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Before we start

This manual is written by sulivandhi (popre id: Sulivan), who is a hardcore player
of Populous game and MOD maker. The MODs made by the author include: Journey
to be Continued (JC),Populous Anniversary 15: The Beginning patch 1.061.07 (new
TB) as well asPath of the Godchosen (POTG).However, the author is going to quit
MOD making for Populous because of many reasons. This manual is aimed at
providing essential help for those who are interested in MOD making. Starting from
zero, this manual will teach you the detailed procedure of MOD making for Populous
game step by step. Even though you know nothing about program coding or MOD
maki ng, I bel i ev egqg after yod hale caredulyrread tisisonraruallhGKn
now | etds begin!



Basic conception

MOD is for modification. MOD of a game are unofficial extension of the game,
usually made by players and fans of that game (official extension is often called DLC
downloadable contents). A MOD will be based on the general framework the game,
keeping the basic structure of the game, modifying the interal data only, in aim of

changing the balance, Al, visual effects, difficulty, etc.

Tools to be used

T

=A =4 =4 =4 =4

T

PopWorldEditor

Wildman Scripter (Optional)
PopLanguageEditor
PopEdit1.3.2(Optional)
PopSymmetryTool (Optional)
DMKP-ScriptCreator (Optional)
Notepad++ (Recommended) or Ultraedit

The first six can be downloaded from:

1 http://blacksheeppp.ys168.com (dStone headq

Chinese)

Bl a c kosliheedeiye,d s

1 https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877C

BCDD%21153(Skydrive o the author)

Notepad++ of Ultraedit can be downloaded from official site:

1
1

http://notepad -plus-plus.org/
http://www.ultraedit.com/



http://blacksheeppp.ys168.com/
https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877CBCDD%21153
https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877CBCDD%21153
http://notepad-plus-plus.org/

Level making

Open tehets of ol der i n Popwlddus seier ¢ hteorfyw | | owi ng
constants.dat (Constants for balance)

complete.txt (Records for levels making progress of Bullfrog)

cpatrOxx.dat (Attribute files for scripts)

cpscroxx.dat(Script files)

levI2xxx.dat(Map files)

levI2xxx.hdr (Header files for maps)

levI2xxx.inf(Info files for maps)

levi2xxx.ver(version files for maps)

We 61 | f o wndserlineditems.h e
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Banlance constants fileconstants.dat

This file includes A PART OF (not everything!) constantsaffecting the balance of
the game. The original is unreadable due to encoding reason. The version provided
from the following sites is readable and can be changed, functioning in the game
without any problem.

1 http://blacksheeppp.ys168.com (0t o n e hBlaa dk s hoelieep drige,

Chinese
1 https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877CBCD
D%21153 (Onedrive of the author)

You can open and edit the file with Ultraeditor or Notepad++ . See Appendix 1:
Contents of the balance constants file (309 lines in the origin, more lines here due to
Annotation s) for details.

Script attributes file: cpatrOxx.dat

These files are1 to 1 corresponded to script files. Each script file needs an
attributes file with the name matched, say, cpscrO01.dat corresponds to cpatrO01.dat.
An attributes file defines the basic constants that will be used in the script. These

constants can be futherc hanged in the script file. Somet i
have written codes in the script file to make the Al build vehicles and train troops, but
the Al just doesndt do that. This is surely ca

to solve this is to rename another attributes file without such problem to replace it.
Attributes files can be edited by PopWorldEditor.


http://blacksheeppp.ys168.com/
https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877CBCDD%21153
https://onedrive.live.com/?cid=ACBEBA59877CBCDD&id=ACBEBA59877CBCDD%21153
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Figure 1 Interface of editing an attributes file using PopWorldEditor

The items that can be edited by PopWorldEditor are:

1 Name of the Al player (Unimportant)

1 Available buildings and spells (Note that this is for Al player rather than
human; it is recommended to click all of them to avoid problems. You can edit
the detailed usage in the script file)

1 Value of each attribute variable

The meanings of the attribute variables are listed in details in Appendix 2 Format

of scripts, Section Internal attribute variables.

Script files: cpscrOxx.dat

Nowwe 0 | | deal wi t h iptfies, whichis the hostdmportant pars ¢ r
to determine the powerfulness of Al players and difficulty of levels. Script files can be
directly edited by Wildman Scripter; or alternatively, editing txt files using
Notepad ++/Ultra edit (I recommend these programs for their features that the build -
in text editor i n ) \ahdrconmpiled furtieo bysRo@NorldBdédov. e
Existing script files can also be decompiled by PopWorldEditor into txt format to look
into their contents.



# Wildman Scripter Tools
File Edit Extra Info

#" script Editor - E\Pop3\Levels\Cpscr027.dat

Figure 2 Script editing using Wildman Scripter
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Figure 3 Script compiling and decompiling using PopWorldEditor

How to compile (.txt -> cpscrOxx.da) and decompile (cpscrOxx.dat-> .txt) by

PopreWorldEditor:

1 Compile: choosed6 Compi |l ed; <click 6Logd6 to choose a
(You can choose any name and any directory you want),click 6 Text 6 to choos
the edited txt file; cl i ck IféhEre are gorardd a't | as
in you txt file, then compling will fail and the errors will be reco rded in the log
file for your reference, the @pscrOxx.dab wi | | not be generated;
error, then a dialog &ompiled successfulbwi | | be di spsdOaxydadd and 06
will be generated in your chosen directory.

1 Decompile choose 6 Decompi |l ed 0; click 6Scripto t o
@pscrOxx.da;8 1 i ck O0Textd to to save a decompil ed
want with any name. Decompling will 100 percent succeed without generating
a log file.



|

Qf' E:\Pop3ilevels\27.txt - Notepad ++ [Administrater]

Eile Edit Search View Encoding Language Settings Macro Run  Plugins Window 2
PR a ®|-Eh| | |ﬁﬁbﬂ|% g|‘—'.‘I.'"—'-‘I.|_=_*' ‘—J EHEE‘IE‘—E”@
=27t ﬂ]
I
2 IF ( INT_GAME_TURN == @ )
30
4 SET 3@ ]
5 DO SET_ATTACK_VARIABLE 2]
6 DO STATE_CONSTRUCT_BUILDING ON
7 DO STATE_FETCH WOOD ON
8 SET INT_ATTR_ATTACK_PERCENTAGE 125
9 DO SET_DRUM_TOWER_POS 86 226
16 SET INT_ATTR_PREF_SPY_TRAINS 2]
11 SET INT_ATTR_PREF_RELIGIOUS_TRAINS 1
12 SET INT_ATTR_PREF_WARRIOR_TRAINS 1
13 SET INT_ATTR_PREF_FIREWARRIOR_TRAINS 1
14 SET INT_ATTR_PREF_BOAT_HUTS 2]
15 SET INT_ATTR_PREF_BALLOON_HUTS a
16 SET INT_ATTR MAX BUILDINGS ON_GO 1
17 SET INT_ATTR_HOUSE_PERCENTAGE 21
18 DO STATE_SHAMAN_GET_WILDS ON
19 SET INT_ATTR_EXPANSION 20
20 DO STATE_HOUSE_A_ PERSON ON
21 DO STATE_STATE_BRIMNG_NEW PEOPLE_BACK ON
22 DO STATE_POPULATE_DRUM_TOWER ON
23 DO STATE_DEFEND ON
24 DO STATE_FIREWARRIOR_DEFEND ON
25 DO STATE_DEFEND_BASE ON
26 SET INT_ATTR_DEFENSE_RAD_INCR 3
27 SET INT_ATTR_MAX_DEFENSIVE_ACTIONS 3
28 SET INT_ATTR_USE_PREACHER_FOR_DEFENCE 1
29 DO STATE_PREACH ON
38 SET INT_ATTR_SHAMEN BLAST 64
31 DO STATE_SPELL_DEFENCE 86 228 ON
32 DO SET SPELL ENTRY @& INT LIGHTNING 186686 128 2 @

MNormal text file length : 19277  lines : 560

Figure 4 Editing decompiled txt script file using Notepad+_+

| recommend you to use PopWorldEditor together with Notepad++ for scripting
work. Many bugs are known in Wildman Scripter, whose coding format and rules are
rather out of date. The build-in debugging function is rather unreliable: sometimes it
shows warnings but there is no error in the script actually; sometimes you can save a
script file with errors without any warning, leading to crashing or freezing in the
game. In comparison, a successfully compiled script by PopWorldEditor usually
doesndt c abem&thagame. pr

The differences between decompiled txt scripts and Wildman Scripted s s c r
listed below:
Description - - Example - - ;
Decompiled txt scripts Wildman Scripterd s s c r i
Constants 1 %1
Varible $1 VAR 1
IF IF ($1>0) IF > VAR_1 %0
dandé IF ($1> 0 && $2 > 0) IF BOTC;RY/;RO/;; %0 >
6or 6 IF ($1>0]$2>0) IF || > VAR_1%0 >VAR_ 2 %0 &
Names of some INT_SWARM INT_INSECT_PLAGUE
INT_LIGHTNING INT_LIGHTNING_BOLT
spells INT_TORNADO INT_WHIRLWIND

pts

ar

e



Names of INT_M_VEHICLE_BOAT INT_M_VEHICLE_BOAT 1
vehicles INT_M_VEHICLE_AIRSHIP INT_M_VEHICLE_AIRSHIP_1
Multiple IF( cond 1 & cond 2 && A Y Y IFBOTH condl BOTH cond2 A
conditions cond n) BOTHcond n-1 cond n*
After EVERY EVERY 2048 (2"n) EVERY %2047 2"n- 1)
These DO SET_SPECIAII:I_NO_BLDG_PAN DO A404 ON
statements are o -
oun 10 8 |- B e PEORL TO_MARKd 56 7104 %0
. | a | - | (]
i‘i}”ﬁgﬂ;ﬁal’ © DOGETMSG_ID$10 DO (304 VAR 10
o DOKILL ALL_MSG_ID 0 DO C404 %0
There might be DO FLYBY SET_MESSAGEL DO BFO04 %10 %%
other such DO CREATE_MSG_OBJECTIVE 1( DO 9704 %10
statements. DO GUARD_AT_MARKER 000 oA O OO OAM O
(See Appendix GUARD_WITH_GHOSTS DO 3B04 %4 %5 %60 %60 %0 4004
2 for details of DOSET_MSG_OK_SAVE_EXOLG DO A504
statements)
**Wildmané6s debuging fuction (F5) wild.l report
any problem.

We will subject to the format in txt script files further in this manual.

Normal scripts

Taken the script of Matak in TB 16 as an example (cpscr027.dat). The decompiled

txt file has 559 lines in total. Here we discuss by blocks.
Now look at the basic format of the script:

{

{
A

}
ELSE

{

}

}
ENDIF
}

IF (INT_GAME_TURN ==0)

/I Several
EVERY XXX (YYY

SCRIPT_END

such blocks

Generally all scripts in Pop3 have s u ¢ h

upper or lower case of letters (upper case in default), all contents are included in a
} S C Rde¥dEd by &hDF statement into two parts.

block{ &

IF Statement

appearance. |t

IF statement is to judge by condition using the format as follows:

10

war ni

ng,

doesnodt



IF (condition)
/I Code block 1

}
ENDIF

or
IF (condition )

/I Code bl ock 1

}
ELSE

/I Code block 2

}
ENDIF

The function is, if the condition(s) is met, execute Code block 1, other wise
execute Code block 2 (if there is).Note that you need to wrap in the end of an IF
code block with OENDIFO6 added, or compling wil
any format or gr ammat i c al error wi || cause the compl
Wildman, you can often save the script file with format or grammatical errors, but
usage of such script file will cause the game to crash or freeze Please payattention.

Condi NT 6GAMEGTURN==0 i ndicates that theses are t
the beginning of the game; the codes in ELSBblocks are things to do after the game
has begun.

EVERYstatement

EVERYtatement, is the loop function, using the format:
EVERYconstl

/I code block
}

or

EVERYconstl const?2

{
/I code block

}

The first parameter after EVERYconstl indicates the codes are executed every
constl turns in the game (12 turns = 1 second), the second parameter const?2 (if there
is) indicate the offset for the first time of execution. For example:

EVERY 1024
{

}

A

Then the codes will be executed at 1024, 2048, 3072 é turns in the game; if written as
follows:

EVERY 1024 477

{
A

11



}
Then the first execuction will be at 1024-477=547 turns of the game, after then still

executed every 1024 turns of the game. In other words, the codes will be executed at»

547,1571,2095é turns of the

Note that the first parameter must be an indexof2 2/ 4/ 8/ 1 6 ) ;32%n6-4 &
1 in Wildman (%1/%3/%7/%15/%31/%63 € , you need do add % before a constant in
Wildman).

When the game begins-

SET $0 0
DO SET_ATTACK_VARIABLE $0

The meaning of these two lines is: setthe value of the variable $0 to 0; set the
battack vafMiebdatdt ad ok $Wari abl ed here is an int
which increases every time the Al launches an attack. The increased value is the
number of people attending in the attack (exclude the preachers) by the Al tribe. Le t 6 s
study the statements first:

SETstatement

Format:
SET var /attr(  variable or attribute ) paraml (variable or constant )

Function: Set the value of a variable or an internal attribute to the value of
paraml1, which can be constant or another variable

DOstatement

Format:
DOAT I I AT A Dokl mulliple parameters )

or
DO STATE_command a s tate ) param (OMOFF)

Function: do something. The number of parameters depends on invidual
statement. Alternatively, turn on/off some specific action.
These codes have defined the basidoehavior sof the Al:

/I Build automatically

DO STATE_CONSTRUCT_BUILDING ON

/I Collect wood automatically

DO STATE_FETCH_WOOD ON

/I Attack percentage? (TO BE CONFIRMED)

SET INT_ATTR_ATTACK_PERCENTAGE 125
/I Set the coordinates of the main tower

DO SET_DRUM_TOWER_POS 86 220
/I Set the number of each type building

SET INT_ATTR_PREF_SPY_TRAINS 0

SET INT_ATTR_PREF_RELIGIOUS_TRAINS 1
SET INT_ATTR_PREF_WARRIOR_TRAINS 1
SET INT_ATTR_PREF_FIREWARRIOR_TRAINS 1

12



SET INT_ATTR_PREF_BOAT_HUTS 0

SET INT_ATTR_PREF_BALLOON_HUTS 0

/I Set the number of building that can be under construction simulta neousl y
SET INT_ATTR_MAX_BUILDINGS_ON_GO 4

/I Set the house percentage

SET INT_ATTR_HOUSE_PERCENTAGE 21

/I Automatically convert wilds

DO STATE_SHAMAN_GET_WILDS ON

/I Expand rate? (TO BE CONFIRMED)

SET INT_ATTR_EXPWASION 20

/I Automatically send people into huts

DO STATE_HOUSE_A_PERSON ON

/I Automatically send new people (converted wilds or preached enemies) back
to the base

DO STATE_STATE_BRING_NEW_PEOPLE_BACK ON

/I Automatically send people into empty towers

DO STATE_POPULATE_DRUM_TOWER ON

/I Use warriors to patrol by circles

DO STATE_DEFEND ON

/I Use firewarriors to patrol by circles

DO STATE_FIREWARRIOR_DEFEND ON

/I Whether or not to do action of assembling lots of war/fws to defend the
base when under attack

DO STATE_DEFEND_BASE ON

/I Expand rate of defen  seradius? (TO BE CONFIRMED)

SET INT_ATTR_DEFENSE_RAD_INCR 3

/I Maximum defensive action? (TO BE CONFIRMED)

SET INT_ATTR_MAX_DEFENSIVE_ACTIONS 3

/I \Wether or not assemble preachers as well when defend

SET INT_ATTR_USE_PREACHER_FOR_DEFENCE 1

/I Spread preachers around the base; otherwise they will only stay at the
temple

DO STATE_PREACH ON

/I Rate of using b last of Al shaman (larger value less frequent )

SET INT_ATTR_SHAMEN_BLAST 64

/I The place where Al shaman stay (Note that this is the same to the
position  of the main tower, this means that she will stay in the tower she
has no other business)

DO STATE_SPELL DEFENCE 86 220 ON

/I Use lightning spell automatically

DO SET_SPELL_ENTRY O INT_LIGHTNING 100000 128 2 0

/I Spy check frequency

SET INT_ATTR_SPY_CHECK_FREQUENCY 128

/I Spy discover chande

SET INT_ATTR_SPY_DISCOVER_CHANCE 20

/I Something related to spies? (TO BE CONFIRMED)

SET INT_ATTR_ENEMY_SPY_MAX_STAND 128

/I Retreat when the size of troops has fallen to this percentage in an
attack

SET INT_ATTR_RETREAT_VALUE 10

/I Facing of buildings? (TO BE CONFIRMED)

SET INT_ATTR_RANDOM_BUILD_SIDE 0

/I Automatically build vehicles

DO STATE_BUILD_VEHICLE ON

/I Use vehicles  to send people back to base if they cannot go back by land
DO STATE_FETCH_LOST_PEOPLE ON

/I Do not automatically take empty vehicles

DO STATE_FETCH_LOST_VEHICLE OFF

13



/I Automatically drive far vehicles close (For boats, automatically drive
them to the  shore ; for balloons, drive them near the main tower; must be ON

if using boats, otherwise they cannot be used because the people cannot get
loaded)

DO STATE_FETCH_FAR_VEHICLE ON

/I This and the following lin e deside the number of balloons to be used. The
mechanism of the values is unknown.

SET INT_ATTR_PEOPLE_PER_BALLOON 8

SET INT_ATTR_PREF_BALLOON_DRIVERS 5

/I Do not automatically train people (Note that this is temporary )
DO STATE_TRAIN_PEOPLE OFF

/I Set the percentage of each type of followers

SET INT_ATTR_PREF_SPY_PEOPLE 0

SET INT_ATTR_PREF_RELIGIOUS_PEOPLE 20

SET INT_ATTR_PREF_WARRIOR_PEOPLE 20

SET INT_ATTR_PREF_FIREWRIOR_PEOPLE 20

You can see many statements like SET INT_ATTR_XXXX XXX these are the
attributes defined in the attribute files. As stated before, the values can be changed in
the script file.

Soells automatically casted

Note this line in the script above

DO SET_SPELL_ENTRY O INT_LIGHTNING 100000 128 2 0

This is to set the spells that can be aubmatically used by the Al shaman (lightning
here). This will directly affect the powerfulness of the Al. The format for such
statement is:

DO SET_SPELL _ENTRWdx spell mana_cost freq min_ppl bas

Parameters:

1 idx 8 Numbering. Range 0~7, at most 8 spells can be set automatically
used. Exceedings will have not be used and may lead toweird problems in
the game (For example, using index 12 willmake the blast spell of the Al
replaced by ©&édburnd, which is a discarded
cast, but no damage at all).

1 spell & spell to be used. INT_XXX(name), such as INT_SWARM
INT_TORNADOQetc.

1 mana_costd Mana cost to use the spell. Canbe set to any value. Ususally
set to the normal cost of the corresponding spell. For example,
INT_M_SPELL_LIGHTNING_CO8i lightning, the value of which is 80000
(see the constants in Appendix 1). Here it is set 100000 which is a little
larger than the normal cost, indicating weakening the Al. Of cource, in
order to strengthen the Al, you can use a value smaller than the normal
value, such that the Al has more chance to cast this spell.

1 freq 0 Frequency. Set to 2”n, usually 64~512. 64 the most frequent, 512
the least.

1 min_ppl d Minimum number of enemy people. Al shaman will only cast
the spell if there are at least such number of enemies in her cast range.

14



91 bas d Inside/outside the base. Set to 0 or 1. If set to 0, Al shaman will only
cast the spell when she is outside the range of the base; if set to 1, she will
only cast the spell when she is inside the range of the base.To explain the
6range of t he baseo, we need to introduce
appeared before:

/I Set the marker of the base
DO SET BASE_MARKER marker
/I Set the radius of the base

DO SETBASE_RADIUS rad

Where marker are special objects in PopWorldEditor to indicate specific places.
There can be at most256 markers in a map (numbering 0~255). Refer to the value of
coordinates for the value of radius.

P o v T I

File Edit Options

Direct3D HAL - 800x600x32 - 42.406 fps - 16 ms
Figure 5 A marker in TB 16

The original script for Matak tribe in TB 16 has only one automatically used spell,
lightning. Hencethe Al is rather weak in actual. Howcan we make it more powerful?

Consider that in a practical game, we often use these spells for defense: blast,
swarm, lightning, hypnotism and swamp (exclude ghost army in MP games). For blast,
we need only this statement:

SET INT_ATTR_SHAMEN_BLAST 64
to make the Al use it automatically. Hense we donadt havie | eave I

SPELL_ENTRYhe 8 places are for the rest four spells:

15



DO SET_SPELL_ENTRY 0 INTSWARNNT _M_SPELLSWARMOST128 2 0
DO SET_SPELL_ENTRY INT_SWARNNT _M_SPELLSWARMOST128 2 1
DO SET_SPELLENTRY2 INT_LIGHTNINGINT_M_SPELL_LIGHTNING_COS3Z8 3 0
DO SET_SPELL_ENTRY INT_LIGHTNINGINT_M_SPELL_LIGHTNING_COS378 3 1
DO SET_SPELL_ENTRY INT_HYPNOTISNNT_M_SPELLHYPNOTISNCOST128 4 0
DO SET_SPELL_ENTRY INT_HYPNOTISNNT _M_SPELLHYPNOTISMOST 128 4 1
DO SET_SPELL_ENTRY INT_SWAMMNT_M_SPELLSWAMROST128 8 0
DO SET_SPELL_ENTRY INT_SWAMMPNT _M_SPELLSWAMROST128 8 1

This will make the computer automatically cast these spells no matter defensively
or offensively. Note that we use arather high threshold of number of enemies for the
swamp spell. I f you do not wish the AI
not use a low threshold, for the Al not intelligent enough to check if the spell will kill
its own people.

Then how about other spells?Dondt worry, we have a
the Al auto cast tornado, earthquake, firestorm and AOD in an attack, as long as well
correctly use a marker in PopWorldEditor to indicate its radius of base, for example:

DO SET BASE_MAER 1
DO SETBASE_RADIUS 30

Then we add following scripts:

EVERY 2
{
/I Check if the Al shaman is in the circle area with the specific marker
as the center and specific value of radius, and restore this information
with a variable ; if she is, setthe value to 1, otherwise set it to O, take
Matak as an example here
DOIS_SHAMAN_IN_AREA GREEN 1 30 $1
/I | fthe Al shaman is not in the base, replace the defensive spells with
offensive spells
IF($1==0)
{
DO SET_SPELL_ENTRY INT_TORNADONT_M_SPELLTORNAD@OST128 40
DO SET_SPELL_ENTRY INT_EARTHQUAKIET_M_SPELLEARTHQUAKEOST128 5 0
DO SET_SPELL_ENTRY INT_FIRESTORMNT_M_SPELLFIRESTORMCOST128 6 0
DO SET_SPELL _ENTR¥ INT_ANGEL_OF DEATINT_M_SPELLANGEL_OF_DEATH
_COST12820
}
/I Gherwise reset to the original settings
ELSE
{
DO SET_SPELL _ENTRY INT_SWARMT_M_SPELLSWARMOST128 2 1
DO SET_SPELL_ENTRY INT_LIGHTNINGINT_M_SPELL_LIGHTNING_CO328 3 1
DO SET_SPELL_ENTRY INT_HYPNOTISMNT_M_SPELLHYPNOTISMCOST128 4 1
DO SET_SPELL _ENTR¥ INT_SWAMMPNT _M_SPELLSWAMREOST128 8 1

}
ENDIF

}

Usually the Al shaman will only cast tornado on buildings, rarely do es she cast it
to kill people (except that you use tornado as a defensive spell). As for the usage of
LB, flatten and erosion, sincethey are not directy desctructive spells and the Al
cannot smartly judge the landscape, they are unlikely to reach expected effects when

16
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used in SPELLENTRYVolcano is too powerful a spell to kill people which should be

used in the center of a base to reach its maximum effect, if used in SPELL_ENTRY, the

Al will not wisely use it. Invisibility, shield and bloodlast, which are cast on people

without showing a dialog to n otify other players, should be used togerther with
Triggersintheauthor6 s recommendation. We will discuss tt

Focus on you and light you up

You might have notices that in some specific levels such asTB14 and TB2Q Al
shaman will try her best to kill your shaman. If you enter her cast range without
caution, you might be lighted at every moment. However, they do not have such
behaviour in other levels like TB16. This is because that the following statement is
used:

DO TARGETBLUE_SAMAN /I No parmeter

This statement will function no matter where the Al shaman is. The following
statements function similarly:

DO DON _TARGETBLUE_SHAMAN /I Do the opposite thing

DO TARGET_BLUE_DRUM_TOWERS // Destroy towers in prior

DO DON TARGET_BLUE_DRUM_TOWERS the opposite thing of the above
DO TARGETFIREWARRIORS /I Kill fws in prior

DO DON TARGETFIREWARRIORS /I Do the opposite thing of the above

Patroling troops
let s6 corkihganTBE6MBhobak ds script:

DO SET_MARKER_ENTRY 121220432
DO SET_MARKER_ENTRY 223240232
DO SET_MARKER_ENTRY 325260221
DO SET_MARKER_ENTRY 427 -10001
DO SET_MARKER_ENTRY 528 -10001
DO SET_MARKER_ENTRY 629 -10001
DO SET_MARKER_ENTRY 789900321
DO SET_MARKER_ENTRY 891 -10120

These statements defined the patrolling places of the Al tribe (exclude the
automatical circling patrol) , using the format

DO SET_MARKER_ENTRY idx markerl marker2 brv_num warr_num fwarr_num rlg_num

Parameters:

1 idx 6 Numbering. Different from SPELLENTRYSstarting from 1, maximum
value unknown. The author has tried using 20 without any problem.

1 markerl, marker2 & index of markers. If both >=0, Al will patrol between
two markers; if the value for marker2 is -1, the Al will do circle patrolling at
markerl (preachers will only stand there).

1 brv_num, warr_num, fwarr_num, rlg_numad number of each type of
followers. Braves, warriors, firewarriors, preachers respectivelyBy the
aut hords observati on, t exactyASdch numbders n ot neec
of people patrolling, they just use them as a reference; the total number
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however, usually meets the setting. When patrolling between two place, Al
often use preachers instead of other followers.
Note that the above statements only set the places, to do real patrolling, you
need the following statements.

/I Do at most 3 patrolling entries ; setindex to -1 if unused.
DO MARKEHMENTRIES idx1 idx2 idx3 -1

Alternatively, the following statements can also be used for patrolling:

/I Patroling between markers . poption R A AT GWARD NORM&L
GUARD_WITH_GHOSTI® latter will use ghost army for patroling

DO GUARD_BETWEEN_MARKER&rl1 marker2 brv_num warr_num fwarr_num
rlg_num option

/I Circle patrolling at a marker

DO GUARD_AT_MARKE&Yker brv_num warr_num fwarr_num rlg_num option
/I For preachers only

DO PREACH_AT_MARKR&ker

Using vehicles when patrolling (Used in cpscr043.datof TB20):

/I Pass through markerl,2,3,4 sequencially using vehicle. Using fws only.
Al will only do such patrol once for eac h of such statement. To be
included in EVERYblock for multiple execution .

DO VEHICLE_PATROhum_ppl markerl marker2 marker3 marker4 vehicle

Other statements include:

/I This statement makes other types of followers stand at the place just

like preachers

DOONLY_STAND_AT_MARKERS

/I Cancel at most 3 patrolling entries, set index to -1 if unused
DOCLEAR GUARDING FROM idx1 idx2 idx3-1

Attacking attributes
The following scripts are:

SET INT_ATTR_MAX_TRAIN_AT_ONCE 5
SET INT_ATTR_GROUP_OPTION 0

DO STATE_AUTO_ATTACK ON

SET INT_ATTR_COUNT_PREACH_DAMAGE 1
SET INT_ATTR_MAX_ATTACKS 3

SET INT_ATTR_AWAY_BRAVE 0

SET INT_ATTR_AWAY_ WARRIOR 40
SET INT_ATTR_AWAY_RELIGIOUS 25

SET INT_ATTR_AWAY_SPY 0

SET INT_ATTR_AWAY_FIREWARRIOR 35
SET INT_ATTR_AWAY_SHAMAN 100

SET INT_ATTR_BASE_UNDER_ATTACK_RETREAT 1

The meanings are explained in Script attributes file (cpatrOxx.dat). Remember to
set DO STATE_AUTO_ATTACK ONyou dond t want the Al to stay a
percentage of each type of followers usded in an attack can be immediately changes
right before the at tack.

Initiali sation of variables

SET $1 0
SET $2 0
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SET $3
SET $4
SET $5 0
SET $6

SET $7

SET $8

SET $9

SET $10
SET $11 0
SET $12
SET $13
SET $14
SET $15
SET $16
SET $17 0
SET $18
SET $19
SET $20
SET $21
SET $22

o o

cocoocoocoo oooo

cNeoNeoNoNe)

This part iniailize the variables to be used in the scripted. If not initiali sed, the
default value is 0. You might ask that as long as the default value is 0, then those
variables which are designed to be O will need no initialisation, is that true? The
answer is, NO. This is because, if you choose to restart the level in the game, the
value of variables will not change unless you reset them at the beginning of the script.
For example, if the initial value of $1 is 0, then it becomes 1 later in the game because
of some reason. Now you r e$ltoadmttthe begimmingoé vel . | f
the script, you will start the level with $1 equals to 1, leading to the plot different
from that of the first time you enter the level. T herefore, alwaysremember to initiali se
all variables you are going to use, even though you wish them to be the default value
0.

Besides, the maximum number of variable available in a script is64 ($0~$63). $0
is usually used as the @ttack variabled so you can acutually use 63 variables, which |
think is far beyond enough.

Cthers
Sill 2 lines remaining:

/I Gve Matak some initial mana

DO GIVE_MANA TO_PLAYER GREEN 10000
/IThe effect of this attribute is unknown
SET INT_ATTR_FIGH_STOP_DISTANCE 24

In addition, there are two important statements which have not appeared here :

/I Set the information dialog appear at the beginning of the level yidx 2
see Appendix 3 Index and line numbers of dialogs in the language file

DO SET_MSG_NARRATIVE idx

/I Set this dialog automatically shown

DOSET MSGAUTOOPEN DLG
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Youdl | find such statement TH somesare sdat gt thes
beginning, some are set slightly after the beginning. If there are multiple Al players,
such statement only appear s i n one t he scripts,
information dialogs in the game.

During the game

Now we study the codes executed during the games, which is the main part of a
script. In most scrips, these codes are included in multiple EVERYlocks (Of cource,
you can use IF statement outside EVERY blocks, see N0.8 and No.10 scripts &fevil
Worlds MOD, http://www.populous -online.co.uk/single-player-challenge/); If you put
an IF statement outside EVERY bicks, they will actually be executed every turn in the
game.

In the author& opinion, there should not be too many EVERYlocks in a script to
avoid interference. You should be clear at the purpose of each EVERY block. Gies
with similar purpose should be put into the same EVERY block.

Continue looking at the main body of TB16Matakd s cr i pt :

Give up and sulk

EVERY 64

{
IF (INT_MY_NUM_PEOPLE < 8 && INT_MY_NUM_KILLED_BY_HUMAN > 10)

{
IF (INT_M_BUILDING_MEDIUM_HUT < 1 && INT_M_BUILDING_LARGE_HUT < 1)

{
IF (INT_M_BUILDING_SMALL_HUT <1)

{
DO GIVE_UP_AND_SULK ON

}
ENDIF

}
ENDIF

}
ENDIF

}
When you have almost destroyed an Al

including the shaman trying to reach your shaman and fight her. The purpose is to
end the level quickly when the Al has little chance to recover. This is the function of
the statement: DO GIVE_UP_AND_SULK ONhe conditions here are: my total
population (include the shaman) is less than 8, my people killed by the human player
is larger than 10, the number of my small, medium and large huts all smaller than 1
(no hut at all).

81 EOOO POAOGAT AET ¢ O AA 116 AEAAODEIC
EVERY 256 133
{ IF (INT_MY_MANA < 500000 )
{ DO GIVE_MANA_TO_PLAYER GREEN 7500
EENDIF

IF (INT_MY_NUM_PEOPLE < 73)
DO SET_BUGK_USAGE ON
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http://www.populous-online.co.uk/single-player-challenge/

DO SET_BUCKET_COUNT_FOR_SPELL INT_BLAST 8

DO SET_BUCKET_COUNT_FOR_SPELL INT_CONVERT 8
DO SET_BUCKET_COUNT_FOR_SPELL INT_SWARM 32
DO SET_BUCKET_GBT_FOR_SPELL INT_INVISIBILITY 40
DO SET_BUCKET_COUNT_FOR_SPELL INT_SHIELD 48
DO SET_BUCKET_COUNT_FOR_SPELL INT_LAND_BRIDGE 66
DO SET_BUCKET_COUNT_FOR_SPELL INT_LIGHTNING 64
DO SET_BUCKET_COUNT_FOR_SPELL INT_HYPNOTISM 70
DO SET_BUCKET_COUNT_FOR_SPELL INT_TORNADO 72
DO SET_BUCKET_COUNT_FOR_SPELL INT_SWAMP 80
DO SET_BUCKET_COUNT_FOR_SPELL INT_FLATTEN 100
DO SET_BUCKET_COUNT_FOR_SPELL INT_EARTHQUAKE 140
DO SET_BUCKET_COUNT_FOR_SPELL INT_EROSION 168
DO SET_BUCKET_COUNT_FOR_SPELL INT_FIRESTORM 320
DO SET_BUCKET_COUNT_FOR_SPELL INT_ANGHEGFH 408
DO SET_BUCKET_COUNT_FOR_SPELL INT_VOLCANO 640

}

ELSE

{
DO SET_BUCKET_USAGE ON
DO SET_BUCKET_COUNT_FOR_SPELL INT_BLAST 4
DO SET_BUCKET_COUNT_FOR_SPELL INT_CONVERT 4
DO SET_BUCKET_COUNT_FOR_SPELL INT_SWARM 16
DO SET_BUCKET_COUNT_FOR_SPELL INT_INVISIBILITY 20
DO SET_BUCKET_COUNT_FOR_SPELL INT_SHIELD 24
DO SET_BUCKET_COUNT_FOR_SPELL INT_LAND_BRIDGE 33
DO SET_BUCKET_COUNT_FOR_SPELL INT_LIGHTNING 32
DO SET_BUCKET_COUNT_FOR_SPELL INT_HYPNOTISM 35
DO SET_BUCKET_COUNT_FOR_SPELL INANADO 36
DO SET_BUCKET_COUNT_FOR_SPELL INT_SWAMP 40
DO SET_BUCKET_COUNT_FOR_SPELL INT_FLATTEN 50
DO SET_BUCKET_COUNT_FOR_SPELL INT_EARTHQUAKE 70
DO SET_BUCKET_COUNT_RPELL INT_EROSION 84
DO SET_BUCKET_COUNT_FOR_SPELL INT_FIRESTORM 180
DO SET_BUCKET_COUNT_FOR_SPELL INT_ANGEL _OF _DEATH 204
DO SET_BUCKET_COUNT_FOR_SPELL INT_VOLCANO 320

}

ENDF

}

The meaning of these codes are:

BEvery 256 turns (approx. 21 seconds), if my mana is less tharb00000, give extra
7500 mana to the Matak tribe (the Al itself).

The following codes are to simulate the maximum shots or each spell. Actually,
the usage of spells of an Al player is totally different from that of a human player.
Whether or not a spell can be cast, depend only on if the Al has enough mana (or, if
it has one or more extra shots of the spell, something like the red bullet of spells

granted by stonehead). The only purpose of t hi
li ke following the rule for the human player
limited number of ti mes, during a certain time peri

maximum of 4 shots; after you used them out, you have to wait a while for another
shot to be charged). Otherwise you might see the Al casting 5 lightings, 4 eqs and 3

volcanoes inar ow and candot hel p shout abuse OWTF! )
(What? TB10? Ignore ité ). The values in the statements, are the number of SECONDS
thatan Al pl ayer needs to oOrecharged a spell ( N
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different by the popul ation of the Al tribe. For example, when the Al has more than
73 population, after the AI shaman has cast fi
minutes for another shot. Based on my test, for a human player, firestorm takes less
than a minute to charg e for one shot when you reach 199 population. Mercy!
However, such setting wildl al so |l ead to some
scripts used DO SPELL_ATTACK statement to make the Al cast AOD at a marker. After
she has cast once, she will go to that marker and standing there like a fool doing
nothing. She cannot do anything until enough time has passed to cast another time.
During the period, even though she has more mana than the cost of AOD, or she is
given an extra shot of AOD, the spell is not available due to DO SET_BUCKET_USAGE
ON statement.
In summary, if you want the Al to be more powerful, use smaller values forthe
parameter; if you just want the Al to cast AOD in times, then use an especially small
val ue for t he AOD spell; i f y ou j DOt donot
SET_BUCKT_USAGBFF(see TB10script cpscr059.daj.

Development

EVERY 128
{
IF (INT_GAME_TURN > 8000 ) /I After a while of the game
{
DO STATE_TRAIN_PEOPLE ON// Start training , thisis why
xA OAU 2%$1 110 OOAEl e AO OEA AACEITEI C EO OAI BT OAOU
}
ENDIF
IF (INT_M_BUILDING_LARGE_HUT >2) /I 111 have more than 2 large
huts
{

SET INT_ATTR_HOUSE_PERCENTAGE 9@ Build massive huts!
SET INT_ATTR_PREF_BALLOON_HUTS 1// Build a balloon hut

}
ENDIF

}

The purpose of this is part is to make the Al trib e develop progressively. TB16is a
typlical example of a level with insufficient trees, so building as fast as possible is an
unwise choice to expand the population, saving woods and upgrading existing huts
first is a better way to develop.

In addition, building vehicles has lower priority if the TO-DO list of Al than
building and upgrading huts. Thus if you set a larger value for
INT_ATTR_HOUSE_PERCENTA®I may often see that the Al builds a balloon hut
but does not build any balloon; the y just keep building huts until they are satisfied
with the size of their base. Because they have no vehicles, they do not attackWhen
they start building vehicles and launch an attack, the human player has aready grown
up with an unbeatable settlement, making the level disappointingly easy. To solve
this problem, use the scripts like below:

EVERY 128

{
IF INT_M_ VEHICLE_AIRHIP< 3 )

{
SET INT_ATTR_HOUSE_PERCENTAGE 30
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}
ELSE

{
IF (INT_M_ VEHICLE_AIRHIP< 6 )

{
SET INT_ATTR_HOUSE_PERCENTAGE 60

}
ELSE

{
SET INT_ATTR_HOUSE_PERCENTAGE 90

}
ENDIF

}
ENDIF

}

These codes makethe Al build vehicles in early game and launch attacks in early
game.

When INT_ATTR_HOUSE_PERCENTAS&Eet 100, the Al tribe will actually NOT
reach maximum population (see details in Appendix 2). If you want the Al tribe to
reach the maximum population, you need a value larger than 100. In addition, the
higher value is used, the more efficient Al will use the land. For example, if at most 15
huts can be built on an island by a human player, the Al will most likely to build only
11 or 12 huts with the value set to 50; hoever, if you use a larger valie like 80, then
the Al will use the land more wisely, building 13, 14 or even 15 huts on the island.

Defensive construtions
EVERY 256
/I The meaning of the following codes is, as long as | have one large
hut or more, start building towers at different places
IF (INT_M_BUILDING_LARGE_HUT >0 && $13<6)

IF ($13 == 0 && INT_CP_FREE_ENTRIES > 1)

{
DO BUILD_DRUM_TOWER 108 224
SET $13 1
}
ELSE
IF ($13==1 && INT_CP_FREE_ENTRIES > 1)
{
DO BUILD_DRUM_TOWER 108 234
SET $13 2
}
ELSE
{
IF ($13 == 2 && INT_MY_NUM_PEOPLE > 40)
{
IF (INT_CP_FREE_ENTRIES > 1)
DO BUILD_DRUM_TOWER 80 200
SET $13 3

}
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ENDIF

}
ELSE

{
IF ($13 == 3 && INT_MY_NUM_PEOPLE > 45)

IF (INT_CP_FREE_ENTRIES > 1)
{

DO BUILD_DRUM_TOWER 64 240
SET $13 4
}
ENDIF
}
ELSE

{
IF ($13 == 4 && INT_MY_NUM_PEOP LE > 50)

{
IF (INT_CP_FREE_ENTRIES > 1)

{

DO BUILD_DRUM_TOWER 76 10
SET $13 5

}

ELE

{
IF ($13 == 5 && INT_MY_NUM_PEOPLE > 55)

{
IF (INT_CP_FREE_ENTRIES > 1)

{

DO BUILD_DRUM_TOWER 9210
SET $13 6
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDIF

/I 111 have more than 29 people, stop auto converting wilds
IF (INT_MY_NUM_PEOPLE > 29)

DO STATE_SHAMAGET _WILDS OFF
}
ELSE
/I | f1 have less than 20 people, start auto converting wilds again

IF (INT_MY_NUM_PEOPLE < 20)

{
DO STATE_SHAMAN_GET_WILDS ON
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}
ENDIF

}
ENDIF
/I Unknown, suppose to be making expansion faster and faster
IF (INT_ATTR_EXPANSION < 40)
{
INCREMENT INT_ATTR_EXPANSION 1
}
ENDIF

}
EVERY 256 128

{
/I When the number of fws reaches specific values, starting sending
fws into towers

IF (INT_M_PERSON_FIREWARRIOR > 1)

{
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 108 224
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 108 234
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 80 200

}

ENDIF

IF (INT_M_PERSON_FIREWARRIOR > 3)

{
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 64 240
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 76 10
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 92 10

}
ENDIF

/I When the number of warriors and preachers reach specific values,
start patroling

IF (INT_M_PERSON_WARRIOR > 3)

{

DO MARKER_ENTRIES 123 -1
}
ENDIF
IF (INT_M_PERSON_RELIGIOUS > 2)
{
DO MARKER_ENTRIES 456 -1
}
ENDIF

/I Check the number of blue people in some area
DO COUNT_PEOPLE_IN_MARKER BLUE 30 8 $2
/I 1fthere are more than 8 blue people and | have very low population
IF($2>8&&INT_MY_NUM_PEOPLE <25)
{
/I Train people right now
DO STATE_TRAIN_PEOPLE ON
DO TRAIN_PEOPLE_NOW 2 INT_WARRIOR
/I Send 4 people to protect shaman (circling around her)
DO DEFEND_SHAMEN 4
}
ELSE
{
/I 1 f1 have larger population
IF($2>8)

/I Send 5 people to protect shaman
DO DEFEND_SHAMEN 5
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}

ELSE
/I If there is no blue people in the area, and | have more than 7
people
IF($2==0&& INT_MY_NUM_PEOPLE >7)
{
/I Dismiss shaman defenders
DO SEND_SHAMEN_DEFENDERS_HOME
}
ENDIF
}
ENDIF
}
ENDIF

/I These codes are easy to understand: protect shaman with all people
if I have very low population

IF (INT_MY_NUM_PEOPLE > 20 && $22==0)

{

}
ENDIF

IF (INT_MY_NUM_PEOPLE <8 && $22 ==1)
{

}
ELSE

{

SET $22 1

DO DEFEND_SHAMEN INT_MY_NUM_PEOPLE

IF($2==0)
{
DO SEND_SHAMEN_DEFENDERS_HOME

}
ENDIF

}

ENDIF

/I What is varialbe $21 for? Pay attention to this variable in our

further discussion

IF($21==1)

{
DO MARKER_ENTRIES 78 -1-1
DO PUT_PERSON_IN_DT INT_FIREWARRIOR 98 56

}
ENDIF

Worshipping relics
EVERY 2048

/I This is to check the number people of each tribe at the
bloodlust stonehead. Checkthe TB16map xEOE 01 D71 Ol AWAEOTI O UT ORI 1T OA
marker88 is right before the bloodlust stone head.
DO COUNT_PEOPLE_IN_MARKER BLUE 88 8 $17
DO COUNT_PEOPLE_IN_MARKER RED 88 8 $18
DO COUNT_PEOPLE_IN_MARKER YELLOW 88 8 $19
DO GOUNT_PEOPLE_IN_MARKER GREEN 88 8 $20
/I Use $14 to record the tribe with the largest number of people
at the stonehead to make it the target to
attack. 0=BLUE 1=RED,2=YELLOW,3=GREEN
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IF ($17 > $18)

IF ($17 > $19)
{

}
ELSE

{

SET $14 0

SET $14 2

}
ENDIF

}
ELSE

IF ($18 > $19)
{

}
ELSE

{

}
ENDIF

}
ENDIF

/I Set $16 the sum of the number of people of the three enemy

SET $14 1

SET $14 2

tribes
SET $16 $17
INCREMENT $16 $18
INCREMENT $16 $19
/I 1f $16 is larger than 0 and the following conditions are met,
send the same number of troops to attack, until all enemies are killed. Use
3 shots of  lightning spell in the attack, attack by land
IF ($16 >0 && INT_CP_FREE_ENTRIES > 2)
{
IF (INT_MY_NUM_PEOPLE > 45 && INT_M_PERSON_RELIGIOUS > 2)

{
IF (INT_M_PERSON_WARRIOR > 2 && INT_MY_MANA > 100000 )

{
DO ATTACK $14 $16 ATTACK_MARKER 88 $16 INT_LIGHTNING
INT_LIGHTNING INT_LIGHTNING ATTACK_NORMALD -1 -1

}
ENDIF

}
ENDIF
}
ENDIF
/I 1 fthere are less enemies than my people ($20isthe  number of
green people at the stonehead), and | have more than 50 people
IF ($16 <= $20 && INT_MY_NUM_PEOPLE >50)
{
/I Send 6 people to worship the stonehead
DO PRAY_AT HEAD 6 88
/I 1f 1 have some defensive forces
IF (INT_M_PERSON_WARRIOR > 3 && INT_M_PERSON_RELIGIOUS > 3)
{
IF (INT_M_PERSON_FIREWARRIOR > 3 && INT_CP_FREE_ENTRIES > 0)
{

/I Patrol near the stonehead. Attention! Here appea rs $21
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SET $21 1

DO MARKER_ENTRIES 78 -1 -1
A A 1l Qneclf ithhere isa tower of mipe near theAstonehea}d. If o A
OEAOA EOT RO AOEIT A 1TTA ATA OAT A Al Z£x EIT O EO

DO PUTPERSON_IN_DT INT_FIREWARRIOR 98 56
DO IS_BUILDING_NEAR INT_DRUM_TOWER 98 56 GREEN 6 $15

IF($15==0)
{
DO BUILD_DRUM_TOWER 98 56
}
ENDIF
}
ENDIF
}
ENDIF

}

/I 1 f conditons are not met (my defensive force is not strong
enough), then do not send forces to defend the stonehead
ELSE

{
SET $21 0

}
ENDIF

}

We need to pay attention to the following two statements:

DO ATTACK $14 $16 ATTACK_MARKER 88 $16 INT_LIGHTNING INT_LIGHTNING
INT_LIGHTNING ATTACK_NORMAL-Q -1 -1

This is the commonly used attack command in scripts. The detaik are explained in
the next section. Here we note that, when the target is set to a marker, the marker
must be at a reachable place. Besides, it cannot be covered by objects like
stoneheads or totems. See that marker 88 is beside the face of the stonehead rather
beneath it. If the marker is beneath the stonehead, the attack cannot be launched.
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File Edit Options

Direct3D HAL - 800x600x32 - 45.365 fps - 32 ms
Figure 6 Marker88 in TB16, beside the face of the stonehead rather than covered by it

DO PRAY_AT_HEAD 6 88

This command is rather simple, what is the point? The thing is, numbers of each
type of people sent to worship the stonehead are distributed according to the
percentage used for attack. | f t he value for shaman i
Al shaman will go to worship the head as well. This is no good for the Al tribe. So
when worship stoneheads or totems, do not use the codes above, use these:

SET INT_ATTR_AWY_SHAMAN 0
DO PRAY_AT_HEAD 6 88
SET INT_ATTR_AWAY_SHAMAN 1

which makes the shaman absent of worshipping. Oppositely, if the object to be
worshipped is an obelisk or a statue of AOD, then you should use value 1 for shaman
and 0 for other followers.

Besides, you should knaow that if the maximum time of worshipping of the object
is set to infinite (By setting @ccurenced of Trigger t o 0 ,then
those people sent will keep worshipping until killed; if the shaman is sent to worship
an obelisk with infinite occurences, she will keep worshipping it ignoring any other
commands given to her, even though she is reborn after killed.

Attack!

The following codes are executed when the Al is launching an attack:
EVERY 1024 64
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/I Choose the tribe with the largest population as the target
IF (INT_BLUE_PEOPLE > INT_RED_PEOPLE)

{
IF (INT_BLUE_PEOPLE > INT_YELLOW_PEOPLE )

SET $12 0
}
ELSE
SET $12 2
}
ENDIF
}
ELSE

{
IF (INT_RED_PEOPLE > INT_YELLOW_PEOPLE )

SET $12 1
}
ELSE
{
SET $12 2
}
ENDIF
}
ENDIF

/I Use loops for further  attacks
IF($1==4&& INT_CP_FREE ENTRIES>1)

/I Send 24 people to attack the tribe with the largest popul ation,
using lightning, shield and swarm spells
IF ($11==0&& INT_M_PERSON_WARRIOR > 4)
{

SET $10 INT_M_SPELL SHIELD_COST
INCREMENT $10 INT_M_SPELL_SWARM_COST
INCREMENT $10 INT_M_SH L _LIGHTNING_COST
IF (INT_MY_MANA > $10 && INT_M_PERSON_RELIGIOUS > 4)

{
IF (INT_M_PERSON_FIREWARRIOR > 4 )

{
DO ATTACK $12 24 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDING 989
INT_LIGHTNING INT_SHIED INT_SWARM ATTACK_NORMALI0-1 -1
SET $11 1
}

ENDIF

}
ENDIF

}
ELSE

/I or send 15 people to attack the tribe with the largest
population, using earthquake, tornado and lightning spells
IF($11==1&& INT_M_PERSON_WARRIOR > 4)

SET $8

INT_M_SPELL_EARTHQUAKE_COST
INCREMENT $8 INT_M_SPELL_LIGHTNING_COST
INCREMENT $8 INT_M_SPELL_TORNADO_COST
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IF (INT_MY_MANA > $8 && INT_M_PERSON_RELIGIOUS > 4)

IF (INT_M_PERSON_FIREWARRIOR > 4)
{
DO ATTACK $12 15 ATTACK_BUILDING INT_NO_SPIECC_BUILDING
999 INT_EARTHQUAKE INT_TORNADO INT_LIGHTNING ATTACK_NORMAL-Q -1

SET $11 0
}
ENDIF
}
ENDIF
}
ENDIF
}
ENDF
}
ENDIF
/I The 4t attack with 24 people , targeting the blue tribe, attack a
random building , fight until death, casting erosion on the northern part of
mountain between two tribes, cast lightning and tornado after then
IF($1== 3 &&INT_CP_FREE_ENTRIES>1)
{
IF (INT_M_PERSON_WARRIOR > 5 && INT_M_PERSON_RELIGIOUS > 4)
{
SET $8 INT_M_SPELL_EROSION_COST
INCREMENT $8 INT_M_SPELL_LIGHTNING_COST
| NCREMENT $8 INT_M_SPELL_TORNADO_COST
IF (INT_M_PERSON_FIREWARRIOR > 4 && INT_MY_MANA > $8)
{

DO ATTACK BLUE 24 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDING 999
INT_EROSION INT_LIGHTNING INT_TORNADO ATTACK_NORMAL 076 77 0

SET $1 4
}
ENDIF
}
ENDIF
}
ENDIF
/I The 3 attack with 24 people |, targeting the tribe with the largest
population, attack a random building, fight until death, ca sting swarm and

2 shots of tornado
IF($1==2&&INT_CP_FREE_ENTRIES >1)
{
SET $9 INT_M_SPELL _SWARM_COST
INCREMENT $9 INT_M_SPELL TORNADO_COST
INCREMENT $9 INT_M_SPELL TORNADO_COST
IF (INT_MY_MANA > $9 && INT_MY_NUM_PEOPLE > 30)
{
IF (INT_M_PERSON_WARRIOR >5 && INT_M_PERSON_RELIGIOUS > 4)
{
IF (INT_M_PERSON_FIREWARRIOR > 4)

{
DO ATTACK $12 24 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDING 999
INT_SWARM INT_TORNADO INT_TORNADO ATTACK_NORMAI10- 1
SET $1 3
}

ENDIF

}
ENDIF
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}

ENDIF
}
ENDIF
/I The 2 attack with 20 people, targeting the tribe with the largest
population, attack a random building, fight until death, casting earthquake

and 2 shots of lightning
IF($1==1&&INT_CP_FREE_ENTRIES>1)

SET $4
INT_M_SPELL_EARTHQUAKE_COST
INCREMENT $4 INT_M_SPELL_LIGHTNING_COST
INCREMENT $4 INT_M_SPELL_LIGHTNING_COST
IF (INT_MY_MANA > $4 && INT_M_PERSON_WARRIOR > 5)
{
IF (INT_M_PERSON_RELIGIOUS > 4 && INT_M_PERSON_FIREWARRIOR > 5)
{
DO ATTACK $12 20 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDING 999
INT_EARTHQUAKE INT_LIGHTNING INT_LIGHTNING ATTAGBRMAL 0-1 -1 -1

SET $1 2
}
ENDIF
}
ENDIF
}
ENDIF
/I If conditions are met, launch the 1 st attack targeting the blue
tribe with 20 people, attack a random building, fight until death, casting

erosion on the southern part of mountain between two tribes, cast lightning
after then
IF($1==0&&INT_CP_FREE_ENTRIES >1)
{
SET $3 INT_M_SPELL_LIGHTNING_COST
INCREMENT $3 INT_M_SPELL_EROSION_COST
IF (INT_MY_MANA > $3 && INT_M_PERSON_WARRIOR > 6)
{
IF (INT_M_PERSON_RELIGIOUS >4 && INT_M_PERSON_FIREWARRIOR > 5)
{
DO ATTACK BLUE 20 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDING 999
INT_EROSION INT_LIGHTNING INT_NO_SPECIFIC_SPELL ATTACK_NORMAL 027310
SET $1 1

}
ENDIF

}
ENDIF
}
ENDIF
}

}
ENDIF
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Note that these scripts should be read from bottom to top. Since the script is
executed line by line sequencially, if the script is written in the following format:
EVERY 1024

IF($1 == 4)

{
/I code block 5
SET$10

}

ENDIF

IF($1 == 3)

/I code block 4
SET$14

}

ENDIF

IF($1 == 2)

{
/I code block 3
SET$13

}

ENDIF

IF($1 == 1)

/I code block 2
SET$12

}

ENDIF

IF($1 == 0)

{
/l code block 1
SET$11

}
ENDIF

When the $1 is initialised to 0, code block 5, 4, 3 and 2 will pass through without
execution, while code block 1 will be excuted, then $1 is changed to 1; for the next
time, code block 5, 4, 3 will pass through and code block 2 is executed, set $1 to 2,

passing through code block 1 é& At | ast, the
2, 3, 4, 5infive loops

What if you write the blocks reversely, IF($1 == 0) first, then | F( $1 == 1) &
such order, $1 will be set to 1 after the execution of code block 1, meeting the
condition of code Dblock 2, then code block 2

blocks are all executed in only one loop. If you rather prefer ($1 == 0) at first, then
($1 ==1) é ($1 == 4) at last, you should write like this:
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EVERY 1024
IF$1 == 0)

/I code block 1
SET$11

}
ELSE

IF($1==1)

{
/I code block 2
SET $1 2

}
ELSE

IF($1==2)

{
/I code block 3
SET $1 3

}
ELSE

IF($1 == 3)

/| code block 4
SET$14

}

ELSE

{
IF($1 == 4)

/I code block 5
SET$15

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

That is, including each IF statement into the ELSEpart of the last. The execution
result will be the same (see tower building codes in Defensive construction section). |
recommend the first format which looks clearer.

Now we study the most complicated command, DO ATTACK command in detail:

Format:

DO ATTACK team num_ppl attack_model target damage spelll spell2 spell3
attack_type bring_back_vehicles markerl marker2 marker3

Parameters
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team o6 The target tribe. Can be numbers or texts, 0/1/2/3 =
BLUE/RED/YELLOW/GREEN the target is the Al tribe itself or an ally, the Al
will only assemble troops but not attack.

num_ppl 6 Basis of number of people involved in the attack. Note that this
value is not necessarily equal to the total number sent in an attack. The actual
number of each type of follower = this number*
INT_ATTR_ATTACK_PERCENTASE ATTR_AWAY_XXX (follower type). For
example, when this number is set to 24, the the Al will send 24*100%*40% =
9.6 wrrirors, 24*100%*35% = 8.4 firewarriors and 24*100%+*25%=6.0 preachers,
while the decimal part is rounded downward. The actual number sent is
9+8+6 =23. If there is not enough number of the specific type of followers, the
Al will send braves instead (Some times even if the number is enough but
they are busy doing other works, Al will also send braves instead).
attack_model 6 Can be set to ATTACK_PERSQNATTACKBUILDING or
ATTACK MARKERaffecting the value of the next parameter.

target d Attack target with the highest priority. When the previous parameter
is set to ATTACK_PERSQNthis parameter should be something like

INT_BRAVE > INT_WARRIOR etc. Note that you should use
INT_TARGE_SHAMANfor shaman; when the previous is ATTACK BUILDING
this parameter should be something like INT_SMALL_HUT INT_ TEMPLE

INT_AIRSHIPHUT, or INT_NO_SPECIFIC_BUILDIN@o attack a random
building); when the previous is ATTACK MARKERthis parameter should be a
the index of the marker.

damage 6 This is one of the conditions for the Al to retreat. When one or
more of the following conditions i s met, the Al will retreat: 1)
INT_ATTR_BASE_UNDER_ATTACK_RETREATRNd the base is under attack;
2) the number of people in the attack force
<=num_ppl*INT_ATTR_RETREAT_VALBEEnough damage has been made
to the target tribe, which is measured by this parameter. If this parameter is
set to 1, the Al will retreat right after a battle starts; if set to 999, they will fight
until death (unless the other two conditions are met).

spelll, spell2, spell3d spells to be cast in the attack. When the Al shaman
takes part in an attack and one of the following conditions is met, the three
spells will be sequentially cast in the attack: 1) the current mana is enough for
the cost of the spell; 2) one or more extra shots of the spell has been given to
the Al tribe. Note that if the Al shaman is involved into a fight by an enemy in
the attack, she will cast all these spells to the person who attacks her. If one or
more of these spells is invisibility or magical shield, the Al will cast when they
assemble at the main tower.

attack _type 8 Can be set to ATTACKNORMAL (by land), ATTACKBY_BOA®Dr
ATTACKBY_BALLONIf attacking by land or balloon, the Al will usually
assemble at the main tower before the attack (if there is no statement: SET
INT_ATTR_DONT_GROUP_AT Dwihi | e attacking by boat the
assemble. They will directly get onto the boats and set off. (Exception: if there
is invisibility or magical shield in the spells specified before, they will assemble
at the tower to cast these spells before getting on the boats. )
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1 bring_back_vehicled Whether or not bring the vehicles back to base after
attack. If the previous is ATTACKNORMAL set this to O; if the previous is

ATTACKBY_BOADr ATTACKBY BALLOON hi s

be

gimg) t

or 1 (bring back). When set to 0, the Al will discard the vehicle after arrival at
the desination (Exception: fws or shaman will not get off from balloons); when
set to 1, the Al will send a brave for each vehicle as the driver to take the
troops to the desination, and drive back the vehicle after then. In such
situation, a boat can actually load tranport 4 people, while a ballon can only
transport 1. Value 1 is recommended for using boats, while 0 is recommended

for balloons.

1 markerl 8 Assemble place before attack. If this parameter >= 0, the Al will

assemble another time at the chosen place before the attack.

1 marker2 6 The place to castspelll. If both markerl and marker2 >= 0, the Al
will cast spellsl to marker2 right when they assemble at markerl. This is
usually used when you need to cast Ib or erosion to reach the destination in
an attack. The markers will be placed in the PopWorldEditor to support the

usage in the script.

1 marker3 & Unknown, always set to-1.

Now we have finished the analysis of the script of Matak in TB16

om

sur e

ready to write something yourself. In general, most scripts for normal levels can be

written in a similar way.

Advanceddiscussion

By reading the above content, you are already able to create a script with basic
functions that can be used in the game. However, to make your levels more playable

and challenging, we need further discussions on scripting work.

Frequency of attack

The frequency of attack is an important factor that affecting the difficulty of the
level. In scripts of TB series. The attack statements are usually included in an EVERY
block with parameter 1024 (approx. 186 2)506 2048 (approx. 26 5 1Thg attack does

not 100 percent happen each time the EVERY block is executed.

What if you want to use other frequency other than two? Scripts of attack in TB17,
TB24 and TB25is the answer to our question. These scripts have a feature that, the

frequency of attack can ajust automatically as the game progresses.
(TB17:cpscr076,077,078.dat; TB2@53,054,055; TB25:033,034,035

Take the script of Dakini in TB24 (cpscr053.dat) as an example for the discussion

of frequency of attack:

EVERY 64
{
IF ($17 < $16)
{
SET $19
SET $17

}
ENDIF

}
IF($19>0)

36

youo:



DECREMENT $19 1
IF($19==0)

/I attack commands

INCREMENT $18 600
INCREMENT $16 1

}
ENDIF

}
ENDIF

$16, $17, $18, $19 are initialised to 1, 0, 650, O respectively. So that, at the 64"
turn of the game, $17 will be set to 1 and $19 will be set to 650; then, after 650 turns,
the first attack will be launched, after which $16 will be increased by 1, $18 will be
increased by 600 (become 1250); this leads the inequality between $16 and $17, thus
the values of $17 and $19 will be set to 1 and 1250 respectively, the next attack will
therefore be after 1250 turns €& In such as wa\
longer. This is why you feel the Al attack less and less in a late stage of TB 24.
In general, this is the way to realize changeable frequency of attack. Another
example is given below, changing the frequency according to the population.

/I The larger the popu lation is, the higher frequency will be used
EVERY 64

{
IF($ 1>0)

{
DECREMEN#L INT_MY_NUM_PEOPLE

}
ELSE

{

/I attack commands
A
SET $1 1000

}
ENDIF

}
ENDIF

With these techniques, scripts with unpredictable variations can be created.
Release your imagination.

Tips onusage of spells

Soells in the attack statement

As discussed, the Al shaman can be very tough by appropriate configuration of
SPELL_ENTR(efer to sections: Spells automatically cast, I8 m | u st pretending
not cheating). Here we discuss the three spells to be used in an attack statement.The
three spells are determined asfollows in the script of Dakini in TB24:

EVERY 512 15
IF (INT_MY_MANA > INT_M_SPELL_VOLCANO_COST)
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{
SET $8 INT_VOLCANO

SET $9 INT_M_SPELL_VOLCANO_C

}
ELSE

IF (INT_MY_MANA > INT_M_SPELL_FIRESTORM_COST )
{
SET $8 INT_FIRESTORM
SET $9
INT_M_SPELL_FIRESTORM_COST

}
ELSE

IF (INT_MY_MANA > INT_M_SPELL_TORNADO_COST)
{

SET $8 INT_TORNADO

SET $9 INT_M_SPELL_TORNADO_COST
}
ELSE

{
IF (INT_MY_MANA > INT_M_SPELL_LIGHTNING_COST)

{
SET $32 INT_LIGHTNING
SET $9
INT_M_SPELL_LIGHTNING_COST

}
ELSE

{
IF (INT_MY_MANA > INT_M_SPELL_SHIELD_COST)

{
SET $8 INT_SHIELD
SET $9
INT_M_SPELL_SHIELD_COST

}
ELSE

{
IF (INT_MY_MANA > INT_M_SPELL_INVISIBILITY_COST)

{
SET $8 INT_INVISIBILITY
SET $9
INT_M_SPELL_INVISIBILITY_COST

}
ELSE

{
SET $32 INT_BLAST
SET $9
INT_M_SPELL_BLAST_COST

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
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ENDIF

}
EVERY 512 59
{
SET $13 INT_MY_MANA
DECREMENT $13 $9
IF($13>0)
{
IF ($13 > INT_M_SPELL_FIRESTORM_COST)

SET $10 INT_FIRESTORM
SET $33
INT_M_SPELL_FIRESTORM_COST

}
ELSE

{
IF ($13 > INT_M_SPELL_EARTHQUAKE_COST)

SET $10 INT_EARTHQUAKE
SET $33
INT_M_SPELL_EARTHQUAKE_COST

}
ELSE

{
IF ($13 > INT_M_SPELL_TORNADO_COST)
{
SET $10 INT_TORNADO
SET $33
INT_M_SPELL_TORNADO_COST

}
ELSE

{
IF ($13 > INT_M_SPELL_HYPNOTISM_COST)

{
SET $10 INT_HYPNOTISM
SET $33
INT_M_SPELL_HYPNOTISM_COST

}
ELSE

{
IF ($13 > INT_M_SPELL_LIGHTNING_COST)

{
SET $10 INT_LIGHTNING
SET $33
INT_M_SPELL_LIGHTNING_COST

}
ELSE

IF ($13 > INT_M_SPELL_SWARM_COST)
{
SET $10 INT_SWARM
SET $33
INT_M_SPELL_SWARM_COST

}
ELSE

SET $34 INT_BLAST

SET $33
INT_M_SPELL_BLAST_COST
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}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF

}
ENDIF
}

EVERY 512 97
{

SET $14 INT_MY_MANA

DECREMENT $14 $9

DECREMENT $14 $33

IF($14>0)

{

IF ($14 > INT_M_SPELL_EARTHQUAKE_COST)

{
SET $12 INT_EARTHQU AKE

}
ELSE

{
IF ($14 > INT_M_SPELL_TORNADO_COST)

{
SET $12 INT_TORNADO

}
ELSE
{
IF ($14 > INT_M_SPELL_HYPNOTISM_COST)
{
SET $12 INT_HYPNOTISM
}
ELSE
{
IF ($14 > INT_M_SPELL_LIGHTNING_COST)

{

}
ELSE

{

SET $12 INT_LIGH TNING

IF ($14 > INT_M_SPELL_SWARM_COST)

SET $12 INT_SWARM
}
ELSE
SET $12 INT_BLAST
}
ENDIF
}
ENDIF

}
ENDIF
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ENDIF
ENDIF

ENDIF
}

The meaning is, with enough mana, the Al will use volcano -> firestorm ->
tornado -> lightning -> magical shield -> invisibility -> blast in priority for the first
spell, choosing the one highest affordable; firestorm -> earthquake -> tornado ->
hypnotism -> lightning -> swarm -> blast for the second spell; earthquake ->
tornado -> hypnotism -> lightning -> swarm -> blast for the third spell.

I f you pay attent i on iintthelatereganie Bl 4pells gastu 6 | |

by an Al shaman are always a volcano plusan earthquake, after then, she will not use
spells other than blast; in the middle game, the combination might be firestorm +
earthquake + tornado. Here we give explanation:

Al player has a maximum limit of mana with the value 1,000,000. When the mana
reaches its maximum which is affordable for the volcano spell, the Al will surely
choose volcano as the first spell; the volcano costs 800,000 mana, remaining 200,000,
which is unaffordable for firestorm (400,000), thus earthquake with 175,000 cost is
chosen for the second spell; the remaining 25,000 mana is unaffordable for any spell
other than blast or convert, thus the last spell can only be blast. In what situation
does the combination firestorm + earthquake + tornado appear? When the mana is
not enough for a volcano spell, e.g. 700,000 mana, then firestorm will be chosen as
the first spell; the remaining 300,000 will be used for a second spell earthquake with
175,000 cost and a third spell tornado with 90,000 cost.

Then, is there any situation that the Al will cast two firestorm spells? Negative.
Because two firestorm spells will cost 800,000, the value of mana for the Al to choose
volcano as the first spell. How about two earthquake spells? Possible. When the mana
is between 750,000 and 800,000, after he cast of the first spell firestorm, the
remaining 350,000~400,000 is enough for the cost of two earthquake spells, thus the
Al will choose earthquake for both the second and the third spell.

The purpose of these discussions is to show the limitation of the original scripts
of TB. In order to look like a human player, the Al should be able to cast 1 volcano, 1
AQOD, 2 firestorms and 2 earthquakes etc. in an attack. The thing is, the sum of mana
cost of a volcano and an AOD, 800,000+510,000=1,310,000, alredy exceeds the
maximum limit of mana. Is this possible?

The answer is, yesAs stated, only one condition is required to be met for the
spell cast or the Al. First, enough mana, which we cannot meet without changing the
constants of balance. Thenwe focus on the other condition: extra shot of spells,
which is quite easy to done by the following statement:

/I Gve an extra shot of a specified spell to a player
DO GIVE ONE_SHOT spell team

When the target tribe is the human player (BLUE), you will g& a blue bullet of the
spell by this statement (rather than red bullets from grants of stoneheads). If you
have already learned this spell, the shot will be directly added,; if not, the background
will be gray to indicate that this is a temporary spell you cannot charge.
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Therefore if you give the Al extra spells before an attack, like this:

DO GIVE_ONE_SHOT INT_VOLCANO RED
DO GIVE_ONE_SHOT INT_FIRESTORM RED

DO GIVE_ONE_SHOT INT_ANGEL_OF _DEATH RED

DO ATTACK BLUE 20 ATTACK_BUILDING INT_NO_SPECIFIC_BUILDIRGD
INT_FIRESTORM INT_ANGEL_QFEATHINT VOLCANO ATTACK_NORMAL10-1 -1

Then the Al will cast a volcano, an AOD and a firestorm in an attack.

How about two firestorms? No problem, replace INT_ANGEL_OF_DEATi#ith
INT_FIRESTORNMM both positions, the Al will cast a volcano and two firestorms.

What if you set all three spell to firestorm? Unfortunately, the Al will only cast two,
due to the limitation of DO_SET_BUCKET_USAGHE statement, unless you have
statement DO_SET_BUCKET_AISEOFF, or an especially small value for the firestorm
spell. In all situations, DO SET_BUCKET_USAGE @Ml prevent the Al from using
more shots of spells than the maximum limit of shots, even with enough mana and
extra shots of the spell given.

Whether an Al player will only cast there spells in an attack? Theoretically, if there
is no SPELLENTRYetting, the answer is yes, only these three spells plus some blasts
will be used. With SPELL_ENTRY settings, the Al will automatically cast the included
spells.

Recall the usage of SPELLENTRYIn you have the settings of SPELL_ENTRY below:

DO SET_SPELL_ENTRY INT_TORNADINT_M_SPELLTORNAD@OST128 4 0
DO SET_SPELL_ENTRY INT_EARTHQUAKINT M_SPELLEARTHQUAKEOST128 50
DO SET_SPELL_ENTRY INT_FIRESTORMNT_M_SPELLFIRESTORMOST128 6 0
DO SET_SPELL_ENTRY INT_ANGEL_OF DEATNT M_SPELLANGEL_OF DEATH

Then, the Al will auto cast these spells. In addition, the costs of these spells can be
arbitrarily determined! You can even set the cost of auto casting firestrom spell to be
equal to INT_M_SPELL_BLAST_COfBEn only the cost of blast will be taken as the Al
auto cast a firestorm spell.

You have to put the spells which are not included in the SPELLENTRYinto the
attack statement. Imagine your setting of the three spells is, volcano and two shots of
erosion, then, it is possible that you will watch an Al cast a volcano, an AOD, two
firestorms, two earthquakes, two erosions and

For the erosion spell, we have to notice that, it is not a directly destructive spell,
which should be cast at some specific places to reach it maximum effect. | suggest
you to use it when the attack type is ATTACK_MARKER

DOSPELL_ATTACSHtatement

Besides the above there is another statement can be used to make the Al
shaman directly cast a spell at a specified place:

DO SPELLATTACK spell marker direction

The parameter direction has no known effect, usually set to 0. This statement is often
used for summoning AOD (see cpscr043.dat of TB20). Besides, this statement should
also be involved for the usage of the flatten spell.
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The flatten spell requests even more strictly on casting placesthan the erosion
spel | . I tds al most usel ess whusage of this gpald
something interesting can be found in the script of Matak in TB 14, cpscr037.dat

EVERY 2048

{
IF (INT_MY_MANA > INT_M_SPELL_FLATTEN_COST && $2 < 36)

{
DO COUNT_PEOPLE_IN_MARKER BLUE 6 10 $4
IF ($4>128&&$2>29)
{
DO GET_HEIGHT_AT_POS $2 $14
IF ($14 > 500)
{
DO SPELL_ATTACK INT_FLATTEN $2 0
DECREMENT $2 1

}
ELSE

{
INCREMENT $2 1

}
ENDIF

}
ENDIF

}
ENDIF

}
EVERY 2048 200

{
IF (INT_MY_MANA > INT_M_SPELL_FLATTEN_COST && $3 < 42)

{
DO COUNT_PEOPLE_IN_MARKER BLUE 7 8 $5
IF($5>12 && $3>35)
{
DO GET_HEIGHT_AT_POS $3 $15
IF ($15>500)
{
DO SPELL_ATTACK INT_FLATTEN $3 0
DECREMENT $3 1

}
ELSE

{
INCREMENT $3 1

}
ENDIF

}
ENDIF
}

ENDIF
}

The initial values of $2, $3 are 32, 38 respectively. We can see that when the value
of $2 is from 29 to 35, or the value of $3 is from 36 to 41, the Al will cast flatten spell
on specific places when the condition is met. Check the places of these markers:
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% Populous World Editor

Direct3D HAL - 800x600x32 - 31.068 fps - 31 ms
Figure 7 The places of some markers in TB 14
See? Known the places of markers, itds easy
Matak use flatten spell to crush the buildings of the player and shrink your base.
Unfortunately, this is the only method to makes the Al use the flatten spell effectively,
that is, together with arbitrarily placed markers. The Al is not smart enough to find
places near the cliffs to cast the spell.

Spell objects with Triggers inPopWorldEditor

~

Finallyl et 6s dicussed the invisibility, shield
thing in common: must be casted on follower. The first two can be places in the DO
ATTACK command, which will be used on assembling before the attack; the bloodlust,
however, wi || not be used this way even if t he
recommend this method, since the spell places in the DO ATTACK command will be
taken. By the way, the GUEST SPELLs, i.e., bloodlust, teleport and Armageddon, can
only be obtained via worshiping stoneheads. They are not possible to be given by DO
GIVE_ONE_SHOT command.

| have frequently used the following trick in my series, new TB and POT, that is,
place the Spell objects connected with Triggers in PopWorldEditor:
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Direct3D HAL - 800x600x32 - 37.475 fps - 31 ms »
Figure 8 Place Spell and Trigger objects for the use of some spells

Then you add the following codes in the script:

/I Check if the Al shaman is close to the marker, if there are enough
number of people around the marker . If so, the Trigger is activated
(effecting in Al shaman casting the spell placed by the Spell object ). T he
Occurences issetto 0, meaning that it can act ivated for unlimited number
of times.

EVERY 64

{

DO IS_SHAMAN_IN_AREA GREEN 21 3 $9
DO COUNT_PEOPLE_IN_MARKER GREEN 21 3 $10
IF ($9 > 0 && $10 > 4 && $8 > 0)

DO TRIGGER_THING 21
DECREMENT $8 1

}
ENDIF
}

/I Usually when the Al assemble their armies, they will not be assembled
exactly at the point specified, but around. Hence for each assembling place,

you may need 2 or more pairs of Trigger and Spell object to ensure the
spell is effectively cast on most of their armies.

EVERY 64 32

{

DO IS_SHAMAN_IN_AREA GREEN 21 3 $9
DO COUNT_PEOPLE_IN_MARKER GREEN 21 3 $10
IF ($9 > 0 && $10 > 4 && $8 > 0)
{
DO TRIGGER_THING 32
DECREMENT $8 1
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}
ENDIF

}

/I Using the variable $8 to control the maximum time of activating the
trigger during a specific period of time, to simulate the fact that the
maximum number of shots of invisibility and magic shield is 4.

EVERY512

IF($8<4)

INCREMENT $8 1

}
ENDIF

}

By this method you can make the Al cast any spell including GUEST SPELLs such
as bloodlust. Besides, other normal spells can also be casted this way (especially
flatten, erosion which need to be casted at specific places). However, keep in mind
that: 1) The range of these spells is unlimited. Once you activate the trigger, as long
as the Al shaman is not dead, you will see her casting the spell even from the other
side of the planet; 2) All SPELLobjects whose corresponding spell is alerted to the
player when casted in game, will result in messages boxes at the beginning of the
level, as shown inthe figure below.

S

Figure 9 Massive message boxes at the beginning of level due to usage ofSpell objects without proper
handling
To resolve this, adde the following commands in pairs at the beginning of the
script (INT_GAME_TURN=0) whose number equal to the number of SPELL objects in
the map:

DOSET_MSG_IDid /I Set the message id
DOKILL_ALL_MSG_IDid /I Delete the message by id

For example, if you placed 3 SPELL objects which will make message boxes, you
need to add the following codes to the scripts at the beginning of the level:

DOSET_MSG_ID
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DOKILL_ALL_MSG_IDO
DOSET_MSG_I0L
DOKILL_ALL_MSG_ID1
DOSET_MSG_I®
DOKILL_ALL_MSG_ID2

And you get rid of the message boxes.

About reincarnation circle

Normally, shamans of all tribes will automatically create her reincarnation circle at
the beginning of the level. If the plot needs a shaman not to do this, use the
following command:

DO SETREINCARNATIONFF

The Al tribe using this script will not cr eat e the shamands
Examples areTBL, TB2 TB1Q TB15 etc. Without such command, the default is DO
SET_REINCARNATION ON

I f you want t heotlcraayedhe desicamdiian miecle, adding the
following command to the script of any Al tribe:

DO SETNO_BLUE_REINC

Be aware that if the shaman is placed in a prison, you need to add the above
commands, otherwise the shaman in the prison will reborn at the place of the prison
even if the reincarnation circle is not created.

What if you want the reincarnation circle to be already there at the beginning,
while the shaman is elsewhere? DW5 is a good example

47

r

ei

nca



Figurel0The pl ayer ds i sl a W5, faom which 2 shéoremsicam beiseeg o f

Yes, you can see two blue shamans in the map, whereas you only have one in the
game. This is because that the shaman in the center of the reincarnation circle is
linked to a Trigger (refer to Usage of worshippable objects and triggers). At the
beginning you will have the other shaman only, while the one in the center of the
reincarnation is purposed on simulation of shaman reincarnation. The reincarnation
circle you see is actually made by placing Scenery objects named RS Pillar in
PopWorldEditor.

In such case, you still need the DO SET_NO BLUE_REINé@mmand (DO
SET_REINCARNATION OFHBr other tribes) such that the other shaman will not
automatically create a second reincarnation circle.

This is not enough. When the shaman is dead, she will not reborn from the
artificially placed reincarnation circle. You deed the following codes to simulate the
event of shaman reincarnation:

EVERY 16 4

/I If the population is larger than 0, which is a necessary
IF (INT_BLUE_PEOPLE >0)

/I | f number of blue shamn is less than 1 (dead) ,aswel las $5 is0
IF (INT_B_PERSON_SHAMAN <1 &&$5==0)

/I Set the value of $5 t o the current turn + 480, making the
shaman reborn after 480 turns (40 seconds)

SET $5 INT_GAME_TURN

INCREMENT $5 480
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