Engine 001 - Beginners Guide

This is a step by step guide on how to make the basics in Engine 001.

In this tutorial you will learn how to make basic scripting to use in your game, below
is a list of features/scripts that you will be using in this tutorial

Zones & Doors
Once Branches
Message Boxes
Shops

Position Character

If you have any questions or suggestions please visit the Engine 001 forum:

http://www.engine001.com/forum



http://www.engine001.com/forum
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Section One: Creating

First open up Engine 001 which is located in the Start Menu.

Next you need to create a project. Click on the New button and then give the project a
name. (Example: Beginning Scripts)

Now you need to create a map, the map Create Mew Map
button is located in the column to the left.
Give the map a name. (Example: Map 1)

Next click on Create Map and another L Create Map ]
dialog will come up.

Mame of New Map: | Map 1|

The new dialog is the map properties. You can change all sorts of different things to make
your map to your liking. When you are done with the properties click on OK.

Next click on the map you have just created, it is also located in the column to the left,
and the map creator will come up on the screen. You can do almost anything here to
make your map unique. Along the top of the screen are some buttons, click the one that
says Characters. Then place it down on the ground somewhere.

A dialog will come up. This is called the character properties. Here you can change the
basics from clothing to what item he/she carries. When you have finished making your
character click OK.
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Section Two: System Scripts
In this section of the tutorial we will discuss the uses of the =-[ Seripting
System Scripts. First you need to select the system scripts icon [ Swstem Scripts
in the panel located in the left-hand corner of the screen. Warables

Switches
=[] Settings

Next you need to double-click on ‘Introduction’ at the very top of the list. Once you have
double-clicked on that a small window will come up, click the Insert Event button at the
bottom of the window.
Teat |[ Inzert Local Wanable ] Inzert Event
Now you will see a list of all the different scripts you can use in your game. Scroll down till
you reach the characters section and double-click the one called ‘Position Character’
Now a small window will come up. Character:
There are four sections to this window. § “main"

"PO"H
Character Section - You need to "relah[a"em]
select a character. If you want to
select the main character (Yourself)
you need to select ‘PO (Hero)’ Map:

i oot "IZIIZI#"

Map Section - Here you need to "
select the map you want your e
character to be placed on. Whenever
you select a different map you will see
that map in the small area below. Pasitian:

Position Section - Here you need to
select the exact place where your
character will stand when you test the
game. All you have to do is click
anywhere on the map and you will see
a little blue square appear. (That's
where your character will stand)

Direction Section - Finally you need Z'_ _
to say which direction the character Direction:
will face. You can easily select either - U eft" 4 "Down"
Left, Up, Right or Down. i "Up"
= "Right"

When you have done that click OK.

When you have done all of that you are ready to test your game. Go to ‘Game’ along the
top of the screen and then select ‘Test Game’ Once you have clicked that a window will
come up and, after it's loaded, you will be able to see your character.
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Section Three: Zones & Doors

One frequently asked question on the Engine 001 forums is about Zones and Doors. How

to get from one map to another? This can be easily done using the same method we used
for the System Scripts only this time we’re applying them to Zones and Doors. First click

on the Zone button along the top of the screen.

Then hover over your map area and drag out a Trigoers

square or rectangle. As soon as you let go off the Action key pressed beside zone

left mouse button a small window will come up Action key pressed being above zone
with a list of triggers. Touched by playable character

Touched by non-plavable character
Touched by vehicle with player inzide

Select the trigger called ‘Touched by playable Touched by wehicle with computer inside
character’ and click the button Edit Script Hit by weapon used by plager
underneath. Hit by weapon used by computer

Edit Script |

A window comes up, you need to click the button at the bottom called Insert Event.

Iext“ Inzert Local Y anable I Insert Event

Now you will see a list of all the different scripts you can use in your game. Scroll down till

you reach the characters section and double-click the one called ‘Position Character’

A small window will come up and you will need to fill it out accordingly. (If you need help
with this section it has been discussed on the previous page) When you are done making
your changes click OK.

This next section covers the same thing discussed above but for doors. First click on the
Doors button along the top of the screen.

Once you have placed the door on your map Triggers
somewhere a small window will pop up. Over to the | RE=HiREe=¥sl),
right side of this window is a small section called Doar started apening
. \ , Draar finighed apening
Triggers. Select the one called ‘Went to open door Destroped
and click the Edit Script button at the bottom. [] Touched by playable character

[#] Touched by non-playable character

[#] Touched by vehicle with player inside
[] Touched by vehicle with computer inside
[#=] Hit by weapon used by plager

[=] Hit by weapon used by computer

E dit Seript

Again like the Zones you get a window come up. You have to click Insert Event and you
will see a list of different scripts that you can use. Scroll down to the characters section
and double-click on *Position character’ Finally another window comes up and you will
need to fill it out accordingly. (If you need help with this section it has been discussed on
the previous page)

When you have done all of that you are ready to test your game. Go to ‘Game’ along the
top of the screen and then select ‘Test Game’ to see your scripting in action.
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Section Four: Shops

First you need to select your character that you made, you will see the character
properties window come up. You need to go to the right side of the window, where the
triggers are, and select the trigger ‘Talked to’ then click on Edit Script.

Then you need to click the Insert Event button at the bottom of the screen.

Iext“ Inzert Local Y anable I

Inzert Event

You will see a list of different scripts that you can use in your game. Scroll down to the
bottom of the list and double-click the one called ‘Show Shop’ In the Retail section.

A window will come up and you
need to fill it in accordingly. This
section is not complicated even
though it might look it.

All you have to do is type in the
white boxes what you want the
shop keeper (The character you
created) to say. For example it
says ‘Greeting text’ at the top. In
the white box you could put
something like “Hello” It's up to
you what you wish to put.

Next you need to select the items
that your shop will sell. The box at
the bottom displays all the items
in Engine 001, you can select
multiple items simply by holding
down the Ctrl key as you click.

Once you have done that click OK.

Greeting Test: Hello

Apnpthing Elze Text: Anpthing elze?
Buy Button Label: By

Sell Button Label: Sell

Finizh Button Label: Finizh

Chooze Item Test [Buy): A wize chaice friend

Choose Quantity Text [Buy]: The moare the betterl
Tranzaction Complete Text [Buy]: | Thank you
Choose [tem Test (Sell):

Choose Cuantity Text [Sell]:

T ake it if wou want | have many

T ake as many az you want!

DOooodoodod

Trangaction Complete Text (Sell: | Thank pou

[ves

[termnz Awvaillable [zelect mulbiple items by clicking and holding Crl or Shift]:

‘ "Dezert Eagle" ‘ "c

Dizable Player Selling [tems:

“relate
@b "Fistal” dh ara7 dh 'MP5"
@ "Pistal [Silent)” @ "MP5 (Silert)” g Mie"
< »

Once you have done all of that you are ready to test your game. Go to ‘Game’ along the
top of the screen and then select ‘Test Game’ to see your scripting in action.
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Section Five: Scripting Once Branches

In this last section of the tutorial we are going to cover Once Branches and how we can
use them to make character conversations better. Select your character to enter the
character properties then go to the triggers section to the right and select the trigger
‘Talked to’ After that click the Edit Script button.

Once again a window comes up and you need to click Insert Event at the bottom of the

window.

Insert Event

‘Iext“ Ihzert Local Y ariable I

You will see a list of scripts that you can use. You need to double-click the one called
‘Once Branch’ located right at the top of the list under the section called Structure.

When you double-click on the Once Branch script you will notice that there is no options
for it so it will automatically go back to the previous screen, but it will show the Once

Branch.

Information:

The once branch has two connectors coming out of it, known as the first and second
connector. What this will do is if you place a script on the left connector it will only run
that script once, after that it will only run the scripting on the right connector. This is
great for if you want a person to say something only once.

Now we need to make a Message
box, click the Insert Event button
and double-click Message box, it's
near the top and is in the section

called System.

Once you have double-clicked the
message box a small window will
come up, here you just simply type
what you want the character to say.

Click OK when you are finished.

Mezzage:

Hello. | will anly zap this once]

Choice 1:
Choice 2:
Chaice
Choice 4:
Choice 5

[

Doooh

To make a message box on the right connector of the once branch all we have to do is
select the once branch again, click on Insert Event, and double-click on the message box
icon again. Engine 001 automatically knows there are two connectors and adds the second
message box to the second connector.
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33 Once you have done all of this it should look like the image below:

Right-click events or connechions to delete them. Double-click events to edit them.

Start
Hilm
Once Branch

F'"" Message B . 7 i
¥ | Only Saps it once L Confinues to say thiz after the first meszage

I hope this guide has helped you to make some of the basics in Engine 001. I have also made other
guides that may be useful to you. There are all located on my web site:

http://www.programcreation.co.uk

I would like to thank all the people who helped me make this guide. Thank you...

Created By Lee Bradley, 2007.


http://www.programcreation.co.uk

