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Action Files

1.0 Introduction

1.1 Overview

The Action file (NVC) specifies the actions available to the player in a specific location during a specific time or range of times. The NVCs to be loaded for a scene are determined by the SIFs for that scene.

1.2 Organization

Each NVC is divided into sections containing different types of data required for the actions to be available. A header identifies each section after the main section.

1.2.1 Main section

The first, or main section of the NVC, does not have a header. This section lists noun-verb-case triplets and their corresponding scripts.

1.2.2 [LOGIC]

This section consists of a list of the cases used by the actions in the NVC and their evaluation scripts. Note that there are a number of “generic” cases that are evaluated by the game and are therefore not listed here including C_ALL, C_GABE_ALL, C_1ST_TIME, etc.

1.2.3 [DELETED_LINES]

This section exists only to help track changes to the design and is ignored by the game.

2.0 FORMAT

2.1 Main Section

This section lists noun-verb-case triplets and their corresponding scripts. There is no header for this section, and the game assumes that each NVC begins with this section.

2.1.1 Noun, Verb, Case

The first three items on each line list the Noun, Verb, and Case that identify the action. These three items must appear in order and be the first items on the line. 

2.1.2 Approach

This item specifies how the ego should be positioned before the action’s script is executed. If no approach is specified then the ego will not be positioned. The “target” of the approach is specified by a separate label and is interpreted  differently by each of the approach types.

2.1.2.1 WalkTo

Ego walks to a specified position.

2.1.2.2 Anim

Ego walks to a position that corresponds to the first frame of an animation.

2.1.2.3 Near

If the Ego is not close to a position, it walks to that position.

2.1.2.4 NearModel

If the Ego is not close to a specific model, it walks to a position that is close to the model.

2.1.2.5 Region

If the Ego is outside of the specified region, it walks to the center of that region.

2.1.2.6 TurnTo

The Ego turns to face a specified position.

2.1.2.7 TurnToModel

The Ego turns to face the specified model.

WalkToSee
The Ego walks until the model indicated in the target is in its view.

2.1.3 Target

This item specifies the target of the approach. The target is interpreted in different ways depending on the type of approach specified. If a target is listed, but no approach type is specified, the game will attempt to use the WalkTo approach.

2.1.4 Script

This item specifies a command or set of commands (in the Sheep scripting language) to execute when the action is performed.

2.1.5 Example

JEAN, TALK, ALL, approach=WalkTo, target=TO_DESK, script={ SetConversation(“GABEJEAN”) }

2.2 [LOGIC]

This section consists of a list of the cases used by the actions in the NVC and their evaluation scripts. 

2.2.1 Case

This label identifies the case for which evaluation is being specified.

2.2.2 Evaluation String

This item consists of a Sheep expression that is to be evaluated to determine if the specified case is true. This item is delimited by brackets ‘{‘ and ‘}’ and may run across several lines in the file.

2.2.3 Example

NOT_SEEN_MOSELY={!GetFlag("SeenMosely")}
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