Welcome to the 
Darkening Sun Builder's Guide To Online Creation 
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WHAT IS THE Darkening Sun BUILDER'S GUIDE TO ONLINE CREATION? 
This page is designed to serve as an aid for new builders using an online creation (olc) program to create text-based objects, mobs, and rooms. I assume that if you are interested in building for the Darkening Sun, you have reached the stage in which you have a fairly thorough understanding of what a MUD is / does / offers, and most of the terminology on this page will be familiar to you.
GETTING STARTED WITH ROOMS 
Start by typing in redit to begin building.
If this is the first time you have built a room, your first room should already be created. If you don't know what the vnums (help VNUM, if you don't know what that is) for your rooms are, type ALIST, and find your area. The vnums of the area should be listed along with it. GOTO the first empty room. 
At this point, there should be no name or descriptions to the room, nor any exits. For an example, I will work with vnums 301-400. Standing in room 301 (my empty room), I will put another room just to the north. This would be done by typing: 
north dig 302 
This creates the room, and attaches it. To the west, I want another room, so I type 'west dig 303.' The vnums don't have to go in order, but it makes them easier to work with. Rooms are easy, as there are few commands that are involved with making them. I want to name my room 'The Cool Room,' so I type: 
name The Cool Room 
Next, I need a good description. Type 'desc' or just 'd' to get into the description mode.
Next, type '? sector' to get a list of possible sector choices. These decide how many movement points the character loses by going through this area. Field and Road take off little, while Mountain and Swamp take off a lot. Water would be used to make a room accessable only by boat, and Air requires the character to be flying to move into. 
'? room' will give a list of possible attributes for a room. A room can have only one sector, but as many room-flags as you desire. 
Lastly, there is an option of adding extra descriptions into a room. More can be learned about this by typing ED within the olc. Now, you can also edit certain other attributes of the room you have just built. (Most of these we just covered, but.....) 


The following commands are available from within the REDITOR: 
· commands - prints a list of possible commands 
· create (vnum) - creates a room with a certain vnum 
· desc - edit description of room 
· done - exists the room editor and returns to normal play 
· ed - type this command for additional extra-description help 
· format - format (wordwrap) the room description 
· name (room title) - changes the room title 
· show - hitting return, or 'show' shows the room stats 
· oshow (vnum) - shows an object with given vnum 
· olist - lists objects in this area. 
· mshow (vnum) - shows a mobile with given vnum 
· mlist - lists mobiles in this area. 
· room-flags - room attributes, type ? ROOM for a list 
· sector - terrain of room, type ? SECTOR for a list 
· direction - see help EXIT 


A SUMMARY OF DOORS AND KEYS 
DOORS 
SYNTAX: 
(dir) door
(dir) door closed 
(dir) door closed locked 
(dir) door closed locked pickproof 
(dir) delete 
To make a door, all that is needed is a link between two rooms. If the room you desire to link to the one you are in is to the north, you would type: 
north door closed 
to get a basic closed door. 'Locked' and 'Pickproof' are also possible options. Remember to put the arguments in order, ie, do NOT make a door 'locked' before 'closed'. To delete a door, simply type the direction the door is in, followed by delete. 
Now, once we have a door established, you may set it to 'closed locked' (and pickproof, if you want). Now you have a locked door with no key, so go on over to 'edit object' and make one. This is done by setting the object type to key. (Astonishingly simple!) Other than that, treat the obj like any other obj, giving it a 'take' flag and weight and so on. Now...remember the key's vnum. Go back to your newly locked door, which let's assume is on the North wall. Type 'north key (key's vnum).' I.E., if the key had a vnum of 233, you'd type north key 233'...Now th e two are forever linked (until you change one..heh). 


MAKING AND RESETTING OBJECTS 
To reset either an object or a mobile, it must first be created. If you have not yet created an object or mobile, you will have to do this first. In this case, let's suppose there is a mob named 'warrior' with the VNUM of 301, a key with VNUM 333, a chair with VNUM 327 and a sword with VNUM 399. (We want all of these things in the same room.) This may seem confusing at first, but it gets easier. First, we'll put the chair into the room. I am already standing within the room I want the chair, (and if you AREN'T in the room you want to add resets into, you need to move yourself there) so that part is done. To permanently reset it into the room, type: 
reset 99 obj 327 room
The chair is now reset into the room. See? It's simple. Next, we must load the mob, as you can't reset a sword and key to him if he isn't there. Still in the room, I type: 
reset 99 mob 301 room
Once again, piece of cake! Let's give him a sword to wield. When you type reset by itself your warrior should have a vnum (In this example its reset number would be 2). Now to put the item on him you would type:
reset 3 obj 327 weild
A little trickier, but not too bad. His name is 'warrior' and the weapon is a primary weapon, and so was loaded to wield-primary. All that is left is giving him a key to put into his personal inventory (rather than to be held, worn or wielded). Putting objects into inventory is always done for shopkeepers as well. To load the key onto the warrior: 
reset 3 obj (key's vnum) none
That's all there is to creation, and basic resetting. However, there are numerous other attributes and flags you will want to set on the objects and mobiles you create. That is what OEDIT and MEDIT (explained later) are for. 
OEDIT: 
SYNTAX: edit object <vnum>-Enters the editor for the selected object. 
The following commands are available from within the OEDITOR: 
· addaffect - applies an affect to an object, use no args for help 
· delaffect - removes an affect to an object, no args for help 
· commands - prints a list of possible commands 
· cost (gold) -sets the gold value of the object 
· create (vnum) - creates object with specified vnum 
· done - exits the object editor and returns to normal play 
· ed - type this for info on adding/editing extended descriptions 
· long - edit long description (the one in the room) 
· name (keywords) - sets the keywords on an object 
· short (desc) - sets the 'name' of an object (a sword, a fish etc) 
· show- hitting return, or 'show' shows the object stats 
· v0 (num) -sets the value '0' on the object 
· v1 (num) - sets the value '1' on the object 
· v2 (num) - sets the value '2' on the object 
· v3 (num) - sets the value '3' on the object 
· v4 (num) - sets the value '4' on the object 
· weight (num) - sets the weight of the object 
· type - type of object, type ? TYPE for a list 
· extra - attributes of object, type ? EXTRA for a list 
· wear - where object is worn, type ? WEAR for a list 
· material - material the object is made from 
When you are entirely done tweaking with the object, you are ready to reset it into the game. This is what we mentioned earlier: 
SYNTAX: oreset (vnum) -resets an object into the room 
oreset (vnum) (obj name) -resets object into container 
oreset (vnum) (mob name) (wear-loc) -resets an object onto a mobile 
oreset (vnum) (mob name) none -resets an object into mob inventory 
Oresetting, or 'object resetting' is used to place an object into a room that will always be there when the MUD boots up. Oresetting is done within 'edit room' mode. Typing 'oreset' alone gives a quick listing of possible arguments. Oresetting without an argument resets an object into a room by itself. 
To reset an object into another object, like a container, follow the ORESET command with the number of the the object to be loaded, and then the name of the container you wish to load it into. 
To reset an object onto a mob, like a weapon, or armor, follow ORESET and the vnum of the object with the NAME of the mob (not the short description) and then the wear-loc. A list of wear-loc can be obtained by typing '? wear-loc'. 
Lastly, to reset an object into a mob's inventory, follow the same procedure as above, only rather than putting in a wear-loc, type 'none'. This must be done in the case of shops. 


MAKING AND RESETTING MOBILES 
Mobs need to have attributes set after creation too, although they are a little more complicated than objects. Here's what you do: 
MEDIT SYNTAX: medit <vnum>-Enters the editor for the selected mobile. 
The following commands are available from within the MEDITOR: 
· alignment (value) - set the mobile's alignment 
· commands - prints a list of possible commands 
· medit create (vnum) - creates mobile with specified vnum 
· desc - edit the mobile's description (when looked at) 
· done - exits the mobile editor and returns to normal play 
· level (level) - set the mobile's level 
· long - edit long description (the one in the room) 
· name (keywords) - sets the keywords on an mobile 
· shop - type this command for further information >br> 
· short (desc) - sets the 'name' of an mobile (a sword, a fish etc) 
· show - hitting return, or 'show' shows the mobile stats 
· spec - sets a mobiles spec proc, type ? SPEC for a list 
· sex - set the mobile's sex, type ? SEX for a list 
· act - mobiles actions, type ? ACT for a list 
· affec - mobile affects, type ? AFFECT for a list 
· ac -set the mobile's ac, type ? AC for a list 
· form - mobiles body-form, type ? FORM for a list 
· part - mobiles bodyparts, type ? PART for a list 
· imm - mobile is immune to, type ? IMM for a list 
· res - mobile is resistant to, type ? RES for a list 
· vuln - mobile is vulnerable to, type ? VULN for a list 
· material - material mobile is made from.
· off - offensive behaviour, type ? OFF for a list 
· size - size, type ? SIZE for a list 
· hitdice - dice to toss to get mobile's hitpoints 
· manadice - dice to toss to get mobile's mana 
· damdice - dice to toss to get mobile's hand to hand damage 
Let's look at some of the individual attributes that a mobile can have. While I won't go into detail about all of them, the following attributes are especially important to pay attention to when creating. 
SPEC is the possible mobile special functions. 
· executioner - makes a very tough mob... 
· fido - makes a dog-like mob that walks around and has a few special messages when interacting with pcs 
· guard - When a door is closed in a room, the guard does not allow anyone to open it until he's dead (then he doesn't have much choice) Be careful, as he will block all doors if there are more than one. 
· janitor - walks around cleaning random things 
· mayor - says various things like 'Good Day, Citizens! 
· poison - gives mob poison attack 
· thief - makes mob crafty and cunning, and good at stealing things from pcs 
There are also many possible things (spells!) that a mob may be affected by. You will want to make special note of the spells YOUR builder site includes in the affect list. While a large majority of the most-used DIKU spells are stock, spells are one of the first things coders will individualize, and there may be more, or less available on your site. In general though, most sites use standard spells: 
(toggle aff commands by typing 'aff (choice)' 
blind invisible detect_evil detect_invis detect_magic detect_hidden detect_good sanctuary faerie_fire infrared curse poison protect_evil protect_good sneak hide sleep charm flying pass_door haste calm plague weaken dark_vision berserk swim regeneration slow 
· blind - reduces mob's accuracy and hurts AC as well 
· detect -hidden- allows mob to see things which are hidden 
· detect-invis - allows mob to see things which are invisible 
· detect-evil - allows mob to see which pcs are evil (mostly useless) 

· poison - This poisons the MOB, not the pc. When left alone, a poisoned mob will simply die out until they are reset 
· sleep - Alters mob's starting position to sleeping...A sleeping mob is quite unfriendly when woken haste - speeds up a mob improving its AC 
· dark-vision - allows mob to see in the dark, improving its hitroll in dark rooms 
· infrared - similar to dark-vision, though pcs without a light see red eyes staring at them 
· sanctuary - cuts damage done to mob in half 
· protect - lessens damage done to mob 
· charm - leaves mob in a kind of stupid state 
· calm - lessens the amount of damage given by mob, though mob takes less damage as well 
· berserk - Mob takes more damage off pcs, though is more succeptable to damage 
· sneak - No message appears when mob enters room 
· flying - Mob cannot be tripped 
· plague - Mob is down with the plague. Plagued mobs are weaker, and even die off on their own, though they can pass along plague 
· swim - In water, mobs can still move freely and fight better too hide - mob remains hidden until it either attacks or gets attacked by someone who can see hidden 
· pass-door - mob moves freely through closed doors 
· weaken - mob is weaker, causing lower hitroll/damrolls 
· regeneration - mob slowly gains back hit points 
After creation, mobiles need to be reset into the game too. 
SYNTAX: mreset (vnum) (max#) 
Mresetting, or 'mobile resetting' is used to place a mobile into a room that will be there whenever the MUD boots up. Mresetting is simple, though it must be done in the 'edit room' mode. 
To place a mob into a room, simply type MRESET followed by the vnum of the mob. This alone loads one mob into the room. If you desire several of the same mob within the room, follow MRESET (vnum) with the number of mobs you desire to be in the room. 


SHOPS, AND WHAT TO DO WITH THEM 
You have made the perfect room, and placed the pefect mob in it. You now want the mob to sell things to players...How do you do this? 
SYNTAX: shop hours (open) (close) 
SYNTAX: shop profit (buy) (sell) 
SYNTAX: shop type (0-4) (item type) 
SYNTAX: shop delete (0-4) 
Almost everything involved in making a shop is done within the Mob editor. Three things must be defined in order for a mob to be a shopkeeper: hours, profit and object type. 
Hours work in military time, from 0 to 24. Therefore, typing 'shop hours 0 24' would create a shop which never closes. A popular setting is 'shop hours 5 23' which leaves the store open for the majority of the day while still being somewhat realistic, as far as shopkeepers needing to get some sleep. 
Profit works with the 'cost' setting in 'edit object.' The first number corresponds to the buying percentage. If the item costs 100 gold, but the buying percentage is 85%, then he would buy something for 85 gold. The second number is the selling percentage. If this were set to 115%, then he would sell the same object he'd buy for 85 gold, for 115 gold. The example just mentioned would be typed 'shop profit 85 115.' 
Lastly, the shop needs types of objects to be sold. Types can be set in OEDIT, and examples are weapons, armor, trash, containers, etc... Every shop has different numbers corresponding to objects, depending on the builder. It does not matter what number (0-4) you set weapons or armor to, only that a type is set. Using numbers 0-4, you may have a total of 5 different types of objects within any given store. You can sell as many objects of the same type as you want (like selling 15 weapons at a store with 'shop type 0 weapon'). 
AREA AND ROOM RESETS IN GENERAL 
RESETS shows the total number of resets that you have done. 
SYNTAX: RESET (number) DELETE - delete a reset 
RESET- shows list of resets 
RESET alone will display the resets in the current room. The <number>will be displayed with this list. Typing ? WEAR-LOC will list possible locations that an object can be loaded to. The [(max #)] is the maximum number of mobiles allowed in this room and will default to 1 if no number is entered. 
For resets to be successful make sure that you add them in a logical order. For example if you are equiping a mobile, don't load a container in the room and fill it with some objects and then continue equiping the mobile. It is likely that resets will backfire if they are not carefully entered. 
AEDIT lets you edit the entire area you are working on (although a few of these commands can only be utilized by the olc's building manager.) 
SYNTAX: edit area -Enters the editor for the current area. 
SYNTAX: edit area <vnum>-Enters the editor for the selected area. 
The follow commands are available from within the AEDITOR: 
· age (number) - set the age of the area 
· builder (player) - toggle that builder's access 
· commands - prints a list of possible commands 
· create - create a brand new area and switch to it 
· done - exits the area editor and returns to normal play 
· filename <filename>- change the file name for the area (be careful...altering filename erases the area) 
· name (range) (name) - change the 'AREAS' name of this area 
· reset - resets the current area 
· security (rating) - set the security rating for this area 
show - hitting return, or 'show' shows the area stats 
· vnum (lower) (upper)- set the lower and upper vnum's 
· lvnum (lower) - set the lower vnum 
· uvnum (upper) - set the upper vnum 
· flags - area flags, type ? AREA for a list 
SAVING WHAT YOU'VE DONE 

SYNTAX: asave changed 
SYNTAX: asave area 
SYNTAX: asave world 

Asaving is used to save area files into the main file for future use, and must be done if you wish for any work you have done to remain after you have logged out. 

ASAVE CHANGED saves anything that has been changed in any of your areas since you have been online, rather than recopying the entire area over itself.
ASAVE AREA saves the current area that you are in. 
ASAVE WORLD saves the entire world (every area) into the main files. 

As a rule, ASAVE CHANGED is the easiest and safest way to save your work. Mobiles and objects are saved automatically with their area. 

   LINKS TO OLC'S, BUILDER PORTS, AND OTHER DIKU-RELATED RESOURCES 

Are you eager to try out your building skills? Create a character and after you have played for a while (a month or so) write a note or discuss with someone in admin the possibility of building.

The reason we require you to play for at least a month is we require all builders to have a fairly thorough familiarity of the realm the Darkening Sun is located in, as all areas must be appropriate.

 

 

