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Youdve made 1t t o t he S

To Whom It May Concern:

The manual you have in your hands is a tome of great power - it details the ways

in which you as an Epitaph Developer can shape the world in which you are

functioning. You have either been selected to be a creator by the administration of

an Epitaph based MUD, or you are the administrator of your own MUD using the

Epitaph lib. If you're not either of these things, you'll probably find this text rather

dy, unsettling, and wultimately of Ilittle use.
assume you were employed on Epitaph.

For everyone el se though, some words of comfo
this it s a big step, and vy o ugtraespensillityéddlweup f or
ask is that you do the best you can d there are people in the Support domain who

are there to help ease this transition and provide you with the guidance you need

to become the Top Notch Creator that your employer believes you c an be!

Being a Creator

The fact that youdve actually been promoted s
is that when given a particular task (as undoubtedly happened as part of your

creator application) you showed that you could knuckle down and meet t he

request. Thatds may not sound | i ke anything,

the number of people who give up at that first hurdle.

Being a creator, regardless of what you may have heard, is not easy. On older

MUDs, it was traditional for players w  ho reached a certain level to be instantly

promoted to the rank of Goddt hTeh agtabnse niostn 6tth eo vce
you, youobdve just added an entirely new facet
with responsibilities.

First and foremost of thes e responsibilities is your own willingness to learn.

Al t hough there are people there to help provi
activelyteachyou i t 6s just not possible when everyon:
different countries, and time zones. As such, you have to be proactive in learning

how to code & ultimately the person who is responsible for your eventual success

is you.

You woul dndt be here though i f someone @i dnodt
much as youodod be surpri sedwhaheverdompletethewber of p
application tasks, youd6d probably also be sur
are rejected as creators. There are certain criteria that an individual is expected to
fulfil, and while these vary from lord to lord, they tend to f all into a number of

broad categories:
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T You are expected to be a model pl ayer . Whi
can be forgiven, especially if they happened in the distant past or were rel a-
tively minor, on the whole you should have a clean player record.
T You are expected to be active. While real life will always get in the way of
your volunteer efforts here, and while real life should always be prioritized
over what you do as an Epitaph creator, in the end you are expected to pr o-
duce some content for the  MUD on a regular basis.
1 You are expected to have an appreciation of both the structure of the MUD,
and the thematic constraints of the setting. You need to have played for a
while, and you need to be familiar with our game canon.

As a creator, you have ¢ onsiderable power over very large swathes of the MUD. We
have to trust you to use that power responsib
temptation, and try to turn their creator powers to advantage their own player

characters, or those of their friends. Do not break this rule, or you are going to

get caught. There is always someone who think
running the game. Seriously, youdre not. t h
As a creator, you are apart from the game 0 you cannot do anything that lends an

in-game advantage to any other player. This rule is strict, and it is inviolable. If

you break it, youdll be di smissed, and youdl I
creator. While we do allow second tiaularances, we

infraction. You may find yourself under considerable pressure from your friends

to demonstrate your new cosmic powers through gifts of skills, items and cash.

Dondét give i n t odytohui swotreknmnepdt agtuiianre hard t o get
want to throw it away.

Being a creator, or at least being a coding creator, is not about policing the MUD.

There are creators who have that specific res
job is to develop the game that people are playing and enjoying. The people who

are responsible for policing the game are certain members of the Support domain,

and those members of Admin. If you feel that something needs to be addressed,

you should either contact a member of the Admin domain directly, or make a post

about it on the bulletin boards. Only in the most extreme of circumstances

should you intervene directly. As you progress in your role as a Epitaph creator, it

will become obvious to you when such situations arise oi f youdre not sur e
the side of cautio n.

As a creator, you gain the ability to switch between visibility (everyone can see

you) and invisibility (only fellow creators and those players to whom you have

granted permission can see you). As a new creator, you should instantly go

invisible and s tay that way. The command to do this is simply invis. Weol I talk
more about being invisible later.

Players will often pose questions to visible creators 0 some of these questions will
be quite innocent, and some will be requests for assistance. You do no t yet know
enough about how things are done to render useful assistance, so remove

yourself from that situation by going invisible. If you are asked for help by people

on your allow list, either direct them to an online liaison or director, or ask them

to wait if none are online.
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Being a creator also carries with it a very heavy security obligation d you are never

to reveal creator information to players, or to allow yourself to profit directly from

your knowledge of creator information. This restriction is in place to protect you

from accusations of impropriety, and also to protect the integrity of the game o}

the hidden values of commands, skills, and items are hidden for a reason o we

dondt want players to know them. Youvyomaret not
asked, or provide any answers that a player cannot provide. Only if you have been

authorized to reveal information by your domain leader can you do so. Any

violation of this will carry with it strict penalties, up to and including dismissal.

Your obligation on Epitaph is to contribute 0 each domain leader will have their

own benchmarks for what is considered to be an acceptable level of activity, but

on the whole it can be summed up as O6you are
contributiontoyourd omai né. Your domain | eader, and an?
check up on you on a regular basis to ensure

proactive in getting touch if you feel you are not.

It may sound | i ke an awful | ot exfauwer k tt a sde E
al so great fun and youdl | get to create whol e
and your computer. Along the way, yo othdrd l ear
are any number of creators who can trace real life employment opport unities to

what they learned as creators here.

Introduction to Epitaph Creator Culture

ltds a whole new world on this side of the fe
alien culture, and unl ess Jothedvayeredoesthinka | ot of
and talk, youdre going to find it somewhat in

The general rule you should be following here is one of cautious integration.

That s not because wedre an unfriendly bunch.
| & m s dingdhes.sThe creator -base is like any online community d it has its own

culture, its own language, its own in -jokes and its own etiquette. You, as a new

creator, dondét know any of these.

Your first exposure to creator culture is more than likely to be the creator

channel . Thatoés the main communication channe
mostly soci al environment . Itds for jokes, go
feel entirely comfortable with chatting on this channel, although bear in mind that

for many of the regulars on the channel, youdl

dond6ét want to be the guy at the party who nob
monopolizing every conversation!

Most of what you do as a newbie creator is read 0 this document is 0 nly one of the
things that is on your O6to readdoé pile. There
boards than you may have remembered. The creator boards you should read

regularly ovi t al i nformation is often posted there,

your knowledge of Epitaph creator culture. The player ones you can choose to
follow as you wish, but if you choose not to, you run the risk of losing touch with
what the players are saying.
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The boards are accessible as usual through the website, but you can a Iso carry a

bulletin board around with you at all times so you can have access in game. The
clone command is used to create copies of items 0 to get your very own copy of
an in -game bulletin board, you type:

clone /items/creator/board_mas

Once youdve dosummdrynat , type

There are a lot of boards... a lot of boards. Some of these are more important
than others. The important boards for now are commonroom, mudlib, and the

board that belongs to your own domain. You should re ad the other creator boards

too, but you can put them to the bottom of your pile.

Those boards you definitely do not want to read can be removed from your list by
using the killfile command:

| killfile flame

As far as your contribution to the player bu lletin boards go @ well, that should
stop now. Your words carry additional weight as a creator, and you run a huge
risk of being misinterpreted, or having your own personal opinion quoted as

60Creator opiniond. |l tds not s o bhoards buchas fivea n
minute hate, love -in, debates and so forth & but if you post as a creator on a
player board, youdre asking for troubl
player alt. | f you do nddhatwayayeueavoa the , imgressgoat e

t hat you are speaking from 6on highod.
and if you have a concern about the game your first duty is to report it to your
coll eagues. Wh i | ecultwandwhite nabady is demamnding that you
G oe the party |l ined, we dondt I i ke to
from your player alt.

| personally recommend the following as guidelines for your board usage:

1 Avoid posting to a game -related board as a creator. If you have somethin
to add to an idea being bounced around, then log in a player alt to make
your contribution. Some players may see your postings as coming from a
position of authority, and unless you're in a position where that's accurate,
it should be avoided. If logging in an alt to post is too much effort, it may
be an idea to reconsider whether your posting is entirely necessary.

1 If you post as a creator, please don't post about developments with which

you are not directly involved. The domain leader and domain depuiti es of a

domain should make the final call as to whether information on a particular
development should be publicized. This also goes for posting about games
mechanics outside your jurisdiction. If you're not sure if you should be
posting something, don'td  oit.

1 If you post, speak for yourself. Don't speak for all creators, since we all have
our own opinions which may, or may not, coincide with what you post.
Referencing to the rest of the creator  -base is rude, and inconsiderate.

S S
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Really, it all comes down to this: if you're newly promoted, please think twice
about posting in the first place. Give yourself time to come to grips with your new
duties and responsibilities. It's a natural urge to want to express your opinions,
especially from a new position of authority, but that should wait until you're more
established as a creator. Log in an alt to post... that way, you don't run the risk of
what you say reflecting badly on creators as a whole.

These guidelines also apply to your interactions with the norma | talker channels.
As with the creator channel, itds well worth

If you have any questions about code, then your first port of call is your domain

leader 4 it is their responsibility to ensure that you are properly supported in the
work you are doing. No one person can know everything though, so if you find no

luck there, you can ask your question on the (code) channel.

There is also a special tool called the 00rac
resolved, the n the chances are someone else would be interested in that

knowledge at some point, so it is appreciated when you can record your question

and the answer on the Oracle knowledge base. You can also ask a question you

havendét been able tougly, rasol pedhapapevsomeone
online when you had the problem will be able to help.

As has been mentioned, the Epitaph creatorbase has a culture all of its own, and
that culture is mainly implicit and changes over time. Some of the more important
implicit rules to follow will be covered here:

1 Itis acceptable to read over the code of in game areas, obviously... this is
where you get a lot of inspiration as to how to solve your own coding
problems. However, if you wish to look over code in develo pment or
playtesting, you should ask the creator in charge of the development if they
mind dmost wondt, but itds nice to be nice.
around in PT/development areas... if there are no open invitations to
explore the area then yo u should ask permission.

1 The same also applies to code within /w/ directories... it is considered rude
to indiscriminately read, copy or reference to codef/files within a creator's
personal directory. It is also considered rude to clone objects from their
directory without permission. Again, if code/objects are within common
circulation within the creatorbase you don't need to worry too much about
this, but it is always polite to make sure.

91 Peripherally related to this, please bewa re when you're playing around with
in-game code. It's a natural desire to want to understand the workings of
some of the NPCs and rooms you've experienced as a player, but remember
in the majority of cases actually interacting with these objects is interfe ring
with something thatisin  -game. This also applies to cloning unique NPCs
into your workroom - rooms that clone unique NPCs assume no more than
one instance of the NPC is loaded at any one time. If you have a copy of the
NPC in your room, it's possible  that you will interfere with the NPC actually
being cloned in the game.

1 Likewise, some NPCs have stats that save, or interact in various Arcane
Ways with handlers around the game  -world. Multiple copies of these NPCs
being in existence at any one time is very likely to cause Interesting
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Problems. Unless you know for certain that cloning another copy of the NPC
is not going to have negative effects on the smooth running of the MUD,

please don't clone them or move them to your workroom. Use the more
command to read the code of the loaded version if you want to see how it
works.

With regards to creator invisibility, it is important you do not pass information
regarding this to players. If you are asked by a player if a particular creator is on
but invisible, then ask the creator in question if they want to speak to that person.
If not, you can tell the player that you are unable to pass on information regarding
a creator's invisibility. This goes equally for Lord/High Lord invisibility and general
creatordom. If you are on a Lord's allow list and a creator or player asks you if
they are online, make sure you ask the Lord if they want to talk to the person.

All creators should set a valid e -mail in their finger info . If you don't do this
and at some time int he future you, for example, disappear without word on some
secret mission, then your domain leader won't be able to mail you and ask what's
going on, and will instead have to just demote you. Please make sure your domain
leader has a means of getting into  uch with you outside of the MUD on those
occasions when it is vital they make contact

Domain Hierarchy

As a new creator, you are going to be taking a position in an existing

organizational hierarchy. First of all, you belong to a domain , usually either 'game’
or 'support’. The '‘game' domain is responsible for... well, the game. They create

the areas, write the NPCs, and build the quests. More senior creators in the game
domain are also responsible for the architecture of the game - comma nds, and the
various code files that drive the rest of the MUD. The support domain has a more
ephemeral brief, and covers anything that supports the creators responsible for

the development of the game, such as public relations and the creation of

documen tation such as this.

Each domain has a Domain Leader (usually a member of admin), and the Domain

Leader is responsible for the hiring, firing, and general direction of their domain.

Most domain leaders also appoint a number of Domain Deputies, who have so me
delegated authority within the domain. The exact amount of authority varies from

domain to domain, but it is safe to say that their word carries significant weight

with your domain | eader, or they woul dnodt

The domains are mostly independent, although cross -domain communication at
the level of domain leaders helpsto co  -ordinate development. On the whole
though, you are likely to be assigned a project in an existing development as part

of an existing plan & there will be plenty of  scope for creativity, but at least
initially your efforts will be directed as to where your domain administration

(leader and deputies) feel they are most useful. If you have particular interest in a
development, you should let your domain administration know @ finding your
project should be, as far as is possible, a collaborative effort.

Domain leaders have broad autonomy, but the domain of Admin contains the last
18
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word on Epitaph. In this domain may be found the ultimate authority, from which
all other a uthority flows. Within the virtual parameters of Epitaph, their word is
Law. While the admin domain has a leader like other domains, you can think of

the | eader of the admin domain as more of a o
Each member of admin w ill have specific responsibility in which they are the
ul ti mate arbitrator of the MUDOsSs directi on, b

the game also.

Running parallel to this domain hierarchy is a system of creator ranks. Your rank
will begin at creator & we do not distinguish between new creators and existing

creators, there is no O0junior® creator rank.
at the discretion of your domain leader, you might be promoted to senior creator.
Usually this will not happenb ef ore you have at | east a yeard

substantial project under your belt. Senior creator, as a position, is largely
honourific and does not carry with it any particular extra responsibilities, although
you do gain a little extra access to the MUD's file system.

Next up the ladder is the rank of Lord . Lords have a history of contribution to the

game and have broad authority to develop game systems and steer the game

direction. Wi th regards t of'ldrddopsect neoessharily, t he p
carry with it a management burden. Only those who are listed as being part of the

domain administration will have to push paper around.

Finally, there is the top rank & the High Lords . There are only a few of these, and
they are all members of the Admin domain. High Lords are responsible for

promoting Lords and, on rare occasions, additional High Lords. They're

responsible for setting broad MUD policy, and ensuring that everything

progresses in a way that is harmonious with the overall MUD philosophy.

The last domain we have is the Cemetery domain, and it's kind of a holding area

for people who are creators but don't have a day to day development role on
Epitaph. They are usually ex -Epitaph creator s, or creators from other MUDs who
are given honourary developer status here, much like diplomats. Some of these
members may have higher rank than creator, which within this domain is largely
honourific.

Invisibility and You

| have already made some points on the importance of being invisible. Invisibility
t hough has a few more issues that 16d I|Iike to

Firstly, there are several levels of invisibility. You as a creator have access to level
one, which makes you invisible  to everyone except creators and above. Lords have
access to invisibility level two (also known as lord invisible) , which makes them
invisible to everyone except fellow lords and above. High lords have access to

level three ( high lord invisible ), which make s them invisible to everyone except
fellow High lords.

While you are invisible, people cannot target you and cannot see you on the finger
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output. Additionally, your finger info will not display you as being online. You
have the ability to add exceptions to your invisibility so that your friends can still
interact with you, and thatoés done by using vy

[ allow drakkos |

Using the command allow by itself will list your current allow list. To allow an
individual, you use allow < name>. If you want to remove them, then disallow
<name>:

| disallow drakkos \

There is a certain etiquette to being an invi
send tells or souls to people not on your allow list, for obvious reasons (they have

no way to respond). It is also considered somewhat rude to chat on a talker

channel when you are invisible to the majority of your audience.

Your may find that your domain leader is sometimes inaccessible to you by virtue
of being at a higher level of invisibilit y 0 please do not take this as an insult. There

are often additional calls on an individual 6s
sometimes necessary to make onesself invisible to deal with these issues without
interruption. If you wish to contact a domain leader who is on a higher level of

invisibility, you can always send them a mail.

Invisibility is a tool, and it is obviously not to be abused. Although you cannot be

seen in the MUD while invisible, that doesn
other players. If you are caught doing so, there will be ramifications. Your

invisibility is only an aid to effective coding, not the fulfilment of so many

teenage fantasies.

(@}
—

Your Creating Environment

We're going to get to actual creating soon ( ish), but before we do let's spend a
little time talking about how you actually write code for Epitaph.

You have two routes to development available to you. The first is to make use of

the in -mud editors for code. | strongly recommend against this 0 so strongly, in

fact, I'm not going to mention the possibility again. You have the option available,

but youdre on your own if you want to follow

The second method is to use an off  -line development system. This will consist of
two things:

1 A decent text editor (note, not a word processor)
1 A solid FTP client

For maximum ease of use, you want both of these combined into a single package
d if you're willing to splash out a little, | recommend UltraEdit very strongly.
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Another popular choice is  EditPlus. For Mac users, TextWrangler is a good choice.
If you prefer to use separate packages, then Notepad++ and Filezilla are free, and
excellent, packages.

Regardless of which solution you go for, the basic system is the same. You write
some cod e, you upload it to Epitaph, and then you update the in -game file.
Epitaph's file structure may take some getting used to, so it's worth spending a
little time navigating around.

Every creator on Epitaph starts off with a home directory that is accessibl e in the
/wi/ directory. You have full access to write to this directory, and it's most likely
where your first few files are going to go.

The code that belongs to your area domain is found under /d/, in a subdirectory
that matches the name of the domain. If you were a creator in Game for example,
the code that belongs to the Game domain may be found in /d/game/.

You navigate between directories using the cd command 9 at all times, you have a
working directory, and that's the directory you'll see when yo u list the files in it
(you can do this with the Is command). The cd command stands for change
directory, and Is stands for list.

Your default directory is going to be /w/your name, and that's the directory you
will log into when you open up your FTP cli ent for the first time.

For the purposes of the rest of this section, we'll assume you're using Ultraedit o if
you're using a different setup, you'll need to figure how how to incorporate all of
the following information.

From your Ultraedit applicatio  n, go to File on the menu, and down to the
FTP/Telnet option. That'll open up a submenu, of which you want the FTP Account
Manager. Choose 'add account', and enter the details as follows:

Setting Value

Server drakkos.co.uk

Port 6001 (if your | SP blocks this port, try 6999)
Username Your Epitaph creator name here

Password Your Epitaph creator password here

Commit these changes, then go to File -> FTP/Telnet -> Open from FTP and
'‘Browse Site'.

If that works, beautiful & you're ready to do some coding. If not, you may be
having connection issues. Go back into the account manager, click on the
'‘Advanced’ tab and check 'Passive Transfers' and 'Use IP Address returned by
server'.

Now, let's make sure you can edit files on the MUD. Double click on 'workroom.c'
and you should get a copy of your workroom file downloaded to your editor.
We're not going to do much to this right now 0 all we're going to do is put in an
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extra item to look at to make sure our setup is working. In your file you'll see a
comment that says something like this:

/* The items are the things in the room that you can look at.
* [tem longs should be proper sentences and shouldn't have \ n at the end.
* Make sure you have a room item for every noun described in the lon g
* of the room or in the long of another room item. */

This is a comment, it's a bit of the code that is there for you to read 0 the MUD
doesn't pay any attention to it. Underneath this comment, we're going to add a
little test item @ add this, *exactly* as it is written below:

add_item ("textbook", "It's full of knowledge!"); \

Now, save your file. That commits your changes back to the MUD. You should
always make sure you work from a fresh copy of the file each time you sit down o}
you can't be sure that changes haven't been made to the file in your absence.

Your change won't automatically be reflected in the MUD o first you need to
update the file so it loads the newest version. You can do it by updating the path
of the file:

| update /w/your _name_here/workroom

Or if you're standing in the room, you can simply:

| update here

Assuming you've done this properly, you'll see something like this:

| Updated workroom of your_name_here (/w/your_name_here/workroom).

If you haven't done it prop erly, you'll see lots of red and blue text. If this is what
you encounter, go back to the editor and make sure your addition is exactly as
shown above.

Once you get the updated successful message, then type:

| look textbook

All being well, you'll seet he description you set for it echoed back to you.
Congratulations, you're now ready to start writing code! We won't talk about that
just yet, there's still more we need to discuss... but when it comes time, you're
ready to roll.
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Creator Commands

So, now wedve spoken a bit about whatodos expec
talk about the fun and exciting new powers you have available to you. First of all,

|l et ds talk about how you move aroundmrahds game
work as before, but creators are lazy and so we also have the ability to teleport

ourselves instantly to any other part of the game. We do this using the goto

command, followed by the path to that room.

To go to your workroom, for example, you use the following command:

| goto /w/your_name_here/workroom \

|l tds worthwhile aliasing this under something
privacy.

Hit return and youdbre magically there. | f you
Came, you use the goback command. Youdll see the path of
of the long description as you walk around 0 make a note of any location you find

interesting on your travels so that you can whiz around as you desire.

Goto also lets you teleport yourself instantly t 0 another player or creator who is

online. Consider the etiquette of this before you do it opeopl e wondot appre
being dropped in on in their own personal workspace without some warning. If

someone is in a public place, then by all means feel free to u se them as a shortcut

to finding the path to a particular room, for example:

| goto drakkos \

That ds just an example of the syntax. Serious
(teehee), or | will devise some suitably extravagant punishment and mete it out to

you over the course of your entire time on Epitaph.

Ahem.

You can also bring other people to you with the trans command, for example:

| trans drakkos \

You should exercise caution with this. 1 0m su
shoul dndét adnmandtopull pesple around the game, but a special case

might exist in terms of bringing players to your own private workroom. | cannot

give blanket advice on this as the policy varies from domain leader to domain

leader & check with them first before you do it.

|l tds not necessarily @itacproes dithit cbenatationeofany case
privilege and favouritism, and gets in the way of the normal functioning of the
game. While in a creator workroom, players are free from PK retaliation or in -game

punishments, and this can breed resentment.
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As a further note, when you are going to trans someone remember your manners

- let them know you want to trans them, wait until they tell you it's okay, and
respect their wishes if they do not want transporte d. The obvious exception to
this is in cases where Creator Justice is being applied, but that's not something
with which you're going to be involved.

While the policy on this will vary between domains, as a universal rule you do not
trans players into de velopment or play -testing areas without the express
permission of the relevant domain lord. Your own areas in your /w/ directory are

the sole possible exception to when you may bring players into the creator
environment. When they are leaving, they should be returned to the exact same
room they left with the following command:

| trans drakkos back

Remember, check first with your domain leader to see whether or not they permit
this.

You no longer have the need for Mortal Possessions, but you can create ¢ opies of

objects to which you know the path using the cl command (short for clone).

Youbve already done that with dfywuwantbokdolwet i n b
the path to other items, you can use the pathof command if you have them

handy. The pathof command may give you a response with a hash sign and some
numbersattheend o6i gnore t hose numbers for now, they¢
time being.

If you want a copy of an item that exists in the game, you can make use of the
request command. Check o ut the syntax of the command for details, but you can
list items in certain categories, such as:

| request list clothes \

You can also search within a category by providing a search string. If you want to

list only those elements in the list of clothes tha t have th+iwebdiaat hei
description, youdd use this:
| request list clothes a - line \

When you find something you want, you request it by its name (replacing
underscores with spaces)

[request thin cloth nappy |

At that point, irin@ntory @&rp,e airf iynowoawanodét pick it
too heavy, 1tdl]l appear in your current room.

If you want to check the inventory of another player, you can use the inv
command. Be careful with this, though d it can be considered a breach of privac  y:

| inv drakkos |
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If you want to make a copy of something another creator or player has in their
inventory, you can use the dup (duplicate) command... for example:

| dup hilarious scottish bonnet in drakkos \

Assuming there is an itéamlmatobbsngcobhéei samboa
get a copy of that item in your own inventory. The usual rules apply to this though

ddondt abuse iIit. Sometimes people have deeply
(such as items with personal inscriptions), and it is co nsidered a Grave Infraction

to violate that privacy.

You can O6dupod6 things in your own inventory, a
be cloned into your environment, rather than
to be in the same room, they just ne  ed to loaded somewhere on the MUD. For

example:

| dup zombie

Before you dup things, it's worthwhile to get the path of the item (using the

pathof command) to make sure you're getting the thing you actually want. When

you 'dup black shirt in drakkos', you may find that you didn't want a peep -hole
black leather gimp shirt - you actually wanted just the normal black shirt that
normal people wear. Pathof will let you see where the item resides, and will also

help you learn where you need to look for particula r things.

As a general rule, you have access to read any of the files in your domain (except
for those in the secure directory), and usually in other domains too. You can do
this using the more command if you know the path, like so:

| more /w/your_name_h  ere/workroom.c \

| f you are standing in a room, you can get th
path:

| more here \

If you want the code of an item in your possession, or an NPC that is loaded on
the MUD, you can refer to it by name:

| more gun

If you want to get rid of something, you use the dest command (destruct):

| dest sword \

|l tds possible to dest players and creator s, b
reason (as a hint, I f you dondt know if you h
one).
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Creator commands often make use of a powerful matching system called
'wiz_present’' - this has a helpfile of its own if you want to check it out. It's a much
more powerful matching system than you will have been used to as a player where
you could usually only target things in the same room (with some notable
exceptions). Wiz_present allows you to match things according to far more

complex criteria, and is MUD -wide. You've already seen some of this in action with
the commands above, but there are some usef ul expansions.

Would you like to look at the code of the room in which I'm standing? You can
refer to the container of an object by enclosing its name in brackets:

more (drakkos) |

That gets you the code of the room I'm in, rather than the code for me myself.

If I want to get access to something in a container or in another player, | can refer
to things as such:

| pathof sword in drakkos

You can even chain these together:

| pathof sword in (drakkos) \

There are more complicated things you can do wit h wiz_present, and these will
come with time.

That should be enough in the short term to get you navigating around and setting
yourself up with someitems ot he next thing wedll talk abou
powerful commands.

The first of theseis call and i s used to make things happer
need to know a bit more about coding before you can use this effectively, but for
now | etds do a simple example and give oursel

call add_skill_level ("combat”, 100) me \

The first part i s the name of the method wedre
between the brackets are the parameters (the skill we want to increase, and how

many levels by which we want to increase it), and the last bit is the object on

which we want to call the method (in this case, ourselves). Again, a word of

warning ddondt wuse this on players unless you kno
We Are Always Watching.

You dondt need to know much about <call at the
toolwed !l | tal k about in good ti me.

The second commandis exec i t s a more powerful tool that
correspondingly more compl ex It | ets you exe
without having to build it into andpebgleact . On

paying attention.
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There are dozens of other commands you have available as a creator 0 most of
them have helpfiles to go with them. I f youdr
try this:
| commands \
This command will reveal a list of the command s you have available, and one of

the categories of command will be 'creator’. You'll see something like this:

Your Creator commands:

addalt, addevent, altonline, autodoc, autodocadd, autodocrm, ban, blackball,

bugreps, build, callouts, cheaters, check, cloner, clubs, comment, compare,
compare2, coords, cos, countshadows, creator, cstat, ctotd, dbxwhere, debug,

define, delalt, delevent, denied, destruct, deutf8, dirs, distribution, dump,

dupdate, effects, errors, family, fds, fetch, findcorpse, findredef, fixed,
flush, forwards, ftpwho, gag, gha, goto, goback, gopop, gopush, guildlist,

hcode, hcre, head, hliaison, home, host, hours, housing, hupdate, iemote,

ilocate, imc2, imc2mudlist, inheritance, inv, jumps, localcmd, maestro, mail,

malloc, materials, me diawiki, memstat, meminfo, mkdir, more, mobs, mudinfo,
multiplayer, mv, netstat, netdups, newest, nicetime, nslookup, object, ogrep,

oldest, online, osql, pathof, people, permit, playerinfo, pquests, prof,

project, pstat, ptesters, pwd, gpeople, gwho, rand omname, reboot, rehash,
repcomment, request, review, rm, rmdir, sar, schematics, screen, set, setmin,

setmmin, setmmout, setmout, shadows, showhelp, shutdown, skillcheck, snetstat,

snoop, shoopers, sockets, soulinfo, spawn, spell, sql, sqlcmd, stat, stats,

status, suspend, taskmapper, tcheck, tell!, template, terms, terrains,

testchar, todo, trans, trace, ungag, unsuspend, unventriloquise, upgrade,

usage, wgoto, whereis and which

All of those are available to you (sometimes with restrictions), just be car eful that
you know what they do before you use them. If you use MXP, clicking on the
underlined command will give you its helpfile.

As a final not e, youoOr edsgne ofitiggehecal hdrseplayqui t e a
amongst creators, scememigmesuripodesf omntde somet i
accident. It probably goes without saying that death for a creator is Not a Big

Deal.

Oh, and as an extra perk & you have access to mail wherever you are in the game.
Justusethe mail command and yyousélflinside the Bpdaph mailer.

Finally, it's easier to be a creator when you don't need to deal with the limitations

of normal players. There are four options under ‘creator' in your options
command that are especially useful:
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Option Effect

suppress_aggressive NPCs will no longer be
aggressive towards you.

suppress_maestro Maestro will no longer pick
you out for his tender
ministrations.

suppress_temperature No matter where you are,
your temperature will be
‘comfort_able'
wellbeing_freeze You will no longer
experience gains or decays
in your wellbeing.

| would advise switching all of these on, but the choice is yours.

Alts and You

Many creators find the role of creating gives them a satisfa ction that playing never
did, but it's not a good idea to let the development part of your life on Epitaph

dominate entirely. You are allowed to continue playing with an alternate character

0 indeed, it should be encouraged lest you start to become out of touch with how
the game actually works. As usual though, there are some restrictions on this.

First, your player character should not participate in any player -run element of the
game. Your loyalty, first and foremost, is to being a creator. Even when on line as a
player, that loyalty is paramount.

As far as possible, you should play the game as a player d that means no sneaking
looks at the code while playing. Obviously you may be more familiar with certain

bits of codebase than others, and you can't s imply forget what you already know.
Try to make an effort not to turn to the code whenever you encounter a challenge

0 instead, consider how the behaviour of the MUD could be improved and make a
suggestion. If you need to rely on the code, then consider ho w difficult it would

be for a player without your privileged access.

It's natural that your first thoughts as a creator will be flavoured by your

experience as a player 0 that will go away with time. Try to take a broader view
when playing, and see thi ngs from the perspectives of game balance rather than
from the narrower view of your player character.

On the other hand, your perspective as a player is important too d you'll have your
own views on what's important to the game, what you enjoyed, and wh at you
didn't. That perspective is valuable - it just has to be tempered with concerns for
game balance.
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You are also permitted a test character to help you debug code. As a convention,

your test character should have an obvious name, such as <your_name> test, or
your name backwards. Once you've created your test character, you can use the
‘testchar' command to add the necessary properties to him/her:

| testchar draktest on

Your test character can be logged on at the same time as your creator character.

Indeed, that's the only time they should be logged on. You can do anything you

like to your test character & change their skills, give them vast amounts of money,

kill them on a whim. What you can't do is play the game with your test character 0
any attemp t to do so will be treated as an attempt to cheat, and you'll end up

being dismissed

Epitaph Development Cycle

Development on Epitaph tends to follow its own idiosyncratic development cycle.

Again, each domain does things dif  ferently, and the approach a domain takes will

vary from project to project. Thereds a gener
serve as a useful guide to what things actually mean.

To begin with, there is a plan. That plan may be very detailed in terms of what

code is to be incorporated, or it may be very
plan is part of a | arger Omaster pland that i
for their domain. The plan may not even be written down anywhere, and may ex ist

in just the Domain Leader6s head. I f youdre |
somewhere so you can see the big picture.

The Plan needs developers ot hat 6 s where you come in. Your
administration will likely assign you to a project (perhaps wit h your input as to

your interests, perhaps not) and give you a broad remit for what it is you are to

do.

You then work through this project, writing the code that goes with it. Although

you will probably have to get specific authorization for certain dev elopments
(such as quests you want to write and add), on the whole you usually get pretty
free reign to do what you want, within reason.

|l tdéds | i kely that your domain administration w
time to time, but the responsibility for getting everything done falls to you. A lot

of people find this hurdle difficult to clear, so if you feel as if you are falling

behind on this score you should contact some more experienced creators for

advice and guidance. | t édl alenais your tewelopneewt,l t hat vy
but t hat 0 % yonlave yourfellew domain creators to call upon, and by the
time youodbre devel oping your first real projec
the culture of creatordom and be more comfortable in pa rticipating fully in the

social side of development.

Eventually, your project wild@l be completed, a
administration for approval 0 the formality of this as a process will depend on how

29



Epitaph Online http://drakkos.co.uk

active your domain administration has bee n in following your progress.
Once approval has been given, the next stage for your project is playtesting.
Whether it can be playtested right away is going to depend on where your project

fits into the larger plan of the domain oi f i tds parptojech it maghalear ger
to wait. I f i1itds | argely contained, you may b
Once your project has left playtesting, there are three usual destinations ooneis

back into development if you and your domain administration feel it requires

more creator attention. The second is into limbo, where the implementation of
your project in the game proper is dependant on other factors (like other projects
being complete). The third, and happiest outcome, is into the game for players to
enjoy.

At this point, you can wallow in the admiration and praise of your satisfied

players, and consider whatoés next. Of course,
you just need to realize that no matter what
happy. So me people live to complain.

There is a tool available to help you keep your domain administration informed as

to where you are with your projects 0itds the Epitaph Project Tr
from the creator s ec tpagesnTheUse oEtp iisttamlpnayiosmaw e b

not be mandated by your domain administration, but every project going into

playtesting needs to be recorded with this handler. Check with your domain

leader to see what the specific domain policies are regarding this.

Youalsohavea secondary way in which to document yo
through the creator Wiki, also linked from the Epitaph creator web -page. You

should spend some time coming to grips with how to use it, and contribute to

your own domain Wiki especially. Depending on how heavily used the Wiki is

within your own domain, you may find it full of interesting plans that will help you

gain a wider perspective of whatés going on i
to get people interest é@dlthoaugh mteretyong readdthee doi n g
Wiki, much less contributes, there are enough Compulsive Wiki Watchers that your

words wondot go unread.

| personally am a huge fan of the Wiki, and of Wikis in general, so if you want to
talk Wiki with me, please do so!

Conclusio n

What you will have undoubtedly have taken away from this document is an sense

of the responsibilities you have undertaken ditds okay to feel over w
thereds a | ot that you need to | earn, and you
timeinwhic h t o do it . Th e rdeaddshere arenpeqple bnthand @ h

help you every step along the way.

We havendt spoken at d&tlhlatadbso ustt icldditnog cyoenie. At

we just want you to spend some time thinking about how this new and int eresting
step of your experience on Epitaph is going to work. Spend some time snooping
around 6get a f eel for what has come before, and
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Youdre part of a | arge and interestdwedgreeamlo
in this together, and regardless of how much we may bicker and argue, each and

every one of us wants whatods best for the MUD

| 6d al so hope that what youdre taking away fr

sense of foreboding, but also a sense of excitem ent . ltds a | ot of ful
creator, and a lot of the Dire Warnings in this document are to ensure that you

dondot fall foul of some of the more common mi
time as a creator, and thatds mdr dvhtad d/o uidfr ey
doing.

Remember that the members of your domain administration are not just there to
ensure that yoodadreeg OWer Kihege to guide you too.
g.

support, as well as to your fellow domain creators and those of us in Learn in
Thereds plenty of support to be had, you just
Of course, that doesndt take the overall resp

own shoulders 9 we can only take you so far, the rest is up to you!
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Introductory LPC
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Introdu ctory LPC with the Epitaph lib

Introduction

In this set of introductory creator material, we are going to talk about the way in
which the gameworld of Epitaph MUD is constructed. This is a book about coding,
but don't worry about it - we're going to intr  oduce the topic as gently as we
possibly can. New topics will be introduced only when they help us make our code
better and more interesting. You will find all of the source code that goes along

with this text available in the /d/support/deadville/ directory. It is broken up
into chapters, so you can see exactly what your code should look like at each

stage of development. You can goto the room ‘access_point' within this directory

to explore all of these versions and see the difference s between them.

The Learning Scenario

Over the course of this text, we'll be building an area 0 exactly like the kind you
have experienced in the game itself. We're going to create rooms, NPCs, items,
and shops. We're going to stop short of adding unique functionality or quests,

because that's a part of the follow  -up creator LPC section. By the end of this

section you should be comfortable with the basic building blocks of LPC. Along

the way you'll even learn a bit about code, but only a bit. Being an Epi taph creator
involves working with code, but you don't need to be a coder to be a creator.

Enough to get by will take you far, although it's always good to learn more if you

can.

Our learning scenario is the development of the village of Deadville. A full y
completed version of this may be found in the learning domain under
/d/support/deadville/mapping_it_out/ . I would like you though to construct this
step by step in time with the teaching material 0 you only get a fraction of the
benefit from reading comp  leted code that you get from writing the code as you go
along.

Deadville is a simple village, with basic facilities. It also doesn't contain much in

the way of descriptions - if you want to see what good descriptions look like, take
a look at some of your favourite game areas. Our scenario is for teaching you how
to put an area together. It is assumed that you'll be able to write the text

yourself. Some guidance on the topic of writing descriptions may be found in the
Being A Better Creator section. What  we're interested in here is the structure of
the area, not how it looks.

We're going to approach this functionality according to a development technique
called incremental development . | heartily recommend this for beginne rs
because it greatly simplifies the job of building complex programming structures.
This is a process of beginning with something very simple until you have the very
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basic framework fitting together. Once you have this skeleton of code, you can

start ad ding features to it a little bit at a time. In this way, you avoid becoming

bogged down in the overwhelming complexity of a project 0 you get to see it grow
all around you from the most humble beginnings to a complete and fully featured

area. To put thisi n context, we start with a single room that does nothing

exciting. We then add a second room and connect these two skeleton rooms

together. Then we add in another, and another, until we have a whole framework

of a village ready for us to fill in the blanks . What we don't do is create the whole
framework to start with and then become flummoxed when it doesn't work.

Incremental development is an exciting and satisfying process, and one with

which you are going to become entirely familiar as you work your way through
this material. You can see your developments shaping up in a very tangible way,

and that invites further development. Trying to do everything to start with can be

a soul -crushing way of developing a project.

The Structure of the Game

Everything on Epitaph MUD is something called an object . Obejcts are quite a
complex topic in themselves, so we're only going to scratch the surface of this for
now. Every room is an object, every item is an object, and every player is an

object. Confu singly, object doesn't mean that it's necessarily something you can
touch or interact with in the game. Your combat commands for example are also
objects. It's not an easy thing to get into your mind to start with, but it'll become
easier with time.

In pr ogramming terms, an object is a structure that contains some data, and
instructions for acting on that data. Some objects also take on the properties of

other objects through a mechanism called inheritance . This is the same general
biol ogical principle you'll be familiar with in real life, only cast in programming

terms. In real life, a cat inherits the properties of being a mammal, which in turn
inherits the properties of being an animal. We'll see this mechanism in action from

the very first code we write - our object inherits the properties of being a room.

Most of the code you need to work with on Epitaph has already been written for
you 0 you just need to tell the MUD what things you want to happen, and when.
Most of the things you' Il want to do, at least in the short term, are available for
you. When you want to get a little more adventurous, then you'll be looking at
moving onto the more advanced creator material.

The MUD itself is built on three separate structures. The first of these is the
driver , which is known as FluffOS . You won't need to worry about that just now.
The second part isthe mudlib , and it defines all of the code on which the rest of
the game - the domain code - is built. It is domai n code that you will be building
in the short term, and that's all the code you'll find underneath the /d/ directory.

The mudlib is everything else, including code that will Scar and Terrify you if you
read it too early.

As a basic guide to the relationsh  ip between the mudlib and the driver, it can be
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summed up like this & the mudlib knows what to do, but doesn't know how to do
it, and the driver knows how to do it, but doesn't know what to do. Domain code
includes all of the areas in which you adventure a s a player, all the quests you
have encountered (and the ones you haven't), and all the NPCs you've slain.

When an object is made available in the game, it must first be loaded . At that
point, it becomes a master object . Many object s remain as master objects, which
means only one of them is ever in place in the game 0 rooms and unigue NPCs are
good examples of these.

Some objects are clones , and that means they are copies of the master object.
Generic, common or garden NPCs and item s are examples of cloned objects.
When we need a new pirate for example, we just take a copy of the master object
and put that copy in the game. That copy is a clone of the master object.

In order for an object to load, we use the update command. If our code is all
Present and Correct, the object will load. We'll look at this more in the upcoming
material. If an object has been incorrectly coded, you will be presented with lines

of red text ( syntax errors ) and blue text ( warnings ). We call these compile time
errors - every syntax error in your code must be fixed before an object will load,

but it will load if warnings are present. Fix them anyway - they don't break
anything (usually), but they can make your code behave in unexpected or
inefficient ways. The process of writing code, updating an object, and then fixing

the syntax errors will become second nature to you before too long.

Programming as a Concept

Programming is a difficult task, unlikely almost anyt hing you may have learned
before 9 it's like learning how to do mathematics in a foreign language da
confusingly new syntax combined with a formally exact vocabulary. When you

learn how to speak a different language, you can rely on your interlocutor to b e
able to divine meaning even when you make mistakes 0 a computer cannot do
that. And worse, it does exactly what you tell it to do d that sounds great in
theory, but it can be hugely problematic in reality.

Computers don't understand much 0 at their base st levels, they are machines for
manipulating electrical impulses. At the lowest level, these are interpreted by the
computers as a collection of ones and zeroes (a numerical system called binary ,
but you don't need to know anything about that just yet).

However, we don't want to write our programs as ones and zeroes d it would take
a long time, require a lot of tedious busy work, and generally be a massive drag.

The first programmers however did exactly that, they wrote their programs in the
language of t he computer itself - machine code

As time has gone by, it has become simpler to write programs for computers ain
order to manage the complexity of programming as a task, computer people
developed successively more abstracted programming languages, and i ntroduced

the idea of compilation . Rather than writing in machine code, programmers could
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write in an easier, simpler system and then make the computer itself convert that
simpler representation into machine code. This conversion process is called
compilat ion.

The first attempts to do this were through a language called assembler, which is

only a little bit better than machine code directly. Assembler is known as a low
level language because it's not all that far removed from the low level grunts and
snort s of machine code.

As the years have gone on, more and more programming languages were

developed. Successively they abstracted writing programs into more and more
English -like syntax. Eventually a language named C came along, and

revolutionized how people  thought about programs. C was so popular that most

of the successful programming languages of modern times use its style of writing
code in one way or another  d C#, C++ and Java especially. These are known as
high level languages  because of the level of abstraction involved. Computers do
not understand the code written in these languages, but the process of

compilation converts the code into something the computer can understand.

On Epitaph, we use a language called  LPC which was created by Lars Pensjoe.
While it has very similar syntax to all of the above named languages, it has a host
of unusual and useful features. We'll get to what those features are as we go
through the material.

Programming is essentially the task of taking a list of instructions, and writing
them in such a way that the computer can follow your instructions to complete a
task. To give a simple, real world example 0 imagine the task of making
scrambled eggs. Imagine too that you have an obedient, but simple -minded
kitchen assistant, and you would like them to make some scrambled eggs for you.

They do everything you tell them to do, and they do it exactly as you tell them. It
sounds like an ideal situation, but consider the following instructions:

Get two eggs from the fridge

Get some milk from the fridge

Get some butter from the fridge

Break the eggs into a jug

Whisk the eggs until they are well mixed.
Heat some milk and some butter in a pot.
Add the egg mixture.

Stir until scrambled eggs are made.

ONoGOR~WDNE

The instructions are pretty simpl e, but your Simple Minded Assistant falters at the
first instruction. He, or she, stands vacantly at the fridge, pawing ineffectually at
its surface. Cursing, you amend your instructions a little:

Open the fridge, you insensitive clod.
Get two eggs fromt he fridge

Get some milk from the fridge

Get some butter from the fridge
Close the fridge

arwnhE
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Break the eggs into a jug

Whisk the eggs until they are well mixed.
Heat some milk and some butter in a pot.
Add the egg mixture.

0. Stir until scrambled eggs are made.

RHOONO

You set your Simple Minded Assistant back to work 0 they open the fridge. They
get two eggs out... success! Then they stand there with a confused look on their
face. "What does 'some’' mean?", they ask. You curse once more:

1. Open the fridge, you insensitive  clod.

2. Get two eggs from the fridge

3. Get two tablespoons  of milk from the fridge
4. Get a knob of butter from the fridge

5. Close the fridge.

6. Break the eggs into a jug

7. Whisk the eggs until they are well mixed.

8. Heat some milk and some butter in a pot.

9. Addthe egg mixture.

10. Stir until scrambled eggs are made.

And then you start them on the task. "Uh, the fridge is already open”, they say,
and then the metaphysical complexity of the situation causes them to shut down
until you amend the program a little further:

If the fridge door is shut , open the fridge, you insensitive clod.
Get two eggs from the fridge

Get two tablespoons of milk from the fridge

Get a knob of butter from the fridge

Close the fridge.

Break the eggs into a jug

Whisk the eggs until they are well mix  ed.

Heat some milk and some butter in a pot.

Add the egg mixture.

0. Stir until scrambled eggs are made.

HOo~NoO~wNPE

And so on, until you have a completely correct, entirely unambiguous list of
instructions that any dolt could follow.

This is the essence of what progr amming is all about. The only difference is, your
instructions are given in LPC, and the Simple Minded Assistant is the MUD itself.
Trust me, it's even more stupid than your kitchen assistant.

This is a much trickier task that I'm making out here 0 and th e only thing that

makes it easier is practice - lots and lots of practice. That leads us to the next
section of this chapter...
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It's All Down To You

Whether you are learning to code on Epitaph, or in a more formal setting like a
university course, the b  asic proviso is the same & nobody can teach you how to
code . Sure, people can point you in the right direction and provide you with ample
reading and reference material. What they can't do is make you understand,

because you don't learn it by having someon e explain it to you. The only way you
learn how to code is by practicing.

But more than that d the only way you really learn is by trying and making

mistakes . If you get it right the first time, that's great 0 but you would have
learned more by getting it ~ wrong and working out what why your code didn't
function the way you hoped. | guess what I'm saying is 0 don't get discouraged.
You are going to make mistakes, and sometimes you're not going to know how to

fix them. That's what the your domain leader and fellow domain creators are there
to help you with @ but please do try to work it out first before you ask for help.

Not because they don't want to help you, because they do d it's just you'll learn
more if you work out the answer yourself.

You've gotto b e willing to persevere inthis @ the easiest way to fail is to not try.
We can support you in your crusade to be a Good Creator, but only if you meet us
half way. Remember, your domain lord thinks you can make it as a creator, or you
wouldn't have been hir ed in the first place.

Conclusion

In this chapter we've gone over the very, very basics of what programming actually
involves, and how code on Epitaph is put together. All of this is useful knowledge,
but it's not coding yet. That comes in the next chapt er when we look at building
our very first room. Are you excited? Touch your nose if you are!
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My First Room

Introd uction

Right, let's get started for real then 0 we've got a lot to learn and you've already
read so much without getting your hands on a bit of code. Now we're going to
change that by creating our very first room and filling it with some of the simpler
elements available to a novice creator. This is a big step - even the largest of our
area domains started off at one point with a single ro om.

Once we've gotten that first achievement under our belt, we'll talk a little bit about
structuring an area so that we don't get hopelessly bogged down in the minutiae.

We're going to look at the basic skeleton of Deadville, and how many rooms we're
going to develop @ having a plan always makes it easier to schedule your time and
effort. You should always sit down and sketch out what you are hoping to
accomplish with an area before you start writing any code. The easiest time to

make corrections is at  the conception stage.

All the examples from this chapter can be found in
/d/support/deadville/my_first room/ - all the paths in there will be based
on /d/support rather than /w/your_name , because & well, that's where it lives!

Your Own Deadville

The as sumption throughout this material is that you are going to be building this

village alongside the tutorials. In order to link up what's done in these documents

to what you're doing on the MUD, we need to calibrate! That's just a fancy -pants
way of saying t hat we're all using the same directory names. First, you create a
directory in your /w/ drive called Deadville. All subsequent directories will be

created in here. You don't need one for each chapter as is present in
/d/support/learning/deadville - you sho uld have one copy of this that grows and
changes as you develop it further.

mkdir /w/your_name_here/deadville |

Once you've gotten the directory, you want a subdirectory in there called rooms:

mkdir /w/your_name_here/deadville/rooms/

From this point on , this chapter will assume this is where you are uploading your
files. Make sure it is, because otherwise you're going to have lots of problems
ensuring that the paths you use map up to the paths we use in here.
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The Basic Template

First of all, let's set up our basic template for creating a room. Create a new file in
your development environment (See Welcome To The Creatorbase for a discussion
on that if you haven't already done this), and type the following into your editor:

inhe rit STD_OUTSIDE;

void setup() {
set_short ("simple village road");
add_property ("determinate”, "a ");
set_long ("This is a simple road, leading to a simple village. There "
"is very little of an excitement about it, except that it represents
"your first steps to becoming a creator! \n");
set_light (100);
}

Save this file in your /rooms/ subdirectory, and call it street_01.c.

Now, in the last chapter we spoke a bit about loading objects 0 this room doesn't
yet exist on the MUD, ev en though it exists on the disk  -drive. To see if it loads, we
use the update command:

| update /w/your _name_here/deadville/rooms/street 01.c \

When you hit return, you should see a message something like this:

| Updated simple village road (/w  /your name_here/deadville/rooms/street 01)

If it doesn't, then something has gone wrong with what you've typed into the

editor. Look very closely at the example code above and see where your code

differs d it should be identical (if it is identical, it will work). If all else fails, simply
copy and paste the code above into your editor - don't get bogged down in the
errors just yet. You'll get your fair share of those later when you try to do things

without a safety net.

Once your room has loaded, you ne  ed to move to it with the goto command:

| goto /w/your _name_here/deadville/rooms/street 01

If all has gone well, you'll see the following:

Iwlyour_name_here/deadville/rooms/street_01 (unset)

You can hear: Nothing.

In the distance you can see: Nothing.

This is a simple road, leading to a simple village. There is very
little of an excitement about it, except that it represents
your first steps to becoming a creator!

40



Epitaph Online http://drakkos.co.uk

It is a freezing cold winter night with heavy sleet and thick
black clouds.
There are no obvious exits.

Congratulations! You've just taken your first step into a larger world !
Now, |l etds talk about what all of that
Let's take a look at what you've done and explain what each of the different bits

mean . Most of them should be fairly obvious, but it's important that you know the
bits you don't need to worry about:

act ual

/I This the object that defines all of the functionality of which we're

/I going to make use. All of the code that we use in setup is defined in
/I this object. In this case, it's an outside room... so it gets all the

/I usual weather strings and chats.

inherit STD_OUTSIDE;

/I This is a function (we'll come back to this topic later). All you need
/I to know for now that the code in setup gets executed automatically by
/I the MUD when your room is loaded.
void setup() {
/I The short description is what you see when you 'glance’ in a room.
set_short ("simple village road");
/I The determinate is what gets appended to the short description
/I sometimes. In this case, this room becomes 'a simple village road'.
/I If we wanted it to be 'the simple village road', we'd change
/I the determinate here to 'the'.
add_property ("determinate”, "a ");
/I This is the long, wordy description of the room that you see when you
/I have the MUD output on verbose.
set_long ("This is a simple road, leading to a simple village. There "
"is very little of an excitement about it, except that it represents "
"your first steps to becoming a crea tor! \n");
/I This sets the current light level for the room. 100 equates
/I to 'bright sunlight'
set_light (100);

The lines that start withthe  // symbol are comments. The MUD completely
ignores these when it is loading your room d they are ther e purely for humans
(and other creators) to read. It's good practice to comment your code properly,

but that's a topic for a later day. You'll read more about commenting in Working
With Others.

At the simplest level, all of the code that you incorporate i nto your rooms goes
into the setup of a room. You need to pay particular attention here to the curly
braces d it's easy to get these wrong when you first start 0 all of your code goes

between the opening curly brace  {, and the closing curly brace }.

That' s the basic structure of each room we're going to create d you may want to
copy and paste this somewhere you have easy access to so you can use it for each
room you start.
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My Room Sucks

It sure does, little buddy! Your room is dull, boring, uninteresting . ltds gener
| ame and horrible, and something you coul dnot
pride. Thatodés okay, for now al |l Owestalesomet i s t o

step at a time.

Let's look at adding some more interesting things to your room. The first thing
you'll notice is that you can't look at anything... 'look village' gives a rather
disheartening response:

| Cannot find "village", no match.

Let's start off simply and add some things for people to look at. We do this by
using add_item:

| add_item ("village", "The village looks untouched by the rampaging dead."); |

This goes into the setup of your room 0 as a matter of convention, it goes after
you've set the long description for the room. Update your room, and 'look villag e'.
Your response will be much more encouraging:

| The village looks untouched by the rampaging dead. |

Looking at the road will give us the 'no match' message, so let's add an item for
that too:

| add_item ("road", "You're standing on it, you dolt!"); |

You can add as many items as you feel is appropriate. In general, more is better o}
but at the very least every noun in the main description, and every noun in the
add_item descriptions should have an add_item of its own.

But wait! We're not quite safe here,  because the long description refers to a
'simple village', and what happens when we look at the simple village? Yep, 'no
match'.

We get around that by being more specific in our add_item definitions:

add_item ("simple village", "The village looks untouch ed by the "
"rampaging dead.");
add_item ("simple road", "You're standing on it, you dolt!");

Add_item is quite clever & by doing this, we get the root noun (village) plus any
adjectives we define, in any order in which we want them... looking at 'vill age
gives us the description, as does look at 'simple village'. If we had an add_item for
'shiny red simple village', we'd be able to look at 'shiny village', 'red village', 'shiny
simple village' and any combination thereof.

We'll return to add_item int  ermittently as we go along 9 it's much more powerful
than a lot of people realize, and we'll have good cause to make use of that power
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in later chapters.

It's a little too quiet...

Most rooms in the game have a little more life to them than your first at tempt.
They have NPCs (we'll get to those), and they have chats that appear at

semirandom intervals. These chats are a big part of making a room feel alive, so

let's add some of those.

Again, in your setup function, add the following code. It's slightly ¢ omplicated, so
you may want to copy and paste it:

room_chat ( ({120, 240,
(
"It's quiet... a little too quiet.",
"It's simple... a little too simple.",
"It's exciting learning to develop rooms!",

)
D)

Yikes! What's with all the brackets and braces? Let's pretend we don't need to

worry about that just now, because we don't o it'll all come clear in later
documents.
Instead, we shall focus on the salient details here o the first are the two numbers.

These are pretty straightforward & the first is the minimum time that must pass
before a chat is sent to the room, and the second is the longest period of time
that will pass before a chat.

The strings of text are the actual chats that get echoed to the room 0 you can
have as many of these you like, inserted into the list. Each needs to be separated
by a comma:

room_chat ( ({ 120, 240,
{
"It's quiet... a little too quiet.",
"It's simple... a little too simple.",
"This is a chat in a list!",
"It's exciti ng learning to develop rooms!",

)
D)

Note the quotation marks o we'll talk about why these are necessary in a later
chapter of the material. Just take my word for it now that they're needed. The only
thing missing from our most basic of rooms is an exit to another room. For that,
we actually need a second room to move to!

A Second Room

Let's start with out basic template as before, changing the long description a little
to reflect the fact this is somewhere different. We'll call this one street_02. C, SO
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create a new file and save it to the MUD:

inherit STD_OUTSIDE;

void setup() {

set_short ("simple village road");

add_property ("determinate”, "a ");

set_long ("This is a little way along the path to the village of "
"Deadville. The path c ontinues a little towards the northeast "
"towards the rickety buildings of the market square. To the "
"southwest, the path wends away from what passes as civilization "
"in this learning scenario. \ n");

set_light (100);

}

We now want to li nk these two rooms up @ thisis done using add_exit . Add_exit
requires three pieces of information before it can make up a connection to a room

0 the first of these is in what direction the exit lies. The second is what path the

next room may be found at.  The third is the type of exit (is it a door, a path, or
stairs?). Our long description above shows us what our direction is going to be o}
our first room lies off to the southwest of this room. It's going to be an exit of

type 'path”:

add_exit  ("southwest", "/w/your_name_here/deadville/rooms/street 01", "path");

This goes into street_02.c. Street_01.c gets its own exit leading to our second
room:

add_exit ("northeast", "/w/your_name_here/deadville/rooms/street_02", "path");

Update both of these rooms, and you'll be able to walk between them. That is
pretty nifty, I'm sure you'll agree!

One thing to bear in mind is that while we've put the full path of these rooms in

our add_exits, that's not how we should do it 'In Anger' because it ma kes it really
difficult to move areas around as you need them. Later, we'll talk about the

importance of properly structuring the architecture of your code so that it's easy

to move things around various directories.

You'll note that our second room is mi ssing add_items and room_chats & adding
these is left as an exercise for the interested reader. You should be able to do that
yourself referring to the notes for how it is done in the first room.

Our Overall Plan

So, that's two simple rooms linked up. It 's worth making sure we have an actual
plan here so that we know how each room fits into the whole. You may have your
own favourite mechanisms for designing a map for a new area, | personally favour
the humble text -file. This is the map of the area we're g oing to develop together:
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w—o—>»
> N @
e}

We're using a number here for each outside room, and a letter for each inside
room. We thus need a key so we know which number is which room:

Numb er Filename

street 01.c
street 02.c
street 03.c
market southwest.c
market southeast.c
market northwest.c
market northeast.c

N[OOI~ IWIN|F

We'll worry about the inside rooms later. It doesn't matter particularly what

filename we give the rooms, but  to ensure that your work and these tutorials sync
up, you should be making use of the same filenames as we use. Trust me, it's just
simpler that way, for now.

A text file is ideal because it can be viewed on the MUD, or put easily into the
wiki. Here, I' ve put a number for each room we're going to create, and letters for
inside rooms with Further Features. It's a small area, but one that will cover
everything we need to discuss in order for you to make a meaningful contribution
to your domain. We've done  room 1 and room 2. In the next section we'll add in
the skeleton of the remaining rooms as we encounter new things we can develop.

Property Ladder

As part of our code above, we have a line that references to 'add_property '
Propertie s are little tags that can be added to an object whenever they are needed,
but they don't actually do anything other than exist. We can check in other pieces
of code whether an object has a property attached, and if so change the way we
treat it a little.

As an example of this working, you can add the 'gills’ property to yourself to give
you the ability to breathe under  -water:

| call add_property ("gills”, 1) me |
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The first part of this is the property to add, and the second is the value to give
that proper ty. The 1 simply indicates 'yes, this property should be added'. Now,
you'll never drown when you're in the water.

Properties are used intermittently through the MUD, but you should be wary of

them - they have a tendency to clutter objects. Because they a re so easy for
people to add (there is no set list of properties which are valid), it's tremendously

easy for creators to write objects that attach properties to players and items, and

then never write down why or what the property is for. Before too long, everyone
is wandering around with properties like "gnah bag check", and no -one except the
original creator (who may have left by this point) has any idea where it came from.

Properties are a quick and easy hack, but you shouldn't use them too much. In
circumstances where you do, you should always make sure that they are timed
properties. You can do this by providing a third piece of information to the
add_property call - the number of seconds the property should exist for:

call add_property ("gills", 1, 120) me

Here, the gills property will remain on you until 120 seconds have passed, at
which point it won't. These are 'self  -cleaning' properties and you should always,
always use them unless you are very sure indeed that you don't need to.

Conclusion

These simple rooms aren't very interesting 0 but we're going to change that as we
go along. We have taken a big step though 0 creating an actual real room you can
stand in, and another room you can move to - it's from these basic building blocks
that whole cities are built. We're going to leave them lacking in add_items and

long descriptions and such - nothing is gained by writing these rooms to the

standard that would be expected in the game. Once you've seen one add_item,
you've seen them all - you don't| earn more by having something repeated over
and over again. Filling in the blanks is left as an exercise for the interested reader
- | heartily encourage experimentation to see what happens when you change
things - the fact that you have easy access to the original source -code from
/d/learning/deadville means that there is no cost if you break everything beyond
repair.
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My First Area

Introduction

You've taken your first steps to developing a small room within the MUD. In this
chapter, we're going to ext  end this to an entire area. In the process, we'll talk a
little bit about how to develop an architecture that means we can easily move
things around as we need, and link them up with minimum fuss. This is an
important aspect of developing an area 0 things get moved around a lot on
Epitaph, especially through development and playtesting. Areas that are difficult
to maintain are a drain on everyone's time. Luckily your areas aren't going to do
that, because we're going to talk about how you can avoid it.

Once we've looked at the setup of the skeleton of the area, we're going to spend a
little more time looking at the exits we've setup. The more detail we put into our
areas, the richer our game world seems. That's a goal I'm sure we can all agree on
being wort hwhile.

All the example code for this chapter can be found in
/d/support/deadville/my_first_area/

The Structure

You've seen the map from which we're going to be developing. We can develop

room by room, only adding a room into the whole when it's complet ed. However,
in order to get a feel for how things are going to link up, it's beneficial to put

skeleton implementations of each room in place, and then incrementally add their
descriptions and features. That's what we're going to do now. It's easier than you
may think.

Remember our map:

And our key:
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Number Filename

street 01.c

street 02.c

street 03.c

market southwest.c
market sout heast.c
market northwest.c

market northeast.c

N[OOI~ IWIN|F

We've got the basic outline of rooms 1 and 2. We have another five rooms that will
be outside rooms, and then four that will be inside rooms. We begin putting this
framework together with a template. Sa  ve it as street_03.c:

inherit STD_OUTSIDE

void setup() {
set_short ("skeleton room");
add_property ("determinate”, "a ");
set_long ("This is a skeleton room. \n");
set_light (100);
}

This is the room y ou're going to repeat for each of our outside rooms - there's
nothing in it, but that's fine - we don't want to spend time writing some intricate,
beautiful descriptions we are only going to have to scrap later. The four remaining
rooms of our development  are the market rooms. Now comes the magic!

You don't need to painstakingly create a new file for each of these rooms and then
save it 0 we make use of the cp (copy) command to create the rest of the template
rooms:

cp street_03.c market_southwest.c
cp st reet_03.c market_southeast.c
cp street_03.c market_northwest.c
cp street_03.c market_northeast.c

Now when you Is (list) the directory, you'll find it full of your skeleton rooms.

1 market_northeast.c 1 market_southeast.c 3 street_0l.c
1 street_03.c 1 market_northwest.c 1 market_southwest.c
1 street_02.c

We haven't added the exits to these new rooms, but that's okay 0 we need to talk
a little bit about exits before we leap into that pa rt.
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Exits and Maintainability

If you've been looking through the 'here's one that | made earlier' versions of

these files in the /d/support/deadville directory, you'll see that it's broken up
by chapter. Each directory contains the code as it stands b y the end of the
appropriate chapter. I'm not writing this code every time 0 I'm copying it across

from the last version.

However, the exits from  my_first_ room don't work after moving it into the
directory of my_first_area 0 every time a move is made, you end up in the room
for my_first room . You can change the filenames by hand, and that's not too

bad for two rooms. We've got seven now, and four more to come 0 it would be a
nightmare to have to change all of those paths by hand, for every chapter of this

book. It's too much to ask of anyone, especially me because | really don't want to

have to do it.

The same thing is true with your code 0 sometimes things get moved around as
directories are reshuffled, cities are redesigned, and generally treated with an
incredible amount of casual disrespect. Even the Gods don't pick up cities and
rehouse them with the indifference we do. Changing every exit in a large city by
hand would be an impossibly annoying task, and one you'd just need to repeat
when the city move d directories in the future. It's not a sustainable approach.

We have a way around that problem though 0 we make use of what is known as a
header file.

Create a new file and save it as path.h (note, .h on the end rather than .c). It's
goin g to contain one single line:

| #define  PATH "/wlyour_name_here/deadville/rooms/" |

This is a special kind of code statement in LPC. Technically it's called a

preprocessor directive d it's something that LPC deals with befo  re it ever gets to
your code. There is a subsystem in the driver called the preprocessor , and it's
kind of a souped -up search and replace tool. For the code we have here, we have
given the preprocessor a directive to define the text PATH as being another string
entirely.

When you create your path.n  file, make sure you hit return at the end of the line. If
you don't, you'll get a worrying error saying something about #pragma

strict_types. If this happens, go back to your path. h file and add a return at the
end.

The preprocessor is essentially a sophisticated search and replace routine o}
providing a #define statement tells the preprocessor that every time it sees the

first term to replace it with the second term. Thus, any time you use the text PATH
in your program, it will replace it with the text "/w/your_name_here/deaduville".

This happens transparently, and every time the object is loaded. You see no

impact on your code.
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Simply creating a path.h file is not enough though, we need to tell our rooms to
use it. We do this by using another directive called an include directive. At the top
of each of your room files, before your inherit line, add the following:

| #include  "path.h” |

This tells the preprocessortot  ake the path.h file you just created, and
incorporate it into your rooms d as such, each of your rooms gets the define that
is set. In your skeleton rooms, the code will now look like this:

#include "path.h"
inherit STD_OUTSIDE;

void setup() {
set_short ("skeleton room");
add_property ("determinate”, "a ");
set_long ("This is a skeleton room. \'n");
set_light (100);
}

Now, let's see what impact that has on our original two rooms. Remember we
have already set up their exits, |  ike so. In street_01.c, we have:

| add_exit ("northeast", "/w/your_name_here/deadville/street_02", "path”);

In street_02.c, we have:

| add_exit ("southwest", "/w/your_name_here/deadville/street_01", "path”); |

We're going to change these so that they read as follows. For street_01.c, we will
have:

| add_exit  ("northeast", PATH + "street_02", "path™); |

For street_02.c, we will have:

| add_exit ("southwest", PATH + "street_01", "path™);

Now, update your two rooms 0 you'll see you can move be tween them just as
easily as you were able to do before. That's because before LPC even begins to try
and load your code, the preprocessor looks through your code for any instance of
PATH and replaces it with your define 0 so what LPC sees when it comesto load
your room is the following:

add_exit ("southwest", "/d/support/deadville/my_first_area/rooms/" +
"street_01", "path™);

LPC is perfectly capable of adding two strings together, and once it's done that it
ends up with the full path to the room. T he difference here though is that if you
change it in your path.h file, it changes in every file that makes use of that path.h

0 one change in the right place and an entire city can be shifted from one

directory to another without anyone lifting a finger. It's very powerful, and an
approach to development into which you should definitely get into the habit.
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Check with your domain administration to see how this gets handled in your own
domain. Some domains have a single .h file (such as game.h) that serves as a
master file for every room. Some have a more distributed approach whereby

smaller .h files are available to subsections within a development.

Our Exitses

Now, we need to go back over our skeleton rooms and add in the exits d you
should be able to d o this quite easily by yourself now, as long as you know which
rooms are heading where (and the map will tell you that). Don't add any exits for
the inside rooms yet 0 we'll get to those later.

To make sure your exits look the way they are supposed to, he re's the code for
the exits in each of your rooms:

street 01 :

add_exit ("northeast", PATH + "street_02", "path™);

street 02

add_exit ("northeast", PATH + "street_03", "path");
add_exit ("southwest", PATH + "street_01", "path");

street 03

add_exit (" east", PATH + "market_southwest", "path");
add_exit ("southwest", PATH + "street_02", "path");

market northeast

add_exit ("south", PATH + "market_southeast", "path");
add_exit ("west", PATH + "market_northwest", "path");

market northwest

add_exit ( "south", PATH + "market_southwest", "path");
add_exit ("east", PATH + "market_northeast", "path");

market southeast

add_exit ("north", PATH + "market_northeast", "path");
add_exit ("west", PATH + "market_southwest", "path");

m arket southwest

add_ex it ("north", PATH + "market_northwest", "path");
add_exit ("east", PATH + "market_southeast", "path");
add_exit ("west", PATH + "street_03", "path");

There's a particular convention that is followed when adding multiple exits o0 when
you walk around t he game, the exits are presented to you in the order in which

they are added in code. To improve consistency, try to add relevant exits in the

following order: north, south, east, west, northeast, northwest, southeast,

southwest, and then any other exits. No-one will shout at you if you don't do this,

but it's the convention.

One thing you may have noticed from other parts of the game, especially in
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market squares, is that there are sometimes diagonal exits you can take that
aren't listed 0 if you can go n orth and then east to get to a particular room, why
can't you go northeast?

There's no reason why we should exclude this, so let's first add in the diagonal
exits in the market rooms:

market northeast
| add_exit ("southwest", PATH + "market_southwest", "pa th"); |

market_northwest
| add_exit ("southeast”, PATH + "market_southeast", "path”); |

market southeast
| add_exit ("northwest", PATH + "market_northwest", "path”); |

market southwest
| add_exit ("northeast", PATH + "market_northeast", "path"); |

Next, we will set them to be hidden. Why do we do this? Mainly it's to avoid

cluttering up the obvious exits list - whether you want to make your exits hidden

is entirely up to yourself, but there's no reason why you shouldn't know how to do

it. We make use of a new pie ce of code called modify_exit  for this & modify_exit
is tremendously powerful, and we'll return to it several times in the future.

In each of the market rooms, we'll modify the exit of the diagonal so that it is set
as 'non -obvious'. It's still there, jus t not listed. For example, in market_northeast
we'd just the following line of code:

modify_exit  ("southwest", ({"obvious", 0})); |

Do the equivalent of this in all four market rooms and update o you'll find the
exits disappear from th e list, but you're still able to take them just as before.

Chain, chain, chain...

Another thing you'll have noticed as you wander around the game is that some
parts of various cities give you informs as to what's happening in another part...
for example, you'll see something like

Drakkos moves southeast onto the centre of the city square. |

It would be cool if our market rooms did that too 0 and they're going to by making
use of a thing called the linker. First though, we need to make sure their shorts

are set properly, because that's what's used to build the message. In each of the
market rooms, change the shorts as follows:

market northeast
| set_short ("northwest corner of the marketplace”); |

52



Epitaph Online http://drakkos.co.uk

market northwest
| set_short ("northwest corner of the marketp lace"); |

market southeast
| set_short ("southeast corner of the marketplace”); |

market southwest
set_short ("southwest corner of the marketplace"); |

For each of these, you should also set the determinate as 'the' instead of ‘a’. In
that way, people wi |l see, for example, ‘the northeast corner of the marketplace'
when people move about. If it's set to 'a’, then they'll see 'a northeast corner of
the marketplace', which doesn't look right, not right at all!

Setting the shorts properly ensures that the m essages will be properly formed,
but still need to tell the MUD we want it to happen. We do this using set_linker
We give the MUD each room we want to link together except for the room in which
we're defining the code.

For market northeast
set_linker ((
PATH + "market_northwest",
PATH + "market_southwest",
PATH + "market_southeast",

)R

For market northwest:
set_linker ( ({
PATH + "market_northeast",
PATH + "market_southwest",
PATH + "market_southeast",

D)

market southeast:
set_linker ( ({
PATH + "market_northeast",
PATH + "market_northeast",
PATH + "market_southwest",

D)

And market southwest:
set_linker ( ({
PATH + "market_northeast",
PATH + "market_northeast",
PATH + "marke t_southeast",

D)

You'll need to log on a test character to make sure that you've got this all setup
properly, you can't test it from your own perspective. Create a test character,
bring them into the world, and then set them as a test character us ing the
testchar command:

testchar <testchar_name> on

Trans your testchar to your village and make them dance around a bit for you.
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What you should see are messages along the lines of the following:

Draktest moves south into the southw est corner of the marketplace.

Provided that message looks right from every part of the marketplace, you've got
it all configured properly. Well done!

The linker is also used to determine what is an valid direction for things like

binoculars and hunting  rifles - it's not just a presentational thing, it's a neccessary
component of making sure that these systems work correctly in your areas.

What is all that crazy STD_OUTSIDE stuff, anyway?

When we tell the MUD we want to inherit something, we basically say 'Hey, | don't
want to write all the code for this myself. Give me some code that already exists'.

In the case of Epitaph, all our outside rooms are based on, at some point in their

code, an object that has been #defined as STD_OUTSIDE.

'But Drakko s', | hear you ask, 'l didn't define that!

That's exactly right, and well done for noticing. Every object on Epitaph gets a

free' file #included. You don't get a say in this, it just happens 0 that file is
/include/all_inc.h. One of the lines in that file is:
| #include <mudlib.h >

That's the file that holds all of the standard defines for inherits. One of those is:

| #define STD_OUTSIDE MUDLIB_INHERITS + "outside"

MUDLIB_INHERITS is another define, which is in  itself based on another define. If
you want to find what file a define in mudlib.h points to, you can do this:

> exec return STD_OUTSIDE
Returns: "/mudlib/inherits/outside"

So, in our code it is effectively the same as if we had the following line of code:

inherit "/mudlib/inherits/outside";

In fact, if you change all your inherits to that line, it will work exactly the same
way as it did before.

Sadly, you won't know which of these you are supposed to use at particular times

yet, but that will c  ome as we progress through the material. We do it this way
because it makes our mudlib easier to move around as needed 0 if we need to
change the directory all of our inherits are in, we don't need to manually change
every inherit in every file & we just change it once in mudlib.h and away we go.

That is a huge deal, and not just because | once had to do exactly that d go over
EVERY SINGLE FILE and change the paths. Oh god, the horror.
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Conclusion

Having a skeleton of an area is a great way to give you a perspective of how it all
fits together, as well as a solid idea of how much work you have to do. There's
nothing wrong with the 'write one room and link it in" approach, but you get a

much better idea of the bigger picture by architecting it all togeth er and just
seeing how it feels. That way, if you think that the layout needs to change, you

can do it before you've hooked too much of it together. It's just a nice way to get
some perspective.

My personal preference is to do this and then watch as the a rea starts to evolve in
line with my development. It's very nice to be able to see an area taking shape

before you. When we did the city of Dunglen, the outer core of the city was all

created and linked together before anything had really been done, and it was
great to watch it slowly constructed around me as various creators went about

their business. You should however find an approach that works best for you.

Your mileage may vary, as they say.
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Buildingt he Perfect Beast

Introduction

It's awfully lonely in our little village, isn't it? | think it is, anyway 0 and surely, like
I, you crave some kind of company on your quest to become a fully capable

Epitaph creator. | n this chapter we're going to build the first inhabitant of our

area, and provide him with equipment, responses, and chats. He's going to be our

little living doll, for us to taunt and make dance for our sport.

In the process, we'll have to look at some n ew syntax and introduce a new

concept of LPC programming, that of the variable. We've come quite far without

actually talking abut variables, but you've been using them all along 0 yes, that's
right! That's the SHOCKING TWIST of this chapter - variables ar e the Kaiser Soze of
LPC programming!

A First NPC

Let's start off by creating a new subdir in our Deadville directory d this one will be
called chars:

mkdir /w/your_name_here/deadville/chars/ |

It is in this directory that we will include th e code that creates any NPCs in our
area. Keeping a clean divide between rooms, NPCs and items is an important part

in ensuring it's easy to integrate your code into a larger domain plan. This is

going to cause some complications for our path.h file, which we'll talk about a bit
later O there is no problem so great that we cannot solve together, though!

Anyway, creating an NPC follows a very similar process to creating a room 0 what
changes is the inherit we use, and the specific code that goes into the se tup of the
object. Consider the following for a basic template 0 save it into chars with the

filename captain_beefy.c.

#include <npc.h>
inherit STD_MONSTER,;
void setup() {

set_name ("beefy");

set_short ("Captain Beefy");
add_property ("determin ate",");
add_property ("unique", 1);

add_adjective ("captain™);
add_alias ("captain");
set_gender (1);
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set_long ("This is Captain Beefy, a former officer of Her Majesty's "
"Secret Service. Once he was a pretty impressive guy, with a la rge
"string of accomplishments to his name. Now, he's just another "
"survivor in the grim darkness of the LPC apocalypse. \n");

basic_setup ("human”, "survivor", MONSTER_LEVEL_NORMAL);

}
Let's go through that line by line, as we did fo r our first room:
/I npc.h is a mudlib include file T it works much like your path.h,

// but contains definitions used by all NPCs.
#include <npc.h>

/I If we want to create a basic NPC, this is the file we inherit.
inherit STD_MONSTER,;

void setup() {

/I The name of the NPC is how it is identified by the MUD's matching

/I system. This should be one single word - it should usually too be
/ the last word in the short, for simplicity's sake.

set_name ("beefy");

/I This is what players see when they encounter the NPC.

set_short ("Captain Beefy");

/I This is what gets prepended to the short of the NPC. Since Captain

/I Beefy is a unique person, he gets his determinate set to empty. If

/I he was one of a number of clones (for ex ample, a beggar), then
/I the determinate could be set to 'a’, or even 'the'.

add_property ("determinate”, ");

/I Captain Beefy is a unique NPC - there should only ever be one of him.

/I This code doesn't ensure that, but it does mean when he' s killed he'll
/I trigger a death inform.

add_property ("unique”, 1);

/l The name is used to match an NPC, but we also need to set valid

/I adjectives. If we don't include this, our NPC can be referred to as

/I 'beefy’, but not ‘captain b eefy'. We want both to be valid.
add_adjective ("captain™);

/I We also want people to be able to refer to him just as 'captain’, so
/' we add an alias for him.
add_alias ("captain");

/I He needs a gender, because he's a he. Setting the gender to 1 makes
/I him male. 2 makes him female. Everything else makes him an 'it'.
set_gender (1);

/I The long is what players see when they 'look" at him.

set_long ("This is Captain Beefy, a former officer of Her Majesty's "
"Secret Se rvice. Once he was a pretty impressive guy, with a large "
"string of accomplishments to his name. Now, he's just another "
"survivor in the grim darkness of the LPC apocalypse. \n");

/I ' You need this in the code, or try as you might he won 't clone when you
/I want him to. The first piece of information we provide is his race.

/I The second is his guild. The third is his 'monster level'.

basic_setup ("human”, "survivor", MONSTER_LEVEL NORMAL);
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So, update your code, and clone  him d he'll appear in the same room as you if all
has gone to plan:

You can hear: Nothing.

In the distance you can see: Nothing.

This is a simple road, leading to a simple village. There is very little of an
excitement about it, except that it represe nts your first steps to becoming
a creator!

It is a very cold winter afternoon with torrents of stinging sleet, medium
cloud cover and almost no wind.

There are two obvious exits: northeast (clear) and southwest (clear).

Captain Beefy is standing h ere.

We can interact with him in the same way we can with any object in the game, but
there's not much point. He doesn't do anything interesting at all. He just stands
there looking gormless. But he loads! Chant it like a mantra, 'But he loads!". That's
always the first promising step you take. After that, the rest is inevitable.

Breathing Lifei ntot he Lifeless

First of all, let's make him emit some chats. Much like with our rooms, we can

make our NPCs a little more interesting by adding chats. Moreove r, we can make
these chats different depending on whether the NPC is being attacked or not. The
mechanisms by which we do this are identical in terms of syntax and meaning,

but they're quite different from how it is handled in rooms. The code we need is

called load_chat for normal chats, and load_a_chat for attack chat.

Let's add some chats into our NPC, and talk about what the code means:

load_chat(10, ({
2, " Please don't hurt me.",

1, "@cower",
1, " Here come the drums!"”,
1,": stare s into space.",

b))

This sets up the random chats for the NPC. The first number dictates how often a

random chat is made. Every two seconds, (a period of time known as a heartbeat )
the mud rolls a one -thousand sided dice (metaphorically), and if the resu It is lower
than the number set here, the NPC will make a chat. It's not exactly fine -grained

control, but control it is.

Each of the chats has two parts - a weighting , and a command string. The

weighting is the relative chance a chat will be selected. Th e string is the command
that will be sent for the NPC to perform. If you want the NPC to say something,

then start the command with an apostrophe. If you want the NPC to emote, then

start the command with a semi  -colon. If you want the NPC to perform a soul , Start
the command with an at symbol.

To understand the way the weightings work, think of it as a roulette wheel 0 add
up the weightings of all the chats, and it'll come to 5. When the MUD determines
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