 door inside is hit Wy s i LGSR fﬂyﬂh”?‘ restorrt (8
@ Script 005 d_CompRoom1 door has closerd 12 e
@ Script D08 Switch d_CompRoom? doar inside is hit Soripts: AudioStreams Spechlames
&+ @ Seript 007: Switch d_CompRooms doar is hit Antenne_sustahre A
Hew Import
- @ Seript 010; Switch d_CompRooms door inside s hit 4 g chemical draid bar
Datr G
- @ Seript 011 d_CompRooms door has closed Insert Export Op:ﬁ”—j:ﬂ”e:n”a «¥
- @ Seript 012 Switch d_CompRoomd doar is hit =
@ Soript 013 Switch d_CompRoomé door inside is hit Delete ~Found: 1
5@ Soript 014 d_CompRoamd daor has clased ‘ Find test | [ Exact | UNKNOWN
C Expandl
+ . Script 015 Switch d_CompRoomS door is hit B | e |
# @ Script 016 Switch d_CompRooms door inside s bt Paste Collapse Script Highlighting
- @ Seript 017 d_CompRooms door has closed
© M Tevink (MR Sunsbek A B aem dan s b b & Mane Al Level Soripts
£ > " Specific " All Objsct Scripts
e  ByEvent Al Triger Scripts

Set o flag o frue or flase Save | a0 Event Types =l

Parameters: |
UserFlag: The variable to et
TruesFalse: What to =&t the flag ta

Highlight Selected Owner Scripts ‘

The script opens automatically and shows such line(s).
Inside new D3Edit Versions DALLAS is searching such errors before saving and highlights them.
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While starting DALLAS some new Listboxes are filled. Mouse left click onto an entry will search this word. This word is
entered inside the search field too. The number of hits is shown, all related scripts are expanded and the searched text will be
highlighted. Use the scrollbar on the right to navigate through all the scripts.

+- 4@ Script 004: Switch d_CompRoom! door is hit ~| | Message List Search in Seript for
+ Script 008: Switch d_CompRoam1 door inside is hit MoText ~ Flags Enums
+ . Scr!pt 09s: u_C.ompRouvm doot has c\ofed. ’ Felesze_Glidebot aFlags ~ [bctivateDeacival
E3 Seript 008: Switch o_CompRoom2 door inside is hit ReplyCodeArrived aiGoaFlags aMadeTyos
@) Script 007 Switch d_CompRoama door s hit showGProsX CinematicFlags
showGPposY o s
+ Script 0100 Switch d_CompRoom3 door inside is hit showGPRoSZ DeathFlaos ¥ Jcancannot b
*] . Script 011: d_CompRoom3 door has closed Spotted Chijects Doars
- Scr!pt mz Swrlch d_CompRaomd door !s r.nt ] Start_downlosding AiReflexschuss A |D_CompRooms A
-4 Script 013 Switch d_CompRoomd door insids is hit Startanimation ArtennenDoor
*! . Scoript 014 d_CompRoomd door has closed WigitFor Code v Aufzuganzeige EleswatorDoor 1
= Soript 15: Switch d_CompRaooms door is hit BioDampi ¥ |Blevatorboortz - ¥
- Script 016 Switch d_CompRooms door insids is hit Change Mame ID Rooms Textles
+- @) Script 0117: d_CompRooms door has closed e —— A [Pushetescroion =
= . Script 018: Switch d_CompRoomé door is hit the reply. rou need Bioschleuse Cam]eleportert
= Owner: 5_D_CompRoomS_Su (Object] a code to enter the CaompRoom? Camleleporter2
B Evert: Colided (with IT) msin area. The code CompRoom2 ¥ lcamlsleporters ¥
+ It the following condition is met: will he transmitted in Sounds Paths
= @ Then perform the following actions: a few hours. AmbSwitch3 1 A |AutnigCam ~
+ b Play Sound AmbSwitch31 from object CWWNER, volume = 100.0% AmbirusSwitch Crastilage
# b Play object OWWNER animation from frame 01a 20, cycle fime = 5.00, looping BasedlertedSiren = Gitter-prengung @
+ b Activate door D_CompRoomé BeamOUT F Teigoorter!
+ - » Setuzer flag "DoorOpens” to TRUE Mewy Delete Goals Trigger:
= . Seript 119: Switch d_CompRoomé door inside is hit Activate The Data Out  |drop ~
= Owner: S_D_CompRoomé_In (Dhject) Finct The Data Cartride  |MusikCn
& Evert: Colided (with T3 Liser Types Workshop Finc The Service Key  |NoMonigy
- v
! [E) Hfthe following condiion is met Lot puniStartt
=[] Then pertorm the following actions: Soripts: AudioStreams Spechlanies
+ F Play Sound AmbSwitch31 from obiect OWNMER, volume = 100.0% Antenne_ausfahre A
| e Import
# ¥ Play object OWNER animation from frame 0to 20, cycle time = 5.00, looping 4 M B’;‘E’"'EE d’;‘d bar
+ b _Activate door D_CompRoom6 k. Y | Al
xS el M M Open Allenna de

P Set user flag "DoorOpend” to TRUE
=) Script 020: d_CompRaooms door has closed Delete Found: 4

= Owner: D_CompRooms (Object) Findtext | W Exact | D_CompRooms
i i E: ol -
& Evert: Door Closed ﬁ HEL
= -[E] 1t the tollowing concition is met: Paste Collapse Script Highbighting

#-[[) Then pertorm the following actions:

w1 M Crriet (91 Airline Sutehd A CrmeBaamd i b bt * Mone (" Al Level Scripts

< Ed " Specific Al Object Scripts
[ r if

e By Evert Al Trigger Scripts

Activates (i.e. opens and possibly closes) the specified door Save |AII Evert Types

Parameters: Extt ‘ Highlight Selected Ovener Scripts

Door: the ohject of the door to be activated

LE. it's very easy to find Pathnames and Messages now.

44 Script 049 Track with Camera bot_48 A [ Message List Search in Script for :
£ . Script 051: Make Hangturret Bot_B1 precise firing MoText -~ Flags Enums
+] . Script 054: Make Hangturret Bot_B2 precise firing Release_Guidehot AFlags A [EctateDoactival 7
+- @) Script 059 Track with Camera bot_9 ReplyCodeArtived AiGoalFlags AlModeType
+ @) Script 107: Track with Camera Teleport 1 showGFposX CinematicFlags i
showGPposY o pis
+- @ Script 108 Track with Camera Telsport 2 Shuwcpng DesthFlas ¥ |eanicannat b
+- @) Script 065: Make Hangturret Bot_87 precise firing cpetied Obiscts s
+ @) Script D64 Make Hangturret Bot_88 precise firing Start_downioading aRefosuss A [o_comprooms A
+- @@ Script 070 Shows where guided should be used Startanimation AntennenDoor D_CompRoomé
+- @@ Script 072 Check if all needed keys are switched to show grate animation VWaitForCode e Aufzuganzeioe ElevatorDoor! 1
+- 4 Script 068 Replace Grate Model BioDampt1 ¥ |ElevatorDooriz ¥
+- @@ Script 071: Show exploding arste if enough keys switched on Chiangs Hame ID Rooms Textures
+- @ Script 067: Do all neccessary if player dies S e Bad ~ [Blusdstascroip A
N N AL otted by
- @ Script 073 Find Service key i Bioschlsuss CamTeleportert
+- @ Script 074 WartungsDoor il CompRoom1 CamTelsparter?
%@ Script 075 MaleerlerOFF switch is hit CompRoom32 ¥ lcamTeleporters ™
@ Script 07T: Anstoss fuer brennenden Sicherungskeasten Sounds Paths
+ @ Script 07%: Destroy Fuse AmbSwitch3 A
+] . Script 078 Sicherungskasten burning Ambvirusswr!ch CrashFlage
+- @ Script 093 Sicherungskasten oeffnet sich Basedlertedsiren & Gitters|irengung 3
-4 Script 076: Show burming fusebos BeamOLT P Telefortert
= . Script 082 Showw that Elevators are online again Mesw Delste Goals Triggers
= Owner: Level Activate The Data Out  |drop ~
&8 Evert: Timer (TIMER ID) Went Oft Find The Data Cartride |MusikOh
# It the following conction is met: User Types Workshop Find The Service Key  {Mobondy
- y T Fahr{tuhlStart
= hen perform the following actions (only do once): _
= b Simple letterbox format cinematic, using path AufzugCam, with text Elevata Seripts: AudioStreams Spechlaties
@ CameraPath: AufzugCam Antennl_ausfahire A
= e Eevaiar UG M M Br;mi | drdmd [
@ Target TargetCamautzuege EnXnden
o el U Inzert Export Open Anterna de
@ Seconds: 1000
= Fadeln; FALSE Deete (el
P DO NOTHING Findtext | W Exact |  AufzugCam
i < d
- Soript 087: Start all Elevatars randamly the first tine ﬂ M
+ . Script 080: Fahrstuhl 1 Anzeioe Paszte Callapse Scrigt Highlighting
+ . Script 081: Fahrstuhl 2 Anzeioe
2. St (A Fabrehibd 3 i i * Mone Al Level Scripts
< >  Specific Al Object Seripts
(o [
P — = By Evertt A1l Trigger Scripts
This crestes a simple cinematic, in Letterbox mode. The camera will Save |AII Evert Types j
follow the given path. And the given text will be shown at the bottom of
the screen. There is no 'guick exit' by keyvpress, To do more than one Exit ‘ Highlight Selected Ovener Scripts ‘
line: of text, seperats each line of text using & pipe (1
Parameters: v
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To find User Types Workshop entries just open it, select the User Type and hit 'Search for Value'.
If there is no hit inside the Scripts now and you are pretty sure about, you can delete it from the list now.
Be careful, it's easy to make a mistake here and your script may not work!

1 @ Soript 090, Fahretohl S Anzeige | Message List Search in Seript for

+- @ Script 05%: Fahrstuhl § Anzeige Flags Enums

+ @ Seript 093; Blevatort Stop Switch hanling Release_Guidsbot i 1 T

+ { Scrigt 085: Elevator2 Stop Switch handing ReplyCodeArrived SioFiags hfodeTye

+ @ Script 091 Blevator Stop Switch handing ) showGPRosX CinematicFlags axis

+ @ Seript 092 Elevatord Stop Switeh handling Dallas User Types Workshop DesthFlags ¥ |caniCannct b

# @ Script 094: ElevatorS Stop Switch handing S e

- @ Script 095 Elevatort Stop Switch handing Select the Llser Type ta edit 4 SiReflexschuss |~ |AnternenDoor |

- @ Script 009: Fuse Message [GoalD AnternenDoor AufzugschachiDo

# : Script 039 Turn On Camerss Autzuganzsige BioschlzuseDoar

# Script 066 Elevator door 41 reflex schuss BioDampfl ¥ o compRoomi M

2

- Script 040 Open Elevator Door 41 Uk DETEER A 8 ¢ Rooms Textures

= 4 Seript 041: Open Elevator Door 52 ToSchweisser Bad # |Bluedatascrolup A

- @ Seript 042: Open Elevator Door 12 Reflexschuss Bioschleuse CamTeleparter!

- Script 043 Open Elevator Door 53 Land on GB . CompRaom CamTeleparter2

4 Script 044: Open Elsvator Door 33 de CamaRoom2 M lcamTeleporters

+- ) Seript 045 Open Elsvator Door B4 in Sounds Pathz

- Script 046: Open Elevstor Door 24 AmbSwitch3! A [AufzugCam ~

= Script 047 Open Elevstor Door 35 AmigvirusSwich CrashPlage

+- @ Script D36: Open Elevstor Coor 45 BiaseAlertedSiren Gitersprengung

+ ) Script 097 Open Elevator Door 16 BeamoLT P Telenorter]

+ @ Script 098: Open Elevator Door 26 ﬂ Bgais Triggers

+ @ Script 099 Turn On Decortanination { Bioschleuse Achyate The Data Out [drop ~

+ { Scrigt 103 Start timer Water draps while in BathRo Fino Th Data Cartrice ~ [MusikOn

++ @ Seript 10¢: Let Wister drop hop || |Find The Service Key :Jn:mhn;y -

+ { Seript 105, Waterdrop hits Yater ahrstuhl=ta

+ @ Seript 109 Reset Flag for Waterdroping SuiledilEis o EReEes

+- @ Seript 100 Contact with S_TeleporterEnergy |Amenne,susvshrz ~

& ort

+- & Script 106: Energy Switch moved aut Search forValue I J ghemical droid bar

4 ) Script 102 Telporter Switch 1 zu 2 ort g“ E"—Sl‘fﬁ”"e” @

@ Script 110 Camera Timer Switch 1 to 2 went off | TR | Relygrenne do

- @ Script 111: Contact Teleporter 1 start object Found: 0

+ . Script 116 Defay the teleport for better visual effe Findtext | [~ Exact |Land_on_GB_Sende
Add Hew Val Delste Val d OB

+ @ Seript 112 Ship teleparts fram 1 10 2 Frame 13 S o e

@ Script 113 Ship telsports from 1 t0 2 Frame 25 pse | Sorint Highlighting

+ . Script 117 Defay the teleport for better visual effe EEm el & -

@ Script 114; Ship arrives at Teleporter 2 CRERE 9 (o2 el S

= Serind 415 Rasst Talannrtar 4 " Specific Al Object Seripts

el ‘sl

TR = By Evert A1l Trigger Seripts

This crestes a simple cinematic, in Letterbox mode. The camera will Save |AI\ Evert Types J

followy the given path. And the given text will be showen at the bottom of

the screen. There is no 'quick ext' by keypress. To do more than one " ‘ Highlight Selected Owner Scripts |

line of texd, seperate each line of text using & pipe (1)

Parameters: v

One more example :

' - =[x

Dallas User Types Workshop

UserFlag: The variable to set
TrueFalse: What to set the flag to

- @ Script 048: Track with Camera bot_43
= - @ Script 062: Make Hangturret Bot_59 precise firing Select the User Type o edit Enums
=@ Seript 055: Track wih Camerabot 44 [Userflag | | [ctvatsmeactvat 41
£ O Script 063: Make Hangturret Bot_60 precise firing AMadeType
- @ Script 056: Track with Camera bot_45 User DefinedValues 31 /4 32 Atanllserar
- @ Script 043: Track with Camera bot_46 nxis
+ . Script 051: Make Hangturrst Bot_51 precise firing downloaddataswitch? ~ B
=@ Script 054: Make Hangturrst Bot_B2 precise firing downloaddataswitch3
! . downloaddataswitchd Antennenboor
- @ Script 053: Track with Camera bot_d9 Jonloadd it sutzugschachto
- @ Script 107: Track with Camera Telsport 1 downloaddataswitchb Bioschleuseboor
+/- @) Script 108: Track with Camera Telsport 2 telepotting_2 D CompRoomi ¥
/- Script UB5: Make Hangturret Bot_B7 precise firing hasdatacartidge Textures
/- Script 064: Make Hangturret Bot_B8 precise firing 32%:';";;: broken [Bluccstascraluy )|
+/- @) Script 070: Show where guided should be used stap_switch, wat_imer CamTelepartert
- Script 072: Check if all nesded keys are switched to show grate animation Data_Loaded CamTeleporter2
/- Script DBE: Replace Grate Model show_exploding arate CamTeleporters Y
+/- @) Script 071: Show exploding arste if snough keys switched on ey Paths
+- @) Script 067: Do all neccessary if player dies swiich in use AufzugCam
- Script 073: Find Service key Fahrstuble_fahren CrashPlage
v @) Script 074: WartungsDoor contact_data_arm2 EndCarmPatil =
=@ Script 075: MatcerterOFF swilch is hit daten_empfangen - EnciCaimPath3
=5 Owner: S_Mstcendus (Object) Triggers
& Event: Collided (with IT) | Search forValus | drop ~
= If the following condition is met: MusikOn
5 QA [ Change Valuz Name | ?D'Fm;rgumgam v
- P (T iz & player or player weapor) = (TRUE)
#- 7 (User Flag Matcenter_OFF} = (FALSE) | e New Value ‘ ‘ Delete Value ‘ Stz
= @ Then perform the follovwing actions: chemical droid barrel
+ » Play ochicct GWNER animation from frame 0to 1, cycle time = 2.50, looping =
- B Settexture on room ElevatorKeyRoom face 738 to Offine Retun to Dallas |
- B Play Sound AmbSwitch! from object OVWNER, volume = 100.0%
#- b Set user flag Matcenter_OFF to TRUE Found: 2
- B Set texture on room ElewatorkeyRoom face 43 to ForceFieldsOft Matcenter_CFF
“- b DISABLE matcen Matcen 7 _copy | _Expona | | Findted |7 Bt
#- b EMABLE matoen Matcen 10 Paste | Collapse ‘ Seript
P DO NOTHING
= 8 Sevink NTT fmstacs fusr hrannandan Sichar nacbastan ¥ (+ Mone " AllLevel Scripts
> " Specific Al Object Seripts
s By Event &Il Trigger Scripts
Set a flag to true or flase Save |AH Evert Types j
Parameters: Est ‘ Highlight Selected Owner Scripts |

This new search feature is very useful while scripting. Once you are familiar with it, you won't miss it anymore.

Using it the right way you can save a lot of time during your scripting!

DALLAS search functions
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