http://www.runuo.com/community/threads/flying-carpet.55053/
1. Flying Carpet

GD13 over at Orbsydia.com offered up a broken flying carpet script some time ago. He was having trouble with the gump crashing the server. I've taken the script and made some changes and it seems to work fine for me.

Here are the details:

[image: image1]

- Zoom around on a magic carpet: up, down and all around.
- Set minimum and maximum altitude.
- Set whether flight drains mana (and how much).
- Set whether you can fly while invisible.
- Set whether you can fly while mounted.
- Set whether flying carpet has a "shadow" (a black-hued version drawn on ground to give visual indication of altitude)
- Roll it up and stick it in your backpack!
- Comes in many custom colors [image: image2.png]




Let me reiterate: this script was developed by GD13 on Orbsydia.com, I just fixed it up and added a few touches. If you're not familiar with GD's flying scripts, get over to Orbsydia.com and check them out.

This is my first post on the RunUO forums, and I just have to say there is some really cool stuff being done here.

Kudos.

Update: Here are the files...

Check out the props of the carpet when you create one, there are settings for the above-mentioned details (shadow on/off, how much mana to use, etc). Per request I added a property to allow/disallow flying while invisible and another to allow/disallow flying while mounted.

Please note that I haven't tested this in a real playing situation - all sorts of funny things could happen! (Funny like crashing on roofs and getting stuck...)

Known bugs I was too lazy to fix:
- You can turn (but not move) the carpet with the gump after you've stepped off.
- If you're on a carpet during a server restart you'll no longer be "attached" to your carpet and when the server restarts you'll simply walk right off the carpet.

Fixed in most recent update:
- You can no longer pick up the shadow. Oops!
- Uses CantWalk instead of Frozen so you can attack from the air.

Not flying in dungeons was mentioned: limiting the altitude was offered as a solution. The only other solution I can think of is not to allow flight in certain regions... an easy addition which I could throw in if there's any interest.

Thanks to GD13 from Orybsida.com for developing this script! 

Attached Files:

· 


PMEdit.txt
File size:

778 bytes

Views:

897

· 


FlyingCarpet.cs
File size:

5.5 KB

Views:

907

· 


FlyingCarpetGump.cs
File size:

24.1 KB

Views:

871

mooncalf, Jun 30, 2005 Report 

#1 Like 

2. 
stormwolff Page 

If you are posting in this forum (script releases) you need to include the scripts. Having said that im sure many people would appreciate your effort on fixing them if you should post them.

Does this flying carpet script have the same invisible issues as gd13's other flying scripts? IE: somebody casting invis on themselves then flying around still invisible? If so you may want to fix that as well. 

stormwolff, Jun 30, 2005 Report 

#2 Like 

3. 
mooncalf Wanderer 

What would the proper forum for this post be? I just didn't want to do the work if this was something everybody's already seen.

I made no changes to the script other than to get it working and add the shadow. 

mooncalf, Jun 30, 2005 Report 

#3 Like 

4. 
stormwolff Page 

mooncalf said: 

What would the proper forum for this post be?

I simply meant if there are no scripts that come with your post then it is not a "script release". You could of course change this by adding the scripts. If you do that then this is the proper forum.

If all you are doing is asking if people would be interested in your effort try general discussion.

mooncalf said: 

I made no changes to the script other than to get it working and add the shadow.

How do you get on to the carpet?
Could you test the invisible bug?

mooncalf said: 

I just didn't want to do the work if this was something everybody's already seen.

We have not seen it working here. With all of the recent postings about new mounts my vote is it might be worth your effort. 

stormwolff, Jun 30, 2005 Report 

#4 Like 

5. 
mooncalf Wanderer 

You step on, double click, gump comes up. While you're flying around you can't walk off. Once you're on the "ground" you can step off again.

I'd be happy to test and fix any bug. 

mooncalf, Jun 30, 2005 Report 

#5 Like 

6. 
stormwolff Page 

mooncalf said: 

You step on, double click, gump comes up. While you're flying around you can't walk off. Once you're on the "ground" you can step off again.

I'd be happy to test and fix any bug.

Great it sounds like it may not even be an issue. To test get a mage cast invis on yourself get on the carpet and see if you stay invis. If you do then there should be something put into the code to turn you visible when mounting the carpet or something in the gump that turns you visible when flying around. 

stormwolff, Jun 30, 2005 Report 

#6 Like 

7. 
mooncalf Wanderer 

stormwolff said: 

Great it sounds like it may not even be an issue. To test get a mage cast invis on yourself get on the carpet and see if you stay invis. If you do then there should be something put into the code to turn you visible when mounting the carpet or something in the gump that turns you visible when flying around.

Shouldn't be a problem to fix that.

If you're aware of any other issues, please pass them along and I'll try to address them all this afternoon.

Thanks, Stormwolff! 

mooncalf, Jun 30, 2005 Report 

#7 Like 

8. 
Greystar Wanderer 

heh, I'd also be insterested in a flying carpet script I could give it out as a reward or even a stealable rare... especially if it looks like a normal carpet (would be VERY easy to hide that way) 

(\__/)
(='.'=)This is Bunny. Copy and paste bunny into your
(")_(")signature to help him gain world domination.

Killable Guards (GS Version)
Just a Simple Staff Tool
You can leave me messages.
Ernest Gary Gygax - Quote "I would like the world to remember me as the guy who really enjoyed playing games and sharing his knowledge and his fun pastimes with everybody else."

Greystar, Jun 30, 2005 Report 

#8 Like 

9. 
Viago Knight 

is this able to "fly" over map edges? like into the dungeon sections of maps? 

Control R Repair | TheKnit | Rexlin | Printing
Viago, Jun 30, 2005 Report 

#9 Like 

10. 
stormwolff Page 

Viago said: 

is this able to "fly" over map edges? like into the dungeon sections of maps?

Yes if it is similar to the other gd13 flight scripts it can allow for that but you can protect against that with the height restriction. 

stormwolff, Jun 30, 2005 Report 

#10 Like 

11. 
mooncalf Wanderer 

Posted Files

I updated the first post and attached the scripts.

I'm sure there's lots of issues!

Please read the update for a note regarding dungeon flight as well as invisible and mounted flyers. 

mooncalf, Jun 30, 2005 Report 

#11 Like 

12. 
LordHogFred Knight 

So is it possible to actually fly around the wrold, go off one end of the map then on at the other, like with boats. And also has the flying in dungeons bug been sorted yet? If not then I'll just wait to give it to my players but until then I'll play around with it as admin [image: image6.png]




Thanks [image: image7.png]


, 

It is not the hand that creates worlds,
It is the mind controlling it !

The New Dawn Network
LordHogFred, Jun 30, 2005 Report 

#12 Like 

13. 
mooncalf Wanderer 

LordHogFred said: 

So is it possible to actually fly around the wrold, go off one end of the map then on at the other, like with boats. And also has the flying in dungeons bug been sorted yet? If not then I'll just wait to give it to my players but until then I'll play around with it as admin [image: image8.png]




Thanks [image: image9.png]


,

Yeah, this is one of those things you're going to want to play with before you stick it on a live shard... lots of room for weirdness.

A solution to the dungeon problem (limiting the max altitude, for which the carpet in its current form has a property) was mentioned in an earlier post. I haven't tried this myself.

I updated the scripts again. I've made it so that the "shadow" object cannot be picked up and moved around... ha! 

mooncalf, Jun 30, 2005 Report 

#13 Like 

14. 
stormwolff Page 

I havnt looked at the scripts yet, but if this is really like the other gd13 flying scripts to block the gump from working in certain regions you can add checks to the checkmap portion of the code.

In these cases the true it returns actually means no flight.

Here are some examples.

I block malas because the z is -
I block felucca at a heat above 90
I block trammel because i dont use trammel
I block tokuno because we have restricted access
I block jail because we dont want any escapees
I block dungeons so it cant be used to fly to other parts of the map
I block green acres because thats gm only on my shard

if ( m.Map == Map.Malas )
{
return true;
}

else if ( m.Map == Map.Felucca && m.Z >= 90 )
{
return true;
}

else if ( m.Map == Map.Trammel )
{
return true;
}

else if ( m.Map != Map.Felucca )
{
return true;
}

else if ( m.Map == Map.Ilshenar )
{
return true;
}

else if ( m.Map == Map.Tokuno )
{
return true;
}

else if ( m.Region is Regions.GreenAcres )
{
return true;
}

else if ( m.Region is Regions.DungeonRegion )
{
return true;
}

else if ( m.Region is Regions.Jail )
{
return true;
} 

stormwolff, Jun 30, 2005 Report 

#14 Like 

15. 
mooncalf Wanderer 

Another update

I changed the script from using Frozen to CantWalk while you're flying... it keeps you from walking off in the air, but allows you to fight.

I recommend a modification to BaseWeapon.cs if you're using this, to take the altitude into account:

Code:

public virtual TimeSpan OnSwing( Mobile attacker, Mobile defender )

{

     bool canSwing = true;

     if(MaxRange<=1&&(attacker.Z>=defender.Z+18||defender.Z>=attacker.Z+18))

          return GetDelay( attacker );

     ...

}

mooncalf, Jun 30, 2005 Report 

#15 Like 

16. 
SnakeeyeS Wanderer 

im getting this error

RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (1 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS0111: (line 865, column 24) Class '
Server.Mobiles.PlayerMobile' already defines a member called 'Move' with the sam
e parameter types
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again. 

SnakeeyeS, Jun 30, 2005 Report 

#16 Like 

17. 
Hlal Wanderer 

Since I seem to be GD13's contact to the community here, I just wanted to pass on he thoughts on this project that he started. He is happy someone worked on this and released a working copy. He did ask that the author here please contact him on orb for other fixes hes added since the origonal post on Orb. Hes added fixes to rubberband and area validation. He also asked me to post a permission statement he gave me for this script so no one goes and gets mad at this author.


GD13 said: 

I hear by give permission to the author of the NEW flying carpet system, I believe in community sharing and this falls under that train of thought. I extend my help to add even more fixes to the project if author wishes to work together, but not needed as I will be releasing this project in my updated flying package in the near future. Thanks again for your interest in countinuing my project.

Hlal, Jun 30, 2005 Report 

#17 Like 

18. 
Hlal Wanderer 

SnakeeyeS said: 

RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (1 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS0111: (line 865, column 24) Class '
Server.Mobiles.PlayerMobile' already defines a member called 'Move' with the sam
e parameter types
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again.


Check that you didn't add a second Move statement, as the edit for system goes in the move statement already in the origonal playermobile.cs. 

Hlal, Jun 30, 2005 Report 

#18 Like 

19. 
mooncalf Wanderer 

Altitude Max/Min not working
Hlal said: 

Since I seem to be GD13's contact to the community here, I just wanted to pass on he thoughts on this project that he started. He is happy someone worked on this and released a working copy. He did ask that the author here please contact him on orb for other fixes hes added since the origonal post on Orb. Hes added fixes to rubberband and area validation. He also asked me to post a permission statement he gave me for this script so no one goes and gets mad at this author.

Cool... thanks. I'm not too worried about mad people. [image: image10.png]




Also, I noticed that the max and min altitudes aren't working. I'll post a fix in the morning unless someone beats me to it. 

mooncalf, Jun 30, 2005 Report 

#19 Like 

20. 
Hlal Wanderer 

the fix for mapcheck, you just forgot to add it to the d=0 statement


Code:

else if (d == 0)

         

{

            


Tile landTile = m_Mobile.Map.Tiles.GetLandTile( m_Mobile.X, m_Mobile.Y );

            


if ( landTile.Z >= ( m_Mobile.Z -1 )  )

                       

flycheck = true;

             


if ( flycheck || [b]checkmap( m_Mobile, i_item )[/b] )

Hlal, Jun 30, 2005 
1. Hlal said: 

the fix for mapcheck, you just forgot to add it to the d=0 statement


Code:

else if (d == 0)

         

{

            


Tile landTile = m_Mobile.Map.Tiles.GetLandTile( m_Mobile.X, m_Mobile.Y );

            


if ( landTile.Z >= ( m_Mobile.Z -1 )  )

                       

flycheck = true;

             


if ( flycheck || [b]checkmap( m_Mobile, i_item )[/b] )

Hmmm... that's not part of the code I modified, so I'm not familiar with it.

I'll check it out! Thanks! 

mooncalf, Jun 30, 2005 Report 

#21 Like 

2. 
Hlal Wanderer 

mooncalf said: 

Hmmm... that's not part of the code I modified, so I'm not familiar with it.

I'll check it out! Thanks!


Ya sorry I was using one of GD13's other scripts that show the proper placment of the checkmap in the d = 0. 

Hlal, Jun 30, 2005 Report 

#22 Like 

3. 
Hlal Wanderer 

Also found bug in the flyingcarpet.cs


Need to add hasshadow to the serilization. 

Hlal, Jul 1, 2005 Report 

#23 Like 

4. 
joshw Page 

I'm sorry do't want to be mean but this system is crap to many exsploits and bugs in it don;t use it 

To walk among the few of understanding
Admin of Geia Adventures A dead Shard no longer in existsance

joshw, Jul 1, 2005 Report 

#24 Like 

5. 
Tannis Page 

I'm sorry do't want to be mean but this system is crap to many exsploits and bugs in it don;t use it

Someone did say it required a lot of testing before going to a live shard. Are there bugs that you found, or just some things that you didn't like? If there were bugs, share them so maybe the author can fix it. I won't use them on my live shard either until I can figure out how to disable floating over water tiles. The script isn't for everyone I'm sure, but no reason to say not to use it. That was just rude and a waste of a post. 

[image: image11]
Tannis, Jul 1, 2005 Report 

#25 Like 

6. 
Hlal Wanderer 

joshw said: 

I'm sorry do't want to be mean but this system is crap to many exsploits and bugs in it don;t use it


Very productive, you have a better system in mind or was this just something you said without thinking about.

Lets see, UO has more exploits then anything, so is UO crap?

Come on people, these systems are posted and sometimes fixed in the community, if we were to go and call any system thats not complete crap, then might as well call RunUO crap cause its not complete either.

Plus I posted already that he should have worked with the origonal scripter as he has all the fixes for the exploits, so your wrong in a way, this system isn't crap...its on its way to being complete.(I have a edited vesion already that has fixes in and I can tell you that its solid) Any problems that can be exploitable will be because of other issues like custom maps and etc that the admin doesn't have the skills to edit this system properly. 

Hlal, Jul 1, 2005 Report 

#26 Like 

7. 
Greystar Wanderer 

joshw said: 

I'm sorry do't want to be mean but this system is crap to many exsploits and bugs in it don;t use it


Comments like yours (not saying you, but just the comments), caused me to pull my version of killable guards (fully working and at the time mostly bugfree) off of runuo's site, because two people who each had almost zilch on posts said they though the system was crap because "it crashed their shard" and "its stupid to do this" heh I've seen so many posts about people wanting killable guards without instakill that I figured i'd do it. Both those people who never even posted what the crash errors where or even what happened before/during the crash said they removed the system right after they had the crash. Now how is the author going to fix errors without testing and interaction with peoples custom scripts. I have seen my guard system fully functional now on 3 shards, but one of them doesnt count cause its my own shard. I get constant feedback from one of the shards when something goes wrong with the system, and with thier help (specifically Shadow1980, but the entire shard of Prophecies) I think I got all the bugs ironed out of it. For the most part I'm only doing scripting here cause I like doing it as a hobby. It used to be my profession, but I didn't like the stress. I like making a finished product and like any product will have problems at first and I don't have a whole team to debug things and most people don't so they post scripts here to see if anyone wants to or will use them. If they use them they can get feedback either good or bad (and I always take no feedback as good feedback, even if thats not the case). If you can't explain EXACTLY why this system is not worth using then don't post period. If you can explain it and giving solid examples as to why, and possibly ways to fix the problems then thay would be a good reason to respond. 

(\__/)
(='.'=)This is Bunny. Copy and paste bunny into your
(")_(")signature to help him gain world domination.

Killable Guards (GS Version)
Just a Simple Staff Tool
You can leave me messages.
Ernest Gary Gygax - Quote "I would like the world to remember me as the guy who really enjoyed playing games and sharing his knowledge and his fun pastimes with everybody else."

Greystar, Jul 1, 2005 Report 

#27 Like 

8. 
mooncalf Wanderer 

As clearly stated this is a work in progress, and riddled with exploits or not, it's FUN!! Thanks to GD13 for this extremely creative script.

I also want to take this oppotunity to say, as I said over at Orbsydia.com, that I should have contacted GD13 before releasing this script, I just saw his post over there asking for help and that it was pretty old, and when I asked here there was an interest in my fix, so I posted it... I really did very little to this script other than adding the dumb little shadow and the props to limit some flyers and so forth.

Joshw - if you're worried about exploits then, yeah, it's crap in its current form. Please don't use it. If, however, you have skills and can help develop it (as stated many times this is a development project), then pitch in! 

mooncalf, Jul 1, 2005 Report 

#28 Like 

9. 
mooncalf Wanderer 

Update with all fixes coming soon

The developer of this script, GD13 over at Orbsydia.com, has posted some fixes there. I'm going to incorporate those changes and a few others mentioned here and upload a new set of scripts this evening so the files here will be up-to-date with all the latest.

Keep your eyes peeled, Joshw, if you want to see an "exploit-free" version of this script! (And I know you do!) 

mooncalf, Jul 1, 2005 Report 

#29 Like 

10. 
joshw Page 

The iDea is awsome don't get me wrong but why post something with bugs is what i'm sayin. and if there are fixes on another forum why not have them implemented in the release. The only thing that is gonna happen is your gonna get tons of posts asking why this isnt working or other requests for support if your willing to support it then thats cool but by posting a buggy script which isnt even yours how are you gonnasupport it? was a wee bit tipsy last night so me callling it crap maybe was outaline and i apologize for that my my point still stands untill a non buggy system is out i wouldnt suggest using this till itsfixed or you can fix it yourself 

To walk among the few of understanding
Admin of Geia Adventures A dead Shard no longer in existsance

joshw, Jul 1, 2005 Report 

#30 Like 

11. 
Viago Knight 

it is indeed neat, but id only recomend it for staff members only, or just you on youre shard, rather then [unhide , you fly in on a magical carpet. lol noobs always whant one =p 

Control R Repair | TheKnit | Rexlin | Printing
Viago, Jul 1, 2005 Report 

#31 Like 

12. 
dwaynelm Wanderer 

I get an error when I edit my playermobile.cs I'm not sure how to add the lines in correctly. I've edited many different things in the past but this isnt working for me all I get is error line ##.....well its hard to explain but no other errors. I read the read file that came with it but it needs better detail in it than just to add this after a certain line something more of a detailed image would be better.[image: image12.png]


 Its a great idea for a script but I'm more than just a newbie when it comes to editing the files right. 

dwaynelm, Jul 1, 2005 Report 

#32 Like 

13. 
Deliri Wanderer 

I agree, the directions for the playermobile.cs edit aren't very good.

Code:

// somewhere just after the following lines in PlayerMobile.cs:

//
public class PlayerMobile : Mobile

//
{

// add the following lines to the top of your PlayerMobile.cs file:

    
public Item m_CarpetItem;



public Timer m_Volotimer;

This should be changed to:

Code:

// somewhere just after the following lines in PlayerMobile.cs:

//
public class PlayerMobile : Mobile

//
{

// add the following lines after the above:

    
public Item m_CarpetItem;



public Timer m_Volotimer;

Notice the difference. It's the same code, but the place where he was telling us to put it is false. Do not put it at the top, it doesn't work.

Another thing is a bug I've found. First off, they get stuck in the mountains, I believe you guys know this, though. Second, some people get disconnected and the server tells me that it's because they exceeded the maximum gumps. 

Deliri, Jul 1, 2005 Report 

#33 Like 

14. 
Greystar Wanderer 

heh I had that issue with another scipt that uses timers to refresh gumps... My theory was its cause my processor speed was trying to get more information faster and after I slowed down the timer calling the gump it fixxed it. I was kinda Td at first but after I figured out it was because of my computer, heh then I was annoyed with myself for thinking it was the scripts fault. which it was the timers fault but heh, ah well. Take a look at the timer and see who quickly it calls the gump... it may resolve the issue, then again it may not. 

(\__/)
(='.'=)This is Bunny. Copy and paste bunny into your
(")_(")signature to help him gain world domination.

Killable Guards (GS Version)
Just a Simple Staff Tool
You can leave me messages.
Ernest Gary Gygax - Quote "I would like the world to remember me as the guy who really enjoyed playing games and sharing his knowledge and his fun pastimes with everybody else."

Greystar, Jul 1, 2005 Report 

#34 Like 

15. 
Phantom Knight 

It doesn't matter where you declare variables, as long as its in a valid location.

So were he says to put it, isn't important. 

[image: image13.jpg]o
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My Website
Phantom, Jul 1, 2005 Report 

#35 Like 

16. 
Hlal Wanderer 

mooncalf,


Did you make the changes that GD13 gave you for the main post of the script yet? Cause with the new fixes I'm sure people will like this system better. 

For those that don't know: Things to be added from GD13.

*Added Rubberbanding so players don't get stuck hitting things.

*Added a proper region check so you can limit where the carpet can be used. 

Hlal, Jul 1, 2005 Report 

#36 Like 

17. 
LostSinner Wanderer 

Hey Mooncalf the script looks nice, for as much as I can tell. But when I click the link to each script it brings it up to where I can copy it. well needless to say I copy it and when I paste it comes out as a single liner. meaning all the code in one line not nice at all. Is there a chance you can zip/rar the scripts? 

LostSinner, Jul 1, 2005 Report 

#37 Like 

18. 
Hlal Wanderer 

LostSinner said: 

Hey Mooncalf the script looks nice, for as much as I can tell. But when I click the link to each script it brings it up to where I can copy it. well needless to say I copy it and when I paste it comes out as a single liner. meaning all the code in one line not nice at all. Is there a chance you can zip/rar the scripts?



Try this one, might work better for you.

http://www.orbsydia.com/forum/showpost.php?p=14356&postcount=10 

Hlal, Jul 2, 2005 Report 

#38 Like 

19. 
dwaynelm Wanderer 

so I guess I'm out in the cold on the playermobile edit.[image: image14.png]


 

dwaynelm, Jul 2, 2005 Report 

#39 Like 

20. 
Hlal Wanderer 

dwaynelm said: 

so I guess I'm out in the cold on the playermobile edit.[image: image15.png]




Find the move statement and add this to it


Code:

//carpet flying edit

public Timer m_Volotimer;



public Item m_CarpetItem;



public override bool Move( Direction d )



{




if (HasGump( typeof( FlyingCarpetgump ) ))

            

{

            


if ( m_Volotimer != null )

            


{

            



m_Volotimer.Stop();

            



m_Volotimer = null;

            



CloseGump( typeof( FlyingCarpetgump ) );

            



if(InRange(m_CarpetItem,0))

            

    

SendGump(new FlyingCarpetgump( m_CarpetItem, this, 0 ) ); 

            


}

            

}

//carpet flying edit (end)

Hlal, Jul 2, 2005 
1. Idea But Dont Know Where To Start

Im Going For The Space Age On My SHard And Need Flying Ships Soooo. How Do I Go About Editing It So That It Can Look Like A Fling Sauser Using These Pices And Placement Values?

Code:




AddComponent( new AddonComponent( 1801 ), 0, -1, 5 );




AddComponent( new AddonComponent( 1801 ), 0, -1, 0 );




AddComponent( new AddonComponent( 5159 ), 0, -1, 10 );




AddComponent( new AddonComponent( 1801 ), 0, 0, 0 );




AddComponent( new AddonComponent( 4634 ), 0, 0, 5 );




AddComponent( new AddonComponent( 1801 ), 1, 0, 5 );




AddComponent( new AddonComponent( 1801 ), 1, 0, 0 );




AddComponent( new AddonComponent( 1801 ), 1, 1, 0 );




AddComponent( new AddonComponent( 1801 ), 1, 1, 5 );




AddComponent( new AddonComponent( 2330 ), 1, 1, 10 );




AddComponent( new AddonComponent( 1802 ), 0, 1, 0 );




AddComponent( new AddonComponent( 1801 ), -1, 1, 0 );




AddComponent( new AddonComponent( 1801 ), -1, 1, 5 );




AddComponent( new AddonComponent( 2330 ), -1, 1, 10 );




AddComponent( new AddonComponent( 1801 ), -1, 0, 0 );




AddComponent( new AddonComponent( 1801 ), -1, 0, 5 );




AddComponent( new AddonComponent( 1175 ), -1, 0, 5 );

hatakill, Jul 2, 2005 Report 

#41 Like 

2. 
hatakill Wanderer 

i under stand but....

i under stand but how would i go about doing this where is the place in the script where i can put these pices in at or what should i do (Losing brain cells!! 90 left!)[image: image16.png]


 

hatakill, Jul 2, 2005 Report 

#42 Like 

3. 
Hlal Wanderer 

hatakill said: 

i under stand but how would i go about doing this where is the place in the script where i can put these pices in at or what should i do (Losing brain cells!! 90 left!)[image: image17.png]





first make your addon, then take the flying gump and replace any refereance to flyingcarpet with your addon name. Then in your add on you'll have to code in a double click to activate the gump. Also add a spot in your playermobile to connect the system to them as well.


Item > FlyingGump < Playermobile == FlyingItem 

Hlal, Jul 2, 2005 Report 

#43 Like 

4. 
Stefano Wanderer 

Cool! I was doing some custom art for a Zeppelin and a Flying carpet a few months ago, but as I'm a lame programer, I've droped it.
Yay! [image: image18.png]


Now I can finish it! 

Stefano, Jul 4, 2005 Report 

#44 Like 

5. 
dwaynelm Wanderer 

RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (1 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1513: (line 293, column 14) } expec
ted
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again.

Still needing help with the edit part of the PlayerMobile.cs if you guys can help that would be great or post an edited playermobile.cs file to help.[image: image19.png]


 

dwaynelm, Jul 9, 2005 Report 

#45 Like 

6. 
Hlal Wanderer 

dwaynelm said: 

RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (1 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1513: (line 293, column 14) } expec
ted
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again.

Still needing help with the edit part of the PlayerMobile.cs if you guys can help that would be great or post an edited playermobile.cs file to help.[image: image20.png]




Post the section of code in playermobile.cs from lines 250 to 300, this way we can see what you did when you added the code. Otherwise we can't tell, all I know from the error is that your missing either a { , } or ;. 

Hlal, Jul 9, 2005 Report 

#46 Like 

7. 
dwaynelm Wanderer 

I've tried adding it in those lines as it was posted and no matter where I put it in the script I get the error. I would like to see an example of where it needs to be put in the file itself or a working playermobile.cs I would post on what I added but I deleted the playermobile I edited to keep my shard running. 

dwaynelm, Jul 9, 2005 Report 

#47 Like 

8. 
Hlal Wanderer 

dwaynelm said: 

I've tried adding it in those lines as it was posted and no matter where I put it in the script I get the error. I would like to see an example of where it needs to be put in the file itself or a working playermobile.cs I would post on what I added but I deleted the playermobile I edited to keep my shard running.


Well from what your saying, you havn't read the directions right to where the lines go, there is a section in Playmobile.cs that has to be changed, so if your just adding these lines and not changing anything that was there prior, then thats your problem. The one piece of code for the onmove has to replace the first part of that statement. Like I said, post or I can't help, posting my script is not the answer here. 

Hlal, Jul 9, 2005 Report 

#48 Like 

9. 
Hlal Wanderer 

Like I said, you placed the code in the wrong spot, go in and use find in the bar tools and look for "public override bool Move( Direction d )", you'll find it already inside the distro playermobile.cs. Then replace part of the statement with the edit provided. This is very simple and I'm not sure how else to explain this. If your not experienced at scripting then this might not be for you as it takes some skills to understand how to edit the PlayerMobile.cs.

To just place the code anywhere is not a good way to add custom code, you should always read and understand all edits before making them. He stated in his read me exactly where to place the edits, it doesn't get any easyier then that. 

Hlal, Jul 9, 2005 Report 

#49 Like 

10. 
dwaynelm Wanderer 

This is what I tried when editing it and come up with these errors I kinda understand it better now that I took the time to read it a bit clearer but still need to know if I put it in wrong. Please do help...........I must say I'm a newbie at this coding but any help is greatly appreciated.
RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (28 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1527: (line 69, column 13) Namespac
e elements cannot be explicitly declared as private, protected, or protected int
ernal
- Error: Scripts\Mobiles\PlayerMobile.cs: CS0116: (line 86, column 3) A namespa
ce does not directly contain members such as fields or methods
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 96, column 10) Expected
class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 102, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 109, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 116, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 123, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 129, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 136, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 143, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 150, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 157, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 164, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 171, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 178, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 185, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 192, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 199, column 10) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 205, column 17) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 227, column 19) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1001: (line 240, column 13) Identif
ier expected
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 240, column 15) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1001: (line 244, column 35) Identif
ier expected
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1001: (line 248, column 12) Identif
ier expected
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 248, column 14) Expecte
d class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1001: (line 262, column 55) Identif
ier expected
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1001: (line 264, column 54) Identif
ier expected
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1022: (line 266, column 9) Type or
namespace definition, or end-of-file expected
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again.



Code:

public class PlayerMobile : Mobile


{



public Item m_CarpetItem;



   public Timer m_Volotimer;

            }

            private class CountAndTimeStamp



{

Code:

public override bool Move( Direction d )



{




NetState ns = this.NetState;




if ( ns != null )




{





GumpCollection gumps = ns.Gumps;





for ( int i = 0; i < gumps.Count; ++i )





{






if ( gumps[i] is ResurrectGump )






{







if ( Alive )







{








CloseGump( typeof( ResurrectGump ) );







}







else







{








SendLocalizedMessage( 500111 ); // You are frozen and cannot move.








return false;







}






}





}




}

                             if (HasGump( typeof( FlyingCarpetgump ) ))

                             {

            
                if ( m_Volotimer != null )

            
                {

            

              m_Volotimer.Stop();

            

              m_Volotimer = null;

            

              CloseGump( typeof( FlyingCarpetgump ) );

            

              if(InRange(m_CarpetItem,0))

            

              SendGump(new FlyingCarpetgump( m_CarpetItem, this, 0 ) ); 

            
     }

                   } 




TimeSpan speed = ComputeMovementSpeed( d );

dwaynelm, Jul 9, 2005 Report 

#50 Like 

11. 
dwaynelm Wanderer 

I hope that I didnt get him banned but he was worth the help a little bit even though I did ask if anyone could post a working edited file. 

dwaynelm, Jul 9, 2005 Report 

#51 Like 

12. 
dragonlady Wanderer 

Hello, i got a crash on my server was wondering if anyone could help me with this.

Server Crash Report
===================

RunUO Version 1.0.0, Build 36918
Operating System: Microsoft Windows NT 5.1.2600.0
.NET Framework: 1.1.4322.2032
Time: 5/4/2006 12:24:10 AM
Mobiles: 27803
Items: 79907
Clients:
- Count: 1
+ 69.195.85.205: (account = dragonlady) (mobile = 0x2 'Takhisis')

Exception:
System.NullReferenceException: Object reference not set to an instance of an object.
at Server.Gumps.FlyingCarpetgump.OnResponse(NetState state, RelayInfo info)
at Server.Network.PacketHandlers.DisplayGumpResponse(NetState state, PacketReader pvSrc)
at Server.Network.MessagePump.HandleReceive(NetState ns)
at Server.Network.MessagePump.Slice()
at Server.Core.Main(String[] args) 

dragonlady, May 3, 2006 Report 

#52 Like 

13. 
Iomega0318 Sorceror 

intresting concept will have to give this a go thanx for fixing it up and sharing with us 

C.S. Lewis said: 

"I believe in Christianity as I believe in the sun...
not because I see it but because by it I see everything else."
Heed what I say, for it shall be mentioned only once.
Iomega0318, May 4, 2006 Report 

#53 Like 

14. 
Lucid Nagual Wanderer 

dragonlady
Hello, i got a crash on my server was wondering if anyone could help me with this.

Server Crash Report
===================

RunUO Version 1.0.0, Build 36918
Operating System: Microsoft Windows NT 5.1.2600.0
.NET Framework: 1.1.4322.2032
Time: 5/4/2006 12:24:10 AM
Mobiles: 27803
Items: 79907
Clients:
- Count: 1
+ 69.195.85.205: (account = dragonlady) (mobile = 0x2 'Takhisis')

Exception:
System.NullReferenceException: Object reference not set to an instance of an object.
at Server.Gumps.FlyingCarpetgump.OnResponse(NetState state, RelayInfo info)
at Server.Network.PacketHandlers.DisplayGumpResponse( NetState state, PacketReader pvSrc)
at Server.Network.MessagePump.HandleReceive(NetState ns)
at Server.Network.MessagePump.Slice()
at Server.Core.Main(String[] args)

See if you can produce the same crash in debug mode. Then post that crash report, thanks. 

Leader of the Anti-OSI Movement. Inventing a new game experience in an EA Games-free environment.

Don Juan Matus "The basic difference between an ordinary man and a warrior is that a warrior takes everything as a challenge, while an ordinary man takes everything as a blessing or as a curse."


My Customs:
Custom_BODs
All_Spells
Easy_Level_System
Advanced_Archery
Addon_Generator
Addon_2_Static
Lucid Nagual, May 4, 2006 Report 

#54 Like 

15. 
Tru Wanderer 

Lucid Nagual said: 

See if you can produce the same crash in debug mode. Then post that crash report, thanks.

What were the circumstances that caused the crash? (how can we reproduce it if we don't know what you did?) 

My Scripts: HoodableRobe CellarAddon SeigeUpdates Refresh/CloneMe Commands VooDoo Dolls Lost Alchemy
SVN 187 Updates: 
Bard System + Upgrade
Ultima VII
Tru, May 4, 2006 Report 

#55 Like 

16. 
supernova72611 Wanderer 

hey having a prob dont quit see what i did wrong but here is mode player moble.cs and error


RunUO - [www.runuo.com] Version 1.0.0, Build 36918
Scripts: Compiling C# scripts...failed (2 errors, 0 warnings)
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 19, column 8) Expected
class, delegate, enum, interface, or struct
- Error: Scripts\Mobiles\PlayerMobile.cs: CS1518: (line 20, column 10) Expected
class, delegate, enum, interface, or struct
Scripts: One or more scripts failed to compile or no script files were found.
- Press return to exit, or R to try again.

Player.cs was used from Shard pack 2. Beagel pack, i put it in where i was directed to came up with that error, when running file from GD13 site came up with like 17 errors so not quite sure what i need to do here can someone help me or lead me in right direction plz, or do i need to edit from both people here LOL 


edit file from here :// somewhere just after the following lines in PlayerMobile.cs:
// public class PlayerMobile : Mobile
// {

// add the following lines to the top of your PlayerMobile.cs file:
public Item m_CarpetItem;
public Timer m_Volotimer;

// AND right after the lines:
public override bool Move( Direction d )
{

// add the following:

if (HasGump( typeof( FlyingCarpetgump ) ))
{
if ( m_Volotimer != null )
{
m_Volotimer.Stop();
m_Volotimer = null;
CloseGump( typeof( FlyingCarpetgump ) );

if(InRange(m_CarpetItem,0))
SendGump(new FlyingCarpetgump( m_CarpetItem, this, 0 ) ); 
}
}

Only 2 errors then one from GD13 site :
////////////////////////////
//Edit for PlayerMobile.cs//
//////////////////////////// 


public Timer m_Volotimer;

public override bool Move( Direction d )
{
if (HasGump( typeof( FlyingCarpetgump ) ))
{
if ( m_Volotimer != null )
{
m_Volotimer.Stop();
m_Volotimer = null;
CloseGump( typeof( FlyingCarpetgump ) );
SendGump(new FlyingCarpetgump( i_item, this, 0 ) ); 
}

}
TimeSpan speed = ComputeMovementSpeed( d );

if ( !base.Move( d ) )
return false;

m_NextMovementTime += speed;
return true;
}


////////////////////////////
//Edit for PlayerMobile.cs//
////////////////////////////

Got 17 Errors how can i fix the prob thanks to all who help me with this prob i would list Player moble .cs but feel its to long 83kb 

supernova72611, May 4, 2006 Report 

#56 Like 

17. 
dragonlady Wanderer 

Well all i did was jump on the carpet and clicked on the arrow to have it go up in the air, that's when the server crashed, so im guessing it's the gump 

dragonlady, May 4, 2006 Report 

#57 Like 

18. 
Shadow82 Wanderer 

80 fingers up! good job [image: image21.png]



Shadow82, May 4, 2006 Report 

#58 Like 

19. 
Iomega0318 Sorceror 

dragonlady said: 

Well all i did was jump on the carpet and clicked on the arrow to have it go up in the air, that's when the server crashed, so im guessing it's the gump
I am actually just about to put it in and test it, (I fogot the gump and had to come back for it lol) just need to fix a few errors real quick and boot up my shard and I will see what happens, then we can figure it out from there.. 

C.S. Lewis said: 

"I believe in Christianity as I believe in the sun...
not because I see it but because by it I see everything else."
Heed what I say, for it shall be mentioned only once.
Iomega0318, May 15, 2006 Report 

#59 Like 

20. 
dragonlady Wanderer 

tyvm for taking the time to help me on this, not sure what the problem is, i'm no good at scripting hehe[image: image22.png]


 

dragonlady, May 
1. NP I am not much of a scriptor myself, I usually just take other things and edit them to my liking [image: image23.png]


.. Now on to your problem.. I had no errors or crashes while testing it and everything was working fine I also put in the Poisonous Swamp when I went in and edited my PM for the Flying Carpet and still had no errors or crashes.. May I see your scripts if you dont mind? The sections in the PM that you edited you also may want to try and redownload the scripts from the first post.. 

C.S. Lewis said: 

"I believe in Christianity as I believe in the sun...
not because I see it but because by it I see everything else."
Heed what I say, for it shall be mentioned only once.
Iomega0318, May 16, 2006 Report 

#61 Like 

2. 
Liacs Page 

Flying Carpet for RUNUO 2.0.

Here you go!

Just replace your playermobile with the one in the CORE-folder (won't be that much changed yet, or? [image: image24.png]


)

Have fun!

Lia 

Attached Files:

· 


FlyingCarpet.rar
File size:

30.9 KB

Views:

63



My C# Bookshelf (carpented by Soultaker)[image: image27.png]






BTW: Please ask questions in the adequat forum and not on a private message! Otherwise nobody can learn from it!
Liacs, Jun
