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211G oehibeg mou akoAouBoUv mopatiBevral oplopéva oAU PBaoikd scripts, o TPOMOG Asltoupylag Kal
TapaETPOTOinNonG Toug. MNeploootepa pUnopeite va Bpeite oto:

http://www.free-Isl-scripts.com/cgi/freescripts.plx

1 kavovtag avalntnon oto Google, Balovtag oToug 0pouC TNG avalTtNoNnG ONMWadNTOoTE Kal TIG AEEeLg Isl
script (Isl elval n y\wooao npoypappatiopou tou Second Life aAA& kat tou Opensim).

FeVIKA TIPETEL VAL TIPOCTEXETE TN oUVTAEN TwWV evToAwv. OTL BplokeTal péoa oe eloaywyka (" ") eival keipevo
TO omolo Kal pmopeite va aAAagete. Eniong, omola ypapun tou script €xel umpootd tng SU0o TMAGYLEG
VYPOUUES (// ), elvat oxoAo kal Sev ekteAeital.

Npoocoxn!

H avtiypadn kat n €mkOAANCn OTO XwpPo Tou ypadouue To script oto Opensim opKeteg dopég Sev
Soulelel kahd. To mpoBAnua mapouataletal cuvnBwg otnv 1 oTig aykUAeg ( } ) mou kAsivouv to script.
KaAod eivat va tig Staypadete kat va tig Eavaypdadete. Eniong, OAa ta scripts UMAPXOUV Kal WE AVTLKEILEVA
£TOLUO TIPOG Xprion oto Inventory cag oto pakeAo Lessons.



Script neplotpodnig

1. ArtAO script meplotpodnG LE TNV TOMOOETNON TOU QVTLKELLEVOU

default

{
state_entry()

{
[ITargetOmega(<0.0, 0.0, 1.0>, 0.2, 1);

}
}

2. ATtAG script mteplotpodrg OTAV KAVOURE KALK OTO OVTLKELLEVO

default
{

touch_start(integer num_detected)

{
[ITargetOmega(<0.0, 0.0, 1.0>, 0.2, 1);

}
}

3.Script meplotpodg KAl OTOUATHHATOG HE KALK

default

{
touch_start(integer num_detected)
{
[ITargetOmega(<0.0, 0.0, 1.0>, 0.2, 1);
state loop;
}

}

state loop

{
touch_start(integer num_detected)
{
[ITargetOmega(<0.0, 0.0, 0.0>, 0, 0);
state default;
}

}

4. Script neplotpodng yUpw amd AMOUAKPUGHEVO ChUELD

XPNOLUOTIOLOUUE 2 KOl TIEPLOCOTEPQ OVTIKEIUEVA. XTO QVTIKELLEVO TTOU Ba gival To KEVTPO TN MEPLOTPODNC
TomoBeToUUE €va Amo To MponyoUeva scripts avaioya pe to tL OéAoupe va emituxoupe. EmAéyoupe ta
OVTIKE{PEVQ, PEe TEAEUTALO OUTO TTOU TIEPLEXEL TO script Kal ta kavoupue link (Tools, Link)



Scripts nxov

1. ArtAO script RXOU, OTOV OLKOUMTTAUE VO OVTIKELNEVO.

MpoUmoBétel TNV TOmMoBETNON TOU OpXeElou NXOU OTO avTikeipevo autd, otnv kaptéda Content. Ito
OUYKEKPLUEVO script mpémel va aAAGEoue To Ovopa Tou apxelou fxou amo sample_small og otL évoua
apxelou éxoupe. YIapxeL meploplopodg otn SlapkeLla tou apxeiou (10 Seutepodental).

default
{
state_entry()
{
}
touch_start(integer total_number)
{
[IPlaySound("sample_small",1);
}

}

2. ATtAG script Stapkoug emavaAnyng RXou.

MpoUmoBétel TNV TOomoBETnon TOu OpXeElOoU NXOU OTO avTlKeipevo autd, otnv kaptéla Content. Ito
OUYKEKPLUEVO script, TpEmel va aAAGEoupe To Ovopa Tou apxeiou Axou amd sample_small og otL dvopa
opxelou éxoupe. YIapxel meploplopdg otn Slapkela tou apxeiou (10 SeutepoAemtal).

default
{
state_entry()
{
lILoopSound ("sample_small",1);
}
}

3. AntAG script SLapkoug emavAaAnyPng KoL OTOLULOTALATOG RXOU, OTOV LKOUMTIALLE £VA OVTLKELLEVO.

Kdavovtac kAlk oto avtikeipevo €ekivd o nNxog. Me 8eUTepo KALK OTO QVTLIKE(PEVO, O NXOC OTAMOTAEL
MpoUmoBétel TNV TtomoBEétnon tou oOpXelou NXou oOTO avtikeipevo autd, otnv kaptéha Content. Ito
OUYKEKPLUEVO script, Tipémel va aAaéoupe to dvopa tou apxeiou nNxou amd sample_small og 6t dvopa
opxelov éxoupe. Yrapxel meploplopdg otn Stapkela tou apxeiou (10 SsutepoAemrtal).



default
{

touch_start(integer num_detected)

{

llLoopSound("sample_small",1); //Put the sound file's name thats inside the object or the UUID in
between the ""

state loop;
}
}
state loop
{
touch_start(integer num_detected)
{
lIStopSound();//this will stop the loop sound
state default;
}
}

4. EktéAeon apxeiou Axov mp3
Aev amotteitat script, aAAd akoAouBoU e Ta TapakaTw Prpato:

1. TomoBetol e T0 apyeio nxou .mp3 oto dpakelo Simonastick\www. To apyelo nxou Ba mpémel va €xel
bitrate péxpt 192Kbps.

2. Xto dakeho WWW, umdpyxouv 2 apxeio pe katdAnén .html (video.html kot sound_looping.html).
Erudéyoupe va ene€epyaotolpe o apxeio sound_looping.html (avolyet kat pe Notepad-Znueiwpatdplo).

3. MetaBaivoupe oto onpeio mMoOU MAPAKATW £ivol UTIOYPAUULOUEVO Kal orAd oAAA{oupEe TO Ovopa TOU
apxeiouv og autd ou Ba XpNOLOTIOL OOV UE:

<script type="text/javascript">
CodoPlayer("http://127.0.0.1/sound.mp3",

{
width: 1024,

height: 768,
autoplay: true,
loop: true

b

</script>

4. Av 1o emiBupoupe, aAaloupe T SnAwoelg autoplay kal loop, anod true ot false. Me to autoplay o nxog
nailel avtopata Kot pe To Loop o Axog mailsl agvaa.

5. AltoBnkeVOULLE TO APXELO UE TO OVOO TIOU eMLBUPOUUE

6. TOMOBETOUE OTOV ELKOVLKO KOOWO €va avTiKEipevo (Umopel va eival kat évog amhoc kUBog) oto omoio
Kavovtag kKAlk Ba mailet o Axoc.

7. Kavoupue el kKAlk oTo avtikeipevo kat emidéyoupe Edit.

8. Metafaivoupe otnv kaptéha Texture.

9. Kdvoupe KALK OTO TETpaywVAKL Select Face Tou pag eMITPENEL va eMNEEOULE HOVO HLa €6pa ATO TO
avTIKE(peVO pag. NopatnpoUpe OTL N CUYKEKPLUEVN £6pa €XEL ATIOKTAOEL €va KUKAO e €vVav OTAUPO OTh
MEoN, Tou €lval n EVBELEn OTL N CUYKEKPLUEVN €8pa lval ETUAEYUEVN.



10. EmiAéyoupe Media amnd to mAfktpo smhoyric Materials/Media kot kavoupue KAk oto mAfRktpo Choose
OMw¢ paivetal otV MAPAKATW ELKOVAL
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11. Ztnv kaptéla mou spdaviletal, mAnktpoloyoLpe: hitp://127.0.0.1/XXX.html (6rtou XXX to 6vopa tou
opxelouv mou enefepyaotrikape ota ponyoleva Bripata) kat matape OK.

General

Q270 020000mes

R ——

MapatnEOUUE OTL OTO AVTIKELUEVO Hag epdavilovTal XELPLOTAPLA TTOU HAG EMTPEMOUV va Maloupe f va
OTOLATA)OOUE TOV AXO.



5. Script mou nailelt mp3 apxeia pe emhoyn

Mpémnel va Bahoupe ta apxela mp3 oto dpdakeho simonastick\www kol Tpémel va ovopdalovral 1.mp3,
2.mp3, KTA

list music = [
"Mpwto Koppatt",
"AgUtepO KOppatL" 1;

string url = "http://127.0.0.1/";
default
{
touch_start(integer num)
{
// show dialog with available musics
[IDialog(llGetOwner(), "", [
"MpwTto Koppart",
"AeUTEPO KOppATL",
"stop music"],

-45);

}

state_entry()
{

[ITargetOmega(<0.0, 0.0, 1.0>, 0.2, 1);

liListen(-45, "", NULL_KEY, "");
}

listen(integer channel,string name,key id,string msg)
{

if (msg == "stop music") {
// setting URL to empty string stops music playback
lISetParcelMusicURL("");
}else {
// search position in music list
integer len = lIGetListLength(music);
integer i;
for (i=0;i<len;i++) {
string info = lIList2String(music, i);
if (IIGetSubString(info, O, lIStringlLength(msg) - 1) == msg) {
// show info
lIWhisper(0, "loading music: " +info + "...");
IIWhisper(0, "click the play button at screen bottom");

// stop previous music
lISetParcelMusicURL("");

// musics are named 1.0gg, 2.0gg etc.
lISetParcelMusicURL(url + (string) (i+1) + ".mp3");



Avolypa web ogAidwv

Aev amoatteital script, aAAd akoAouBoulpe ta Bripata tonoBétnong apxeiov nxov .mp3. H povn dtadopa
gival otL oto Bua 7 ypadoupue tn SlevBuvon tng LotooeAidag mou BEAOUUE va avolyel, TAvTa OUWE UE TO
npo6Beua http://.

Mapatipnon: To oTeped TPEMEL VO €XEL SLOCTACELG TETOLEG TIOU VO ETUTPEMOUV TN oWwOoTr gudAvion tng
LotooeAidag.

MNapatipnon: O evowpatwHEVOC GUANoUEeTPNTNG Sev eival oe B€on va mpoBdlel oeAibeg pe TeplexOEVO
activeX n kat Java. Otav n oeAida dev mpofdlietal cwotd, Ba mpénel and T pubuicslg va oploete oL
oelibec va avoiyouv pe e€wtepko pullopetpntr (Preferences, Network)

NpoBoAn video

Aev amnatteital script, aA\d akoAouBoUpe Ta Bripata TonoBETnong apxXelou HXOU TTOU TAPOUCLACTNKAV TILO
navw. To apyeio mou xpelaletal va enetepyoaoteite eival o video.html. Ta apyela video kaAo eival va
gival Pnolomotnpéva katd mpeg (.mp4). Me kamolo mpoypappo anobrikeuong apxeiwv amo to Youtude,
UTTopoUUE va “KateBAcoupe” Kol va armobnkeUooupe oto GAKEAO WWW TETOLO. OpXEia.

EVOAAOKTLKA, UTTOPOULE VA XPNOLLOTIOL| 00U e UTIEpoUVOETO oto Youtube, pe Tnv €€n¢ dladikaoia:

1. Avuypaddoupe and tov unepouvdeopo tou Youtube povo to pépog ekeivo mou adopd to moto Bivieo
B€Noupe va Taiéel, yla mapAdeLlypa, oo Tov UTEEPOUVOECO:
https://www.youtube.com/watch?v=0whgTpVB3-A xpeLalopacte uévo to Koppdatt OwhgTpVB3-A

2. Itnv emupAvELD TOU aVTLKELEVOU TTou Ba aiel To Bivteo, otnv emthoyr) Media, mpooBEtoupe Tov €€AG
ouvdeopo, wg £xel aAAalovtag LOVO TO KOUUATL Tou adopd to Bivteo:
http://www.youtube.com/embed/OwhgTpVB3-A?rel=0&amp;autoplay=1;fs=0;autohide=0;hd=0;
(mapatnpeiote To onpeio oto omoio pocBEcape To Bivteo)

3. AmosmnAéyoupe to Autoscale media on the face of the object kat Sivoupe wg ouykekpuévo péyebog to
1024X768 kol kKavoupe KAk oTo OK yLo va emovéABoue oTnV apxtkni KapTéAa

4. Kavoupe KAk oto mAnktpo Align

Media Settings
General  Customize  Security

Home Page:

More info
Texture Content

Default




Scripts evaAAayng elkGvVwv

1. Slide show autopato. Ol elLKOVEG MPEMEL va elval PLEoa oTnV KaptéAa Content.

integer CrTXUR;
integer TotTXUR;
float wait = 5; //Number of seconds each picture is shown

default

{
state_entry()
{

|ISetTimerEvent(wait);
TotTXUR=lIGetInventoryNumber(INVENTORY_TEXTURE);

}

timer()
{if(0 < TotTXUR)
{if(CFTXUR < TotTXUR - 1)
{ CrTXUR++;}

else

{ CrTXUR=0;

TotTXUR=IlIGetlnventoryNumber(INVENTORY_TEXTURE);}
[ISetTexture(llGetiInventoryName(INVENTORY_TEXTURE, CrTXUR), ALL_SIDES); }

}

2. Slide show pe tig eikOveg va aAAalouv He KALK, Oslplakd. OL €LKOVEG MPEMEL va ival péca oTnV
KaptéAa Content.

default
{

touch_start(integer total_number)
{
integer number = lIGetinventoryNumber(INVENTORY_TEXTURE);
float rand = lIFrand(number);
integer choice = (integer)rand;
string name = lIGetInventoryName(INVENTORY_TEXTURE, choice);
if (name I="")
[ISetTexture(name, 2);



3. Slide show e pevoU el oyr|g ELKOVOLG, OL ELKOVEG MPENEL vaL Elval péoa otnv KaptéAa Content.

integeri=0;
integer currentPos = 0;

integer listener;
integer MENU_CHANNEL ;

// opens menu channel and displays dialog
Dialog(key id)
{

list MENU1 = [];

// count the textures in the prim to see if we need pages
integer c = lIGetinventoryNumber(INVENTORY_TEXTURE);
if (c<=12)
{
for(i=0;i<c;i++){
MENU1 += lIGetInventoryName(INVENTORY_TEXTURE, i);
}
}

else

{

for (i=10 * currentPos; i < (10 + (10 * currentPos)) ; i++) {

// check to make sure name <= 24, or else the menu will not work.
string aname = lIGetInventoryName(INVENTORY_TEXTURE, i);
if ( [IStringLength(aname) >24)
{
[lOwnerSay("The texture named " + aname + " has too long of a name to be used, please give it a
shorter name <= 24 characters ");
}
else
{
if (i<c){
MENU1 += aname;
}
}
}
MENU1 +=">>";
if (currentPos != 0)
MENU1 +="<<";
else
MENU1 +="-";

MENU_CHANNEL = (integer) (IIFrand(10000) + 10000);
listener = lIListen(MENU_CHANNEL, "", NULL_KEY, "");

lIDialog(id, "Select one object below: ", MENU1, MENU_CHANNEL);



default
{
on_rez(integer num)
{
// reset scripts on rez
[IResetScript();

}

touch_start(integer total_number)
{
// display the dialog
Dialog(lIDetectedKey(0));
}

listen(integer channel, string name, key id, string message)
{
if (channel == MENU_CHANNEL)
{

lIListenRemove(listener);

if (message ==">>"

{
currentPos ++;
Dialog(id);

}

else if (message == "<<"

{
currentPos--;
if (currentPos < 0)

currentPos =0;

Dialog(id);

}

else

{
// display the texture from menu selection
[ISetTexture(message, ALL_SIDES);



Chat bot script

ATAOG script SladopeTikwV anavtioswv KABe Gpopd Mou KAVOULE KALK OTO OVTLKELHEVO.

Inueiwon: OL anavtioslg emAéyovtal Tuyaia.

default
{

state_entry()
{

[ISetText("Kavte kA yLa va oag Swow amavtroelg ",<1,1,1>,1.0);

}

touch_start(integer total_number)
{

list words = [

"Opaioc katpoc”,

"Oa Bpétel",

"Oa xovioel",

"Oa £xeLnAo",

"Oa £xeL kpUO",

"Oa €xeL TOAU Léotn",

"Oa puodel”,

"Bpoxepn| pépa ofpepa’];

integer i = (integer)lIFrand(llGetListLength(words));
[ISay(0, lIList2String(words,i));

Script napoxn¢ nAnpodopilwv
Anotteital Kal pa notecard pe to 6vopo Welcomelnfo

To script mepLéxet:

// A message to say when clicked on. Set to "" for no message

string message ="";
// A notecard to pass, when clicked on. Set to "" for no notecard

// Could be any item in the object's inventory (e.g. a landmark).
string notecard = "Welcomelnfo";

default
{



state_entry()

{
[ISetText("Kdavte KAk yla mAnpodopieg”,<1,1,1>,1.0);

}

touch_start(integer num_detected)

{
// Say message, if set
if (message 1="") lISay(0, message);

// Give notecard, if set
if (notecard !="") lIGivelnventory(lIDetectedKey(0), notecard);

H notecard mepléyet:

AuTEC eilval oL TAnpodopiec ...



Script quiz ntoAAanAwv entAoywv og Pevoul

Anatteital kal pa notecard e 1o 6vopa quiz

To script mepléxet:

string question; // Text for the current question

string options; // String of options - to be broken into a list
string posFeedback; // Positive feedback text for current question
string negFeedback; // Negative feedback for current question
string correct; // Expected correct answer for current question

list questionSet;  // Full set of question text from notecard

list optionsSet; // All option sets from notecard - one string of options per question
list posFeedbackSet; // All positive feedback

list negFeedbackSet; // All negative feedback

list correctSet; // All correct answers

integer active; // True if currently being used

integer currentLine; // For extracting data from notecard
integer currentQ;  // For tracking number of current question
integer totalQs; // Stores total number of questions extracted
integer score; // Users score

integer liHandle;  // Handle to remove listener once quiz is complete

key quizUser; // key of the avatar taking the quiz

// Function to reset variables between quiz uses
resetVars()

{
guestion ="";
options ="";
posFeedback ="";

negFeedback ="";

correct ="";

guestionSet = [];
optionsSet = [];
posFeedbackSet = [];
negFeedbackSet = [];
correctSet = [];

active = FALSE;
currentLine =0;
currentQ =0;
totalQs = 0;
score =0;



// Function ro present feedback
presentFinal()
{
string finalText = "\n";
finalText += "Quiz complete \n";
finalText += "You scored " + (string)score + " out of " + (string)totalQs;
[IDialog(quizUser, finalText, ["Close"], 12);
active = FALSE;
lIListenRemove(liHandle);

}

// Function to present a question
presentQuestion()
{
// Obtain list of options - seperated in string by vertical bars
list theseOptions = lIParseString2List(lIList2String(optionsSet, currentQ), ["|"], [1);

// Output the question
string dialogString = "\n" + (string)(currentQ+1) + ") " + lIList2String(questionSet, currentQ) + "\n"; //
Question text

integer i;

list dialogOptions = [];

for (i=0; i<llGetListLength(theseOptions); i++) // Options

{
//1ISay(0, (string)(i+1) + "." + lIList2String(theseOptions, i)); // puts numbers in front of options
dialogOptions += [lIList2String(theseOptions, i)];

}

lIDialog(quizUser, dialogString, dialogOptions, 12);
}

default

{
state_entry()
{

resetVars();

}

touch_start(integer num)
{
// If active
if (active)
{
// Check if questions remain
if (currentQ < totalQs)
{
// Trigger next question
presentQuestion();
}

else

{

presentFinal();



}

}

else

{
// Load questions from notecard
resetVars();
active = TRUE;
quizUser = lIDetectedKey(0);
lIGetNotecardLine("quiz", currentLine);

}

}

// Rep[eatedly called when questions are being loaded
dataserver(key query_id, string data)
{
// If not end of file
if (data != EOF)
{
// Identiy type
string type = lIGetSubString(data, 0, 0);
string value = llGetSubString(data, 1, -1);

|f (type != u#u)
{
if (type == "?") question = value;
else if (type =="*") options += value +"|";

else if (type =="1") correct = value;
else if (type =="+") posFeedback = value;
else if (type =="-") negFeedback = value;

currentlLine++;
lIGetNotecardLine("quiz", currentLine);
}

else

{
//end of question block

// Store options

questionSet += [question];

optionsSet += [lIGetSubString(options, 0, -1)];
posFeedbackSet += [posFeedback];
negFeedbackSet += [negFeedback];
correctSet += [correct];

options ="";
totalQs++;
// Start loading next

currentLine++;
lIGetNotecardLine("quiz", currentLine);



else

{
// Present first question
currentQ =0;
presentQuestion();

// Start listeningj to input from person taking the quiz
liHandle = llListen(12, "", quizUser, "");
}
}

// Only listens to person that started the quiz
listen(integer channel, string name, key id, string message)
{
// If matches correct answer
if (message == "Next->")
{
if (currentQ < totalQs)
{
// Trigger next question
presentQuestion();
}
else
{
presentFinal();
}
1
else if (message == lIList2String(correctSet, currentQ))
{
// Show positive feedback
lIDialog(quizUser, "\n" + lIList2String(posFeedbackSet, currentQ), ["Next->"], 12);
score++;
currentQ++;
}
else
{
// Show negative feedback
lIDialog(quizUser, "\n" + lIList2String(negFeedbackSet, currentQ), ["Next->"], 12);
currentQ++;
1
}
}

H notecard mepléxel (mpooéfte TN Soun TWV EPWTACEWY KOL ATTAVTHCEWV):

?Multiple choice: What colour is grass?
*Red

*Green

*Blue

IGreen

+Correct

-The correct answer was B. Green



#

?What is the maximum number of letters for an option?
*7

*8

*9

19

+Correct

-Wrong. The maximum is 9

#



Script kivhong upng

H oUvtaén tng evtoAng eivat:
lISetTextureAnim( integer mode, integer face, integer sizex, integer sizey, float start, float length, float rate

);

¢ integer mode — mask of Mode flags
e integer face — face number or ALL SIDES
e integer sizex — horizontal frames (ignored for ROTATE and SCALE)

e integer sizey - vertical frames (ignored for ROTATE and SCALE)

e float start - Start position/frame number (or radians for ROTATE)
e float length — number of frames to display (or radians for ROTATE)
e float rate —frames per second (must not be zero)

ANIM ON [0x01|Texture animation is on. This must be set to start the animation, cleared to stop it.

LOOP 0x02 [Loop the texture animation.

REVERSE 0x04 [Play animation in reverse direction.

PING PONG |0x08|Play animation going forwards, then backwards.

Slide in the X direction, instead of playing separate frames.

SMOOTH Ox10 In both SCALE and ROTATE modes, causes smooth transitions.

Animate texture rotation.

ROTATE 028 Does not work with SCALE

Animate the texture scale.

SCALE Lt Does not work with ROTATE

This slides a texture smoothly and loops it when it gets to the end.

lISetTextureAnim(ANIM_ON | SMOOTH | LOOP, ALL SIDES, 1, 1, 1.0, 1.0, 1.0);

This slides a texture smoothly in the opposite direction

lISetTextureAnim(ANIM_ON | SMOOTH | LOOP, ALL_SIDES, 1, 1, 1.0, 1.0, -1.0);

This divides a texture into 64 "cells", 8 across, and 8 down, and flips through them, left to right, top to
bottom. This is useful for cell animation.

lISetTextureAnim( ANIM_ON | LOOP, ALL_SIDES, 8, 8, 0.0, 64.0, 6.4 );

This rotates a texture counter-clockwise at 2 revolutions per second. Change the last value to -2*TWO_PI to
rotate clockwise.

lISetTextureAnim(ANIM_ON | SMOOTH | ROTATE | LOOP, ALL_SIDES,1,1,0, TWO_PI, 2*TWO_PI);

This scales a texture larger and smaller.

lISetTextureAnim(ANIM_ON | SMOOTH | SCALE | PING_PONG | LOOP, ALL_SIDES, 1, 1, 1.0, 3.0, 2.0);

This turns off all texture animations

lISetTextureAnim(FALSE, ALL_SIDES, 0, 0, 0.0, 0.0, 1.0);

1. ArtA6 animation udng

default {
//this state will allow colors to be set
state_entry() {
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http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ANIM_ON
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=SMOOTH
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=LOOP
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES
http://wiki.secondlife.com/index.php?title=llSetTextureAnim
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ANIM_ON
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=SMOOTH
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=LOOP
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES
http://wiki.secondlife.com/index.php?title=llSetTextureAnim
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ANIM_ON
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=LOOP
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES
http://wiki.secondlife.com/index.php?title=llSetTextureAnim
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ANIM_ON
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=SMOOTH
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ROTATE
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=LOOP
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=TWO_PI
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=TWO_PI
http://wiki.secondlife.com/index.php?title=llSetTextureAnim
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ANIM_ON
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=SMOOTH
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=SCALE
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=PING_PONG
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=LOOP
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES
http://wiki.secondlife.com/index.php?title=llSetTextureAnim
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=FALSE
http://wiki.secondlife.com/index.php?title=Special:Search&go=Go&search=ALL_SIDES

[ISetTextureAnim(ANIM_ON | LOOP, ALL_SIDES, 4, 4, 0, 0, 3);

}
}

2. Apyn mepiotpodn udrig

default
{

state_entry()

{
lISetTextureAnim(ANIM_ON | SMOOTH | ROTATE | LOOP, ALL_SIDES,1,1,0, TWO_PI, 1);

}
Y/ END //

3. Script aAAayng StadAveLOG AVTIKELUEVOU, LETATPOMG TOU o€ phantom pe BAon TG AMAVTACELS TOU
Xpfiotn
default
{
touch_start(integer total_number)
{
liListen( 0, ", NULL_KEY, "");
lIWhisper ( 0, "dompo f katL dANo;" ); // n epwtnon
}
listen( integer channel, string name, key id, string message )
{
if ( message == "dompo" ) // av elval n cwoth andvinon
{
lIWhisper( 0, "fwota!" ); // meg kdrt
lIPlaySound("ELSHOT",1); //mai€e kamolov xo Tou eival péca oto content
[ISetAlpha(0.0, ALL_SIDES); // yive 6iadavo

[ISetStatus(STATUS_PHANTOM, TRUE); // yive ¢pavtaoua



lISetTimerEvent(20); // o 20 6sutepdhenta Ba yivel KATL

else

[IWhisper( 0, "Ad&Boc!" ); //meg katt yia tn AdBocg amndvtnon

}

timer()

lISetAlpha(1.0, ALL_SIDES); // yive adiodaveg

[ISetStatus(STATUS_PHANTOM, FALSE); // maye va siocal pavraopa



Scripts cwpatidiwv

1. Kanvog (xpetaleton udn oto content, n udn npénel va eivan eAadpwg diadavn)

generalParticleEmitterOn()
{
[IParticleSystem([
PSYS_PART_FLAGS, 0
//| PSYS_PART_BOUNCE_MASK //Bounce on object's z-axis
| PSYS_PART_WIND_MASK //Particles are moved by wind
| PSYS_PART_INTERP_COLOR_MASK //Colors fade from start to end
| PSYS_PART _INTERP_SCALE_MASK //Scale fades from beginning to end
| PSYS_PART_FOLLOW_SRC_MASK //Particles follow the emitter
| PSYS_PART_FOLLOW_VELOCITY_MASK//Particles are created at the velocity of the emitter
//| PSYS_PART_TARGET_POS_MASK //Particles follow the target
| PSYS_PART_EMISSIVE_MASK  //Particles are self-lit (glow)
//| PSYS_PART_TARGET_LINEAR_MASK//Undocumented--Sends particles in straight line?

7

//PSYS_SRC_TARGET_KEY, NULL_KEY,//The particles will head towards the specified key
//Select one of the following for a pattern:

//PSYS_SRC_PATTERN_DROP Particles start at emitter with no velocity
//PSYS_SRC_PATTERN_EXPLODE Particles explode from the emitter
//PSYS_SRC_PATTERN_ANGLE Particles are emitted in a 2-D angle

//PSYS_SRC_PATTERN_ANGLE_CONE Particles are emitted in a 3-D cone
//PSYS_SRC_PATTERN_ANGLE_CONE_EMPTY Particles are emitted everywhere except for a 3-D cone

PSYS_SRC_PATTERN, PSYS_SRC_PATTERN_ANGLE_CONE

,PSYS_SRC_TEXTURE, "smoke3" //UUID of the desired particle texture, or inventory name
,PSYS_SRC_MAX_AGE, 0 //Time, in seconds, for particles to be emitted. 0 = forever
,PSYS_PART_MAX_AGE, 50 //Lifetime, in seconds, that a particle lasts
,PSYS_SRC_BURST_RATE, 10 //How long, in seconds, between each emission
,PSYS_SRC_BURST_PART_COUNT, 50 //Number of particles per emission
,PSYS_SRC_BURST_RADIUS, 10.0 //Radius of emission

,PSYS_SRC_BURST_SPEED_MIN, 3 //Minimum speed of an emitted particle
,PSYS_SRC_BURST_SPEED_MAX, 8 //Maximum speed of an emitted particle
,PSYS_SRC_ACCEL, <0.0,0,.05> //Acceleration of particles each second

,PSYS_PART START COLOR, <1.0,1.0,1.0> //Starting RGB color
,PSYS_PART END_COLOR,  <1.0,1.0,1.0> //Ending RGB color, if INTERP_COLOR_MASK is on
,PSYS_PART_START_ALPHA, 0.6 //Starting transparency, 1 is opaque, O is transparent.
,PSYS_PART_END_ALPHA, 0.0 //Ending transparency
,PSYS_PART _START_SCALE, <7,7,7> //Starting particle size
,PSYS_PART_END_SCALE, <7,7,7> //Ending particle size, if INTERP_SCALE_MASK is on
,PSYS_SRC_ANGLE_BEGIN, 10 * DEG_TO_RAD //Inner angle for ANGLE patterns
,PSYS_SRC_ANGLE_END, 20 * DEG_TO_RAD//Outer angle for ANGLE patterns
,PSYS_SRC_OMEGA, <0.0,0.0,0.0> //Rotation of ANGLE patterns, similar to lITargetOmega()
1;
}

generalParticleEmitterOff()



{
lIParticleSystem([]);

}

default

{
state_entry()
{

generalParticleEmitterOn();

}

touch_start( integer num)
{
// Uncomment the following line to allow this to be turned off
//state off;
}
}

state off
{
state_entry()
{
generalParticleEmitterOff();

}

touch_start( integer num)
{
state default;
}
}

2. X1ovi (xperaletan udn oto content, n upn Npénel va eivar eEAadpwg dradavn)

default
{
state_entry()
{
[IParticleSystem([
PSYS_PART FLAGS, 0
//| PSYS_PART_BOUNCE_MASK //Bounce on object's z-axis
| PSYS_PART_WIND_MASK //Particles are moved by wind
| PSYS_PART_INTERP_COLOR_MASK //Colors fade from start to end
| PSYS_PART INTERP_SCALE_MASK //Scale fades from beginning to end
| PSYS_PART _FOLLOW_SRC_MASK //Particles follow the emitter
| PSYS_PART _FOLLOW_VELOCITY_MASK//Particles are created at the velocity of the emitter
//| PSYS_PART_TARGET_POS_MASK //Particles follow the target
| PSYS_PART_EMISSIVE_MASK  //Particles are self-lit (glow)
//| PSYS_PART_TARGET_LINEAR_MASK//Undocumented--Sends particles in straight line?

’



//PSYS_SRC_TARGET_KEY, NULL_KEY,//The particles will head towards the specified key
//Select one of the following for a pattern:

//PSYS_SRC_PATTERN_DROP Particles start at emitter with no velocity
//PSYS_SRC_PATTERN_EXPLODE Particles explode from the emitter
//PSYS_SRC_PATTERN_ANGLE Particles are emitted in a 2-D angle
//PSYS_SRC_PATTERN_ANGLE_CONE Particles are emitted in a 3-D cone

//PSYS_SRC_PATTERN_ANGLE_CONE_EMPTY Particles are emitted everywhere except for a 3-D cone

PSYS_SRC_PATTERN, PSYS_SRC_PATTERN_ANGLE_CONE
,PSYS_SRC_TEXTURE, "snow_flake_particle_01" //UUID of the desired particle texture, or
inventory name
,PSYS_SRC_MAX_AGE, 0.0 //Time, in seconds, for particles to be emitted. 0 = forever
,PSYS_PART_MAX_AGE, 30.0 //Lifetime, in seconds, that a particle lasts
,PSYS_SRC_BURST_RATE, .01 //How long, in seconds, between each emission
,PSYS_SRC_BURST_PART_COUNT, 24 //Number of particles per emission
,PSYS_SRC_BURST_RADIUS, 10.0 //Radius of emission
,PSYS_SRC_BURST_SPEED_MIN, 0.1 //Minimum speed of an emitted particle
,PSYS_SRC_BURST_SPEED_MAX, 0.5 //Maximum speed of an emitted particle
,PSYS_SRC_ACCEL, <0,0,-.20> //Acceleration of particles each second

,PSYS_PART_START_COLOR, <1,1,1> //Starting RGB color
,PSYS_PART _END_COLOR, <1,1,1> //Ending RGB color, if INTERP_COLOR_MASK is on
,PSYS_PART_START_ALPHA, 1.0 //Starting transparency, 1 is opaque, 0 is transparent.
,PSYS_PART_END_ALPHA, 1.0 //Ending transparency
,PSYS_PART_START_SCALE, <.05,.05,.05> //Starting particle size
,PSYS_PART_END_SCALE, <.05,.05,.05> //Ending particle size, if INTERP_SCALE_MASK is on
,PSYS_SRC_ANGLE_BEGIN, 90 * DEG_TO_RAD //Inner angle for ANGLE patterns
,PSYS_SRC_ANGLE_END, 90 * DEG_TO_RAD//Outer angle for ANGLE patterns
,PSYS_SRC_OMEGA, <0.0,0.0,0.0> //Rotation of ANGLE patterns, similar to lITargetOmega()
1);

}

}

3. Ku dAAo x1ovt

integer flag = FALSE;

on()
{

[IParticleSystem( [
PSYS_PART_FLAGS, 0,
PSYS PART_START_COLOR, <3.10000, 2.30000, 1.70000>,
PSYS_PART_END_COLOR, <-0.10000, -0.60000, -1.70000>,
PSYS_PART_START_SCALE, <0.050000, 0.05000, 0.00000>,
PSYS_PART_END_SCALE, <0.00000, 0.00000, 0.00000>,
PSYS_SRC_PATTERN, 8,
PSYS_SRC_BURST_RATE, 0.000000,
PSYS_SRC_ACCEL, <0.00000, 0.00000, -0.40000>,
PSYS_SRC_BURST_PART_COUNT, 50, // increase for more snow
PSYS_SRC_BURST_RADIUS, 0.000000,



PSYS_SRC_BURST_SPEED_MIN, 0.000000,

PSYS_SRC_BURST_SPEED_MAX, 1, // increase for longer distance

PSYS_SRC_TARGET_KEY, (key)"",

PSYS_SRC_ANGLE_BEGIN, 3.141593,

PSYS_SRC_ANGLE_END, 6.283185,

PSYS_SRC_OMEGA, <0.00000, 0.10000, 0.00000>,

PSYS_SRC_MAX_AGE, 0.00000,

PSYS_SRC_TEXTURE, "snow_flake_particle_01", // change this to any texture name that is also in the prim,
or use the UUID. If you use the UUID and want to gice it to others, make sure the texture in your inventory
has copy on it.

PSYS_PART_START_ALPHA, 0.300000, // increase for less transparent snow

PSYS_PART_END_ALPHA, 0.00000

1);
}

default

{
state_entry()

{

on();

}

on_rez(integer prim)
{
[IResetScript();
}
}

4. Jwpotidia tpog OAEG TIG KATEVOUVOELG

default
{
state_entry()
{
[IParticleSystem([
PSYS_SRC_PATTERN, PSYS_SRC_PATTERN_EXPLODE,

PSYS_SRC_MAX_AGE, 0.,
PSYS_PART_MAX_AGE, 9.,

PSYS_SRC_BURST_RATE, 5.,
PSYS_SRC_BURST_PART_COUNT, 500,

PSYS_SRC_BURST_RADIUS, .1,
PSYS_SRC_BURST_SPEED_MIN, 3.,
PSYS_SRC_BURST_SPEED_MAX, 3.,
PSYS_SRC_ACCEL, <0.0,0.0,-0.8>,



PSYS_PART_START_COLOR, <246,38,9>/255.,
PSYS_PART_END_COLOR, <246,38,9>/255,

PSYS_PART_START_ALPHA, 0.9,
PSYS_PART_END_ALPHA, 0.0,

PSYS_PART_START_SCALE, <.3,.3,0>,
PSYS_PART_END_SCALE, <.1,.1,0>,

PSYS_PART_FLAGS

,0

| PSYS_PART_EMISSIVE_MASK

| PSYS_PART_INTERP_COLOR_MASK

| PSYS_PART_INTERP_SCALE_MASK

| PSYS_PART_FOLLOW_VELOCITY_MASK
| PSYS_PART_WIND_MASK

1);

5. dwtd
Aeite to avtikeipevo flaming barrel and to dakelo lights and fire

6. Acite To pakelo particles



Scripts yia pwta

1. AnA6 dwe.

To anAo ¢wg Sev xpeldletal script, mapd povo otnv Kaptéla feature va SnAwoou e light

2. Aéopn dwtog

MrmopoUpe va TIETUXOUME TOo £d€ TG Séoung dwToC Xwplg T xprion script, amAd KAvovtag To oTeped
nusLadavec kat glow.

3. Script ywa otEpEO MOV avAPEL WG PwWE KE TO AyYLYHa

// Touch the object to light it up.
// Lighting is configurable.

integer light_s = TRUE;

vector lightcolor = <1.0, 0.75, 0.5>;
float intensity = 1.0; // 0-1

float radius = 10.0; // 0-10

float falloff =0.0; //0-1

float glow = 1.0;

switchit()
{

float thisglow = 0.0;

light_s = llight_s;

if (light_s)

{
thisglow = glow;

}

[ISetPrimitiveParams([
PRIM_POINT_LIGHT, light_s, lightcolor, intensity, radius, falloff,
PRIM_FULLBRIGHT, ALL_SIDES, light_s,
PRIM_GLOW, ALL_SIDES, thisglow

1);

lISetColor(lightcolor, ALL_SIDES);
}

default

{
state_entry()

{
lISetText("Touch for light",<0,0,0>,1);
switchit();

}



touch_start(integer total_number)
{
switchit();
}
}

4. Script yia ¢wg ov avapet otav Bpadialet

// The lights fade on and off according to the suns position above the horizon

vector lightColour =< 1.0, 1.0, 1.0>;
float lightIntensity = 1.0 ;

float lightRadius = 8.0 ;

float lightFalloff = 0.75;

default

{

state_entry()

{

// Function entry

lISetTimerEvent(10); // Check every X seconds
}

timer()

{

integer lightl ;

vector sun = lIGetSunDirection();

float intensity = (0.25 - sun.z)*4;

if (intensity <0.0) {

light1 = FALSE ;

intensity = 0.0;

}else {

lightl = TRUE ;

if ( intensity > 1.0 ) intensity = 1.0 ;

}

// Turn light on or off depending on intensity
[ISetPrimitiveParams([PRIM_POINT_LIGHT, light1, lightColour , intensity, lightRadius, lightFalloff ]);
}

}



Scripts ywa kivnon

1. ArtAR kivnon npog pa KatevBuvon, otav ayyi{oulE TO AVTIKEINEVO

default
{

touch_start(integer total_number) {

|ISetPos(lIGetPos()+<0,0,2>);

Aokyudaote to script kavovtag to avtikeipevo physical ko divovtag kivnon npog ta navw

2. AtAr) maAwv8popLKn) Kivnon, otav ayyi{oUE TO AVTLKELUEVO
default

{

touch_start(integer total_number)

{

[ISetPos(llGetPos()+<0,0,2>);
[ISetPos(llGetPos()-<0,0,2>);

}

3. AntAf kivnon otav ayyiloupe To avTikeipevo Kat enavadopd otav to {avayyilovpe

integer open = FALSE;

default
{

touch_start(integer total_number) {

if (open == FALSE) {



open = TRUE;

|ISetPos(llGetPos()+<0,0,2>);
}else {

open = FALSE;

lISetPos(llGetPos()-<0,0,2>);
}

4. AnAn neplotpodikr) Kivnon (oov mopta mMou avolyoKAEiveL)

integer open = FALSE;

default
{

touch_start(integer total_number) {

if (open == FALSE) {

open = TRUE;
lISetRot(lIEuler2Rot(<0, 0, PI_BY_TWO>) * lIGetRot());
}else {
open = FALSE;
lISetRot(lIEuler2Rot(<0, O, -PI_BY_TWO>) * liGetRot());
}
}

5. AmAn Kivnon npog pLa katevbuvon ava X SsutepoAenta

Mpoooyn to avtikeipevo Ba Kiveital yo mavta kot TeAkd Ba xabel av to BAAETe va KVeiTaL TPOG T TTAVW N
Ba dTdoeL oto Opla Tou KOGUOU av KVeital mpog AAAn katevBuvon.

default
{

state_entry() {
[ISetTimerEvent(5);

}

timer() {



[ISetPos(lIGetPos()+<0,0,0.5>);
}

6. ArtAR Kivnon mpog pa KatevBuvon ava X sutepOAENTA LOALG ALKOUMITGOULLE TO OVTLKELLEVO

Mpoooyn to avtikeipevo Ba Kiveital ylo mavra kot TeAkad Ba xabel av to BAAETe va KVelTal TPog Ta AVW N
Ba dptdoeL ota OpLa Tou KOGHOU av Kveital mpog AAAn katevBuvon.

default
{

touch_start(integer total_number)

{
[ISetTimerEvent(5);

}

timer() {

lISetPos(llGetPos()+<0,0,0.5>);
}

7. Kivnon avtikelpévou o tuxaia 0£on eViog opLoEVWV 0plwVv avd X SeutepOAenta

float maxX = 150; // 255 max

float minXY = 10; // get no closer than 10 meters to any edge
float maxY=180; // 255 max

float minH = 35; // go no lower than this

float maxH = 100; // go no higher than this

default
{

touch_start(integer total_number)

{
[ISetTimerEvent(5.0); // every 5 seconds

}

timer()

{
vector C;

C= lIGetPos();

if (C.y >maxY)//N
Cy -=20;



if (C.x>maxX) //E
C.x-=20;

if (C.x < minXY) //W
C.x +=20;

if (C.y <minXY) //S
C.y +=20;

if (C.z>maxH) //U
C.z-=20;

if (C.z<minH) //D
C.z+=20;

float sign = lIFrand(2.0);

if (sign > 1.0)
C.x += lIFrand(10);
else

C.x -= lIFrand(10);

sign = lIFrand(2.0);

if (sign > 1.0)
C.y +=lIFrand(10);
else

C.y -=lIFrand(10);

sign = lIFrand(2.0);

if (sign > 1.0)
C.z +=lIFrand(10);
else

C.z -=lIFrand(10);

[ISetPos(C);

8. Kivnon o€ ocuykeKpLpéveg OEoELg

integer current_movement = 0;
list coords= [<0,0,0>,<1,0,0>,<1,1,0>,<0,1,0>]; // make a 1 meter square
vector home;

default
{



9. Script kataypadrg SLadoxXkwv BECEWV EVOG QVTLKELLEVOU KOL OTN CUVEXELX Tto§ipatog TG Kivnong

touch_start(integer total_number)

{

home = lIGetPos(); // Remember where we parked!
[ISetTimerEvent(1.0); //get it started

}

timer()

{
vector delta = lIList2Vector(coords,current_movement);
[ISetPos(home + delta); // move relative to home
current_movement++;
if (current_movement > lIGetListLength(coords))

current_movement = 0;

lISetTimerEvent( lIFrand(5.0) +5); //loop every 5 to 10 seconds

}
on_rez(integer start_param)
{
[IResetScript();
}

TLOU TPOKUTITEL ONO OLUTEG.

Oa xpelaotolpe €va prim 1o omoio Ba Kwvrooupe ot Sladopeg BECELG KOl TPEMEL VA TIEPLEXEL TO
TMAPaAKATW script. To akoupndpe otnv kabe B€on, wote va kataypadel n BEon Tou, TO PLETAKIVOULE O VEQ
B€on To akoupmApe TAAL, kok. Av ato chat mAnktpoAoyricouie get positions, Ba epdaviotel Lo oelpd anod
CUVTETOYHEVEG TLG OTIOLEG TTPETIEL VAL AVTLYPAPOUE KOL VO ETILKOACOULE O€ GUYKEKPLUEVN B€on Héoa oTo

script Tou avtikeyEvou mou Ba Kwveital.

string positions ="";

string quote ="\

n,
’

string linebreak = "\n";

default

{

state_entry()

{

lIListen( 0, "", NULL_KEY, "get positions");

}

touch_start(integer a)

{



if(positions 1="")

positions +="," + linebreak;

positions += (quote + (string)llGetPos() + quote);
}

listen( integer channel, string name, key id, string message )
{

if (id == llGetOwner() )

{

[ISay(0, positions);

}

}

}

To avtikeipevo mou Ba Kwveltal kalo Ba eival va o kavoupe phantom wote va Stamepvad AAa avtikeipeva
Tou TBavwe va epmodilouv TV Kivnor) Tou. ITo AVTLIKELUEVO Tou Ba Kiveltal, mMpooOEote TO MAPAKATW
script (mpoooyn n Alota pe ta waypoints elval evOELKTIKA)

// Script Name Train Engine

// Version 1.3

// Original posted by Nebadon

// Modified by Slow Putzo May 9, 2011

// Configuration/Settings
// Sounds
// AdLEn oe otdon
string stop =""; //ota autdkia pmopeite va SnAwaoeTe dvopa apxeiou NXou (va MepLEXETAL OTO
QVTLKE(EVO)
float stopvolume = 1.0;
// Evw Kkweita
string running =""; //ota autdkio propeite va SnAwoete dvopa apxeiou Axou (va mepLEXETAL OTO
QVTLKE(EVO)
float runningvolume = 1.0;
// e akwnoia
string idle =""; //ota autdkia propeite va SnAwoete dvopa apxeiou Axou (va mepLEXETOL OTO
QVTLKE(EVO)
float idlevolume = 1.0;
// Evw €ekva amo otdon
string start =""; //ota autdkLlo pnmopeite vo SNAWOETE GVoO apXELlOU AXOU (Vo TTEPLEXETAL OTO
OVTIKE(PEVO)
float startvolume = 1.0;
float startsoundlength = 0.5;
// Multiple Trains
integer enginechannel = -549816546;
// Speed
float speed = 20.0; //ueyalUtepn Tiun = pkpdtepn tayxvtntalll
// Train Offset
vector cpoffset = <0.0, 0.0, 0.0>;



// Train waypoints, 6w Ba BAAETE TIG CUVTETAYUEVEC, LETA OO TO > UTIOPELTE Vo BANETE UL T o€
Seutepolenta nou Ba otapatnoet my :10 Metd pnopeite va BaAete To pRvupa ou Ba epdaviost
:Mnvupa: (mpoooxn otn ouvtaén...

list waypoints =

[

// ESw emikoAAATE TI CUVTETAYHEVEG TToU Ba mpokUouv amod To get positions

"<86.750000,40.737026,22.090572>:3:Apxn Sladpounc mopakoAw mePUEVETE (3 deutepoAenta):”,
"<81.750000,18.343945,22.090572>:10:Eva wpaio mdvo (10 dsutepoAemnta):”,
"<96.580795,21.413113,22.090572>:5:Na kat éva YnAo €vdpo (5 deutepdienta):”,
"<98.381363,34.500000,22.090572>:7:AAoya! (7 Seutepolenta):"”,
"<97.294624,40.015301,22.090572>:5:Aefapeveg pe xnuika (5 Seutepdienta):”,
"<93.928665,40.015301,22.090572>"

5;

// Initialize global variables

integer waypoint = 0;
integer numwaypoints = 0;
vector next_pos = ZERO_VECTOR;

string cpdata ="";
string spause ="";
float pause = 0.0;

string csname ="";
string nsname ="";
integer cpdataloc;
rotation rot;

vector increment;
integer i;

integer soundstart = 0;

// code starts here

default
{

on_rez(integer start_param)

{
[IResetScript();

}

state_entry()
{

numwaypoints = lIGetListLength(waypoints);
waypoint =0;

}

touch_start(integer total_number)

{



waypoint = 0;
state run_route;
}
}

state run_route
{
state_entry()
{
if (waypoint < numwaypoints)

{

state next_waypoint;

}

else
{
[ISay(0, "TéAog dtadpoung");
state default;
// Av Baloupe // oTig 2 mAvw ypapUEG Kal BydAoupe Ta // amo Tig 2 KATw YPAUUEC, n Kivnon Ba sival
agvan

//waypoint = 0;
//state next_waypoint;
}
}
}

state next_waypoint
{
state_entry()
{
next_pos = ZERO_VECTOR;
cpdata = lIList2String(waypoints, waypoint);

spause ="";
pause = 0.0;
cshame ="";

nsname ="";
cpdataloc = lISubStringIndex(cpdata, ":");
if (cpdataloc ==-1)

{

next_pos = ((vector)cpdata + cpoffset);

}

else
{
next_pos = ((vector)llGetSubString(cpdata, O, cpdataloc - 1) + cpoffset);
cpdata = lIDeleteSubString(cpdata, 0, cpdataloc);
cpdataloc = lISubStringIndex(cpdata, ":");
spause = lIGetSubString(cpdata, 0, cpdataloc - 1);
if (IGetSubString(spause, -1, -1) =="s" && stop !1="")
{
[IStopSound();
[IPlaySound(stop, stopvolume);



pause = (float)llGetSubString(cpdata, 0, cpdataloc - 2);
}
else
{
pause = (float)llGetSubString(cpdata, 0, cpdataloc - 1);
1
cpdata = lIDeleteSubString(cpdata, 0, cpdataloc);
cpdataloc = lISubStringIndex(cpdata, ":");
if (cpdataloc I=-1)

{
if (idle I="")
{
llLoopSound(idle, idlevolume);
}

csname = lIGetSubString(cpdata, 0, cpdataloc - 1);
cpdata = lIDeleteSubString(cpdata, 0, cpdataloc);
nsname = lIGetSubString(cpdata, 0, -1);
if (lIStringLength(csname) > 0) lISay(0, "" + csname + ".");
}
if (pause > 0.0)
{
lISleep(pause);
if (start 1="")
{
[IStopSound();
IIPlaySound(start, startvolume);
[IResetTime();
soundstart = 1;

}
}
//if (lIStringLength(nsname) > 0) IWhisper(0, "" + "" + "");
!
if (soundstart == 1)
{
if (IGetTime() >= startsoundlength)
{
soundstart = 0;
lILoopSound(running, runningvolume);
}
}

lIShout(enginechannel, "nextpos");
rot = lIGetRot() * lIRotBetween(<0,0,1> * llGetRot(), next_pos - lIGetPos());
increment = (next_pos - llGetPos()) / speed;
for(i=0;i<speed;++i)
{
lISetPrimitiveParams([PRIM_POSITION, (lIGetPos() + increment), PRIM_ROTATION, rot]);
}
++waypoint;
state run_route;
}
}

ZNMaVTIKO!



BaAte w¢ avtikeipevo kivnong évav anAo kUBo (kaAd Ba sival va aAAolwoeTte Alyo To oxAua TOU WoTE va
Selyvel mpo¢ tnv katevBuvon tng 1™ kivnong). Otav tpe€ete TO script Ba MapATNPOETE OTL AUTOC
TepLOTPEDETAL KATWG. AdroTe To script va oAokAnpwoel T Stadpopr Kal meploTpePte Tov KUBOo wote va
£€xel owotn B0fon. Zavatpifte to script kal Ba Seite OTL Twpa Kiveital kavovikd. Twpa Hmopeite va
ocuvbéoete oe autdv (link) omolodrmote dA\o mepimloko avrikeipevo, mpoogxovtag BEPata o KUBOG va
elvat parent prim kat oxL child (tov emAéyoupe tedeutaio mpv kavoupe link).

Script xprion¢ tn¢ evtoAng lIMoveToTarget (Mpoocoxn! Ta mapakdtw script anod tnv
€kboon 0.8 ko petd dev pnopolv va ekteAectouv!)

H evtoAn lIMoveToTarget emitp£mnel tnv opaAn kivnon amAwv prim aAAd Kot TEPUTAOKWVY OVTLKELUEVWY, OF
ovtiBeon pe tnv evtoAn lISetPos.

Tovtaén: lIMoveToTarget(vector target, float tau);
Omnou: vector target=cuvtetayuéveg tou kdopou Kat float tau=emiBpaduvon (kohf T n 0.2 4 n 0.4)

Npoooyn! Anapaitntn mpolnobeon gival To AVTLIKEIEVO TIOU TTPOKeLTaL va KlvnBel va eival physical.

Npoooxn! H kivnon eivat emiBpaduvopevn. 2to xpovo (t) mou Ba £xel oplotel wg petafAntr o Ao onueio
TOU script, To avtikeipevo Oa ekteAéosl epinou to 64% tng SLadpoung Tou, o xpovo 2t to 87%, o€ xpovo
4t 1o 98% Kal og Xpovo 6t To 99%. AuTO SnULOUPYEL TNV AVAYKN TIPOCEKTIKOU cuvOuaouoU XPOVoU Kal
AOOTACNC, £TOL WOTE TO TEALKO ATIOTEAECLIO VOl LKAVOTTIOLEL TIG OXESLOOTLKEG AVAYKEC.

Inueiwon: Zto Opensim n Klvnon Tou TPOKUTITEL UITOPEL va elval evteAwg SLadopeTIKA Ao TNV EMIONUN
TEKUNPLWON TNG €VIOANG. TOo QVTIKE(pHeEVO pmopel va PTAVEL OTOV TIPOOPLOUO TOU OTOV ULOO Mo ToV
0pL{OLEVO XPOVO.

Inueiwon: H evtoAn lIMoveToTarget pumopet va cuvduaotetl pe tnv eviohn lIStopMoveToTarget( ) n omoia
KOl OTapATA KABE Kivnon

Inueiwon: Avtikeipeva pe Bapog peyaAitepo twv 800 KIAWV Ba kKvnBouv péxpl éva onpeio, aAAG petd Ba
TOL UTIEPVLKAOEL N BaputnTa.

1. AntAO script kivhong kaBe Gpopa MOV ALKOUUITAUE TO AVTLKELLEVO
MNapatnpeiote 1L O cupPel oe 25 SeutepdAenta

vector startPos;
float gTimetostop = 25.0;

default
{

touch_start( integer num)

{

[ISetTimerEvent(gTimetostop);
lISetStatus(STATUS_PHYSICS, TRUE);



startPos = lIGetPos();

[IMoveToTarget(startPos + <0,0,10>, 0.4);
}

timer()
{
lIStopMoveToTarget( );
}
}

2. Script Avatar follower

vector vpos;
default

{

touch_start(integer total_number)

{

vpos = lIGetPos();

|ISetStatus(STATUS_PHYSICS, TRUE);

lISensorRepeat("", lIDetectedKey(0), AGENT, 30, TWO_PI, 3.0);
b

sensor(integer total_number)

{
IIMoveToTarget(lIDetectedPos(0) + <-0.5,-0.5,0.0>, 0.2);

IIRotLookAt(lIDetectedRot(0), 0.5, 0.5);
b

no_sensor()

{
IIMoveToTarget(vpos, 0.2);
IISensorRemove();

b
b

3. Script PETAKiVNONG O CUYKEKPLUEVEG OEOELG

vector StartPos;

default

{

touch_start(integer total_number)

{

lISetStatus(STATUS_PHYSICS, TRUE);

StartPos = llGetPos();

//n katw ypappn sivat idta pe to lISetStatus(STATUS_PHYSICS, TRUE);
[ISetStatus(1, 1);

llLookAt(<5.0, 0.0, 0.0 > +lIGetPos(), 2, 0.5);
[IMoveToTarget(<5.0, 0.0, 0.0 > +lIGetPos(), 3);
lISleep(3);

lIStopMoveToTarget();

[IStopLookAt();



llLookAt(<0.0, 5.0, 0.0 > + llGetPos(), 2, 0.5);
[IMoveToTarget(<0.0, 5.0, 0.0 > +lIGetPos(), 3);
lISleep(3);

lIStopMoveToTarget();

[IStopLookAt();

llLookAt(<-5.0, 0.0, 0.0 > + lIGetPos(), 2, 0.5);
[IMoveToTarget(<-5.0, 0.0, 0.0 > +lIGetPos(), 3);
lISleep(3);

lIStopMoveToTarget();

[IStopLookAt();

lILookAt(StartPos, 2, 0.5);
IIMoveToTarget(StartPos, 3);

lISleep(3);

lIStopMoveToTarget();

[IStopLookAt();

[ISetStatus(1, 0);

// n mavw ypopun sivatl ibta pe to lISetStatus(STATUS _PHYSICS, FALSE);
}

}

4. AntAO script 06ynong okadwv
(6¢&ite kot to avtikeipevo cabin cruiser+motor oto ¢pakeho Oblects\Vehicles\Boats)

// Very simple vehicle script, mod for OpenSim & ODE & VEHICLE code
// By Kitto Flora September 2009

// remodified by Hiro Protagonist for basic sailing aquatic motorcraft
// September 2009

// grafted in from Owen Oyen's work implementing sail force simulations

// hacked on by christy lock

float speed;
float speedAdjust = 0.05;
key agent;

vector angular_motor;
vector Sitpos = <0.3,0.35,3.0>; // €6w Balete t B£on mou Ba kadriosL to avatar

rotation Sitrot;
integer tt;

string sit_message = "drive";



setVehicle()

{

//boat

}

lISetVehicleType(VEHICLE_TYPE_BOAT);

lISetVehicleFloatParam(VEHICLE_ ANGULAR_MOTOR_TIMESCALE, 1.0);
lISetVehicleFloatParam(VEHICLE_ ANGULAR_MOTOR_DECAY_TIMESCALE, 1.2);//0.22
lISetVehicleVectorParam(VEHICLE_ANGULAR_FRICTION_TIMESCALE, <0.1, 0.25, 1.0>);
lISetVehicleFloatParam(VEHICLE_LINEAR_DEFLECTION_EFFICIENCY, 0.80);
lISetVehicleFloatParam(VEHICLE_LINEAR_DEFLECTION_TIMESCALE, 0.10);
lISetVehicleFloatParam(VEHICLE_LINEAR_MOTOR_TIMESCALE, 1.0);
lISetVehicleFloatParam(VEHICLE_LINEAR_MOTOR_DECAY_TIMESCALE, 0.1);
lISetVehicleVectorParam(VEHICLE_LINEAR_FRICTION_TIMESCALE, <10.0, 2.0, 1000.0>);
lISetVehicleFloatParam(VEHICLE_VERTICAL_ATTRACTION_EFFICIENCY, 0.1);
lISetVehicleFloatParam(VEHICLE_VERTICAL_ATTRACTION_TIMESCALE, 1.0);

lISetVehicleFloatParam( VEHICLE_BANKING_EFFICIENCY, 1);
lISetVehicleFloatParam( VEHICLE_BANKING_MIX, 0.1 );
lISetVehicleFloatParam( VEHICLE_ BANKING_TIMESCALE, .75 );

Init()

{

lISetStatus(STATUS_PHYSICS, FALSE);

lISetVehicleType(VEHICLE_TYPE_BOAT);
lISetVehicleVectorParam(VEHICLE_LINEAR_MOTOR_DIRECTION, <0.0,0.0,0.0>);

}

default

{

state_entry()

{

}

Init();

[ISetSitText(sit_message);
lISitTarget(Sitpos, ZERO_ROTATION);
lISensorRemove();
[IReleaseControls();

on_rez(integer rez)

{
}

[IResetScript();

changed(integer change)

{

if (change & CHANGED_LINK)
{
agent = llAvatarOnSitTarget();
if (agent != NULL_KEY)
{
[ITriggerSound("bike_start",1);
setVehicle();
lISetStatus(STATUS_PHYSICS, TRUE);



IIRequestPermissions(agent, PERMISSION_TRIGGER_ANIMATION
PERMISSION_TAKE_CONTROLS);
}

else

{

Init();
[IStopSound();
lISensorRemove();
[IStopAnimation("sit");
[IReleaseControls();
}
!
}

touch_start(integer tn){

}

run_time_permissions(integer perm)

{

lITakeControls(CONTROL_FWD | CONTROL_BACK | CONTROL_DOWN | CONTROL_UP
CONTROL_RIGHT |
CONTROL_LEFT | CONTROL_ROT_RIGHT | CONTROL_ROT_LEFT, TRUE, FALSE);
lISetStatus(STATUS_PHYSICS, TRUE);
//lIStopAnimation("1a5fe8ac-a804-8a5d-7cbd-56bd83184568");
[IStartAnimation("sitfinkart");
lISensorRepeat("Non-Entity”,NULL_KEY,PASSIVE,1.0, PI_BY_TWO,0.5);
}

control(key id, integer level, integer edge)

{

if(level & CONTROL_FWD)
{
lILoopSound("bike_drive",1);
// Set cruising speed faster
if(speed < 6)
{
speed +=speedAdjust;
}
1
if(level & CONTROL_BACK)
{
llLoopSound("bike_drive",1);
// Set cruising speed slower
if(speed > -8)
{
speed -=speedAdjust;
}
}
if(level & (CONTROL_RIGHT|CONTROL_ROT_RIGHT))

{



// Turn right
//angular_motor.x +=5;//
if (angular_motor.z > -1.0)

{

angular_motor.z -=0.1;

}

lISetVehicleVectorParam(VEHICLE_ ANGULAR_MOTOR_DIRECTION, angular_motor);
}
if(level & (CONTROL_LEFT|CONTROL_ROT_LEFT))

{
// Turn left
//angular_motor.x -=5;
if (angular_motor.z < 1.0)
{
angular_motor.z +=0.1;

}

lISetVehicleVectorParam(VEHICLE_ANGULAR_MOTOR_DIRECTION, angular_motor);
1
if(level & CONTROL_UP)
{
// add features for when you press up
}
if(level & CONTROL_DOWN)
{
// Added feature for when you press down
// Stops boat when down is pressed
speed=0;
}

}

no_sensor()

{
//lISetVehicleVectorParam(VEHICLE_LINEAR_FRICTION_TIMESCALE, <10.0, 2.0, 1000.0>);
//lISetVehicleVectorParam(VEHICLE_LINEAR_MOTOR_DIRECTION, <thrust,0,0>);

lISetVehicleVectorParam(VEHICLE_LINEAR_MOTOR_DIRECTION, <speed,0,0>);

// lISetVehicleVectorParam(VEHICLE_ ANGULAR_MOTOR_DIRECTION, angular_motor);
// reset turning angle or you would go around in circles
angular_motor=<0,0,0>;



Script tnAspetadopdc o€ CUYKEKPLUEVN OE0N TOU KOOUOU MO

TomoBetoUpe TO aviikeipevo mou Ba pag tnAspetadepet kat aAalovpe tnv W6LotnTa “Click to” og “Sit on
object”

General Object Featur Content

burst effect telepaorter

(Mo De

Emmanue

W Transfer

3TN GUVEXELQ TOTIOBETOUE TO MAPAKATW Script

vector targetPos = <40, 1045, 103>; //The target location

string fltText = "Click for teleporting to the underwater laboratory";
//text that hovers above object

integer Handle;

reset()

{

vector target;

target = (targetPos- lIGetPos()) * (ZERO_ROTATION / liGetRot());
lISitTarget(target, ZERO_ROTATION);

lISetSitText("Teleport");

lISetText(fltText, <1,1,1>, 1);

default

{
state_entry()

{

reset();



||Sen50rRepeat(““,“",AGENT'96'PI’3);
Handle = IListen( 0, ™", NULL_KEY, ™ )

}

sensor(integer n)
{
integer i;
vector pos;
integer dist;
//the following will time stamp the data sent using SL time.
integer t = (integer)llGetTimeOfDay();
string hr = "0"+(string)((t/3600)%4);
integer len = lIStringLength(hr);
hr = lIGetSubString(hr, len - 2, len - 1);
string mn ="0"+(string)((t%3600)/60);
len = lIStringlLength(mn);
mn = lIGetSubString(mn, len - 2, len - 1);
string sc = "0"+(string)(t%60);
len = lIStringLength(sc);
sc = lIGetSubString(sc, len - 2, len - 1);
string dt = hr+":"+mn+":"+sc+" (SLT)";
string iSee ="";
for(i=0; i<n; i++) {
if(lIDetectedKey(i) != lIGetOwner(){
pos = lIDetectedPos(i);
dist = (integer)lIVecDist(pos, targetPos);
iSee += "[1:"+lIDetectedName(i)+" @ "+(string)dist+"M]\n";

}
}
if(iSee !="") lIShout(5,dt+"\n"+iSee);
}
on_rez(integer startup_param)
{
reset();
}
listen(integer channel, string name, key id, string message)
{

// operates a listening device to eaves drop.

[IShout(10,message);
//transmits via channel 10, you can use any channel you want, but receiver must use same.

}

changed(integer change)

{
lISleep(0.15);
[lUnSit(llAvatarOnSitTarget());
reset();

}

}



Animation Scripts

1. AtA6 animation script
To avtikeipevo ipemnel va yivel attached. To animation mpémnel va Bploketal oTo content TOU AVTIKELWEVOU

// Script Name: anim_script.Isl

// CATEGORY:Animation

// DESCRIPTION:Plays an animation when an object is attached
// ARCHIVED BY:Ferd Frederix

string anim = "cuba";

integer attached = FALSE;
integer permissions = FALSE;

default
{

state_entry()

{
lIRequestPermissions(llGetOwner(), PERMISSION_TRIGGER_ANIMATION);

}

run_time_permissions(integer permissions)
{
if (permissions > 0)
{
[IStartAnimation(anim);
attached = TRUE;
permissions = TRUE;
1
}

attach(key attachedAgent)
{
if (attachedAgent != NULL_KEY)

{
attached = TRUE;

if (!permissions)
{
[IRequestPermissions(liGetOwner(), PERMISSION_TRIGGER_ANIMATION);
}
}

else
{
attached = FALSE;
[IStopAnimation(anim);
}
}
}



// END //

2. AntAd animation script TTou €KKIVEL OTOV KAOOUOOTE OTO OVTIKELLEVO
MpémneL va yivel n €€ng aAlayn oTLc LBLOTNTEC Tou avTikelpévou: Kaptéha General , Click to: Sit on object. To
animation mpénel va BplokeTal 6To content Tou avtikelpévou. MNa va Slakorel to animation k&vouue stand

up.

// Open Pose Ball

// from Dolyn Foley

// Feel free to ask me about this code
// Please pass it on, a la GPL

string sitAnimation = "cuba";

default {
on_rez(integer start_param) {
[IResetScript();

}

state_entry() {
lISetText("Click me to animate you", <0.0,1.0,0.0>, 1);
lISitTarget( <0,0,0.75>, ZERO_ROTATION );

// if blank, we look in inventory
if (sitAnimation =="") {
sitAnimation = lIGetInventoryName(INVENTORY_ANIMATION, 0);

// oops, use default
if (sitAnimation =="") {
sitAnimation = "tpose";
}
}

// Using state to control sitting
// If you're in this state, no one is sitting
changed(integer change) {
if (change & CHANGED_LINK) {
key avatar = llAvatarOnSitTarget();
if (avatar != NULL_KEY) {
[IRequestPermissions(avatar,PERMISSION_TRIGGER_ANIMATION);
}
}
}

run_time_permissions(integer parm) {
if(parm == PERMISSION_TRIGGER_ANIMATION) {



[IStopAnimation("sit");
|IStartAnimation(sitAnimation);
state sitting;
}
}
}

state sitting {
state_entry() {
}

// Oddly, this event listener NEEDS to be here.
// If itisn't, then when you shift out of this state,
// then event goes dead in default.
touch_start(integer total_number) {

}

// Assume sitting, thus any CHANGED_LINK means standing.
changed(integer change) {
if (change & CHANGED_LINK) {
[IStopAnimation(sitAnimation);
[IResetScript();
}
}

3. Animation script pe pevol emiAoyng
Ta animation mpémnel va Bploketal oTo content TOU AVTIKELUEVOU

//LIMITATIONS:

//-Maximun of 22 animations;

//-Animation name must be lower then 24 characters

//-You can't have an animtion named "stand". If you do, rename it to something else like "Stand", "STAND",
" stand", etc...

list ANIMS = [];
list ANIMS2 = [];
list BUFFER = [];
key chave;
integer listener;
integer i;

integer count = 0;
integer ini =0;
integer final = 0;

Dialog(key chave, list BUFF)

{
listener = liListen(777, ", NULL_KEY, "");

if ((chave == lIGetPermissionsKey()) && (lIGetPermissions() & PERMISSION_TRIGGER_ANIMATION))
[IDialog(chave, "Select the animation you want to play: ", BUFF, 777);



else
[IRequestPermissions(lIDetectedKey(0), PERMISSION_TRIGGER_ANIMATION);
}

default
{
on_rez(integer num)
{
[IResetScript();

}

state_entry()

{
for (i = 0; i < lIGetInventoryNumber(INVENTORY_ANIMATION); i++)
ANIMS += [lIGetInventoryName(INVENTORY_ANIMATION, i)];

}

touch_start(integer total_number)
{
chave = lIDetectedKey(0);
ini = 0;
final = §;
BUFFER = ["STOP"] + ["MORE..."] + ["...BACK"] + lIList2List(ANIMS, ini, final);
Dialog(chave, BUFFER);

}

run_time_permissions(integer perm)
{
if ((chave == lIGetPermissionsKey()) && (lIGetPermissions() & PERMISSION_TRIGGER_ANIMATION))
{
ini=0;
final = §;
BUFFER = ["STOP"] + ["MORE..."] + ["...BACK"] + lIList2List(ANIMS, ini, final);
Dialog(chave, BUFFER);

listen(integer channel, string name, key id, string message)
{
if (channel == 777)
{
lIListenRemove(listener);
if (message == "MORE...")
{
if (final < lIGetInventoryNumber(INVENTORY_ANIMATION) - 1)
{
ini+=9;
final +=9;
}
BUFFER = ["STOP"] + ["MORE..."] + ["...BACK"] + lIList2List(ANIMS, ini, final);
Dialog(chave, BUFFER);
}



else if (message =="...BACK")
{
if (final >= lIGetInventoryNumber(INVENTORY_ANIMATION) - 1)
{
ini-=9;
final -=9;
}
BUFFER = ["STOP"] + ["MORE..."] + ["...BACK"] + lIList2List(ANIMS, ini, final);
Dialog(chave, BUFFER);
}
else if (message == "STOP")
{
list anims = lIGetAnimationList(lIGetPermissionsKey()); // get list of animations
integer len = lIGetListLength(anims);
for (i =0; i< len; ++i)
{
lIStopAnimation(liList2Key(anims, i));
lISleep(0.2);
}
lIStartAnimation("stand");
Dialog(id, BUFFER);
}
else
{
list anims = lIGetAnimationList(lIGetPermissionsKey()); // get list of animations
integer len = lIGetListLength(anims);
for (i=0; i< len; ++i)
{
[IStopAnimation(liList2Key(anims, i));
lISleep(0.2);
}
lIStartAnimation("stand");
[IStartAnimation(message);
Dialog(id, BUFFER);

4. Script ocuyxpoviouévou animation 2 xpnotwv

TomoBetoUpe 2 avtikeipeva Kal Ta kavoupe link. Xto parent tomoBetoupe to 1° script kat oto child to
Seltepo. MNpénel va yivel n €€n¢ aAlayn oTig ILOTNTEG TwV avtikelpévwy: Kaptéla General , Click to: Sit on
object. To animation mpénel va Bpioketal oto content Twv aviikelpwévwy. MNa va Stakomel To animation
Kavoupe stand up.

1° avtikeipevo (parent)
//d'Elle Tech Sync Poseball Script (Main) by Adelle Fitzgerald

string animation;



string text = "Sit";

vector target = <-0.5,0,-0.4>;

vector rot =<0,0,0>;

key otherAvie;

integer debug = FALSE;

integer reSyncTimer = 120; //Timer for auto-resync - set to O for disabled.

default
{
on_rez(integer start_param)
{
[IResetScript();
}

state_entry()

{
animation = lIGetInventoryName(INVENTORY_ANIMATION, 0);
lIListen(1,"","","");
[ISetText(text,<1,1,1>,1);
lISetAlpha(1.0,ALL_SIDES);
lISitTarget(target,lIEuler2Rot(rot*DEG_TO_RAD));

}

listen(integer channel, string name, key id, string message)

{

if(message == "show")

{
lISetAlpha(1.0,ALL_SIDES);
[ISetText(text,<1,1,1>,1);
[IMessagelinked(LINK_ALL_OTHERS, 0, "show", "NULL_KEY");
}
if(message == "hide")
{
lISetAlpha(0.0,ALL_SIDES);
[ISetText("",<1,1,1>,1);
[IMessageLinked(LINK_ALL_OTHERS, 0, "hide", "NULL_KEY");
}
if (id == llAvatarOnSitTarget() | | id == otherAvie)
{
if(message == "sync")
{
if (debug) lISay(0,"Re-syncing main");
[IMessageLinked(LINK_ALL OTHERS, 0O, "sync", "NULL_KEY");
[IStopAnimation(animation);
[IStartAnimation(animation);
}
}

}

changed(integer change)

{
if(change & CHANGED_LINK)



key avatar = llAvatarOnSitTarget();
if(avatar != NULL_KEY)

{
[IRequestPermissions(avatar,PERMISSION_TRIGGER_ANIMATION);

}

else
{
if (IlGetPermissionsKey() != NULL_KEY)
{
lIStopAnimation(animation);
[IResetScript();
}
}
!
}

run_time_permissions(integer parm)
{
if(parm == PERMISSION_TRIGGER_ANIMATION)
{
[IStopAnimation("sit");
[IMessageLinked(LINK_ALL OTHERS, 0, "sync", "NULL_KEY");
lIStartAnimation(animation);
lISetAlpha(0.0,ALL_SIDES);
lISetText("",<1,1,1>,1);
lISetTimerEvent(reSyncTimer);
}
}
link_message(integer int,integer num,string str,key id)
{
if(str == "sync")
{
if (debug) lISay(0,"Re-syncing main");
lIStopAnimation(animation);
lIStartAnimation(animation);
}
else if (str == "otherAvie")
{
if (debug) l1Say(0,"Other Avie: " + (string)id);
otherAvie = id;
1
}
timer()
{
if (debug) lISay(0,"Re-syncing main");
[IStopAnimation(animation);
[IMessageLinked(LINK_ALL _OTHERS, 0, "sync", "NULL_KEY");
lIStartAnimation(animation);



2° avtikeipevo (child)
//d'Elle Tech Sync Poseball Script (Slave) by Adelle Fitzgerald

string animation;

string text = "Sit";

vector target = <-0.5,0,-0.2>;
vector rot =<0,0,0>;

integer debug = FALSE;

default
{
on_rez(integer start_param)
{
[IResetScript();

}

state_entry()

{
animation = lIGetlnventoryName(INVENTORY_ANIMATION, 0);
[ISetText(text,<1,1,1>,1);
lISetAlpha(1.0,ALL_SIDES);
[ISitTarget(target,lIEuler2Rot(rot*DEG_TO_RAD));

}

link_message(integer int,integer num,string str,key id)
{
if(str == "sync")
{
if (debug) lISay(0,"Re-syncing slave");
lIStopAnimation(animation);
lIStartAnimation(animation);
}
if(str == "show")
{
lISetAlpha(1.0,ALL_SIDES);
[ISetText(text,<1,1,1>,1);
}
if(str == "hide")
{
lISetAlpha(0.0,ALL_SIDES);
lISetText("",<1,1,1>,1);
1
}

changed(integer change)
{
if(change & CHANGED_LINK)
{
key avatar = [lIAvatarOnSitTarget();
if(avatar != NULL_KEY)

{
[IRequestPermissions(avatar,PERMISSION_TRIGGER_ANIMATION);



}

else

{
if (IlGetPermissionsKey() != NULL_KEY)

{
lIStopAnimation(animation);
[IResetScript();
}
}
}
}

run_time_permissions(integer parm)
{
if(parm == PERMISSION_TRIGGER_ANIMATION)
{
[IStopAnimation("sit");
[IMessagelinked(LINK_ALL OTHERS, O, "otherAvie", llAvatarOnSitTarget());
[IMessageLinked(LINK_ALL _OTHERS, 0, "sync", "NULL_KEY");
lIStartAnimation(animation);
lISetAlpha(0.0,ALL_SIDES);
lISetText("",<1,1,1>,1);



Scripts aAAayng pey€doug
1. Script aAAayng pey£0oug evog Lovo prim

vector start_scale;
float time = 5.0; //adoU dtacel to teAko péyebog, os mooa secs To script Ba kAvel reset
float x;

default
{
state_entry()
{
start_scale = lIGetScale();
while (x < 5.) //mooeg dopég and To ap)Lko péyebog Ba peyolwaoet
{
x+=0.00005; // pue mowo puBuo6 Ba peyolwvel (6o 1o pkpn T Tdoo Mo apyad)
[ISetScale(<x,x,x>);
}
[ISetTimerEvent(time);
}
timer()
{
[ISetScale(start_scale);
[ISleep(0.2);
[IResetScript();
}
}

2. Script aAAayg pey£Ooug MePIMAOKWVY AVTIKELHEVWVY (0 XPriotng IpEnet va ypdayeL oto chat /4 X énou
X ntoAAamnAaolaotig apxtkol pey£Bouc)

// Linkset Resizer, by Maestro Linden, 2010.03.12

// This script rescales all prims in a linkset, using a scaling factor specified

// by the user over chat. The script does some basic sanity checks (ensuring

// that each prim stays within the allowed PRIM_SIZE range of 0.01m to 10m, although
// it does *not* check the prim linkability rules, which are described in:

// http://wiki.secondlife.com/wiki/Linkability_Rules

integer LISTEN_CHANNEL=4; // channel to listen on
float MIN_DIMENSION=0.01; // the minimum scale of a prim allowed, in any dimension
float MAX_DIMENSION=10.0; // the maximum scale of a prim allowed, in any dimension

list link_positions;

list link_scales;

float min_original_scale=10.0; // minimum x/y/z component of the scales in the linkset
float max_original_scale=0.0; // minimum x/y/z component of the scales in the linkset
float min_rescale_factor;

float max_rescale_factor;

integer listener;

scanlinkset()



vector link_pos;

vector link_scale;

integer total_links=IlGetNumberOfPrims();
integer link;

link_positions=[];

link_scales=[];

for(link=1; link<=total_links; link++)

{
link_pos=liList2Vector(lIGetLinkPrimitiveParams(link,[PRIM_POSITION]),0);
link_scale=lIList2Vector(lIGetLinkPrimitiveParams(link,[PRIM_SIZE]),0);

// determine the minimum and maximum prim scales in the linkset,

// so that rescaling doesn't fail due to prim scale limitations

// NOTE: the full linkability rules are _not_ checked by this script:

// http://wiki.secondlife.com/wiki/Linkability Rules
if(link_scale.x<min_original_scale) min_original_scale=link_scale.x;

else if(link_scale.x>max_original_scale) max_original_scale=link_scale.x;
if(link_scale.y<min_original_scale) min_original_scale=link_scale.y;

else if(link_scale.y>max_original_scale) max_original_scale=link_scale.y;
if(link_scale.z<min_original_scale) min_original_scale=link_scale.z;

else if(link_scale.z>max_original_scale) max_original_scale=link_scale.z;

link_scales+=[link_scale];
link_positions+=[(link_pos-lIGetRootPosition())/llGetRootRotation()];

}

max_rescale_factor=MAX_DIMENSION/max_original_scale;
min_rescale_factor=MIN_DIMENSION/min_original_scale;

}
rescaleLinkset(float scale)
{

integer link;

vector pos_to_set;
vector scale_to_set;
integer total_links=IIGetListLength(link_positions);

for(link=1; link<=total_links; link++)

{
scale_to_set=lIList2Vector(link_scales,link-1)*scale;
pos_to_set=lIList2Vector(link_positions,link-1)*scale;

// don't move the root prim
if(link==1) lISetLinkPrimitiveParamsFast(link,[PRIM_SIZE,scale_to_set]);
else
{
lISetLinkPrimitiveParamsFast(link,[PRIM_POSITION,pos_to_set,PRIM_SIZE,scale_to_set]);
}
}
}



init()

{
lIListenRemove(listener);
listener=lIListen(LISTEN_CHANNEL,"",lIGetOwner(),"");
[lOwnerSay("Say the scale that you want in channel "+(string)LISTEN_CHANNEL
+" chat (e.g. \"/"+(string)LISTEN_CHANNEL+" 0.8\"), relative to the original scale.");
llOwnerSay("The allowed rescaling range for this object is "
+(string)min_rescale_factor+" - "+(string)max_rescale_factor);

}

default
{
state_entry()
{
scanLinkset();
init();
}

on_rez(integer reznum)
{

init();
}

listen(integer channel, string name, key id, string msg)

{

float scale=(float)msg;

if(scale<min_rescale_factor*0.999)
{
[lOwnerSay("ERROR: Cannot rescale to "+(string)scale
+". The minimum allowed rescale factor for this object is "+(string)min_rescale_factor);
}
else if(scale>max_rescale_factor/0.999)
{
[lOwnerSay("ERROR: Cannot rescale to "+(string)scale
+". The maximum allowed rescale factor for this object is "+(string)max_rescale_factor);
}
else
{
integer total_links=IIGetListLength(link_positions);
llOwnerSay("Setting "+(string)total_links+" prims to scale "+(string)scale+"..");
rescaleLinkset(scale);
llOwnerSay("..done");
}
}
}



3. Script aAAayr¢ pey£OouG TEPIMAOKWY QVTLKELMEVWV HE MEVOU

// Linkset Resizer with Menu

// version 1.00 (25.04.2010)

// by: Brilliant Scientist

/] -

// This script resizes all prims in a linkset, the process is controlled via a menu.
// The script works on arbitrary linksets and requires no configuration.

// The number of prims of the linkset it can process is limited only by the script's memory.
// The script is based on "Linkset Resizer" script by Maestro Linden.

// http://wiki.secondlife.com/wiki/Linkset_resizer

// This script still doesn't check prim linkability rules, which are described in:
// http://wiki.secondlife.com/wiki/Linkability Rules

// Special thanks to:

// Ann Otoole

float MIN_DIMENSION=0.0001; // the minimum scale of a prim allowed, in any dimension
float MAX_DIMENSION=64.0; // the maximum scale of a prim allowed, in any dimension

float max_scale;
float min_scale;

float cur_scale =1.0;
integer handle;
integer menuChan;

float min_original_scale=10.0; // minimum x/y/z component of the scales in the linkset
float max_original_scale=0.0; // maximum x/y/z component of the scales in the linkset

list link_scales = [];
list link_positions = [];

makeMenu()

{
lIListenRemove(handle);
menuChan = 50000 + (integer)lIFrand(50000.00);
handle = lIListen(menuChan,"",1IGetOwner(),"");

//the button values can be changed i.e. you can set a value like "-1.00" or "+2.00"
//and it will work without changing anything else in the script
lIDialog(lIGetOwner(),"Max scale: "+(string)max_scale+"\nMin scale: "+(string)min_scale+"\n \nCurrent
scale: "+
(string)cur_scale,["-0.01","-0.05","-0.10","+0.01","+0.05","+0.10","MIN SIZE","RESTORE","MAX
SIZE","DELETE..."],menuChan);

}

integer scanLinkset()
{
integer link_qty = lIGetNumberOfPrims();
integer link_idx;
vector link_pos;
vector link_scale;



}

//script made specifically for linksets, not for single prims
if (link_qgty > 1)
{
//link numbering in linksets starts with 1
for (link_idx=1; link_idx <= link_qty; link_idx++)
{
link_pos=lIList2Vector(lIGetLinkPrimitiveParams(link_idx,[PRIM_POSITION]),0);
link_scale=lIList2Vector(lIGetLinkPrimitiveParams(link_idx,[PRIM_SIZE]),0);

// determine the minimum and maximum prim scales in the linkset,

// so that rescaling doesn't fail due to prim scale limitations
if(link_scale.x<min_original_scale) min_original_scale=link_scale.x;

else if(link_scale.x>max_original_scale) max_original_scale=link_scale.x;
if(link_scale.y<min_original_scale) min_original_scale=link_scale.y;

else if(link_scale.y>max_original_scale) max_original_scale=link_scale.y;
if(link_scale.z<min_original_scale) min_original_scale=link_scale.z;

else if(link_scale.z>max_original_scale) max_original_scale=link_scale.z;

link_scales +=[link_scale];
link_positions += [(link_pos-lIGetRootPosition())/lIGetRootRotation()];
}
}
else
{
[lOwnerSay("error: this script doesn't work for non-linked objects");
return FALSE;

}

max_scale = MAX_DIMENSION/max_original_scale;
min_scale = MIN_DIMENSION/min_original_scale;

return TRUE;

resizeObject(float scale)

{

integer link_qty = lIGetNumberOfPrims();
integer link_idx;
vector new_size;
vector new_pos;

if (link_qgty > 1)
{
//link numbering in linksets starts with 1
for (link_idx=1; link_idx <= link_qty; link_idx++)
{
new_size =scale * lIList2Vector(link_scales, link_idx-1);
new_pos =scale * lIList2Vector(link_positions, link_idx-1);

if (link_idx == 1)
{

//because we don't really want to move the root prim as it moves the whole object

lISetLinkPrimitiveParamsFast(link_idx, [PRIM_SIZE, new_size]);



}

else
{
lISetLinkPrimitiveParamsFast(link_idx, [PRIM_SIZE, new_size, PRIM_POSITION, new_pos]);
}
1
}
}

default
{

state_entry()

{
if (scanLinkset())

{

//lI0wnerSay("resizer script ready");

}

else

{

IIRemovelnventory(lIGetScriptName());

}
}

touch_start(integer total)

{
if (IIDetectedKey(0) == lIGetOwner()) makeMenu();

}

listen(integer channel, string name, key id, string msg)
{

//you can never be too secure

if (id == lIGetOwner())

{
if (msg == "RESTORE")
{
cur_scale = 1.0;
}
else if (msg == "MIN SIZE")
{
cur_scale = min_scale;
}
else if (msg == "MAX SIZE")
{
cur_scale = max_scale;
}
else if (msg == "DELETE...")
{
[IDialog(llGetOwner(),"Are you sure you want to delete the resizer script?",
["DELETE","CANCEL"],menuChan);
return;
}

else if (msg == "DELETE")
{



llOwnerSay("deleting resizer script...");
[IRemovelnventory(lIGetScriptName());

}

else
{
cur_scale += (float)msg;

}

//check that the scale doesn't go beyond the bounds
if (cur_scale > max_scale) { cur_scale = max_scale; }
if (cur_scale < min_scale) { cur_scale = min_scale; }

resizeObject(cur_scale);

4. Scale script mepinMAoKwV AVTIKELLEVWY ME Bdon S001évo TTOAAATAQLGLAOTH Kol XPOVO

// unv nepagete

float MIN_DIMENSION=0.01; // the minimum scale of a prim allowed, in any dimension
float MAX_DIMENSION=2.0; // the maximum scale of a prim allowed, in any dimension
list link_positions;

list link_scales;

float min_original_scale=10.0; // minimum x/y/z component of the scales in the linkset
float max_original_scale=0.0; // minimum x/y/z component of the scales in the linkset
float min_rescale_factor;

float max_rescale_factor;

integer listener;

// Té\og Tou pUnVv melpdgeTe

// umopeite va aAAAEETE TIUEC

float scale=1.01; //moA\amAactaotic scale (tiuég >1 HeEYOAWVOUV TO OVTIKEIUEVO, TLHEG <1 TO pLKpaivouv)
float time = 1; //kdBe mdoa deutepodAernta Oa yivetal scale

float elapsed_time=0; //uetpntrg mou Ba xpnotpomnolnBOei 0T CUVEXELD YL VAL LETPIOEL OGO
SeutepOAenta néEpacav

// Té\oc tou pmopeite va aANGEETE TIUEG

// unv nepaete anod edw PEXPL TO EMOUEVO GYXOALO OTO EAANVIKA
scanlinkset()
{

vector link_pos;

vector link_scale;

integer total_links=IlGetNumberOfPrims();

integer link;

link_positions=[];

link_scales=[];



for(link=1; link<=total_links; link++)

{
link_pos=lIList2Vector(lIGetLinkPrimitiveParams(link,[PRIM_POSITION]),0);
link_scale=lIList2Vector(lIGetLinkPrimitiveParams(link,[PRIM_SIZE]),0);

// determine the minimum and maximum prim scales in the linkset,

// so that rescaling doesn't fail due to prim scale limitations

// NOTE: the full linkability rules are _not_ checked by this script:

// http://wiki.secondlife.com/wiki/Linkability_Rules
if(link_scale.x<min_original_scale) min_original_scale=link_scale.x;

else if(link_scale.x>max_original_scale) max_original_scale=link_scale.x;
if(link_scale.y<min_original_scale) min_original_scale=link_scale.y;

else if(link_scale.y>max_original_scale) max_original_scale=link_scale.y;
if(link_scale.z<min_original_scale) min_original_scale=link_scale.z;

else if(link_scale.z>max_original_scale) max_original_scale=link_scale.z;

link_scales+=[link_scale];
link_positions+=[(link_pos-lIGetRootPosition())/llGetRootRotation()];

}

max_rescale_factor=MAX_DIMENSION/max_original_scale;
min_rescale_factor=MIN_DIMENSION/min_original_scale;

}
rescaleLinkset(float scale)
{

integer link;

vector pos_to_set;
vector scale_to_set;
integer total_links=IIGetListLength(link_positions);

for(link=1; link<=total_links; link++)

{
scale_to_set=lIList2Vector(link_scales,link-1)*scale;
pos_to_set=lIList2Vector(link_positions,link-1)*scale;

// don't move the root prim
if(link==1) lISetLinkPrimitiveParamsFast(link,[PRIM_SIZE,scale_to_set]);
else
{
lISetLinkPrimitiveParamsFast(link,[PRIM_POSITION,pos_to_set,PRIM_SIZE,scale_to_set]);
}
1
}

// Té\og Tou pnv melpdtete

default
{

touch_start(integer num)



[ISetTimerEvent(time); // apxileL to yeyovog mou otnpiletal o€ BAUATIOUO TOCWY SEUTEPOAETTTWY OOWV
oploape otnv apxn
elapsed_time=0;

}

timer()

{
if (elapsed_time<5) //to 5 avtutpoowrnevel ta toéoa Ssutepolemnta OENoupe va TpEEeL To script, aAldéte To
QVAAOYQ LLE TLG AVAYKEG OOG

{

scanlinkset();

rescaleLinkset(scale);

elapsed_time=elapsed_time+time;
}

else
{

lIResetScript(); // 6tav nepdoouv ta SeutepOAEMTA TTOU OPLOAUE OTAHATAEL N 0AAayn HEYEBOUC Kal TO
script umopel va emavekkvioet

}

}
}



NPC’s
1. Anpoupyia KAwvou tou eautol poag e KALK Kol Staypadn Tou pe 2° KALK.

// touch to create a NPC clone of the toucher in front of this emitter
// NPC will move to the toucher, then will greet them.
// Touch again to remove the NPC

key npc;
vector toucherPos;

default
{

touch_start(integer number)
{
vector npcPos = lIGetPos() + <1,0,0>;
osAgentSaveAppearance(lIDetectedKey(0), "appearance");
// coud use avatar UUID directly in osNpcCreate, but then NPC appearance is not persisted
npc = osNpcCreate("ImYour", "Clone", npcPos, "appearance");
toucherPos = lIDetectedPos(0);
state hasNPC;

}
}
state hasNPC
{
state_entry()
{
osNpcMoveTo(npc, toucherPos + <3,0,0>);
osNpcSay(npc, "Hi there! My name is " + lIIkey2Name(npc));
}
touch_start(integer number)
{
osNpcSay(npc, "Goodbye!");
osNpcRemove(npc);

npc = NULL_KEY;
state default;

2. Awaypacdn 6Awv twv NPC’s

// sim-wide NPC killer

// kill all of NPCs in this SIM

// Attempts to kill agents too, but it will silently fail
// http://opensimulator.org/wiki/OsNpcRemove

default
{

touch_start(integer number)



list avatars = lIList2ListStrided(osGetAvatarlist(), 0, -1, 3);
integer i;
[ISay(0,"NPC Removal: No avatars will be harmed or removed in this process!");
for (i=0; i<lIGetListLength(avatars); i++)
{
string target = lIList2String(avatars, i);
osNpcRemove(target);
[ISay(0,"NPC Removal: Target "+target);

}
}
}

3. Script dnuoupyiag pag notecard otnv onoia anodnkevetal n g AvLon TOU avatar oG e GKOTO Tn
dnuovpyia evog NPC pe Ao script

default

touch_start(integer num)

{

osAgentSaveAppearance(lIDetectedKey(0), "appearance");

H notecard tomoBeteital oTo content TOU AVTIKELLEVOU KOl UTTOPOULE VAl TN HETAPEPOUE av BEAOUE OTO
¢dakeho Notecards Tou Inventory pag

4. Script dnuovpyiag NPC anoé pa Notecard
H notecard mpénel va eival oto content

key npc01;

default{
on_rez(integer start_param)

{

// Reset script when the object is rezzed
[IResetScript();
}

touch_start(integer total_number){

npc01 = osNpcCreate("Grumpy", "", <241,167,23>, "appearance");
osAvatarPlayAnimation(npc01,"walk");



5. Anuoupyio KAWVOU Kal EKTEAEONG LLOG CUYKEKPLUEVNG SLASPOUNAG

BApa 1°
TomnoBetoUe o £va armAo prim To akdAouBo script

vector path_pos;

string path_write;

string notename ="Path1";
default

{

state_entry()
{
lIListen(12,"",lIGetOwner(),"");
}
touch_start(integer n)
{
path_pos = lIDetectedPos(0);
path_write += (string)path_pos+"\n";
}
listen(integer channel, string name, key id, string msg)
{
if (msg 1="")
{
osMakeNotecard(notename,path_write);
llOwnerSay("Notecard Created");
}
}
}

Briua 2°
Maipvoupe to prim ato inventory pag Kot To kavoupe attach to HUD (o€ onpeio mou va punv pag epmodilet
TIYX KATW 0PLOTEPQ)

BAua 3°
Kdvoupe KALK OTO QVTLKELPEVO, YLa VO TIAPEL TNV 0pXLKN BEon, TpoXWPAUE o€ vEa BEaN Kal KAVOUUE TIAAL
KALK, KOK.

BrAua 4°
AdoU ohokAnpwOei n Stadpoun, oto chat ypddoupe /12 create. Mapatnpolpe OTL OTO AVTLKE(HEVO
Snuoupyndnke pia notecard pe to 6vopa Pathl. Naipvoupe tn notecard autr oto inventory pac.

Brjua 5°
AnpoupyoUpe €va VEO prim Kol TOToBEeTOU LLE TO TTOPAKATW Script

key npc;



vector curPos;

vector vecTo_targ;

vector nPos;

list path;

integer path_length;

integer pad_Turn = 3; // Larger the number smoother the turn but less accurate

string notecard;  // Smaller the number more accurate but sharper noticeable stop/turn

default
{
state_entry()
{
liListen(10,"",NULL_KEY,""); //
integer i;
notecard = "Path1"; // Name of path vector notecard

for(i=1; i<osGetNumberOfNotecardLines(notecard); i++) {
path += osGetNotecardLine(notecard, i);
}// Grab path vectors from notecard and pack into list

path_length=IIGetListLength(path);
}

touch_start(integer num)
{
llOwnerSay("\n\nNPC Path Block:\n
Type /10 (command) to control your NPC.\n
create - spawn NPC\n
start - start NPC path\n
stop - stop and remove the NPC");

}

listen(integer channel, string name, key id, string msg)
{
if (msg I="")
{
if (msg == "create"){
osOwnerSaveAppearance("appearance");
vector spawn = (vector)osGetNotecardLine(notecard, 1);
npc = osNpcCreate ("Justa", "Walkin", spawn, "appearance");
}
else if (msg == "start"){
integer x;
for (x = 1; x < path_length; x++) {
vecTo_targ = lIList2Vector(path,x);
nPos = osNpcGetPos(npc);
if (vecTo_targ.x > 1){
osAvatarPlayAnimation(npc,"walk");
osNpcSetRot(npc, lIRotBetween(<PI,PI,0>,1IVecNorm(vecTo_targ - osNpcGetPos(npc))));
osNpcMoveToTarget(npc, vecTo_targ, OS_NPC_NO_FLY);



while (lIFabs(lIVecDist(vecTo_targ, nPos)) > pad_Turn){
nPos = osNpcGetPos(npc);
lISleep(.5);
}// Probably a lower lag way to do this with states or something
// This also locks out the script until the loop is complete
// Which | really really hate! :P
}
else {
lISleep(.5); // Stop animation buffer
// no duck walking last couple of feet
// adjust for animation or make a variable
osAvatarStopAnimation(npc,"walk");

}
}
}
else if (msg == "stop"){
osNpcRemove(npc);
[IResetScript(); // Stop all processes. Kill all NPCs.
}
else {
llOwnerSay("Unkown Command");
}
}
}
}
Brjua 6°

TomoBetoUe TN notecard armd TO MPONYOUREVO AVTLKEILEVO, OTO AVTIKELLEVO TIOU HOALS GTLAEALLE.
Kdvoupe KALK 0TO avTIKeipevo Kal akoAouBoU e Tig obnyieg mou epdavilovral oto chat.

6. Script mtov 8ivel animation o€ 6Aa tat NPC’s
To animation mpémel va elval oto content. To animation otapatdet pe 2° KALK.

list avies;

list thedance;

list olddance;

list dancers;

integer duration = 10;

EverybodyDanceNow()

{
lISetText("Dancing",<1,1,1>,1);
avies = osGetAvatarlList();
integer n;

if(lIGetListLength(thedance) != 0)

{
for(n=0;n<lIGetListLength(thedance);++n)



{
olddance = olddance + lIList2String(thedance,n);
1
}

for(n=0;n<lIGetListLength(avies);n=n+3)
{
integer animnum = IIFloor(lIFrand(lIGetInventoryNumber(INVENTORY_ANIMATION)));
string animation = lIGetInventoryName(INVENTORY_ANIMATION,animnum);
key avielD = lIList2Key(avies,n);
dancers = dancers + [avielD];
thedance = thedance + [animation];

}

for(n=0;n<lIGetListLength(dancers);++n)

{
key avie = lIList2Key(dancers,n);
string dance = lIList2String(thedance,n);
osAvatarPlayAnimation(avie, dance);

}
}

Stop_HammerTime()
{
lISetText("Stopped Dancing",<1,1,1>,1);
integer n;
for(n=0;n<lIGetListLength(dancers);++n)
{
key avie = lIList2Key(dancers,n);
string dance = lIList2String(thedance,n);
osAvatarStopAnimation(avie, dance);
}
dancers = [];
thedance = [];
avies =[];

}

default

{

touch_start(integer numdet)

{

state on;
}
}

state on

{
state_entry()

{
EverybodyDanceNow();
[ISetTimerEvent(duration);



}

touch_start(integer numdet)

{

state off;

}

timer()
{
EverybodyDanceNow();
}
}

state off

{
state_entry()
{

Stop_HammerTime();

}

touch_start(integer numdet)

{
state on;
}
}

7. NPC ntou kaBeta Kot eKTeAEL £va | MEPLOOOTEPA animations
Y10 content TomoBetoU e €va animation kot pia notecard epudaviong pe to ovoua My Dancer. To script
TIEPLEXEL:

// NPC General Utility Rez & Pose Dancer

// Written by Aine Caoimhe (aka Mata Hari) 2012/2013

//

// OVERVIEW

//

// This basic script is designed to be placed in any object (usually a poseball) along with at least one
animation.

// When the owner touches the poseball for the first time their appearance will be cloned and stored to use
for

// an NPC who will then rez, sit on the poseball, and begin to play the animation. Subsequent touches of
the poseball

// will remove or restore the NPC. The script doesn't provide any "advanced" features such as variable
timers, variable NPCs,

// dance selection/controls, etc.

//

// Because this was written by special request, several default behaviours are part of the script but can be
altered

// easily either by changing the settings in the USE VARIABLES section below (even a novice can do this!) or
more

// drastic changes can be made by altering the main body of the script.

/1



// This script requires a region that is configured to allow the OSSL functions necessary to create and
animate NPC

// (uses osAvatarPlayAnimation() and osAvatarStopAnimation() rather than the NPC versions of those
functions because

// at the time | wrote most of it the NPC versions didn't work correctly).

//

// TERMS OF USE

//

// This script is provided as a courtesy to other users of OpenSim on an as-is basis. I'll try to help you if you
ask nicely

// but | won't promise to fix or resolve any issues you might encounter or further customize it for your uses.
// You are free to use and modify it as desired, provided you:

// - also provide it free of charge with full perms as per GPU General Public Licence 3.0

// - never alter the script to allow it to clone another avatar appearance without that owner's explicit and
informed consent (avi theft)

//

//

/1
// USER VARIABLES

// you can change these default values to suit your preferences

1l

// The name of your dancer...this is the name she will show in world
string dancerFirstName="Beatrice";
string dancerLastName="Antonioni";

// How she changes dances...one of the two following lines must be commented (disabled using // at the
start of the line) and the
// other line must be active (no // at the start)

string danceSeq="random";  // dancer will pick the next animation randomly
// string danceSeq="seq"; // dancer will pick the next animation in the poseball

// How often she changes dances -- set a value here in seconds that you want her to play each dance before
advancing to the next
float danceTimer=120.0;

// Is the poseball active? Set this to TRUE to have her automatically rezzed whenever the region is
restarted. Otherwise set to FALSE.
integer active=TRUE;

// Positioning...how far from the ball to place the dancer (essentially this is her sit target) as a (x,y,z) vector
vector offSet=<0.0, 0.0, 1.0>;

//
// DON'T CHANGE ANYTHING BELOW HERE UNLESS YOU KNOW WHAT YOU ARE DOING :)

//

string npcCard="My Dancer";
key dancerlD;

integer dancelndex;

list dancelist;



updateDancelist()

{

}

// build list of animations in inventory
integer anims=IIGetInventoryNumber(INVENTORY_ANIMATION);
while(--anims>-1)
{
dancelist+=IIGetInventoryName(INVENTORY_ANIMATION,anims);
}
if (danceSeg=="seq") dancelist=lIListSort(dancelist,1, TRUE);
else dancelist=IIListRandomize(dancelist,1);
dancelndex=0;

rezDancer()

{

// make sure there are animations
if (NllGetListLength(dancelList))
{

[lOwnerSay("Cannot create the dancer because there are no animations in the poseball inventory for

her to play");

}

return;
}
// make sure there is a dancer to rez (shouldn't be possible to get this result but included just in case
if (IGetInventoryType(npcCard)!=INVENTORY_NOTECARD)
{
[lOwnerSay("Cannot create the dancer because there is no stored appearance in inventory for her.");
return;
}
// see if an npc is already sitting...helps to recover from accidental script reset with active NPC
if (checkForSitter()) startDancing();
// safe to proceed with rezzing new NPC if we get to this point
else
{
dancerID=osNpcCreate(dancerFirstName,dancerLastName,llGetPos()+<0,0,1>,npcCard);
[ISleep(0.5);
osNpcSit(dancerID,lIGetKey(),0S_NPC_SIT_NOW);
}

removeDancer()

{

}

// kill active npc
osNpcRemove(dancerID);
dancerID=NULL_KEY;

integer checkForSitter()

{

// a safety net to try to catch stray NPCs cause by script edit/reset while an NPC is active
// if an NPC is detected already on the ball but no dancerID is set...this is only called at
// a time when a new NPC would otherwise be created
key sitterID=IlAvatarOnSitTarget();
if (sitterID!=NULL_KEY)
{

if (osIsNpc(sitterID))

{



[lOwnerSay("Detected an NPC already using the ball...setting this as my npc");
dancerlD=sitterlD;
return TRUE;
1
else
{
[lOwnerSay("Unexpectedly found an avatar sitting on the poseball...it's going to get crowded!");
return FALSE;
1
}
else return FALSE;
}
startDancing()
{
// called when an NPC first sits
string dance=lIList2String(dancelist,dancelndex);
// start currently indexed dance
osAvatarPlayAnimation(dancerlID,dance);
[ISleep(0.25);
// now stop any other animations the NPC is playing (sit, etc)
list animToStop=IlGetAnimationList(dancerID);
integer stop=IlGetListLength(animToStop);
key dontStop=IlIGetinventoryKey(dance);
while(--stop)
{
if (IIList2Key(animToStop,stop)!=dontStop)
osAvatarStopAnimation(dancerID,lIList2Key(animToStop,stop));
}
// set the timer for advancing to next dance
[ISetTimerEvent(danceTimer);
}
playNextDance()
{
// play the next dance
osAvatarStopAnimation(dancerID,lIList2String(dancelist,dancelndex));
dancelndex++;
if (dancelndex==IIGetListLength(dancelList)) dancelndex=0; // cycle back to beginning when reaching the
end
osAvatarPlayAnimation(dancerID,lIList2String(danceList,dancelndex));

}
default

{
state_entry()
{
// ensure sit target set
if (offSet==ZERO_VECTOR) offSet.z+=0.0001;
lISitTarget(offSet,ZERO_ROTATION);
// update the animations list
updateDancelist();
// rez dancer automatically if set to do so
if (active && (lIGetIinventoryType(npcCard)==INVENTORY_NOTECARD)) rezDancer();
}

timer()



{
// time to advance to next dance...make sure there is a dancer first
if ((dancerID==NULL_KEY) || (IlAvatarOnSitTarget()!=dancerID)) lISetTimerEvent(0.0); // kill timer if
NPC unrezzed
else playNextDance();

}

on_rez(integer start)
{
// always reset on rez
[IResetScript();
}
changed(integer change)
{
// reset script if owner changes or region restarts
if (change & CHANGED_OWNER) IIResetScript();
else if (change & CHANGED REGION_START) lIResetScript();
// handle changes in inventory that might affect operation
else if (change & CHANGED_INVENTORY)
{
// safety check on deleting notecard during use
if ((IGetInventoryType(npcCard)!=INVENTORY_NOTECARD) && (dancerlD==NULL_KEY))
{
llOwnerSay("You have deleted the dancer notecard. Removing the dancer");
removeDancer();
return;
}
// else see if it's a change in animations
integer anims=IIGetinventoryNumber(INVENTORY_ANIMATION);
if (lanims && (dancerID!=NULL_KEY))
{
// user deleted the last animation...kill active dancer
[lOwnerSay("There are no animations in the poseball...removing your dancer");
removeDancer();
}
else if (anims!=IIGetListLength(danceList))
{
updateDancelist();
if (dancerID!=NULL_KEY) startDancing();
}
1
// handle changes in link...will usually be triggered by the NPC sitting or being removed
else if (change & CHANGED _LINK)
{
// start dancing when an npc sits
if (dancerID!=NULL_KEY && lIAvatarOnSitTarget()==dancerID) startDancing();
// can ignore npc standing (derez) because key reset is handled by the remove routine
// also ignoring any non-npc who sits here
!
}
touch_start(integer num)
{
// only owner can play with this
if (IIDetectedKey(0)!=lIGetOwner()) return;



// first, clone owner if no appearance card has been stored
if (IIGetinventoryType(npcCard)!=INVENTORY_NOTECARD)
{
[lOwnerSay("One moment while your appearance is saved for the npc to use");
osOwnerSaveAppearance(npcCard);
lISleep(2.0);
1
// if no dancer, rez one
if (dancerlD==NULL_KEY)
{
if (checkForSitter()) startDancing();
else rezDancer();
}
// else there's a dancer so this touch means we want to remove it
else removeDancer();

8. NPC puppeteer

210 content TOU QVTLKELLEVOU TIPETEL VA TOTIODETHOOU UE:

1. Mwa notecard e to Ovoua appearance e tTnv epdavion tou NPC rtou Ba SnuLoupyrncoupe

2.’Eva animation yla va Tepmatd, mou MPEMEL va To PeTovopdoou e os Walk

3.’Eva animation mou va adopd tnv Kivnon mou Ba KAVEL 0TV CTEKETOL, TIOU TIPETIEL VAL TO LETOVOUACOUE
oe Stand

4. Muwa notecard e To Ovopa Script (meplocotepa oTn CUVEXELA)

5.°Eva script pe to 6vopa Script

To script mepléxet:

I T D171
// Copyright (C) Wizardry and Steamworks 2013 - License: GNU GPLv3  //

// Please see: http://www.gnu.org/licenses/gpl.html for legal details, //
// rights of fair usage, the disclaimer and warranty conditions.  //

s

I 1T
// CONFIGURATION //

LTI

// Nooa deutepOAemTa KPATA TO
// animation stand?
float ANIMATION_CYCLE_TIME = 10;

T
// INTERNALS /]

s

g
// Copyright (C) 2013 Wizardry and Steamworks - License: GNU GPLv3 //

g

vector wasCirclePoint(float radius) {
float x = lIPow(-1, 1 + (integer) lIFrand(2)) * lIFrand(radius*2);



float y = lIPow(-1, 1 + (integer) lIFrand(2)) * lIFrand(radius*2);
if(llPow(x,2) + lIPow(y,2) <= IIPow(radius,2))

return <x, y, 0>;
return wasCirclePoint(radius);

}

I 1171117117117
// Copyright (C) 2013 Wizardry and Steamworks - License: GNU GPLv3 //
I 171117111711
string wasKeyValueGet(string var, string kvp) {
list dVars = lIParseString2List(kvp, ["&"], []);
do{
list data = lIParseString2List(lIList2String(dVars, 0), ["'="], [1);
string k = lIList2String(data, 0);
if(k != var) jump continue;
return lIList2String(data, 1);
@continue;
dVars = lIDeleteSublList(dVars, 0, 0);
} while(llGetListLength(dVars));

return "";

}

T 71T
// Copyright (C) 2013 Wizardry and Steamworks - License: GNU GPLv3 //
T T
string wasKeyValueSet(string var, string val, string kvp) {
list dVars = lIParseString2List(kvp, ["&"], [1);
if(lIGetListLength(dVars) == 0) return var + "=" + val;
list result =[];
do{
list data = lIParseString2List(lIList2String(dVars, 0), ["="], [1);
string k = lIList2String(data, 0);
if(k =="") jump continue;
if(k == var && val =="") jJump continue;
if(k == var) {
result += k + "=" + val;
val="";
jump continue;
}
string v = lIList2String(data, 1);
if(v=="") jump continue;
result += k + "=" + v;
@continue;
dVars = lIDeleteSublList(dVars, 0, 0);
} while(llGetListLength(dVars));
if(val 1="") result += var + "=" + val;
return IIDumplList2String(result, "&");
}

I 1111171117117
// Copyright (C) 2013 Wizardry and Steamworks - License: GNU GPLv3 //

g

string wasKeyValueDelete(string var, string kvp) {



list dVars = lIParseString2List(kvp, ["&"], [1);

list result = [];

list added = [];

do{
list data = lIParseString2List(lIList2String(dVars, 0), ["="], [1);
string k = lIList2String(data, 0);
if(k == var) jump continue;
string v = lIList2String(data, 1);
if(v=="") jump continue;
if(llListFindList(added, (list)k) !=-1) jump continue;
result +=k+ "=" +v;
added +=k;

@continue;

dVars = lIDeleteSublList(dVars, 0,0);

} while(llGetListLength(dVars));

return lIDumpList2String(result, "&");

}

// Vector that will be filled by the script with

// the initial starting position in region coordinates.
vector iPos = ZERO_VECTOR;

// Storage for destination position.

vector dPos = ZERO_VECTOR,;

// Storage for the NPC script.

list npcScript = [];

// Storage for the next action.

string npcAction ="";
string npcParams ="";
// Storage for talking on local chat.

string npcSay ="";

default {
state_entry() {
osNpcRemove(wasKeyValueGet("key", lIGetObjectDesc()));
[ISetTimerEvent(5);
}
timer() {
npcScript = lIParseString2List(osGetNotecard("Script"), ["\n"], [1);
if(llGetListLength(npcScript) == 0) {
[ISay(DEBUG_CHANNEL, "No script notecard found.");
[ISetTimerEvent(0);
return;
1
[ISetTimerEvent(0);
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}



state script

{

state_entry() {

@ignore;
string next = lIList2String(npcScript, 0);
npcScript = lIDeleteSubList(npcScript, 0, 0);
npcScript += next;
if(IlGetSubString(next, 0, 0) |="@") jump ignore;
list data = lIParseString2List(next, ["="], []);
npcAction = lIToLower(lIStringTrim(lIList2String(data, 0), STRING_TRIM));
npcParams = lIStringTrim(lIList2String(data, 1), STRING_TRIM);
[ISetTimerEvent(1);

}

timer() {
[ISetTimerEvent(0);
@commands;
if(npcAction =="@spawn") {

}

integer lastldx = lIGetListLength(npcScript)-1;

npcScript = lIDeleteSubList(npcScript, lastldx, lastldx);

list spawnData = lIParseString2List(npcParams, ["|"], [1);
[ISetObjectDesc(wasKeyValueSet("name", lIList2String(spawnData, 0), lIGetObjectDesc()));
list spawnDest = lIParseString2List(lIList2String(spawnData, 1), ["<", ",", ">"], [1);

iPos.x = lIList2Float(spawnDest, 0);

iPos.y = lIList2Float(spawnDest, 1);

iPos.z = lIList2Float(spawnDest, 2);

state spawn;

if(npcAction == "@goto") {

integer lastldx = lIGetListLength(npcScript)-1;
npcScript = lIDeleteSubList(npcScript, lastldx, lastldx);
// Wind commands till goto label.

@wind;

}

string next = lIList2String(npcScript, 0);

npcScript = lIDeleteSubList(npcScript, 0, 0);

npcScript += next;

if(next != npcParams) jump wind;

// Wind the label too.

next = lIList2String(npcScript, 0);

npcScript = lIDeleteSubList(npcScript, 0, 0);

npcScript += next;

// Get next command.

list data = llParseString2List(next, ["="], []);

npcAction = lIToLower(lIStringTrim(lIList2String(data, 0), STRING_TRIM));
npcParams = lIStringTrim(lIList2String(data, 1), STRING_TRIM);
// Reschedule.

jump commands;

if(npcAction == "@walk") {

list dest = lIParseString2List(npcParams, ["<", ",", ">"], [1);
dPos.x = lIList2Float(dest, 0);
dPos.y = llList2Float(dest, 1);
dPos.z = lIList2Float(dest, 2);



state walk;
}
if(npcAction == "@say") {
npcSay = npcParams;
state say;
1
if(npcAction == "@pause") {
|ISetObjectDesc(wasKeyValueSet("pause"”, npcParams, lIGetObjectDesc()));
state pause;
}
if(npcAction == "@wander") {
list wanderData = lIParseString2List(npcParams, ["|"], [1);
[ISetObjectDesc(wasKeyValueSet("wd", lIList2String(wanderData, 0), lIGetObjectDesc()));
lISetObjectDesc(wasKeyValueSet("wc", llList2String(wanderData, 1), lIGetObjectDesc()));
iPos = lIGetPos();
state wander;
}
if(npcAction == "@rotate") {
[ISetObjectDesc(wasKeyValueSet("rot", npcParams, lIGetObjectDesc()));
state rotate;
}
if(npcAction == "@sit") {
[ISetObjectDesc(wasKeyValueSet("sit", npcParams, lIGetObjectDesc()));
state sit;
1
if(npcAction == "@stand") {
state stand;
}
if(npcAction == "@stop") {
state stop;
!
if(npcAction == "@delete") {
state delete;
!
if(npcAction == "@animate") {
list animateData = lIParseString2List(npcParams, ["|"], [1);
lISetObjectDesc(wasKeyValueSet("an", liList2String(animateData, 0), lIGetObjectDesc()));
lISetObjectDesc(wasKeyValueSet("at", IIList2String(animateData, 1), lIGetObjectDesc()));
state animate;
}
[ISay(DEBUG_CHANNEL, "ERROR: Unrecognized script line: " + npcAction + "=" + npcParams);
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}

state rotate {
state_entry() {



osNpcSetRot(wasKeyValueGet("key", lIGetObjectDesc()), lIEuler2Rot(<0,0,(float)wasKeyValueGet("rot",
lIGetObjectDesc())> * DEG_TO_RAD));
[ISetTimerEvent(2);
}
link_message(integer sender, integer num, string str, key id) {
if(id != "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
[ISetObjectDesc(wasKeyValueDelete("rot", IIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}

state sit {
state_entry() {
lISensorRepeat(wasKeyValueGet("sit", lIGetObjectDesc()), "", PASSIVE | ACTIVE, TWO_PI, 96, 1);
}
sensor(integer num) {
lISensorRemove();
osNpcSit(wasKeyValueGet("key", lIGetObjectDesc()), IIDetectedKey(0), OS_NPC_SIT_NOW);
[ISetTimerEvent(2);
}
timer() {
[ISetObjectDesc(wasKeyValueDelete("sit", IIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED_REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();

}
}

state stand {
state_entry() {
osNpcStand(wasKeyValueGet("key", lIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}



state animate {
state_entry() {
if(llIGetInventoryType(wasKeyValueGet("an", lIGetObjectDesc())) == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), wasKeyValueGet("an",
[IGetObjectDesc()));
[ISetTimerEvent((integer)wasKeyValueGet("at", lIGetObjectDesc()));
}
link_message(integer sender, integer num, string str, key id) {
if(id != "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
if(llGetInventoryType(wasKeyValueGet("an", lIGetObjectDesc())) == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), wasKeyValueGet("an",
lIGetObjectDesc()));
[ISetObjectDesc(wasKeyValueDelete("an", lIGetObjectDesc()));
[ISetObjectDesc(wasKeyValueDelete("at", lIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();

}
}

state spawn
{
state_entry() {
list name = IIParseString2List(wasKeyValueGet("name", lIGetObjectDesc()), [" "], [1);
[ISetObjectDesc(wasKeyValueSet("key", osNpcCreate(llList2String(name, 0), liList2String(name, 1), iPos,
"appearance"), lIGetObjectDesc()));
osNpcLoadAppearance(wasKeyValueGet("key", lIGetObjectDesc()), "appearance");
if(llGetInventoryType("Stand") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
[ISetTimerEvent(10);
}
timer() {
[ISetTimerEvent(0);
if(llIGetinventoryType("Stand") == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
lISetObjectDesc(wasKeyValueDelete("name", lIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();

}



}

state delete {
state_entry() {
osNpcRemove(llGetObjectDesc());
[IResetScript();
}
changed(integer change) {
if(change & CHANGED_REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}

state stop {
state_entry() {
if(llGetinventoryType("Stand") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), ""Stand");
}
link_message(integer sender, integer num, string str, key id) {
if(id != "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}

state walk {
state_entry() {
if(llGetinventoryType("Walk") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Walk");
osNpcMoveToTarget(wasKeyValueGet("key", lIGetObjectDesc()), dPos, OS_NPC_NO_FLY);
[ISetTimerEvent(1);
}
link_message(integer sender, integer num, string str, key id) {
if(id != "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
if (IIVecDist(osNpcGetPos(wasKeyValueGet("key", lIGetObjectDesc())), dPos) > 2) return;
lISetTimerEvent(0);
if(llIGetInventoryType("Walk") == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Walk");
state script;
}
changed(integer change) {
if(change & CHANGED_REGION_START) lIResetScript();

}



on_rez(integer num) {
[IResetScript();

}
}

state say {
state_entry() {
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), npcSay);
npcSay ="";
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}

state wander
{
state_entry() {
dPos = iPos + wasCirclePoint((integer)wasKeyValueGet("wd", lIGetObjectDesc()));
if(llIGetInventoryType("Walk") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Walk");
osNpcMoveToTarget(wasKeyValueGet("key", IIGetObjectDesc()), dPos, OS_NPC_NO_FLY);
[ISetTimerEvent(0.1);
}
link_message(integer sender, integer num, string str, key id) {
if(id = "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
if (IIVecDist(osNpcGetPos(wasKeyValueGet("key", lIGetObjectDesc())), dPos) > 2) return;
[ISetTimerEvent(0);
if(llGetinventoryType("Walk") == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Walk");
if(wasKeyValueGet("wc", lIGetObjectDesc()) == "0") {
lISetObjectDesc(wasKeyValueDelete("wc", lIGetObjectDesc()));
lISetObjectDesc(wasKeyValueDelete("wd", lIGetObjectDesc()));
state script;
!
lISetObjectDesc(wasKeyValueSet("wc", (string)((integer)wasKeyValueGet("wc", lIGetObjectDesc())-1),
lIGetObjectDesc()));
state wait;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();
}
}



state wait {
state_entry() {
if(llIGetInventoryType("Stand") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
[ISetTimerEvent(ANIMATION_CYCLE_TIME);
}
link_message(integer sender, integer num, string str, key id) {
if(id != "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
[ISetTimerEvent(0);
if(llIGetInventoryType("Stand") == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
state wander;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();

}
}

state pause {
state_entry() {
if(llIGetInventoryType("Stand") == INVENTORY_ANIMATION)
osNpcPlayAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
[ISetTimerEvent(ANIMATION_CYCLE_TIME * 1+lIFrand((integer)wasKeyValueGet("pause",
lIGetObjectDesc())-1));
}
link_message(integer sender, integer num, string str, key id) {
if(id I= "@npc_say") return;
osNpcSay(wasKeyValueGet("key", lIGetObjectDesc()), str);
}
timer() {
[ISetTimerEvent(0);
if(llGetinventoryType("Stand") == INVENTORY_ANIMATION)
osNpcStopAnimation(wasKeyValueGet("key", lIGetObjectDesc()), "Stand");
[ISetObjectDesc(wasKeyValueDelete("pause", lIGetObjectDesc()));
state script;
}
changed(integer change) {
if(change & CHANGED REGION_START) lIResetScript();
}
on_rez(integer num) {
[IResetScript();

}
}



H notecard mepléXel eVTOAEG e GUYKEKPLUEVN Hopdn olvTaéNng
Mapadetypa 1°

@spawn=Alter Ego|<131.0, 132.0, 309.0>
@wander=3

H npwtn ypappn Ba dnuouvpynoet éva NPC pe to dvopa Alter Ego otn 6€on 131.0, 132.0, 309.0 tou
OUYKEKPLUEVOU VNGLOU TIOU TOTIOBETOUE TO avTIKELPevo. Mpodavwg mpEmel va eAéyEoupe To onpeio
gudAviong Kat va aAAGEOUE TLG CUVTETAYUEVEG. 2TO OUYKEKPLUEVO Ttapddelypa, To NPC Ba spudaviotei 300
UETPA Mepimou MAvw armo to £€86adog.

H 6eUtepn ypapupn avaykalel to NPC va teputAaviETal o€ Tuxaieg BEoeLC TO PEYLIOTO OE aKTiva 3 HETPWVY
aro to avrtikeipevo. Mpoooxn! O €dadog mpémel va eival eminedo A TouddxLoto oxedov eninedo otnv
aktiva auth. 2 avtiBetn nepimtwon 1o NPC rj Ba méoel oto vepd 1 Ba "koAnoel" npoonabwvtog vo aveBeL
oe kamola poefoxn tou edagdouc.

@spawn=Alexandra Stone|<163.67, 132.85, 58.8>
REPEAT

@say=Welcome fellow human

@pause=10

@goto=REPEAT

Mapadelypa 2°

@spawn=Alexandra Stone|<163.67, 132.85, 58.8>
REPEAT

@say=Welcome fellow human

@pause=10

@goto=REPEAT

210 oUYKeKpLUEVO Ttapadeilypa Ba epdpaviotel Eéva NPC pe ovopa kat 8€on mou opilovtal otnv mpwtn
ypopun. KaBe 10 deutepolenta Ba AéeL tn dppdon mou opiletal otnv 3" ypapun. £to content dgv
TomoBeTou e KamoLo animation Walk aAAd poévo Stand.

MNapadetypa 30

@spawn=Vasili Popov|<39.0, 140.0, 29.0>
@walk=<40.15, 134.0, 26.0>
@animate=Stand|5

@walk=<29.15, 129.0, 26.0>

@say=How beautiful

@walk=<36.15, 122.0, 27.0>
@animate=Stand|5

@pause=2

@walk=<22.15, 148.0, 27.0>
@animate=Stand|5

210 CUYKeKpPLUEVO Ttapadelypa Ba epdaviotel éva NPC pe ovopa kat 8€on mou opilovtal otnv mpwtn
YPOUUN. Oa mepntatroel ot 0€on mou avadépetal otn 2" ypappn. Oa maiel to animation stand yia 5



Seutepolenta (3" ypappn). Oa nepnatnosl otn B€on TnG 4" ypang. Oa MEL TO KELPEVO TNG 5™ ypaUUAG.
Oa nepnatiostl o AAn B€on (6" ypoapun). Oa maifel to animation stand yia 5 Ssutepdhenta (7" ypauun).
Oa mepluével 2 deutepolemnta (8" ypapun). Oa nepnatrosl oe GAAn B€on (9" ypauun). Oa naifel to
animation stand yia 5 Seutepolenta (10" ypoappn). Oa emavaldPel OAEC TIC KIVACELG Ao TV apxh.

MeplooOTePEG AETITOUEPELEG OTIWCE dalvovTal oo Toug SNHLOUPYOUG TOU CUYKEKPLUEVOU script

First Second _
Command Description
Parameter Parameter
. location : .

@spawn  name (string) (vector) Rezzes an NPC with name ata location.
Qwalk o Il NaN Makes the NPC walk to destination.

(vector)
@say phrase (string) NaN Makes the NPC speak a phrase.

el Makes the NPC wait for a multiple of
@pause cycles NaN . . :

: standing animation cycles.

(integer)

radius cycles Makes the NPC wander in radius,
@wander . :

(integer) (integer) for cycles cycles.
@stop NaN NaN Halts the NPC script indefinitely.
@delete NaN NaN Removes the NPC.

. animation time Makes the NPC trigger the

@danimate . . . . _ _ _

(string) (integer) animation animation for t ime seconds.
@Qgoto label (string) 'NaN Jump to the label 1abel in the script.
@rotate degrees NaN Rotate the NPC degrees around the Z axis.
@sit primitive NaN Sit on a primitive with a given name.

name
@stand NaN NaN If sitting on a primitive, stand up.

where every command has to be prefixed with the @ symbol. Any lines that do not start
with @ will be ignored by the script and can be used either as comments or as jump labels
for the @goto command.

COMMAND EXAMPLES

The following are examples for every command:

Command Example Effect
@spawn=Alter Will rez an NPC called A1ter Ego at the
@spawn |Ego|<137.262848, coordinates <137.262848,

132.939011, 22.705553> [132.939011, 22.705553>.
Qwalk @walk=<138.980637, Will make the NPC walk to the



137.669067, 22.77791>

@say=omg, walking is so

CEEhy tiresome...

@pause @pause=2

@stop @stop

@delete Qdelete

@animate @animate=Dance, 10
@goto @goto=LABEL
@rotate Qrotate=90

@sit @sit=Chair

@stand @stand

CASE EXAMPLE

coordinates <138.980637,
137.669067, 22.77791>

Will make he NPC say on local chat omg,
walking is so tiresome..

Will pause and stand for 2 animation
cycles.

Will halt all script execution leaving the
NPC standing.

Will delete the current rezzed NPC.

Will trigger the animation in the primitive's
inventory named Dance for 10 seconds.

Will jump to the label LABEL and
consume the jump.

Will rotate the NPC 90 degrees around the
positive sense of the z axis.

Will scan for an object named Chair and
will make the NPC sit on it.

Will make the NPC stand up if it is
currently sitting on a primitive.

Consider the following example Script notecard:

@spawn=Alter Ego|<137.262848,
@walk=<138.980637, 137.669067,
@walk=<134.451523, 134.671173,
@say=omg,
@walk=<134.451523, 130.5784,
@pause=2
@walk=<142.783859, 130.871552,
@wander=3|1
@walk=<137.5, 130.871552,
@say=Uff, I'm done...

@animate=Dance| 10

132.939011,

22.705553>

22.77791>
22.77791>

walking 1s so tiresome...

22.77791>

22.77791>

22.77791>



@stop

This will make the NPC, in order:

1. rez at the coordinates <137.262848, 132.939011, 22.705553> with
the first name Al ter and last name Ego.
walk to the point <138.980637, 137.669067, 22.77791>
walk to the point <134 .451523, 134.671173, 22.77791>
say on local chat “omg, walking is so tiresome...”
walk to the point <134 .451523, 130.5784, 22.77791>.
wait at its current location for 2 seconds.
walk to the point <142.783859, 130.871552, 22.77791>
wander around its current location in a 3 meter radius circle and perform
awalk-wait cycle once.

9. walk to the point <137.5, 130 871552 22.77791>.

10. say on local chat “Uff, I'm done..

11. play the animation Dance for 10 seconds.

12. stop and wait forever.
A walk-wait cycle means a transition from walking to waiting and back. The default
behavior of the puppeteer is to repeat all the commands. To avoid that
use @stop or @delete atthe end of the script.

N AR WDN

CONTINUATIONS

The @goto command can be used to jump inside the script to a named label. For example:
REPEAT

@walk=<138.980637, 137.669067, 22.77791>
@walk=<134.451523, 134.671173, 22.77791>
@say=omg, walking is so tiresome...

@goto=REPEAT

Exceptionally, the @goto and the @ spawn command are used linearly and removed from
the queue once a jump has been performed. In other words, if we wanted to repeat the three
previous commands, three times, one would write:

REPEAT
@walk=<138.980637, 137.669067, 22.77791>
@walk=<134.451523, 134.671173, 22.77791>

@say=omg, walking is so tiresome...



@goto=REPEAT
@goto=REPEAT

@goto=REPEAT

Consequently, it is not possible to write a loop that will never terminate. @goto is only
used to repeat certain parts of the script. However, if an endless repetition is desired, then
the script can be written without the @ stop command which will make the script repeat
itself indefinitely.

The @goto command supports both forward and backward jumps. For example, in the
snippet below

REPEAT

@walk=<138.980637, 137.669067, 22.77791>
@walk=<134.451523, 134.671173, 22.77791>
@say=omg, walking is so tiresome...
@goto=REPEAT

@goto=NEXT

@say=1 will never say this...

NEXT

@say=now 1 can sit around doing nothing

@stop

the command @say=1i will never say this.. will never get executed since after
the @Qgoto=REPEAT command, the @goto=NEXT command will jump over @say=1i
will never say this..



