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TUTORIAL: How to create a random code lock .

From the start playing thief was modified and edited many many times within some limits, now these limits (thanksfull to customized scripts) begin to fall.

In this tutorial i will show you how to build a totally random code generation for a lock that have also a refeer in a customized object that is used instead an impossible scroll text radomized.

You didn’t understand yet what i’m talking about ? hoo well, immagine to play a mission where there is a vault door or a locked door with near of it a display and 9 numbered buttons… what is the right code to open the door ? until now the code was fixed in dromed and wasn’t impossible to be randomized.

Many person i knew was interested to the matter, i remember one last post about it  that tolds something like this “it’s not impossible to create a random code lock but it could be created with a incredible number of links, a madfull use of links…. “ well i don’t remember who told this but he was right.

Prepare yourself to a massive use of triggers and markers.

First of all i used the GayleSaver for the TrapStim script that make more simple some passages.

Never yet try a version without TrapStim, i’m pretty sure that it could be possible, simple a lot of more work to do, anyway….it is better you go to the right site and download the last release of his scripts module.

For the refeer written code you must use the customized object that Rsoul done for me: “combo” is the name of it.

Download my demomission: EasyBank - inside of it, in the folder Obj, you will find the file “combo.bin” that’s it.

Go also in the folder obj/txt16 and grab the file WDrs.gif. 

Here is a preview of what we are going to create in DROMED:

jsut something like:

120+1 TrigQuestVar

40 destroy traps

1 object (that will function as sensor) with location,rotation setted.

2 Combo object

40 number buttons

40+8+4 QuestVarTrap

If you are scared better stop here or just continue but charged with a lot of patience.

Create a normal base mission. (starting point, portalized rooms, load scripts:  convict.osm, script.osm, gen.osm)

Then…..
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Go in the Dromed command window and digit:

Quest_create_mis CodeDoor, 0

This command will be usefull later, after many other things, you will see better…. 

Now

What we must do is simple: because the Dromed don’t recognize well 4 digit numbers we must divide all them in 4 different codes from 0 to 9.

Create a “starter” lever. A lever with joinstate “on”. So every time the mission start that lever will going off by itself.

Create 4 QvarTraps with these settings:

1.

Trap/QuestVar: ?9:codeA

2.

Trap/QuestVar: ?9:codeB

3.

Trap/QuestVar: ?9:codeC

4.

Trap/QuestVar: ?9:codeD

In this way 4 different codes will be created.

Then we must link them all with the “starter” lever with ~ControlDevice.
When the Dromed eleaborates those codes it needs another series of codes to check if the code created is the same of the trigger event  (you will understand better after some other passages)

5.

Trap/QuestVar: =0:codeE

6.

Trap/QuestVar: =0:codeF

7.

Trap/QuestVar: =0:codeG

8.

Trap/QuestVar: =0:codeH

 And also link them all with the “starter” lever ~ControlDevice.
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Until now, at the start of the mission will happen this: dromed creates 4 different codes with a random number from 0 to 9 – so (for example) “4” “0” “3” “5”.

At the same time it sets the codes E F G and H to “Zero”    0   state.

We will create now a system that permit to the Dromed to make this operation:

is “4” equal to code E ? yes then digit “1” for codedoor. 

Or – is “4” equal to code E ? no then nothing to do.
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Create a door (should be the vault door or every kind of massive door you just think about) link it ~CD with a QvarTrigger with this set: Trap/QuestVar: “1234:CodeDoor

Create now other 4 different QvarTraps

5.

Trap/QuestVar: “1:CodeDoor

6.

Trap/QuestVar: “2:CodeDoor

7.

Trap/QuestVar: “3:CodeDoor

8.

Trap/QuestVar: “4:CodeDoor

You should rename every QvarTrap to a name that is easy to remind so when you will go in the stage of work where you must link them all with many thing it could be done easily. I suggest to you to do the same for everything in the building process.

So Rename them – FinalDoorA, B, C and D.
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Now it will start the “Hard” part of this tutorial. The creation of all the possibility.

In few words: 10 QvarTrigger for every kind of code:

10 for codeA, 10 for codeB, 10 for C and 10 for D.

I write down only the first 10 (should i say 9, you will understand later why) then you should be able to do the same for the other 30.

1.

Trap/QuestVar: =1:CodeA

Editor/DesignNote: stim="codeastim";intensity=1

2.

Trap/QuestVar: =2:CodeA

Editor/DesignNote: stim="codeastim";intensity=2

3.

Trap/QuestVar: =3:CodeA

Editor/DesignNote: stim="codeastim";intensity=3

4.

Trap/QuestVar: =4:CodeA

Editor/DesignNote: stim="codeastim";intensity=4

5.

Trap/QuestVar: =5:CodeA

Editor/DesignNote: stim="codeastim";intensity=5

6.

Trap/QuestVar: =6:CodeA

Editor/DesignNote: stim="codeastim";intensity=6

7.

Trap/QuestVar: =7:CodeA

Editor/DesignNote: stim="codeastim";intensity=7

8.

Trap/QuestVar: =8:CodeA 

Editor/DesignNote: stim="codeastim";intensity=8

9.

Trap/QuestVar: =9:CodeA

Editor/DesignNote: stim="codeastim";intensity=9

Every trigger must have this added script in the scripts box: TrapStim

Then link them all each one with it self via Control Device (yes you understand well, link each one with it self, it will create a CD and a ~CD with it self)

And more important thing create 9 different DestroyTraps and (more important for you) name them in an easy way: i choose DA1, DA2, etcc…. (and for codeb DB1,DB,2 etc… and the same for codeC and codeD), so you will remember them well when it will be  necessary.

Link all those triggers to each DestroyTraps via  ControlDevice.

Surely you noticed two things: 

1. i’ve not wrote the Zero state. (=0:CodeA), there is a reason behind that, you will learn why ahead..)

2. in the design note there is a codeastim. This mean that you must create in the dromed object hierarchy four new stims: 

codeastim

       codebstim

       codecstim

       codedstim

save the gamesys set it to the mission and reload the mission.

Explanation of the Zero state:

Cause after some testing i’ve found that the dromed will goes wrong in some conditions for the zero state you must follow what i say each word by each word.

When the mission start it happen this:

Dromed create a random number from 0 to 9 (for each code yeah, but to explain i will take only the codeA) and it will create the number “6” (for example of course).

In the short time it create the number “6” for reason that i don’t know it starts in any case from Zero.

It would mean that if we have a trigger that is linked with an effect with =0:codeA and another trigger with =6:codeA the dromed will set off BOTH !!

So (after many days of thinking) i’ve found a simple solution.

Create the trigger zero.

0.

Trap/QuestVar: =0:CodeA

Editor/DesignNote: stim="codeastim";intensity=0.5

Link it with itself as above but don’t create any kind of DestroyTrap for it.

Create instead another DestroyTrap linked via ~CD to every 1 to 9 Triggers. (i will repeat this at the end of the tutorial) That destroy trap is linked via ControlDevice to the other kind of triggers you will see later… triggers of codeE or CodeF CodeG and CodeH…

So when the mission start the dromed create a random number from 0 to 9 if is not the zero the zero trigger for codeE will be destroyed. ;)
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The codesign.

Before to create the object we must create all the 40 possibily number texture for it.

Go in the metaproperty directory and create a new tree.

I choosed Targatextures 

Under it the first kind of signs SignA
And under it all the 10 cases with these property

Sign0a

Shape – TextRepl 0 obj/txt/button0

Sign1a

Shape – TextRepl 0 obj/txt/button1

Sign2a

Shape – TextRepl 0 obj/txt/button2

Etc.. etcc.. until the Sign9a

Then (also under the tree SignA directory, this is important!) create the tree SignB

And do the same for the Signs B but obivioulsy change the TextRepl 0 with TextRepl 1

As follow

Sign0b

Shape – TextRepl 1 obj/txt/button0

Sign1b

Shape – TextRepl 1 obj/txt/button1

Etc.. etc… until Sign9b then do the same above for SignC and SignD.

Remember to save the gamesys then go on……

Create now the custom object “Combo” in the object hierarchy. Choose whatever kind you want, i put it in the Physical/Debris/junk directory with name TargaCode. 

Edit his property as follow

EngineFeatures  - FrobInfo Move,Move,[None]

Shape –ModelName Combo

Inventory type: Item

And add some (40) Receptrons

Targacode

1

Codeastim

From 0.4 to 0.6 

Add Metaproperty

Me

Sign0a

2

Codebstim

From 0.4 to 0.6 

Add Metaproperty

Me

Sign0b

3

Codecstim

From 0.4 to 0.6 

Add Metaproperty

Me

Sign0c

4

Codedstim

From 0.4 to 0.6 

Add Metaproperty

Me

Sign0d

And continue for all the 36 remains receptrons for each number possibility

Codeastim

From 0.9 to 1.1 

Add Metaproperty

Me

Sign1a
Codeastim

From 1.9 to 2.1 

Add Metaproperty

Me

Sign2a
Codeastim

From 2.9 to 3.1 

Add Metaproperty

Me

Sign3a
Codeastim

From 3.9 to 4.1 

Add Metaproperty

Me

Sign4a
Etc… etc…

Codebstim

From 0.9 to 1.1 

Add Metaproperty

Me

Sign1b
Codebstim

From 1.9 to 2.1 

Add Metaproperty

Me

Sign2b
Codebstim

From 2.9 to 3.1 

Add Metaproperty

Me

Sign3b
Codebstim

From 3.9 to 4.1 

Add Metaproperty

Me

Sign4b
Etc… etc…

Codecstim

From 0.9 to 1.1 

Add Metaproperty

Me

Sign1c
Codecstim

From 1.9 to 2.1 

Add Metaproperty

Me

Sign2c
Codecstim

From 2.9 to 3.1 

Add Metaproperty

Me

Sign3c
Codecstim

From 3.9 to 4.1 

Add Metaproperty

Me

Sign4c
Etc… etc…

Codedstim

From 0.9 to 1.1 

Add Metaproperty

Me

Sign1d
Codedstim

From 1.9 to 2.1 

Add Metaproperty

Me

Sign2d
Codedstim

From 2.9 to 3.1 

Add Metaproperty

Me

Sign3d
Codedstim

From 3.9 to 4.1 

Add Metaproperty

Me

Sign4d
Etc… etc…

Etc… etc… until the 9 number possibility (hope you understood)

After that save the gamesys (often as possible…. ) and create two of that TargaCode on the map changing their property adding Location and Rotation.

One of them will be the refeer for the player the other is the display near the vault door.

We name them Targa1 for the player and Targa2 as display.

Change the Targa2 property engineFeatures FrobInfo: ignore,ignore,ignore.

If you like change the property of Targa1 and make it smallest so the player must think at it as a Keycard.
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All that will follow is for Targa1:

create a knot junk or whatever object with location and rotation property it will function as a “Sensor”.

Then link it to all the QvarTriggers (40) from =0:codeA to =9:codeD via ~ControlDevice.

Go into his property and add some receprtons

Codeastim

From 0.9 to 1.1 

Destroy

DA0
Codeastim

From 1.9 to 2.1 

Destroy

DA1
Codeastim

From 2.9 to 3.1 

Destroy

DA2
Codeastim

From 3.9 to 4.1 

Destroy

DA3
Etc… etc…

Codebstim

From 0.9 to 1.1 

Destroy

DB0
Codebstim

From 1.9 to 2.1 

Destroy

DB1
Codebstim

From 2.9 to 3.1 

Destroy

DB2
Codebstim

From 3.9 to 4.1 

Destroy

DB3
Etc… etc…

Codecstim

From 0.9 to 1.1 

Destroy

DC0
Codecstim

From 1.9 to 2.1 

Destroy

DC1
Codecstim

From 2.9 to 3.1 

Destroy

DC2
Codecstim

From 3.9 to 4.1 

Destroy

DC3
Etc… etc…

Codedstim

From 0.9 to 1.1 

Destroy

DD0
Codedstim

From 1.9 to 2.1 

Destroy

DD1
Codedstim

From 2.9 to 3.1 

Destroy

DD2
Codedstim

From 3.9 to 4.1 

Destroy

DD3
Etc… etc…

So when the Dromed check at the start of the mission will destroy all the DestroyTraps that are equal to the result of the randomized code (losted ? don’t worry continue and will work, thrust me).

Create now (don’t be scared) other 80 QvarTriggers.

The first 40 are to write on the Targa2 the result of codedigit and the other 40 are for the codetriggerselection.

The first 40 triggers.

Do the same you did for the codeA,codeB,codeC and codeD but with CodeE codeF codeG and CodeH.

Example:

put the TrapStim script in each one.

0. (this time the zero is just present)

Trap/QuestVar: “0:CodeE

Editor/DesignNote: stim="codeastim";intensity=0.5

1.

Trap/QuestVar: “1:CodeE

Editor/DesignNote: stim="codeastim";intensity=1

2.

Trap/QuestVar: “2:CodeE

Editor/DesignNote: stim="codeastim";intensity=2

3.

Trap/QuestVar: “3:CodeE

Editor/DesignNote: stim="codeastim";intensity=3

4.

Trap/QuestVar: “4:CodeE

Editor/DesignNote: stim="codeastim";intensity=4

5.

Trap/QuestVar: “5:CodeE

Editor/DesignNote: stim="codeastim";intensity=5

6.

Trap/QuestVar: “6:CodeE

Editor/DesignNote: stim="codeastim";intensity=6

7.

Trap/QuestVar: “7:CodeE

Editor/DesignNote: stim="codeastim";intensity=7

8.

Trap/QuestVar: “8:CodeE

Editor/DesignNote: stim="codeastim";intensity=8

9.

Trap/QuestVar: “9:CodeE

Editor/DesignNote: stim="codeastim";intensity=9

Do the same for the other 30 triggers (but remember to change the stim with the right stim codebstim, codecstim, codedstim) and link them all with Targa2 via ControlDevice.

Remember also to link each one with it self to make the TrapStim work.
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Then for the other 40 triggers:

don’t add TrapStim don’t link with them self but simple create them as above so

0.

Trap/QuestVar: “0:CodeE

1.

Trap/QuestVar: “1:CodeE

Etc… etc…

Now for each kind of code link to the right FinalDoorTrigger.

For codeE from 0 to 9 link with ControlDevice to FinalDoorA 
For all the triggers from “0:codeF to “9:codeF link with ControlDevice to FinalDoorB

For all the triggers from “0:codeG to “9:codeG link with ControlDevice to FinalDoorC

For all the triggers from “0:codeH to “9:codeH link with ControlDevice to FinalDoorD

When you done all, take a break…. a cup of the of coffee  cause the last part is the most boring of all.
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Last part: the buttons display.

Since i will found another better way the only method to make digit to the player a code in the right sequence is to

Create 10 different number buttons for each code (4 kind of codes - codeE, F, G, H) so we have to create 40 buttons and 40 questvartrap linked to them ~CD.

You should better create an archetype of each codebutton and add a receptrons that teleports the other codebuttons.

TO understand better take a look at my demomission “EasyBank” you should see in the blue room the buttons,

When player choose and press a button kind type “codeE” it will teleports all the buttons kind type “codeF” to the right position on the display window under the Targa2 display and teleport all the buttons “codeE” away.

Obivioulsy each number button is linked to the right QvarTrap.

For example

Create in the Objects hierarchy the kind ButtonsCodeE

In the receptrons add

Digitstim (or your personal stim you like that interact with garrett)

No min No max

Teleport

ButtonsCodeF

Marker (a marker that you create in the middle of the display as a refeer position)

Edit then the position of teleport different for each number to have them in a position you like as follow (as example):

1     2     3

4     5     6

7     8     9

       0

so if you create the marker (i name it “inposition”) in the middle (where is the number 5) the coordinates are as follow:

button 1: y0.00 x-0.75 z0.75 heading 180.00

button 2: y0.00 x0.00 z0.75

button 3: y0.00 x0.75 z0.75

button 4: y0 x-0.75 z 0

button 5: 0 0 0 

button 6: 0 0.75 0

button 7: 0 –0.75 –0.75

button 8: 0 0 –0.75

button 9: 0 0.75 –0.75

button 0: 0 0 –1.25

create the buttonsCodeE in the map link them to the QvarTrap.

Example

Button 1 with (obiviously) shape/txtRepl0: obj/txt/button1 |-ControlDevice ( QvarTrap with this set: “1:codeE

So at the end you will have 10 + 10 + 10 + 10 different buttons linked to 10 + 10 + 10 + 10 different QvarTraps.

7 Last passages.

Create a RelayTrap and link it to all the destroytraps (40) DA1, DA0,DB0, etcc.. etc…

Link that RelayTrap via ~CD to the “starter” lever.

Remember the Zero state Problem ? ok remember so to have 4 Destroy traps linked in this way:

DA0

~CD with QvarTriggers from =1:codeA to =9:codeA

CD to QvarTrigger “0:codeE

DB0

~CD with QvarTriggers from =1:codeB to =9:codeB

CD to QvarTrigger “0:codeF

DC0

~CD with QvarTriggers from =1:codeC to =9:codeC

CD to QvarTrigger “0:codeG

DD0

~CD with QvarTriggers from =1:codeD to =9:codeD

CD to QvarTrigger “0:codeH

It should be all.
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What will happen in game is that:

The Dromed creates 4 codes E F G H setted to Zero.

It creates also 4 codes A B C D randomly chosen from 0 to 9.

We take as example 0459

The triggers checks:

is =0:codeA then write on the Targa1 (add the metaproperty sign0a)  button0 texture.

Is =4:codeB then add the metaproperty sign4b to the targa1 object.

Is =5:codeC then write on targa1 button5 texture on the third texture place.

Is =9:codeD then write button6 on the forth textpost.

The triggers also destroy the right destroy traps BEFORE them destroy all the triggers for codeE F G and H.

Is =0:codeA (in this case it will not destroy nothing)

Is =4:codeB so destroy the DestroyTrap that should destroy the Trigger “4:codeF and turn on the destroy trap that will destroy the trigger “0:codeF

Is =5:codeC so destroy the DestroyTrap that should destroy the Trigger “5:codeG and turn on the destroy trap that will destroy the trigger “0:codeG

Is =9:codeD so destroy the DestroyTrap that should destroy the Trigger “9:codeH and turn on the destroy trap that will destroy the trigger “0:codeH

Then the sequence go on destroying all the triggers but not the triggers “0:codeE, “4:codeF, “5:codeG, “9:codeH.

So the mission begin, the player go to the display chase near the vault door and digit some numbers but since he digit “0,”4,”5,”9 nothing happens.

When he digit the right sequence of numbers it happen as follow:

“0 then the triggers will set the Codedoor to “1 (see 2b)

“4 then the triggers will set turn on the Qvartrap “2:Codedoor

“5 then the triggers will set turn on the Qvartrap “3:Codedoor

“9 then the triggers will set turn on the Qvartrap “4:Codedoor

so finally we have “1234:codedoor and the Trigger FinalDoor will turnon the vaultdoor opening. !

end

p.s. if you don’t like to waste your time to follow this tutorial you are free to use my EasyBank mission as a basemission to build your personal Mission. The only thing that i request is to mention my contribution. Thanks.

7/2/2005 by Sterlino

thanks to Nightwalker for the translations troubles.
