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How the Artemis Engine Works with the XML

| aunch Artemis

l

<start> block is executed

l <

All <event> block conditions evaluated.
Those events with all true conditions are executed.

\ Loops/

to the next cycle

Anatomy of an <event> block: Works Like...

<event> <event>

L EONFI L OT> IF <condition> AND
<conditiomn> IF <condition> AND
Tcondition> PEsconcr i o>
<command> DO <command> AND
<command> DO <command>
</event> </event>

J T — T — B ———




<Ml Slonedat o e r Saon =100

S R, Executes on Artemis launch -->

<sEart>
<create type ="player" x="50000" y="0" z="50000" name="Artemis" angle="0"/>
<set variable name="currentState" value="0" />

<lstarts

e . Execres: o currentstate=0 =2

<event>
<if variable name="currentState" comparator="EQUALS" value="0" />
<set variable name="currentState" value="1" />

</event>

S e, Executesi ol currenptotate=r===->

SEETES
<if variable name="currentState" comparator="EQUALS" wvalue="1" />
<set variable name="currentState" value="0" />

</event>

</mission_data>

This code will flop currentState
between 0 and 1.

Value at End of Cycle currentState >
Wastefully sucking down CPU cycles

Start 0

as it should be doing something else...

First Cycle 1 : :
Second Cycle 0 or termlnatlng. S
Third Cycle 1
Fourth Cycle 0

Fifth Cycle 1




Use a Timer.

<mESSFom=sdatatve rsion=——rl-cels>

LSS
<set_variable name="created" wvalue="0">
LS s

<event>
<if variable name="created" comparator="EQUALS" value="0" />
<create type="enemy" x="45846.0" y="0.0" z="94421.0" angle="294.8" raceKeys="Kralien enemy"
hullKeys="large medium small" fleetnumber="1" name="badlyNamedShip" />
SsStariablc=nametereatoedi-rad-ue=11 >
<set timer name="addShipAI" seconds="2" />
</event>

<EVErE>

<if timer finished name="addShipAI" />

<clear ai name="badlyNamedShip" />

Ladch et yp e PO N RO R g a - ged a0 i eyasitrez = sy arsne S S 0 N0 O i avasised =St (!
name="badlyNamedShip" />

</event>

</mission_data>

Some objects want to exist before properties
(like the Brain Stack) can be added.
The forums recommend a timer to give the engine
a chance to fully create the object.

R S s e T S A bt B A B A iR




Expressions
and randomness.

SBEsiondeite e TSt G

<start>
<Setivariablesnancs=someNunbe = vatune="10">
<SSt sverraplcsnane SanoshcaNEnberiSatl e =it a i
SEEarigh e e = I CE NS e =T
</start>

SeVenEs
<if variable name="someNumber" comparator="LESS EQUAL" value="anotherNumber+increment" />
<set variable name="randomNumber" randomIntLow="1" randomIntHigh="10" />
Ssetiivariablicnane="soncNumber ratkuc = Sncrement trandominmber =3
<addto object property value="someNumber" property="position¥" name="Artemis" />

</event>

</mission data>
Variables can be used in expressions (+ -/ *).
Don’t write code like this...

This is just to give you syntax.
Use random numbers and expressions meaningfully.




To Test/Run your Mission:

1.

Create a folder named MISS_yourMissionName

Name your XML MISS_yourMissionName.xml

Put the XML in your folder

Copy your folder to %artemisinstallationFolder%\dat\Missions\
Start Artemis

Select ‘Start Server’

Select ‘Scripted Game’

Choose your Mission

e SN A U s e

Select ‘Start Game’

Note: Custom artwork has to be installed on each station.




R dnatsaassasdd
T bt e L O G T BRI DGR st s

Debugging.

Try out the <log text="Debug message">.

Try pressing F7 multiple times
on the server when Artemis is running.



Next: Check out mission-file-docs.txt that
came with your installation.

Install and try out the Mission Editor.

Read some good code examples
that actually do Real Things. Many
fine missions can be downloaded.

Read the forums.
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Another Example.

NS eg o aivarave S Oll ke

e Gl
<create type ="player" x="50000" y="0" z="50000" name="Artemis" angle="0"/>
<set variable name="currentState" value="0" />

S ante

S Executes on currentState=0 -->

<event>
Srfsvar) ablesname=rcurrenkEstatelirconperator="E0UREST Sy aliie =11 >
<set variable name="currentState" wvalue="1" />

</event>
N T Executes on currentState=1 -->
<event>
g SiEbSratralbilessame = cur ranESE s etreompera Eor= CROURE S o bne==" 7>
<set variable name="currentState" wvalue="2" />
</event>

</mission data>

| This code will execute
both events sequentially
and stop.

Value at End of Cycle currentState

Start 0

First Cycle 1

Second Cycle 2

Third Cycle 2

! Fourth Cycle 2
2

Fifth Cycle




<missioncdatasversion=rit 601> AnOther Exam p I S

<start>
<create type ="player" x="50000" y="0" z="50000" name="Artemis" angle="0"/>

S e e Ehalliersboienabtedsto ====>
S I s Pisabless.Sat=endbledsitoslsne>
<set variable name="enabled" value="1" />
<set variable name="currentState" value="0" />

= il o S

e e e Executes on enabled=1 AND currentState=0 -->

<event>
<if variable name="enabled" comparator="EQUALS" value="1" />
Lifswvariablenames Y eHrrentotabel"eomparateor—"EOUAL ST vade="g" i
<set variable name="currentState" value="1" />

S This code will execute

z;;;néé‘.' Executes on enabled=1 AND currentState=1l --> E}Ei(:f] EB\/EBth S(E(}LJEBr]tiElII)/

ifsvariablername="lenabledsconparat or="HOURESN T aliue=" >

<if variable name="currentState" comparator="EQUALS" value="1" /> (j F) F) " (i f
<get—wariablesNanc= tolr rentotate value="121 /> Elr\ StI) / rlr11(3 ()r
</event> }]° I<
somet LEES 0O make

A A S Executes on enabled=1 AND currentState=1 --> g
<event> enabled=1 again.

<if variable name="enabled" comparator="EQUALS" value="1" />

<iEivaridble-mane=lcurrentStatelt comparator="EOUALS"=value="2" />

<set variable name="enabled" value="0" />

SsetsvarrablesnamesrCrr rentState’ T va Fue="r0¥
</event>

</mission data>

Value at End of enabled currentState

Start 1 0
First Cycle 1 1
Second Cycle 1 2
Third Cycle 0 0 : :
4 You could still use one variable
Fourth Cycle 0 0 :
if you wanted...
Fifth Cycle 0 0




