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1. Introduction 
There are many different tools and technologies that are used in the creation of computer games. Some 
games are built from scratch. More commonly games are built on a game engine. The engine provides 
the basic functionality for the game, how the game contents are presented on screen, how the 
mechanics are implemented, etc. The game designers then use the engine to implement the particular 
story and setting for their game. Engines may be designed specifically for one game or used in across a 
range of different title.  
 
Engines will vary in the support they give to, and the ease with which they allow, designers to 
implement their games. Very few commercial releases of games ship with anything like the range of 
tools used by the actual game designers. There are or two exceptions and this practical (and next 
week’s) focuses on one – the Aurora Engine of Neverwinter Nights.  This is more or less the toolset 
that the Neverwinter Nights designers used to implement the game. 
 
In this practical we’ ll have a look at the basic features of the engine, and you will (hopefully) 
implement a very simple module. In your second assignment you will have to use either this or another 
engine (the Torque game engine), so it is well worth your while working through this material, so you 
can make an informed choice about which engine to use. 
 
The following is a step by step guide to creating a simple module. I t deliberately spells everything 
out. Some of you may want to exper iment a little more. Please feel free to do so – you can always 
star t again and follow this through if you want to. For  those that want to leave the 
exper imentation until after  they are a little bit more familiar  with it, the following gives step by 
step instructions. I  don’ t guarantee it is 100% complete, but follow it and you should be able to 
get a finished (although very simple) module. 
 
There’s a lot in this practical – it may be too much for  one week - don’ t panic if you don’ t finish 
everything this week. 
 
Remember  at the end to make a copy of your  module that you can access next time. Neverwinter  
nights saves the modules in  
NeverwinterNights\NWN\modules 
Make sure you copy yours to your  account, or  to a flash dr ive or  something so you can put it 
back in the above folder  for  your  next practical class. 
 
Most of the following is adapted from the Neverwinter Nights Official World Builder Guide, Chapter 1. 
However, that book was written based on a pre-release version of the engine. As part of the adaption 
I’ve fixed a few errors, and also added explanations to parts that I thought weren’ t clear enough. 
 



2. Modules 
The heart of a Neverwinter Nights game is a module. A module is a self-contained creation. A number 
of modules can be linked together (and this is how the main Neverwinter Nights game works) but each 
module is created, and can be played, alone. 
 
So if you want to create some new content for Neverwinter Nights, you need to create a new module. 
 
At the Neverwinter Nights start up screen: 

 
 
Select toolset to start the Aurora Engine toolset. 
 

 



 
Then select Create a new module. That will launch the Module Creation Wizard. Hit next and pick a 
name for your module. 
 
The Aurora engine provides a large number of wizards to help you with the creation of many parts of 
your modules. We will use a few in this practical, you may want to explore the others as well. 
 
3. Areas 
Every adventure needs somewhere that the action takes place. This may be a single location, or the tale 
may be spread over many and varied locales, both indoor and outdoor. Within the Aurora engine each 
separate location is represented within a module as an area. Obviously you will need at least one area, 
or there is nowhere for anything to happen. So the module wizard prompts you to create an area. 

 
 
Click the Area Wizard button and you will be able to start creating your first area. You need to name 
your area and select a scenery tileset for your area. There are many different tilesets to choose from, 
each consisting of various graphical images and items that are intended to convey a particular feel to an 
area. For now, let’s choose forest. You can experiment with the others once you have created your first 
area. After choosing forest click next.   
 
You now get to choose the size of your area. Size can range from 1x1 to 32x32.  You can change the 
size after this step, so don’ t worry if you’ re not exactly sure what you want when you are creating a 
module of your own. For now, let’s keep it to something reasonable. We could choose one of the 
defaults (such as medium – 8x8 or large  16x16) but we’ ll enter something different 8 for the height 
and 12 for the width.. You may be wondering “8 and 12 what” , what are these things measuring – we’ ll 
see that in a minute.  After you have the size click Next and then on the window that appears click 
Finish. You should see something like this: 



 
 

If you wanted to create another area you could use the Area Wizard again. For the moment let’s just 
stick with one area. Click Next and Finish. 
 
We now have an area we can work with.  There are all sorts of things you can put in area – monsters, 
NPCs, items, etc. But we should do a bit more work on the terrain before we start populating our area.  
It already looks like a forest – there are trees, rocks, grass, etc. And you can use the buttons underneath 

the image to have a bit of a look around. If you want to get back to the original viewpoint click on  
in the top list of icons. 
 
3.1 Tiles 
And now you can see what the size meant – each of those red squares is one area in the size – so our 
forest is 8 boxes by 12.  What is a square though?  It’s a tile. Aurora works on the idea of a tile – a 
fixed size area in which to put terrain. A tile is the smallest unit for filling in terrain, setting lighting, 
etc. 
 
Anytime now you want to explore your module you can. Simply hit F9 (or select test module from the 
build menu). You can also save your module (which you should do often anyway) and then start up 
Neverwinter Nights as normal. Choose Play->New->Other Modules and you should see your module 
in the list. Select it and have fun in a world you created. To get back to where we were (or any time you 
open a saved area) select your module from the list when you open the toolset. You can select an area 
in your module from the list on the left of the screen. 
 
4. Terrain 
You can probably notice that while we have a forest, it’ s one that’s lacking in variety – it all looks 
pretty much the same. We can add some variety to our area from the Features, Groups and Terrain lists 
on the right of the toolset screen. Make sure you have your module saved and just experiment by 
selecting a few things from these lists and putting them in your area. Simply select something by 
clicking on it and drag and drop it on your area.  The options in these lists vary with what you choose 
as the scenery tileset for your area; the tilesets define what options you have for filling the tiles. A little 



later in this practical we’ ll create some more areas for our module with different tilesets. At some point 
you might just want to create some areas to see what the options are.  
Features are single tiles that can be put over terrain.  
Groups work much the same as features, but are more than one tile in size. 
Terrain gives the basic terrain features for the area- you’ ll notice the engine has already filled in each 
tile with forest terrain. 
 
When you start trying to place things you will notice either a red or green box outline – green means 
what you have selected can be put there, red means it can’ t.  Sometimes it’s not obvious why you can’ t 
put something where you want it – there may be something else there, or it won’ t fit. A bit of practice 
and you’ ll start to get a feel for what the engine will and won’ t allow. 
  
Play around with these just to see what you can do and then reload your module as it was before you 
started playing with all the terrain options. 
 
5. Edge of the World 
Computer game worlds are rarely, if ever, the size of the real world. Because of the finite memory and 
processing power of computers we need to set limits on where the player can go. Thus the limited size 
of an area. To make this a little more believable we can put in some terrain to define the limits of our 
area. Use the cliff terrain on the north and east of the map, and the pit terrain on the south to give a 
definite edge to your area. 
 
For the cliffs, simply select the terrain type and drag it along the edge while holding the mouse button 
down. Release when at the end. Use some more pit and cliff to block-off  most of the western edge, but 
not all of it – we need somewhere for the character to enter the area 
 
6. More Terrain 
Now we can add some variety to our terrain. Place a “Lodge”  group in the northeast corner.  Place a 
“Ruin 2 1x2”  group roughly in the middle.  Left click on the group, the left click where you want it in 

the area.  Careful with the ruin though – when you first select it, it looks like  
I want it to look like 
 

 
Simply right click to rotate it, then left click where you want it on the area. 
 
Your area should now look something like this: 



 
Still not a lot of variety.  Add more terrain – I used some more pits, a stream, some bridges, a road (but 
not continuous, so it implies disrepair), webbed forest, graveyard. We’ re trying to create an atmosphere 
here.  Just to confuse things, if you want a bridge over the pit, you use the bridge from terrain – if you 
want a bridge over the stream, you use one of the stream bridges from features. I never said this engine 
was perfect. 
Here’s how my area looked after all that:  

 



 

We need to show were the character enters the area. Click on this  button (Set Starting Point) on 
the top right and then click somewhere on the road on the west edge of the map. 
 
Now you really should save your module and spend a bit of time exploring it. 
 
7. Lighting 
I said we wanted an atmospheric forest, and it’s not too bad at the moment. But we have a lot of 
options to make it better. Now we need to start with the menus along the top of the window. From the 
Edit menu select Area Properties. You should get a window like the following: 

 
 
Select the Visual tab and click the Customize Environment button. We could have selected one of the 
preset options, but let’s be a little more ambitious (you may want to try some of the presets and see 
what they do though).  You should now see something like: 



 
 
This lets you control the Day/Night Cycle, Fog, Weather and some aspects of lighting. Click the 
Always Dark option – then we won’ t have to define separate day and night settings. 
Diffuse Color  is the colour of the main light source, which in our case strikes the forest floor and the 
tops of objects. Click on the colour box and a palette will pop up – let’s choose a dark grey (fourth 
from the left on the bottom row) 
Ambient Color  is the color of the reflected light that pervades our area. Let’s choose dark green (third 
from the left on the second bottom row). 
Test your module to see the difference. You might want to try a few options just to get an idea of what 
is possible. 
 
You might also want to play with the wind and weather options. 
 
Give your area some wind, and set the rain and lightning to 100% to give us a dark and stormy night. 
 
8. Placeables 
We have some atmosphere, but we can always make the world even more interesting. There are lots of 

options. Click on the  button in the icon list on the top right (not the one across the top of the screen, 
but the shorter one over the right hand subwindow). This gives us the list of things we can place 
throughout our area. Shrubs, bones, sacks, wagons, the list is very long. You can have some fun here.  
You should also notice that all the placeables are added to lists in the left-hand subwindow. But now 
we need to add another area, and we will also use placeables there.   
 
Note, just to make things confusing you rotate placeables in a different way to terrain – you rotate a 

placeable by putting it in the area, then using the  buttons under the central subwindow. 
 
9. Second Area 
If you want to give your players more places to go, you need more areas. Let’s add a second one to our 
module. From the Wizards menu select Area Wizard. Remember that building in the northeast corner? 



We’re going to give it an interior.  Give your new area a name and select the City Interior tileset. 4x4 
will do for the size – it’ s a small inn. 
Use the options available to get a few different rooms – notice there is an inn terrain type. There are 
two things you will need. Some steps leading down – use the stairs down option under Features for 
that- and a door (there needs to be somewhere to get in) – use the doorway option under Terrain for 
that and put it in the south wall. 
Here’s what I ended up with: 

 
You should have got a few bits of furniture and other things with the tiles you choose, but it probably 
isn’ t enough. For example, check there are some beds – this is supposed to be an inn. Use placeables to 
add whatever you like to the interior of our inn. You might want to add some corpses (you’ ll see why 
later). 
You might notice that the size and shape of the inn interior doesn’ t match with the inn exterior – you 
can see examples of that in the published campaigns as well. If you think about the size of the available 
building you would realize that there interiors would be a bit cramped for game play. Obviously the 
designers thought it reasonable to have the interiors bigger than they appear from the outside. What do 
you think? 
 
10. Containers 
If you haven’ t already, add a couple of chests from the Containers and Switches list of placeables.  All 
things from the Containers and Switches list come with contents included.  The contents are randomly 
generated (this also applies to corpses, crates, etc). If you want to put something specific in an item you 
need to edit its properties. Right click on the object or its entry in the left hand subwindow and select 
Properties. 
 
Something like this should come up: 



 
 
To put something in an item make sure the Useable and Has Inventory options are checked.  Select 
something else, like a bed and you will see that they aren’ t checked by default. Let’s put an item in a 
bed. Select a bed, get up its properties window and check Useable and Has Inventory. Now click the 
Inventory button. Select an item you like (say an identify scroll) from the standard items lists and drag 
it into the left hand window. You can right click on the item to view and alter its properties, but for 
now I just suggest looking at what’s there.  If you decide to change what’s in an item’s inventory, just 
drag what you don’ t want to the trash can at the bottom of the screen. 
 

 
 



11. Illuminating the Inn 
If the tiles you selected don’ t have them already, use placeables to add some light sources to the inn. 
You can use area properties to alter the lighting of the inn – remember it is under the Visual tag. 
Choosing the Interior Dark option could be interesting. You may need to set the light coming from 

torches etc for each tile. Click on the paint terrain button  above the right-hand subwindow. Then 
you can right click on each individual tile and select Tile Properties. Then for any that have a source 
light option, make sure it is nice and bright. The end result should be pools of light in the dark of the 
inn 

.  
 
12. The Basement 
Create the third (and last) area for our little module – the basement of the inn. Make a 4x4 area using 
the mines and cavern tileset. Make sure it has some stairs leading up. Mine looked like this: 

 
 
13. Doors 
Now we have three areas, obviously we want the player to be able to get to all three. Notice I’ve been 
careful to ask you to put doorways in the inn and basement areas to let the player access them. 
Unfortunately, just putting the doorway in isn’ t enough – we need to add the actual doors and specify 
how the doors connect to each other.  
 



First we need to put a door in each doorway. Select the  button from the list above the right-hand 
subwindow and select door for each doorway. Remember there are four doorways that need doors (the 
one from the outside into the inn, the inn in the inn from the outside, the one from the main part of the 
inn to the basement and the one in the basement). For the outside area, look at the lodge building – you 
should be able to find the place to put the door. 
 
You may wonder why you need to specify four doors, not two. After all, isn’ t the door from the outside 
to the inn the same as the door in the inn that leads outside? Well, yes and no. Until you tell the engine 
which pair of doors connects to each other, it doesn’ t know. So we need to specify the door ways in and 
out of our areas, and then tell the engine which ones connect. 
 
Once the door is in place, right click on it and select properties. Don’ t worry if it takes a while for 
anything to happen – sometimes the properties window takes a little while to appear. 
 
The window that pops up should look like this: 
 

 
 
Change the tag to something that reflects the actual use of the door – like innbasement for the one that 
leads to the basement from the inn. These tags are very useful in keeping track of things – notice the 
doors are referenced by their tags in the list on the left hand subwindow. 
 
For each door-pair (should be two pairs): 
For one of the doors: get into its properties and window and select the Area Transition tab, choose 
“Door”  as the destination type. Then hit the Setup Area Transition button. Select the appropriate target 
area and door from the lists presented to you. Make sure the target type is door and the connection type 
is both ways. Hit OK 
 



You can check the properties for the other door in the pair if you like– the program should have the 
transition set up automatically for the second one, based on the target door you selected for the other 
half of the pair. 
 
You might want to test your module once you have the doors setup – at the very least to check if the 
doors are working correctly and wander around a bit, see if you can find the item you put in the bed and 
see if you think any more placeables would be useful. 
 
14. Making Things a Little Harder 
Let’s start giving our player a challenge – we’ re going to lock the door to the inn. Select the outside 
door of the inn (in the forest area) and get up its properties window. If you want to make the key the 
only way to open it, select the plot box – this will make the door indestructible.  If not, currently it has 
80 hit points, which means it could be bashed down – you can increase or decrease this if you like. 
Click on the Lock tab and select the Locked option.  Don’ t worry about the Can be Relocked or Key 
required to unlock or lock.  The first isn’ t important for this module and the second stops a rogue 
lockpicking it.  Speaking of which, 18 (the default) is a bit of a low difficulty – a player can always get 
20 when opening a lock out of combat. Make it 24 to make it at least something of a challenge if they 
can’ t find the key.  Notice there is also a Trap tag if you want to add a trap to the door – but I wouldn’ t 
bother for this module. 
 
Make sure that Automatically Remove Key after Use is checked – as we are not letting the door be 
relocked, we may as well remove the key to avoid cluttering up the player’s inventory. 
 
Tell the engine what the key will be by entering the name of key, say InnKey in the Key Tag box and 
hit OK. 
 
We need to create the key.  Select the item wizard from the wizard menu.  Scroll down, find key and 
select it.  Select Next and you should have a window like this: 

 
Give the key a name, making sure it is the same as you entered into the door’s key tag box. Hit Next 
and select the palette category where it will go – the key is rather important, so I suggest putting it in 
the Plot Item category. Select that one and hit Next. Check Launch Item Properties and hit Finish. 



 
In the general properties (where you start) check the Plot Item box so the key can’ t be destroyed. 
Go to the Appearance tab to select a nice look for your key.  Now hit OK.  You can find your new item 
under Items and Custom in the right hand sub-window, like this: 

 
 
This is where you can find all the items you create (the engine classifies them as custom, as opposed to 
the standard ones it provides). 
 



Now we need to hide the key somewhere. Select some item from the placeables list, put it near the door 
to the inn and give it an inventory by selecting Useable and Has Inventory. Go to its inventory, select 
custom items and find the InnKey under plot items. Put the key in the placeable. Most players should 
now be able to get into the locked inn by finding the key. 
 
Save and test your module. 
 
15. Items 
As you might have gathered from creating the key, we aren’ t limited to the standard items the engine 
provides – we can create new ones. Let’s create a sword. Start the I tem Wizard and select Longsword 
and hit Next. Give it a name, mark it as magical, level 6-10 and of high quality and hit Next: 

 
 
As you did for the key you need to put it in a custom item category. This time choose Weapons -> 
Bladed -> Longswords. Click Next, check Launch Item Properties and click Finish. 
 
As you have probably noticed, properties is a general concept applied to a whole range of the elements 
of a module. It’ s where you define the particular characteristics of each piece. 
 
Because we picked a level and quality for our sword in the wizard, it already has some properties – 
check the Properties tag.  They may not be what you want – play around with adding and deleting 
properties of the sword.  There are limits though – the more powerful you make the weapon the higher 
the Lore and Level required to use it – look how these values under the General tag change as you 
change the properties.  You an also update the in-game description of the weapon via the Description 
tab. Play around with your sword, but make sure the required level to use it does not end up too high – 
probably 4 is a good number to aim at, as this module is going to be for character of levels 4 to 8. 
 
15.1 Templates 
Technically, what you created isn’ t an in-game sword, but a template for one. Under all those placeable 
item lists are templates, which are used to create actual in game instances.  
 
Put a chest in the basement and put an instance of your sword into the chest. 
 



Once you have created an instance of an item you can edit its properties independently of those of the 
template. Changes you make to instance won’ t affect the template. If you go back and edit the template, 
the engine will ask you if you want those changes to apply to instances you have already created. 
 
By default, most containers randomly generate some contents for players to find. They do this by 
means of a script. Scripts are like little programs. They run at various times, depending on how they are 
set up. We’ ll look at scripts in a little more detail soon, but for now we just want to find them. 
 
Click on the Scripts tag of the properties of the chest in the basement. It should look something like 
this: 
 

 
 
Simply delete the entry next to OnOpen. That will stop extra contents being randomly generated, and 
just leave our sword. You can look at the script by clicking Edit, but be careful not to change anything 
there. 
 
16. Encounters 
At the moment our player is alone in the world.  Let’s start populating it.  In the type of game of which 
Neverwinter Nights is an example, most of the population of the world consists of people for the player 
to talk to and monsters and people to fight.  We’ ll add all three to our module. 
 
Let’s start with some monsters. You can either preset the things the player will fight, or let the 
computer randomly generate them (within some parameters you set). The latter is great for minor 
battles between major plot points.  
 
The Aurora engine lets you specify either the level of the things to be encountered, or lets you say they 
should be scaled to the level of the player character. Having preset encounters, that are only generated 
when the player arrives at the appropriate spot, means the computer doesn’ t have to keep track of their 
activity until they are needed – when can also have them pop up to surprise our player. 
 
Remember I said I put some webbed forest feature in my forest? Let’s put some spiders in there – big 
ones. 



 

Make sure you have the forest as the selected area and click on the Paint Encounters button  above 
the right-hand subwindow. The difficulty of the encounter is scaled to match the level of the player, but 
within limits (if an encounter was open to everyone it would have to include everything from Goblins 
to Ancient Red Dragons). We’ re making this adventure for characters of level 4-8, so pick the 
Moderate range. Choose the Vermin, Spider Group by double clicking on it. 
 
Move your cursor over to the area window, where the cursor becomes a paint brush to draw the trigger 
area for the encounter. Click on the area, and click-draw a trigger box of any shape. Double click on the 
last point to close the trigger area. 
 
The encounter will trigger when the player enters the trigger area. We now need to say where the 
monsters will appear. We probably don’ t wan them appearing right on top of the player (at least in this 
case) so move the cursor a little way off, outside the trigger area.  Right click and select Add Spawn 
Point. This is where the monsters will appear. It should look something like this (the purple arrow is 
the spawn point): 
 

 
 
You can always change an encounter latter (say adding extra spawn points or changing the properties, 
by selecting the encounter from the list in the left-hand subwindow) 
 
 



17. Encounter Properties 
As we’ve seen with other elements of a module, we can manipulate an encounter via its properties.  
Right click in either trigger area, or on the encounter in the list in the left-hand subwindow, and select 
Properties. Here we can alter the difficulty, the number of creatures, whether the creatures spawn all at 
once or continuously (they’ re all under the basic tab), modify the list of creatures that can be part of the 
encounter (that’s under the creature list tab), whether the encounter happens only once or every time 
the trigger area is entered (that’s under the Advanced tab) and various other things. Just have a look for 
now. 
 
You might want to add some more encounters – say some undead near the bridge over the stream and 
some animals somewhere along the road. 
 
If you find the challenge of the encounter is too easy or hard, the triggers too easy to avoid or the 
enemies spawning too near or too close, you can always go back and change things. 
 
The test module feature is a little less useful at this point as it tends to give you a level 1 character – 
who wouldn’ t have much chance against the encounters we have just created. I’ve put a level 10 
character on the website. It’ s on the practicals page. Download the file and put it in the 
NeverwinterNights\NWN\localvault. You can now use that character to test your module. But you’ ll 
have to do it by actually playing it. 
 
18. Preset Encounters 
That’s some nice combats to get our player warmed up. What about something more related to what is 
going on? 
 
Let’s start with some NPCs. They will (eventually) give the player some idea what is going on and 
what they are supposed to achieve. That will take some work with scripts and conversations- for the 
moment let’s just add them to the area.  
 

With the forest area selected, click on the Paint Creatures button  
Under NPCs -> Humans select Old Man and  Old Woman. Put them near the ruins in the centre of the 
area. You might also want to give them a camp fire placeable to keep them warm. You could also add 

sound to the campfire by clicking on the Paint Sounds button .  Select Campfire under Civilization 
and click on the campfire to put the sound there. 



 
 
Give them some names, either by typing them in or using the random name generator buttons. 
 
Now go to the inn, and let’s start wok on the big challenge to our player. 
 
Let’s put a couple of vampires there as the cause of all this trouble. Select Paint Creatures. You’ ll find 
the vampires under Monsters -> Undead -> Other.  Let’s use a vampire rogue and a vampire warrior. 
If you are having trouble working in any of these darkened area, deselect Use Area Lighting under the 
Environment menu.  



 
 
Now let’s set up our vampires. If you check their properties you’ ll see they are both level 10- probably 
a bit much for a single character of levels 4-8.  Take their levels down to 6, their natural AC (armour 
class) to 0 and base hit points to 45. Check out their feats, skills, spells and special abilities to make 
sure they work for the level of challenge we want.  Check out their inventory to see what they are 
carrying – maybe we should give that rogue a +1 dagger.  Don’ t forget to actually equip it – not much 
use to her if it’ s just in her backpack. 
 

 
 



Don’ t forget the Natural Equipment tag – lots of creature related stuff is put there. Check out the 
special attack and skin/hide of the vampires. Maybe the regeneration should be lowered from 5 to 2 
(right click on them to get up their properties). Double click on Regeneration [+5] to get a window like 
this: 
 

 
 
Double click on +2 and then OK.  Remember to do it for both vampires. 
 
19. Factions 
You might wonder what is to stop the monsters killing the old couple before the player can get to them. 
This is handled by the concept of Factions. Each monster and NPC is a member of a faction. There are 
a number of pre-generated factions (commoner, merchant, defender, hostile) and you can create new 
ones if you need. The defaults will do for this module though. The old couple are in the commoner 
faction, everything else is in the hostile faction.  Open up the Faction Editor, you find it in the tools 
menu. This allows you to view and alter the opinions of factions to each other. 
 
When first opened up the faction editor looks like this: 



 
 
Click on one the factions listed on the right hand side to see what they think of the other factions – for 
example for commoners 
 

 
 
To change one of the settings, simply click on the bar (or on the 0 line if the value is currently 0) and 
move the cursor up and down while holding the left mouse button down. The higher the level, the 
better the relationship. Note that relationships are not symmetrical – if we improve the opinion 
commoners have of hostiles, as below 



.  
 
We still have to select hostiles and improve their opinion of commoners. Set both levels to 50 and the 
old couple will be safe from any monsters the player may come across. 
 
Just one last thing to make sure the old couple stick around – go into the properties for each them, 
select the Advanced tag and check Plot. That way nobody, not even the player, will be able to kill them 
(including accidentally, such as from a misplaced area of effect spell). 
 
20. Last Words 
We have somewhere for the action to take place, a cast of NPCs and monsters, things for the player to 
do and find. However the player isn’ t getting any information. No quests, no conversations, nothing. 
That’s for the next practical class, when we’ ll look at conversations and scripts.  Just as a taste, let’s set 
up the player’s journal. That will take a script, but a very simple one. 
 
Left click on Scripts in the left hand subwindow and select New: 



 
 
This will bring up the script editor window: 

 
 
Starting at line 3 enter 
    object oPC = GetFirstPC(); 
    AddJournalQuestEntry("BlackgroveInn", 10, oPC); 
 
So that it looks like  



 
 
You might know enough programming to understand most of what this is doing. If not, don’ t worry too 
much, but feel free to ask. 

Click on the save as button and type forest_on_enter next to resource name: 

 
 
Click Save and exit the script editor. You should see your new scripted listed in the left-hand 
subwindow. We now have to tell the engine when to use the script. Select the forest area and get up its 
properties.  Select the Events tag and put the name of your script in the OnEnter box. This box says 
what script (if any) to use when the area is entered. 



 
 
Click OK. Now we need to set up the journal entry referenced in the script. 
 
Select the Journal Editor from the Tools Menu: 

 
Click the Add button to add a new entry. 
 
Click on the new entry and change its name and category to something more useful like 
Name: Blackgrove Inn 
Tag: BlackgroveInn (note this is the tag we used in the script – very important that they match) 
 
Click on Add again to add a new entry 
Change the new entry’s ID to 10 and enter the following text for it: 



 
Night has come upon you and you have failed to find a place to stay.  You were told that the Blackgrove 
Inn was close enough that you should have reached it by nightfall, but you have not found it yet.  
Rather than camping you have decided to push on and find the inn. 
 
Note that 10 is the number used in the script. We need the tag and number to match so the engine will 
put the correct entry in the player’s journal. 
 
You might wonder why we put 10 and not 1.  It’s best to leave gaps in things like this so if we come 
back later and decide we need an entry between two existing ones we don’ t have to renumber all the 
ones we already have. 
 
OK, save your module and try it out – you should look at your journal as soon as you start play and see 
the entry you just created. 
 
Next time we’ ll look at scripts and conversations, but that’s enough for now. If you have some time 
left, play around with the options some more. 


