Ok What this scrip does is allow your players to place and remove hedges, you might want to modify it a bit to your tastes, but that’s what scripting is about. :) I made this as a secret item in a hedge maze I made in green acres, as a bonus for wandering around, only a few people found them, and I think that’s because the all know each other... Anyway the first thing you will want to add are the items themselves copied right out of my items.scp just add them in after all  the other items and modify the numbers as necessary.   

// this is a comment it does not effect the script in any way you might // want to remove theese after you paste in the script.

// Begin paste into items.scp

SECTION ITEM 60515  //this is the item # to place this item type  

                    //’Additem 60515

{

NAME Placed Hedge  // This is the name of the item

ID 0c8f            // This tells it what the item looks like

COLOR 0304         // Dark green so players can tell this is placed

NODECAY            // Won’t decay if left on ground

MOVABLE 2          // Can’t be moved by players

VALUE 0            // Theese don’t look important but keep them

GOOD 32

ALIGNMENT 0

MODIFY1 0

MODIFY2 0

MODIFY3 0

MODIFY4 0

MODIFY5 0

FAME 0

TRIGGER 60515      // This links the hedge to the trim trigger

}

SECTION ITEM 60516

{

NAME Hedge Trimmers

ID odfc

DECAY

VALUE 13

RESTOCK 5

ALIGNMENT 0

MODIFY1 0

MODIFY2 0

MODIFY3 0

MODIFY4 0

MODIFY5 0

FAME 0

TRIGGER 60516       // Links the trimmers to the hedge place trigger

}

// End paste into items.scp

Now that you’ve got the items you will need to add the triggers that make them do stuff.

//Begin Paste into Triggers.scp

SECTION TRG 60515

{ Trim hedge

RANGE 3

MSG You trim the hedge  // The placers sees this in the corner

NEWNAME Placed Brambles // Renames the item

SETID 0d 3f             // Tells it to look like brambles

NEWTRIG 60523           // Switches the trigger to the remove brambles trigger

}

SECTION TRG 60516

{ use trimmer

MSG You place the hedge.

IADD 60515 0            // Places the hedge in front of player

}

SECTION TRG 60517

{ REMOVE brambles

RANGE 3                 // How for away the trigger can be used from

MSG You Remove the brambles

REMOVE

}

//End Paste 

That should do it. I want to eventually make it so a player can use a watering can on the brambles to turn them into a vine, and then trim the vine into flowers, but I haven’t gotten around to it, it basically just a modification of this stuff so if you want to do it, knock yourself out, just be sure to send the script to me.

www.geocities.com/scoresbyscripts

Scoresby Darthganon@aol.com  

