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Chapter 1 – Aurora Engine Tutorial
Using the toolset

Neverwinter Nights, developed by BioWare and distributed by Atari (formerly Infogames), has become one of the leaders in end user adaptability. The main engine behind this is the Aurora Toolset, which allows users to create their own modules. No longer are they limited to what was developed by BioWare originally.
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In this chapter, we will simply give you an overview of how the toolset is presented. As you may expect, in order to launch the toolset you must click on the “Toolset” button of the NWN launching screen. You will then be asked if you want to open an existing module or create a new one.
The Toolset Windows
There are three main parts to the toolset window: 
1. Module Components Window (on the left is the module structure), 
2. Area Display Panel (in the center is the main view),

3. Terrain and Game Objects Palette (on the right is the palette).
Module Components Window

In this window you will find a list of the resources that are present in your module. Every time you create a new area, place a new creature, or write a new conversation, it will show up somewhere in this window.
[image: image1.png]



Image 1: Module Components Window.
There are three main roots to your module structure tree: Areas, Conversations and Scripts. The little boxes with either a “+” or “-“ sign allow the lists of your module structure tree to be expanded or compressed.

By expanding the “Areas” root, you will get a list of every area that is included in your module. You can then expand the tree again for each specific area and you will get the opportunity to see the list of all creatures, doors, encounters, items, merchants, placeables, sounds, triggers and waypoints that were placed in that area. All these categories of objects have their own chapters in this manual, providing you with all the information you require to understand their use and how to customize them to fit your needs.

Remember that you can at any time double-click on any object or area listed in the module structure tree and the toolset will bring you, in the main view window, to this object or area.

Expanding the “Conversations” or “Scripts” roots will provide you with the list of conversation or script files that you have written in your module. 
The Main View Window
The main view window is the camera to the world you are building. It is in this window that most of the actual "building" gets done. As will be mentioned in the sub-section below presenting the palette window, it is in the main view window that you draw your areas and that you place the creatures and other objects that will be filling your world.
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Image 2: Main View Window
The buttons at the bottom of the main view window allow you to zoom in or out, and to turn or rotate either your camera or an object that is currently selected.

The buttons at the top of the main view window determine what types of objects you actually want to appear in the window. As an example, if you only want to see the creatures in an area and do not want to see every other object that might be obstructing your view, then you can disable every button but the creature one.
Terrain and Game Objects Palette
The palette is basically your source for building up your world. In the palette you will find templates (which are called “Blueprints” in the toolset) for your creatures, doors, buildings, encounters, sounds, etc. Essentially everything you need to create your world is in the palette. You simply have to choose what fits your tastes and place it in the area that is currently opened in the toolset.
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Image 3: Terrain and Game Objects Palette
The Palette is composed of two categories of models: (1) tiles; and (2) objects that can be placed.
Tiles
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Tiles are used to shape your area. The “Features” tiles are the land type tiles that only occupy one tile space (i.e. one square in your area). The “Groups” tiles are composed of larger land type tiles.

The “Terrain” tiles are used to craft the ground of your areas. The tiles that will be available for each area depend on the tileset you have used when you created the area that is opened in the toolset.

The only way for you to use custom tiles or tilesets is by adding a hakpack to your module
To add or modify features, groups or terrain in your area, select the chosen tile in the palette and then click in the Main View Window where you want the tile to be added. If your cursor in the Main View Window is red, it means that the terrain that is in place does not allow you to place this tile where the cursor is.

To rotate a Feature or Group tile that you have selected before you have placed it, you right-click with your mouse.

Note that the size of a tile is scaled to represent a 10 meters by 10 meters square.
Objects
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Objects can be accessed from one of the 9 categories of objects (creatures, doors, encounters, items, merchants, placeables, sounds, triggers and waypoints) by enabling the appropriate button at the top of the Palette window.

Every element in the objects palette of the toolset is identified as a “Blueprint”. These blueprints represent templates of objects that, in general, can be used without any need for customization.

To place an object in your area, choose the appropriate blueprint in the palette (the “+” and “-“ signs allow the lists of blueprints to be expanded or compressed) and then click in the Main View Window where you want it to be added.
All object categories are divided into “Standard” and “Custom” blueprints. The standard blueprints are those that were created by Bioware and that are used in the official campaigns. The custom ones are those that you will be creating specifically for your module.

To rotate an object you have placed in an area you use the buttons identified by curved red arrows at the bottom of the Main View Window.

The rest is basically a question of design. By using the tiles and objects that are available in the Palette, you can shape your world.
Modules
In this chapter, we will guide you in the very simple steps to follow to create a new module. We will also provide you with detailed comments on the properties of a module, which can be customized to some extent to set some general game play parameters.
Creating a New Module
Creating a new module is probably the simplest task you will have to perform in your module building experience.

When you launch the toolset, you will immediately be asked if you want to create a new module. By selecting this option (instead of choosing to open an existing module), you will go through 8 basic steps to create your new module.
STEP 1
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You see a welcome screen. But do not be fooled by this warm and promising welcome! The module that you will create with the module creation wizard will NOT have creatures, treasures and more. These are all things that you will have the opportunity to add to your module at a later stage in the building process, but the module that will be created at the end of this creation wizard will in fact be plain empty. Consider yourself warned. Now that the truth has been told, simply press the NEXT button and get to the next step.
STEP 2
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Here you choose a name for your module. Do not be troubled if you do not find a cool name at this stage since you can change the name of your module at any time.

By clicking on the “...” button you will launch the “Edit String” window that permits you to add the translated names of your module in all the languages that are supported by NWN. Unless you want to build a module that will be translated in various languages, there is really no reason to press this “...” button.

STEP 3
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As mentioned previously, every module must have at least one area. By clicking on the “Area Wizard” button, you will launch the area creation tool that will permit you to create this first area.

This step is only a formality. You will have the opportunity to create many more areas in your module and to change the starting point of the players that will be playing your module. Do not therefore feel obliged to create as your first area the area where you intend the players to start.

STEP 4

[image: image38.png]Finish
Congratulations!

‘Yo now have a playable module that you
an advertute on your own, give o fends or
explore in a group. Uss the NwToolset to
make the experience even more inmesive
and ditinctively yous.

o
IBANPOSOL

The tenrain and game.
object palettes contain
all kinds of interesting
things like creatures
and items. which you
an place in your area.

Fress FINISH to complete the mode.

<Back Het> Fiish Cancel




This is where the first area of our mod will get its name. Again, naming things in the toolset is never permanent so do not bother to find the right name if you have not yet thought of one. You will have the opportunity to change it when your inspiration hits you.

The only important decision you will be making here is which tileset to use. There are a lot of choices and your selection will pretty much control the type of area you will be making. The tileset you choose in fact determines what tiles (features, groups and lands) that will be available when you design an area. Above all, note that the tileset you choose CANNOT be changed afterward. If you choose the wrong one you will have to create a whole new area to replace this one.
STEP 5

Here you determine the size of your area. The unit in the “Height” and “Width” properties is the number of tiles.

This is one time where size does matter. While the game allows for areas as large as 32 by 32 (that’s a total of 1024 squares/tiles), most computers have very long load times for areas that size. It is usually recommended to keep your areas to a maximum of 144 squares total (or something like 12 by 12). Keep in mind however that you can change the size of a selected area at any time, so you will have the opportunity to increase or reduce its size as you go along.
STEP 6


You have now created your first area.

If you want to see and customize the properties of the area you have just created, you can check the "Launch Area Properties Dialog" box and click on "Finish". However, since these properties are customizable at any time, it is not necessary for you to edit them at this stage.
STEP 7

This is it, the end of the Module Creation Wizard. You can now see your newly made area in the list of “Current areas” on the screen you first saw in Step 3 above. Clicking on the “Next” button will bring you to the final step of the creation of your new module.

If you have a very, very clear idea of what you want to create with this module and if you like things to get done at an early stage, then you can always click on the “Area Wizard” button again to add more areas to your module at this stage. However, since areas can be added at any time, it is unnecessary to create more empty areas now.

STEP 8

Once you click on the "Finish" button appearing in this screen, you will be in the toolset proper.

Conversations
Writing conversations is a very challenging aspect of building a module. It will mostly be in conversations that your story will take form. There are no templates, wizards nor generator tools that will help you to write good conversations. You are the sole storyteller and you decide how your conversations will shape your module.

In this chapter we will try to explain each aspect and function of the Conversation Tool so that you can write conversations in the toolset in the most efficient way. Although we cannot provide you the words with which to write your conversations, we will provide you with the details on what the Conversation Tool has to offer.
Writing your conversation in the Toolset Conversation Editor
In the toolset, conversations take the form of a Conversation file. These files are created with the Conversation Editor, which can be accessed by:

i) Selecting the “Conversation Editor” option in the “Tools” menu of the toolset;

ii) Clicking on the “edit” button next to the conversation property of a creature, of a placeable object or of a door; or

iii) Right-clicking on a creature and choosing the “Conversation” option.

For the options ii) and iii) above, if a conversation file has already been assigned to the selected object, that conversation will be opened in the Editor upon launching. If however no conversation file was assigned to the selected object, then the Conversation Editor will be launched and any conversation will you write and save will automatically be assigned to the selected object.
The Conversation Editor
Unlike many other tools in which the properties are organized under different tabs and categories, most properties and functions of the Conversation Editor are found on its opening screen. The following image shows you how these properties and functions are grouped.
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Image 4: The Conversation Editor Screen
A. These buttons are the standard file commands. From left to right, they provide the following commands: “Create a new file”, “Open an existing file”, “Close the current file”, “Save the current file”, “Save as” and “Save All”.
B. Clicking on this button brings you to the options screen of the Conversation Editor.
C. Enabling one or more of these buttons will highlights nodes in the conversation that contain, from left to right, comments, actions, quests, animations and sounds.
D. This button is used to add a conversation node to your conversation.
E. These buttons are the standard edit commands (i.e. the “copy”, “paste” and “cut” commands).
F. These buttons are the standard find commands (i.e. “Find text”, “Find next”, “Find in files” and “Replace”). The find text button will search only in the current conversation file. If you want to find text in all open files or in all conversation files of your module, you need to use the “Find in files” command.
When you use the “Find in files” command, the results of the search will be accessible by clicking on the “Search” window tab identified by the letter J in Image 4. The results will remain in this window until a new search is performed. To access the found nodes in which the searched text appears, double-click on any search result line in this window.
G. These buttons are the “Expand All” and “Collapse All” buttons. Clicking on these buttons will either expand all the nodes in your conversation tree or minimize them.
H. For the statistics fan in you, here you can find out how many letters or words there are in the selected line, file or module.
I. In this window you can edit the text of any node contained in the conversation file.
J. These tabs permit you to access the “Data” properties (the ones appearing in Image 4), the “Bookmarks” you have set and the “Search” results (see comments made under letter F above).
K. Your conversation tree is in this window.
L. This window provides you with the properties of any selected conversation node and the properties of the conversation files.
Creating your conversation tree
Conversations in the Editor are constructed in the form of a tree, starting from the root and expanding in unlimited nodes.

The root is basically the starting point of the conversation. It can easily be found since it is always at the top left corner of the conversation (see Image 5 below).

The nodes are each line of text that you have attached either to the root of the conversation or to another node. When the text is spoken by the “Owner” of the conversation (i.e. the creature, placeable object or door to which the conversation file is attached), the conversation node will appear in red in the Editor. When the text line is to be spoken by the player, it will appear in blue.
The following image shows you an example of the first nodes of a conversation file being written:
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Image 5: Conversation Editor Screen – The “Add” button
As mentioned above, the node in red is the sentence that will be spoken by the NPC when a player clicks on it. The player will then have 3 choices for a response, which are the three nodes in blue.

The word “X2_BEHOLDER001” at the beginning of the red node means that this sentence will be spoken by the object to which the conversation file has been assigned. As You can change this property so that another object speaks a specific node and thereby create a multiparty conversation. By default, each red node will be assigned to the owner of the conversation.

The words “END DIALOGUE” at the end of each blue node means that the dialogue tree stops at this point in the conversation. While we want the conversation to stop at the “Hello my name is Marios and I am here to meet you!!!” answer, for the other two we probably do not want the conversation to end there. In order to add a new node that will be spoken for each one of these two questions, you have to select the blue node where you wish to add a new node in the conversation tree and then click on the "Add” button as shown in Image 5. An “Input Text” window will then pop up in which you can type the text for the new node.

The rest of the process of creating a conversation is simply to add new nodes to your tree until all options and possible answers in your conversation are covered.
Using links
Unless you want your conversation tree to become gigantic, it will be necessary for you to use links to avoid any unnecessary recurrences in your conversation file.
Links allow you to send a player from one branch of your conversation tree to another one.
In the example showed in Image 6 below, after the NPC has provided an answer to the first question of the player, you might want to give the opportunity to the player to ask the second question that was listed in his answer options at the beginning of the conversation tree. Instead of typing the “Have you noticed anything strange lately” question again as a new node under the provided answer to the first question, you can add a link to the previous node.
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Image 6: Conversation Editor – Links Part I
In order to add this link, you must:
a) Select the “destination” node (i.e. the node you want your link to refer to);
b) Click on the “Copy” button on the left toolbar, or type CTRL-C;
c) Select the “origin” node (i.e. the node where you want to add your link); and
d) Right-click on the origin node and select the “Paste As Link” option in the dropdown menu as show in Image 7.
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Image 7: Conversation Editor – Links Part II
You will then see the destination node appearing in grey under the selected node. This confirms that the link to the destination node has been added to your conversation tree.
The conversation as shown in Image 8 below shows you the final loop that can be done in this simple conversation to ensure that players have the opportunity to ask the two possible questions to the NPC without the need to type both questions twice.
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Image 8: Conversation Editor – Links Part III
Note that links can also refer to a node that is spoken by the owner of the conversation. As an example, if you want a NPC to answer in the same fashion to two different questions asked by a player (or to the same question but asked in a different way later on in the conversation tree), then you can link the red node by using the same method as the one described above.
TIP: If while reviewing your conversation file you want to locate the “destination” node of a node that was added as a link rapidly, double-click on the grey node and you will be brought to the destination node automatically.
Adding conditional nodes
You might want a NPC to say a specific line if the player is a male and another thing if the player character is a female. You might also want some specific nodes to be available to the player only if a specific quest has previously been completed. These are only two examples of situation where you would want conditional nodes to be added to your conversation.
In order to create a condition node, you must first type it as any other standard node in your conversation tree. Once you have finished writing your node and while it is still selected, you can add the condition under which you want this node to appear in the “Text Appears When...” property at the bottom right corner of the Conversation Editor as shown in Image 9 below.
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Image 9: Conversation Editor – “Text Appears When...” Property
As you can see, adding such a condition must be done through a script. Clicking on the “Edit” button will launch the Script Editor for you to write this script.
If you do not know how to script or if you have limited knowledge in that area, you might want to use the Script Wizard by clicking on the icon showing a red wizard hat. If you do, the following screen will appear:
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Image 10: Script Wizard
As you can see, using the wizard permits you to pick from many criteria categories to use as conditions for the node in the conversation. You can choose as many condition categories you wish in this screen.
Once you have selected the conditions that will be tested and have pressed the “Next >” button, you will see further screens that will provide you with more options (examples: the selection of races that will be checked, skill checks that can be run, etc.) to define exactly the conditions that will be provided. Once you have defined these conditions, you will be asked to choose a name for your script. There is a general naming convention that provides that such scripts start with “sc_”, for “starting conditional”. The rest of the name is for you to provide. We recommend that you complete the name with simple data that will help you to remember the conditions that are checked simply by looking at the name of the script. As an example, “sc_racedwarf” would be the script that makes the node appears under the condition that the player character is a dwarf.
Once you have added your script, the conversation could look something like this:
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Image 11: Conversation Editor – Conditional Nod
As you can see in this conversation, when the player asks if there is an inn nearby, there are two possible answers for the NPC: one for players that play dwarves and one default answer for any other player.
WARNING: The engine always reads nodes from top to bottom. Therefore, if you want your conditional nodes to appear when the condition is met, it is important for this conditional node to appear before the default one. To move your nodes to respect this rule, you can drag and drop any conversation node to any position in your conversation tree.
Creating a multi-party conversation
As mentioned above, the word “OWNER” at the beginning of any red node confirms that it will be spoken by the owner of the conversation (i.e. the NPC to which it is attached). You can however change the speaker of a specific node to include a third party into a conversation.
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Image 12: Conversation Editor – Multi-Party conversation
In order to do that, you select the node that you want to be spoken by a third party and change the “Speaker Tag” as shown in Image 12. The dropdown list under the “Speaker Tag” will provide you with the tags of all objects in the area. Be careful however: although the portrait of the third party speaker will appear in your conversation tree, if the third party speaker is too far away from the owner of the conversation, the player involved in the conversation will see a generic portrait and the nodes will appear to him to be spoken by an “Unknown Speaker”. It is therefore necessary for the third party speaker to be close to the owner of the conversation for this to work properly.
If the third party speaker is not placed in the area where the owner of the conversation is, you can click on the "Add” button to add the tag of any blueprint creature, door or placeable. This allows for the possibility that the third party speaker might be created later on through a script.
Be careful when you write the rest of the conversation tree after you make a third party speaker participate. The next red node that you will create in this branch will automatically be assigned to this third party speaker. If you want the owner of the conversation to speak again in this conversation branch, then you must change the “Speaker Tag” back to the blank tag at the top of the dropdown menu.
Items
Players may see items as a threat, but perhaps also as a reward for their hard work. A module will often come with a load of custom made items, and in this chapter we will provide you with the details on how to create items for your module.
Creating an Item Blueprint with the Item Wizard
Creating an item with the Item Wizard is very easy, but unfortunately the end result will most probably disappoint you. A lot of editing of the item’s properties is usually needed to really create the item you have in mind. Item editing fortunately is quite easy, but it is simply not done through a wizard.
To launch the Item Wizard, you need to either:

i) Choose the “Item Wizard” option in the “Wizard” menu of the toolset; or

ii) type “Ctrl+Alt+I”.

The wizard will then guide you through the four following steps to create an item object:
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Image 13: Item Wizard – Step 1
STEP 1: Choose here which type of item your new item will be. Notice that all the weapon and armor types are listed here, as are all the other types of items that can be equipped (rings, amulets, etc.). If your intention is to create an item that is not a piece of gear (a letter, a monster’s head, a crystal or any other usually quest-related item), you must select one of the “Miscellaneous” types.
Once the item is created, you cannot change its type. If you are not happy with the type you selected for an item, then you must delete it and start all over again.
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Image 14: Item Wizard – Step 2
STEP 2: Next determine in which category of the custom item palette your new item blueprint should appear.
If you have CEP installed on your module, you will notice that the custom item palette is full of pre-generated items that were created by the CEP team. If you do not want your own items to be mixed up with those coming with CEP, use the “Special” category to store your item blueprints.
[image: image15.png]Name
Please enter a name for the newfem.

Name: [Obicl

T~ Magical
Momlevet————————— tom Qually—————————————|
(o) l5 ()
€610 € e
(oIE € High
11620 € Godl

<Back

Next> ﬂ Frish Cancel





Image 15: Item Wizard – Step 3
STEP 3: Two things can be done during this third step. First, choose the name for your item.
Second, tick the “Magical” box if you want to create an item with magical properties. If you do not tick this box, it does not mean that you will not be able to assign magical properties to your item later on when you will be editing it. The “Magical” box in fact generates random magical properties for your item. Therefore, if you name your new item “Fire Sword of Hell” and you tick the “Magical” box, the properties assigned to your item by the engine might be extra frost damage points made on hit, or some other unrelated random effect.
You can therefore see that using this random magical properties tool has very limited use. Most of the time you will find yourself removing the random properties that were assigned to your item by this tool. It is better to assign magical properties to your item by editing its properties directly.
The “Item Level” and “Item Quality” properties provided in this screen are only a complement to the random magical item propreties selector tool. By the “Item Level” property you determine the item level restriction range for the item. The “Item Quality” determines where within this range the item level restriction range should be located. As an example, if you choose “11-15” in the “Item Level” property, then selecting “Low Item Quality” will most

probably generate random magical properties that will make the item restricted for players of level 11 and above, while selecting “Godly Item Quality” will most probably make it for player characters of level 15 and above.
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Image 16: Item Wizard – Step 4
STEP 4: Well, there is nothing much to be done here. By clicking on the “Finish” button, the blueprint of your newly made item will be added to the custom item palette in the category you chose under step 2 above.
If you want to edit the item properties at this stage (editing can be done at any time), tick the box to that effect and the Item Properties Screen will open.
Doors
When you are building your areas, you will notice that some tiles that you have placed already come with doors (like cave exits, temples, etc.) while others come with big black holes in which a door still needs to be placed (like most buildings). For those tiles where doorways are left empty, you will need to add a door yourself from the Doors Palette a show in the image below.
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Image 17: Adding a door
The “Tileset Specific” doors in the palette are those that come automatically with buildings/tiles contained in the tileset you chose when you created your area. There is absolutely no reason for you to choose a door in the “Tileset Specific” division of the doors palette since these doors do not fit in doorways other than those for which they were designed. Your choices are therefore limited to the doors that are listed in the “Universal” category of door blueprints.
When you want to place a door in a doorway, select one from those that are listed in the “Universal” category of door blueprints. Your cursor will be changed into a spinning door. When your cursor is over an empty doorway, the door will place itself properly. Click to leave it there.
The Area Transition Parameters of a Door
Doors are used to link areas together. In order to implement this, you must first link your door to its destination, which can be found in the “Area Transition” parameters of the door.
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Image 18: Door Properties Screen – Area Transition Tab
Linking a door to its destination is in fact quite easy. You do not have to fill out the information required in the screen above by yourself; the toolset provides you with an easy to use tool for that purpose. Click on the "Setup Area Transition” button and the following screen will appear:
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Image 19: Area Transition Screen
IMPORTANT NOTE: You must first assign a unique tag to your door and to the destination (whether it is a trigger, a door or a waypoint) for this tool and your area transition to function properly.
In order to set up the transition, you will need to follow this process:

Step 1: Choose the area your door leads to from the “Target Area” dropdown menu. The grid of the selected area will then appear on the black portion of this screen.
Step 2: Determine what type of target the destination of your door is. It can be another door, a trigger or a waypoint. Depending on which type you have selected, the tags of the available objects in the area you have selected in step 1 will appear in the “Available Doors/Triggers/Waypoints” list.
Step 3: Decide if the destination of your door leads back to your door when used the other way around, and make your choice in the “Connection Type” parameter. If you configure your transition to work “Both Ways”, the area transition properties will be set automatically on both your door and its destination, without any need to adjust the properties of the destination further.
Step 4: Choose the destination from the ones that are available in the “Available Doors/Triggers/Waypoints” list. If you are unsure of the tag of the destination target of your door, keep in mind that selecting a destination in the list will highlight its location in the grid appearing in the black screen, which can be useful to get a better idea where these possible targets are located in the destination area.
Once you have gone through these 4 steps click on the “OK” button and all the area parameters will be used to adjust the “Destination Tag” and “Target Tag” properties of your door accordingly.
The only other property appearing under the “Area Transition” properties of the door is the “Loading Screen” properties. It is possible to assign a specific loading screen to each door that players will see when the target area is being loaded. This door property permits you to designate a different loading screen that players will only see if they enter the destination area through this specific door.
Placeables
Placeable objects are not only used to garnish your areas, but they also can play an important role in the plot of your module. What is a dungeon without a lever that does crazy stuff? What is a mage tower without an orb in which players hesitate to look? In this chapter we will provide you with detailed comments on the properties of placeable objects and how to edit them.
Creating a Placeable Blueprint with the Placeable Wizard
You will find that there is not much need for you to create your own placeable objects. The Standard placeable blueprints palette (and the Custom one if you have CEP installed on your module) is well supplied with such objects, and all the possible appearance types for placeables are listed somewhere in the palette.
If for some reason you still feel the need to create a new placeable object blueprint, the Wizard might be the tool you are looking for.
STEP 1: The first step of the placeable object creation process is to choose in which category you want the blueprint of your new placeable object to be archived.
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Image 20: Placeable Wizard – Step 1
STEP 2: For the second (and last) step of the placeable object creation process, you choose a new name for your new blueprint and... that’s it.
You can of course tick the “Launch Properties Dialog” box if you want to edit the properties of you placeable object. 
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Image 21: Placeable Wizard – Step 2
Creating a Placeable Blueprint from an Existing Item
The other way to create a new blueprint for a placeable object is to create a copy of an existing one and customize it to fit your own purposes.
In order to do so, right-click on the placeable in the palette you want to use as a model, and select the “Edit Copy” option from the dropdown menu. Another method is to add the placeable you will use as a template to an area, edit its properties and, once you are finished, right-click on it and select the “Add To Palette” option to make it a blueprint in the palette.
The Basic Properties of a Placeable Object
The following screen will appear when you launch the property editor for a placeable object:
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Image 22: Placeable Object Properties – Basic Tab
A. Name: The name of your placeable object is for you to choose. By clicking on the “...” button next to it, you can edit the name that will appear to players using a foreign game version of NWN.
B. Tag: The tag of your placeable object is mainly useful to identify this object in a script.
C. Appearance Type: You can give any appearance type to your placeable object. This property is mainly aesthetic and will not affect the other properties of your object.
D. Plot: If you tick the “Plot” box, the placeable object cannot be destroyed. Do not forget that placeable objects can not only be destroyed by players bashing them, but also by area of effect spells.
E. Useable: If you tick the “Useable” box, your placeable object will be selectable by players in the game. Players clicking on the object will then fire the OnUsed scripting event of your object.
F. Has Inventory: If you tick the “Has Inventory” box (which can be done only if you have first made your object “Usable”), then your placeable object will act as a container. The object then becomes selectable for players in the game and any player clicking on it will open its inventory, assuming it is not locked or in some other manner not easily opened.
G. Static: By ticking the “Static” box, your placeable becomes part of the tile where it is located and no longer interacts in the module in any way. It is important to understand that scripts assigned to a static placeable object will not run. It is strongly recommended to have all placeable objects that were placed in an area only for an aesthetic purpose to be made “static” to limit the usage of your engine memory.
H. Hardness: The hardness value tells you how many damage points the placeable absorbs on a successful hit without being affected. As an example, if the placeable object has a value of 5 to its hardness, then a player will need a weapon that does at least 1d6 of damage to be able to bash it (and will do 1 point of damage on rolls of 6 only). Any weaker weapons will be ineffective.
I. Hit Points: This value is the same as for any creature or player character. It determines how many damage points you have to inflict to the placeable object before you destroy it.
J. Fortitude Save: A placeable object can be the target of a spell. The fortitude save will therefore determines how well the placeable object will resist a spell that allows for a fortitude save.
K. Reflex Save: The reflex save determines how well the placeable object will resist a spell that allows for a reflex save.
L. Will Save: A The will save determines how well the placeable object will resist a spell that allows for a will save.
M. Inventory: Any placeable object can act as a container. In order to activate this option, you must first tick the “Has Inventory” box. Then, when you click on the “Inventory” button, you can add any item you wish to the placeable object’s inventory.
Inventory

By clicking on the “Inventory...” button, you can determine what the store sells, and in what quantity it has them. See the inventory contents screen shown below.
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Image 23: Inventory Contents
A. You can add items by choosing them from the item palettes. Double-click on an item in the palette to see it appear in the inventory contents of your store.
B. Drag and drop an item in the inventory contents to the trash can if you do not want this item.
C. By clicking on the “New” button, you will launch the Item Creation Wizard that will add custom items in the palette.
Waypoints
Waypoint objects have one use: to mark a location. They have no other purpose, but still they are really useful and often are the most frequently used objects in a module.
From the moment you want a creature to move from one point to another, to have players sent to a location, to create an object or any other action or command that requires you to identify a location in your module, you will need to use a waypoint.
Placing waypoint objects is as simple as placing any other object. Waypoints have their own palette category. When you expand the “Waypoint” menu, a list of waypoint blueprints will appear. The common waypoint is listed under the surprising name of “Waypoint”.
Creating a New Waypoint Blueprint
As mentioned above, a waypoint’s only purpose is to identify a location. For that purpose, a waypoint object only requires very limited properties and the standard “Waypoint” blueprint should normally satisfy your needs.
If you however often make the same modifications to the standard waypoint objects you place and you therefore feel the need to create a new blueprint to the Waypoint Palette, right-click on your custom waypoint that you wish to use as a blueprint and select the “Add to Palette” option in the dropdown menu. The new blueprint will then appear in the Custom waypoints palette.
The Properties of a Waypoint
The properties of a waypoint are very limited. Of course, this is due to the fact that a waypoint is only used to identify a location and do nothing on its own (except identifying map notes). But still, it is very important to edit the properties of your waypoints since you will want to assign them unique tags.
The Basic Properties of a Waypoint
Name: The name of a waypoint is for reference purposes and does not have any use. You may even notice that waypoints are listed by their tag in the Module Structure Tree, not by their name.
Tag: The tag of a waypoint is of great mportance. As already mentioned, a waypoint is used to identify a location. To identify the location, the engine must identify the waypoint and this is done by looking for the waypoint having a specific tag. Therefore, to avoid duplicating locations, you will generally want to assign unique tags to your waypoints.
Appearance Type: Your toolset screen can rapidly become full of waypoints in populated areas. In order to visually sort certain categories of waypoints from others, you can change their appearance type here. A waypoint will always be a yellow arrow, but each flag colour that can be selected here comes with a different shape for the yellow arrow.
[image: image24.png]waypoint Properties.

Basc | Advanced | Descipton| Comnents|

- r—
Tag [Nw_wAYPOINTOOT
ppezenceTope [bhe ]

0K Cancel





Image 24: Waypoint Properties– Basic Tab
The Advanced Properties of a Waypoint
Blueprint ResRef: The blueprint ResRef is the unique reference identifying the waypoint blueprint from which this waypoint was created. This unique reference must be used when you want to create a waypoint through a script.
Waypoint Contains a Map Note: If you tick this box, then a map note will be assigned to this waypoint. Map notes are those little stars that can be seen by players which show a point of interest on the map when their map mode is activated.
Map Note Text: This is the text that players will see when they will scroll their cursor over the map note.
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Image 25: Waypoint Properties– Advanced Tab
Map Note Enabled: This confirms that the map note contained in the waypoint can be seen by players. There might be notes that you do not want players to see up front, but only after they have discovered something specific, after a quest was assigned to them or simply after they were given

directions on how to go to the location of this waypoint. If that is the case, you can disable the map note by unticking this box. The map note text will still be included in the waypoint, but the map note will be inactive. In order to activate later on, place the following script in the script event where you want this information to be revealed to the player:
void main()

{

object oWP = GetWaypointByTag("ADD_TAG_OF_WP");

SetMapPinEnabled(oWP, TRUE);

}
Variables: The “Variables” assigned to a waypoint may be used in a script, but otherwise they do not have any effect on the waypoint itself. There is one variable that can be assigned to a waypoint object for which the script has already been written in the game, which is:
X2_L_WAYPOINT_SETFACING

If you add this variable as an integer to a waypoint object that is part of a WalkWayPoints routine of a creature and if you set its value to 1, the creature will assume the facing of the waypoint when it reaches it before it walks to the other waypoints of the routine. This can be useful in controlling the behaviour of patrolling guards or similar situations.
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