Basic rules for scripting organisation
Ensure you have a basic plan for your map, I generally try to guess how many ‘areas’ my map will contain. These ‘areas’ are essentially individual sections/periods of the map that hold up as their own mini-maps in view of the overall objective. This process allows you to define and group scripts, folders & teams by the area they act in.
For example - I want to script an ambush at the beginning of a map:
Script folder 01: Area 01
Script folder 02: Area 01/Ambush 01
Script: Area 01/Ambush 01/Initiate
Team: Elves/Area 01/Ambush 01
This kind of organisation is absolutely essential to maintaining your sanity when you’re near the end of the map and there are interlinking scripts everywhere – it also makes bug finding ten times easier.
Essential Shortcuts in scripting:
Opening the scripting window: Ctrl + Alt + R
This is where one organises, names, defines the conditions & actions of each individual script.
Opening the edit teams window: Ctrl + Alt + T
This is where one names and defines the composition & behaviour of each individual team. Scripting & Team behaviour both encompass ‘Team scripting’ - this is a very valuable tool that permits many functions often overlooked in amateur scripted maps and severely reduces the number of scripts required for many functions.
Opening the player list window: Ctrl + Alt + P
This is where one names each player & defines their relationship with each other player on the map, it sets the overall friend or foe between each player – however this can be edited for specific teams via scripting.



Script Conditions
So this is simply the conditions that must be present for this script to fire as true or the conditions that must be absent for the script to run as false. The condition ‘True’ is the default condition, it can be removed or replaced by other more specific conditions.
True: script will run as soon as the map loads or script is activated
To replace this script you must select the ‘edit’ button on the right side of the window, this will open up a new window which contains every condition possible – finding one that suits your needs can sometimes take a while.
A short list of essential conditions are listed below:
1. Scripting / Timer Expired (script fires when timer runs out)
1. Scripting / Flag compared to value (script fires when a flag is set to true/false by another script, e.g. Legolas Dead = True)
1. Scripting / Counter compared to a value (script fires when a counter has reached a specific value – e.g. Area 02/Battle 02/Death counter = 5) 
1. Player / Area / Player has units in area (script fires when a unit of player X enters area X, can run better if script evaluates every second rather than frame)
1. Player / Sighted / Player has sighted team (script fires when a unit of team X has been found by player X)
1. Team / Area or Path / Team has one or more units in area X (script fires when a single unit of team X enters area X, can run better if script evaluates every second rather than frame)
1. Team / Sighted / Team has sighted a(n) friendly/neutral/enemy unit belonging to player X (script fires when a single unit of player X of particular relation has been found by a single unit of team X)
*AND*
Allows you to combine two conditions together, all conditions linked by an *AND* would have to be met for the script to fire. An *AND* is automatically added when adding conditions that aren’t separated by an ***OR***
***OR***
The ‘Or’ button is used to separate conditions. All conditions between two ***OR***s have to be met in order for the script to run.
[bookmark: _GoBack]For example:
Legolas Death Timer has expired
***OR***
‘Flag named Legolas Is Dead IS TRUE‘
*AND* ‘Flag named Frodo Is Dead IS FALSE’
***OR***
‘Flag named Legolas Is Dead IS TRUE‘
*AND* ‘Flag named Sam Is Dead IS FALSE’
Move Up/Move Down
This simply moves a condition below the condition following it or behind the condition preceding it – it makes no difference what order the conditions are in. 
Script Actions
This window dictates the actions that this script will take once its conditions are met. It’s very similar to the conditions window in its functioning.
A short list of essential scripts are listed below:
1. Scripting / Counters / Increment/Decrement Counter (scripts will add/subtract a specific value away from a counter)
1. Scripting / Flags / Set Flag to Value (script will set a flag to TRUE/FALSE, used to update the condition of something)
1. Scripting / Timer / Seconds countdown timer (sets a second timer to expire in X)
1. Player / Allegiance / Override Player’s relationship to another team (sets a players relationship to a specific team, irrespective of the relations set up in the ‘player list’ window)
1. Team -- Other / Allegiance / Override Team’s relationship to a Player (sets a team’s relationship to a specific player, irrespective of the relations set up in the ‘player list’ window)
1. Team -- Other / Spawn, Build or Merge / Spawn a reinforcement team (Spawns a team at a particular waypoint – units that compose that team are set-up in ‘Edit Teams’ window)
1. Team -- Action / Attack or Hunt / Hunt (team will move towards nearest enemy unit and attack it)
1. Team -- Action / Attack or Hunt / Team attacks Team/Unit (scripts cause specific teams to attack a specific enemy team/unit)
1. Map / Shroud or Reveal / Reveal entire map permanently for Player X (very useful for testing maps)
This is just a very brief selection of the more basic and reliable scripts, you will find however far more specific scripts deep in the sub folders – however many scripts don’t work and other are just a bit unrefined.
