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1. Lucid Nagual's <<_All Spells System_>>
Lucid Nagual's All Spells
Version: [7].0.2 (b)
RunUO RC1[2.0] Compliant
------< : >----<>--<>--< 0 >->-<--<< 0 >>-->-<-< 0 >--<>--<>----< : >------
| w/ an Optional Class & Race Restrictive System , Class Hues & Control Center. |
------< : >----<>--<>--< 0 >->-<--<< 0 >>-->-<-< 0 >--<>--<>----< : >------


Attention: Your Anti-Virus may give you a warning. This is because of the Undead Spell "Poison Ivy Patch". I do not intend on changing the name of the spell, but you can if you'd like. Otherwise, ignore the warning.

Error Reports: This thread is not accepting error reports. This release has been tested and produces no errors on a clean install. Those who have errors must submit them to the Script Support section.

Installation Instructions: Please zip your script folder (for backup), and replace all files with the ones from this release. Many of the old files have been edited!!! Oh and I have included edited spells for Chivalry, Mage and Necromancer. These files should be replaced as well. The zip that contains All Spells has a Scripts Folder in it. This file should be dropped on top of the Scripts Folder in your RunUO directory to replace all old ones.
1. Drag-N-Drop scripts folder.
2. Download Alien's "Completely Custom" and install the "Central Memory" scripts (the only ones required).
3. Boot your shard.
4. Use the [GoCC command to recall to the Control Stone and double-click it, or use the [ASCC command to pull up the gump.
5. Enable or disable the setting you prefer. And now you are done.
Special Thanks:
· SirSly: For allowing me to continue this project.
· Alien: For improving the All Spells code and for your Full Spellbook. 
· Daat99: For helping keep restrictions optional and helping with the control center. Thank you for your kind words and support.
· Rift: For many support issues and helping fix the instrument problem for the Bard. Oh and the craftable spellbook!!!
· Artie: For support issues in the forums.
· MetallicSomber: For the Ranger Spells. 
· Voran: For support you gave me with the Undead Spells and your Ultima IIV spells.
· TMTMSTKSBK: For making All Spells part of the new Shard Pack. I'd also like to thank you for the web space that I will be using soon.
· To those that reported all the errors and crash logs that made this release far better and closer to being bug free.
· For those that stuck through my 4.0 release lol. 
· To the RunUO Team that makes everything possible.
· Most of all Richard Garrett for the many great years of entertainment you have given me since my Apple 2 computer and Ultima 3 'Exodus' lol. 
All Spells History:
All Spells is a combo of many people's spell sysems that was brought into one system for an easier install. I am the creator of the Undead and Avatar Spells. SirSly orginally put together the All Spells Project and allowed me to help him with scripting and testing. When he gave up the project I asked for permission to continue it on my own. Recently Alien has taken over the project is the one who is currently releasing his version with the ShardPack. I will continue working on this version for people that have my version on their systems.

Spells Included:
· Bard
· Cleric
· Druid
· Undead
· Avatar
· Rogue 
· Ranger
· Ancient
Classes Included:
· The Bard
· The Cleric
· The Druid
· The Mage
· The Paladin
· The Rogue
· The Ranger
· The Necromancer
· The Nomad
· The Tamer
· The Farmer
· The Crafter
Things Included in this Package:
· Control Center (prefered methods already set)
· Optional Class System (updated without loop holes)
· Optional Race System (Raven's Race Stone MODed by me)
· Optional Class Hues System (new edition)
· Optional Give Spellbooks (option for the trainer(give free books?))
· Druid Reagents (if you have Daat's Druid Reagents.cs delete it)
· Reagent Stones (to purchase reagents)
· ATM Stone and Card (to withdraw gold for reagent stones)
· MegaSpawner Map to place Reagent and ATM Stones 
· Class Clothing (not all done yet)
· Alien's Full Spellbook (standard options set)
· Magics Trainer (to train spell classes)
· Welcome Timer (to make new players select their Class, hasn't been tested)
· new SBScribe that sells spellbooks for 5k each.
· new Runebook Gump (that includes new spells of travel)
In the Playermobile.cs locate these lines:
Code:

public enum SolenFriendship { None, Red, Black } 

public class PlayerMobile : Mobile {

Add this under it(the code in the edit windows(in blue)):
Code:

[LEFT]public class PlayerMobile : Mobile

{[/LEFT]

[COLOR=blue]/////////////////////////////////////[/COLOR]

[LEFT][COLOR=blue]//  PlayerMobile Edit #5           //[/COLOR][/LEFT]

[LEFT][COLOR=blue]//  All Spells Addition <Start>    //[/COLOR][/LEFT]

[LEFT][COLOR=blue]/////////////////////////////////////[/COLOR][/LEFT]

[LEFT][COLOR=blue]public override bool CanSee( Item item )[/COLOR][/LEFT]

[LEFT][COLOR=blue]{[/COLOR][/LEFT]

[LEFT][COLOR=blue]if ( m_DesignContext != null && m_DesignContext.Foundation.IsHiddenToCustomizer( item ) )[/COLOR][/LEFT]

[LEFT][COLOR=blue]return false;[/COLOR][/LEFT]

[LEFT][COLOR=blue]if ( item is BaseHouseTrap )[/COLOR][/LEFT]

[LEFT][COLOR=blue]{[/COLOR][/LEFT]

[LEFT][COLOR=blue]BaseHouseTrap trap = item as BaseHouseTrap;[/COLOR][/LEFT]

[LEFT][COLOR=blue]if(trap.Detected)[/COLOR][/LEFT]

[LEFT][COLOR=blue]return true;[/COLOR][/LEFT]

[LEFT][COLOR=blue]else if (this.AccessLevel!=AccessLevel.Player)[/COLOR][/LEFT]

[LEFT][COLOR=blue]return true;[/COLOR][/LEFT]

[LEFT][COLOR=blue]else if (Spells.First.DetectTrapSpell.UnderEffect( this ))[/COLOR][/LEFT]

[LEFT][COLOR=blue]return true;[/COLOR][/LEFT]

[LEFT][COLOR=blue]else if (this.Skills[SkillName.DetectHidden].Value >= 100.0)[/COLOR][/LEFT]

[LEFT][COLOR=blue]return true;[/COLOR][/LEFT]

[LEFT][COLOR=blue]else if(trap.Placer!=null)[/COLOR][/LEFT]

[LEFT][COLOR=blue]{[/COLOR][/LEFT]

[LEFT][COLOR=blue]if(trap.Placer == this || this.GuildFealty == trap.Placer.GuildFealty || Spells.First.DetectTrapSpell.UnderEffect( this ))[/COLOR][/LEFT]

[LEFT][COLOR=blue]return true;[/COLOR][/LEFT]

[LEFT][COLOR=blue]else[/COLOR][/LEFT]

[LEFT][COLOR=blue]return false;[/COLOR]

[COLOR=blue]}[/COLOR]

[LEFT][COLOR=blue]else if ( this != trap.Placer && this.AccessLevel == AccessLevel.Player )[/COLOR]

[COLOR=blue]return false;[/COLOR]

[COLOR=blue]}[/COLOR][/LEFT]

[/LEFT]

[LEFT][COLOR=blue]return base.CanSee( item );[/COLOR][/LEFT]

[LEFT][COLOR=blue]}[/COLOR][/LEFT]

[LEFT][COLOR=blue]/////////////////////////////////////[/COLOR][/LEFT]

[LEFT][COLOR=blue]//  PlayerMobile Edit #5           //[/COLOR][/LEFT]

[LEFT][COLOR=blue]//  All Spells Addition <End>      //[/COLOR][/LEFT]

[LEFT][COLOR=blue]/////////////////////////////////////[/COLOR][/LEFT]

Server.Molbiles.PlayerMobile already defines a member called 'CanSee' with the same parameter types. It will have to be commented out. See the example below:
Code:

[LEFT]public override bool CanSee( Item item )[/LEFT]

[LEFT]{[/LEFT]

[LEFT]if ( m_DesignContext != null && m_DesignContext.Foundation.IsHiddenToCustomizer( item ) )[/LEFT]

[LEFT]return false;[/LEFT]

[LEFT]return base.CanSee( item );[/LEFT]

[LEFT]} [/LEFT]


The commented out section should look like this when you are done:




Code:

[LEFT][B][COLOR=blue]/*[/COLOR][/B]public override bool CanSee( Item item )[/LEFT]

[LEFT]{[/LEFT]

[LEFT]if ( m_DesignContext != null && m_DesignContext.Foundation.IsHiddenToCustomizer( item ) )[/LEFT]

[LEFT]return false;[/LEFT]

[LEFT]return base.CanSee( item );[/LEFT]

[LEFT]} [COLOR=blue][B]*/[/B][/COLOR][/LEFT]

List of Commands:
· [GoCC - Recall to Control Center (in Fel)
[*][ASCC - Control Center gump for staff
[*][ASInfo - Gives players class info (need to finish that gump still)
[*][CCount - Gives staff the total number of Control Centers in the world
[*][CClean - Deletes all Control Centers (even deletes them in Internal Map if they are there)
[*][CCGen - Generates the Control Centers
[*][LockCC - Locks the Control Center so staff can't delete it on accident
[*][UnLockCC - Allows Admin to unlock the Control Center and delete it if he wishes
