http://www.runuo.com/community/threads/new-types-of-ammo-for-archers.503289/
So, this new ammo types are from existing resources within RunUO 2.2.

This work is based on Lucid Nagual's Archery System ( I scripted it from scratch, but I've used some of his scripts as an example ).

I've created them originally for my shard (which is only my cousin and me, he he ), so if you use this scripts know before hand that all existing arrows and bolts in your server will be deleted ( unless you know what you're doing with serialization/deserialization and want to spend some time modifying the scripts ).

I believe is worth the trouble, because they add more fun to being an archer.

The new types of ammo are:

Arrows:

OakArrow - Increased physical damage
YewArrow - Increased extra physical damage
AshArrow - Fire damage ( It throws a Fireball spell ).
BloodwoodArrow - Deals a bleeding attack to the target.
HeartwoodArrow - Applies poison to the target, intensified by the attacker's poisoning skill.
FrostwoodArrow - Paralyzes the target for a short period of time.

Bolts:

DullCopper to Valorite bolts - They deal dammage to different resistances. DullCoper ignores armor.

All arrows and bolts won't do their magic right away. It is based on chance, intensified by the attacker's luck (if you think the chance is too low, you can adjust it easily ).

When the arrows don't hit with their special attacks, they deal extra damage anyway to the target, so you won't waste precious arrows in vain.

Now to the good part...

First, Backup your BaseRanged.cs, Arrow.cs, Bolt.cs and all bows.

You have to replace BaseRanged with this new one:

Code:

// Evany - Jan 2012

using System;

using Server.Mobiles;

using Server.Targeting;

using Server.Spells;

using Server.Spells.Third;

using Server.Network;

namespace Server.Items

{

    public abstract class BaseRanged : BaseMeleeWeapon

    {

        public abstract Type TypeUsed{ get; }

        public abstract int EffectID{ get; }

        public abstract Type AmmoType{ get; }

        public abstract Item Ammo{ get;}

        private AmmoTypes m_ArrowType; 

        public override int DefHitSound{ get{ return 0x234; } }

        public override int DefMissSound{ get{ return 0x238; } }

        public override SkillName DefSkill{ get{ return SkillName.Archery; } }

        public override WeaponType DefType{ get{ return WeaponType.Ranged; } }

        public override WeaponAnimation DefAnimation{ get{ return WeaponAnimation.ShootXBow; } }

        public override SkillName AccuracySkill{ get{ return SkillName.Archery; } }

        private Timer m_RecoveryTimer; // so we don't start too many timers

        private bool m_Balanced;

        private int m_Velocity;

        [CommandProperty( AccessLevel.GameMaster )]

        public bool Balanced

        {

            get{ return m_Balanced; }

            set{ m_Balanced = value; InvalidateProperties(); }

        }

        [CommandProperty( AccessLevel.GameMaster )]

        public int Velocity

        {

            get{ return m_Velocity; }

            set{ m_Velocity = value; InvalidateProperties(); }

        }

        [CommandProperty( AccessLevel.GameMaster )]

        public AmmoTypes TypeOfAmmo

        {

            get{ return m_ArrowType; }

            set{ m_ArrowType = value; InvalidateProperties(); }

        }

        public BaseRanged( int itemID ) : base( itemID )

        {

        }

        public BaseRanged( Serial serial ) : base( serial )

        {

        }

        public override void OnDoubleClick(Mobile from)

        {

            if ( IsChildOf( from.Backpack ) || Parent == from )

            {

                from.SendMessage("Select what type of ammo you wish to use.");

                from.Target = new InternalTarget( this, TypeUsed );

            }         

            else return;

        }

        public virtual Type TypeSelected( Type typeofammo )

        {

            if( typeofammo == typeof( Arrow ) )

            {

                switch( m_ArrowType )

                {

                    case AmmoTypes.Oak: return typeof( OakArrow );

                    case AmmoTypes.Yew: return typeof( YewArrow );

                    case AmmoTypes.Ash: return typeof( AshArrow );

                    case AmmoTypes.Bloodwood: return typeof( BloodwoodArrow );

                    case AmmoTypes.Heartwood: return typeof( HeartwoodArrow );

                    case AmmoTypes.Frostwood: return typeof( FrostwoodArrow );

                    default:  return typeof( Arrow );

                }

            }

            else

            {

                switch( m_ArrowType )

                {

                    case AmmoTypes.DullCopper: return typeof( DullCopperBolt );

                    case AmmoTypes.ShadowIron: return typeof( ShadowIronBolt );

                    case AmmoTypes.Copper: return typeof( CopperBolt );

                    case AmmoTypes.Bronze: return typeof( BronzeBolt );

                    case AmmoTypes.Gold: return typeof( GoldBolt );

                    case AmmoTypes.Agapite: return typeof( AgapiteBolt );

                    case AmmoTypes.Verite: return typeof( VeriteBolt );

                    case AmmoTypes.Valorite: return typeof( ValoriteBolt );

                    default:  return typeof( Bolt );

                }

            }

        }

        public virtual Item AmmoSelected( Type typeofammo )

        {

            if( typeofammo == typeof( Arrow ) )

            {

                switch( m_ArrowType )

                {

                    case AmmoTypes.Oak: return new OakArrow();

                    case AmmoTypes.Yew: return new YewArrow();

                    case AmmoTypes.Ash: return new AshArrow();

                    case AmmoTypes.Bloodwood: return new BloodwoodArrow();

                    case AmmoTypes.Heartwood: return new HeartwoodArrow();

                    case AmmoTypes.Frostwood: return new FrostwoodArrow();

                    default:  return new Arrow();

                }

            }

            else

            {

                switch( m_ArrowType )

                {

                    case AmmoTypes.DullCopper: return new DullCopperBolt();

                    case AmmoTypes.ShadowIron: return new ShadowIronBolt();

                    case AmmoTypes.Copper: return new CopperBolt();

                    case AmmoTypes.Bronze: return new BronzeBolt();

                    case AmmoTypes.Gold: return new GoldBolt();

                    case AmmoTypes.Agapite: return new AgapiteBolt();

                    case AmmoTypes.Verite: return new VeriteBolt();

                    case AmmoTypes.Valorite: return new ValoriteBolt();

                    default:  return new Bolt();

                }

            }

        }

        private class InternalTarget : Target

        {

            private BaseRanged Bow;

            private Type ammo;

            public InternalTarget( BaseRanged bow, Type typeofammo ) : base( 1, false, TargetFlags.None )

            {

                Bow = bow;

                ammo = typeofammo;

            }

            protected override void OnTarget(Mobile from, object targeted)

            {

                if ( targeted is BaseAmmo )             

                {

                    BaseAmmo ammo = (BaseAmmo)targeted;

                    if( Bow.TypeUsed == typeof( Arrow ) )

                    {

                        switch( ammo.AmmoTypes )

                        {

                            case AmmoTypes.Regular: Bow.TypeOfAmmo = AmmoTypes.Regular; break;

                            case AmmoTypes.Oak: Bow.TypeOfAmmo = AmmoTypes.Oak; break;

                            case AmmoTypes.Yew: Bow.TypeOfAmmo = AmmoTypes.Yew; break;

                            case AmmoTypes.Ash: Bow.TypeOfAmmo = AmmoTypes.Ash; break;

                            case AmmoTypes.Bloodwood: Bow.TypeOfAmmo = AmmoTypes.Bloodwood; break;

                            case AmmoTypes.Heartwood: Bow.TypeOfAmmo = AmmoTypes.Heartwood; break;

                            case AmmoTypes.Frostwood: Bow.TypeOfAmmo = AmmoTypes.Frostwood; break;

                            default: from.SendMessage( "That's not a valid type of ammo for this weapon." ); return;

                        }

                        from.SendMessage( "The new type of ammo has been selected." );

                    }

                    else if( Bow.TypeUsed == typeof( Bolt ) )

                    {

                        switch( ammo.AmmoTypes )

                        {

                            case AmmoTypes.Regular: Bow.TypeOfAmmo = AmmoTypes.Regular; break;

                            case AmmoTypes.DullCopper: Bow.TypeOfAmmo = AmmoTypes.DullCopper; break;

                            case AmmoTypes.ShadowIron: Bow.TypeOfAmmo = AmmoTypes.ShadowIron; break;

                            case AmmoTypes.Copper: Bow.TypeOfAmmo = AmmoTypes.Copper; break;

                            case AmmoTypes.Bronze: Bow.TypeOfAmmo = AmmoTypes.Bronze; break;

                            case AmmoTypes.Gold: Bow.TypeOfAmmo = AmmoTypes.Gold; break;

                            case AmmoTypes.Agapite: Bow.TypeOfAmmo = AmmoTypes.Agapite; break;

                            case AmmoTypes.Verite: Bow.TypeOfAmmo = AmmoTypes.Verite; break;

                            case AmmoTypes.Valorite: Bow.TypeOfAmmo = AmmoTypes.Valorite; break;

                            default: from.SendMessage( "That's not a valid type of ammo for this weapon." ); return;

                        }

                        from.SendMessage( "The new type of ammo has been selected." );

                    }             

                }

                else from.SendMessage( "You can't select that!" );

            }

        }

        public override TimeSpan OnSwing( Mobile attacker, Mobile defender )

        {

            WeaponAbility a = WeaponAbility.GetCurrentAbility( attacker );

            // Make sure we've been standing still for .25/.5/1 second depending on Era

            if ( DateTime.Now > (attacker.LastMoveTime + TimeSpan.FromSeconds( Core.SE ? 0.25 : (Core.AOS ? 0.5 : 1.0) )) || (Core.AOS && WeaponAbility.GetCurrentAbility( attacker ) is MovingShot) )

            {

                bool canSwing = true;

                if ( Core.AOS )

                {

                    canSwing = ( !attacker.Paralyzed && !attacker.Frozen );

                    if ( canSwing )

                    {

                        Spell sp = attacker.Spell as Spell;

                        canSwing = ( sp == null || !sp.IsCasting || !sp.BlocksMovement );

                    }

                }

                if ( canSwing && attacker.HarmfulCheck( defender ) )

                {

                    attacker.DisruptiveAction();

                    attacker.Send( new Swing( 0, attacker, defender ) );

                    if ( OnFired( attacker, defender ) )

                    {

                        if ( CheckHit( attacker, defender ) )

                            OnHit( attacker, defender );

                        else

                            OnMiss( attacker, defender );

                    }

                }

                attacker.RevealingAction();

                return GetDelay( attacker );

            }

            else

            {

                attacker.RevealingAction();

                return TimeSpan.FromSeconds( 0.25 );

            }

        }

        public override void OnHit( Mobile attacker, Mobile defender, double damageBonus )

        {

            if ( attacker.Player && !defender.Player && (defender.Body.IsAnimal || defender.Body.IsMonster) && 0.4 >= Utility.RandomDouble() )

                defender.AddToBackpack( Ammo );

            if ( Core.ML && m_Velocity > 0 )

            {

                int bonus = (int) attacker.GetDistanceToSqrt( defender );

                if ( bonus > 0 && m_Velocity > Utility.Random( 100 ) )

                {

                    AOS.Damage( defender, attacker, bonus * 3, 100, 0, 0, 0, 0 );

                    if ( attacker.Player )

                        attacker.SendLocalizedMessage( 1072794 ); // Your arrow hits its mark with velocity!

                    if ( defender.Player )

                        defender.SendLocalizedMessage( 1072795 ); // You have been hit  by an arrow with velocity!

                }

            }

            if( Ammo is BaseAmmo ) // Make sure it's a valid type of ammo... if maybe someone set a log to be used as ammo it will crash!

                ApplyDamageEffect( defender, attacker, ((BaseAmmo)Ammo).AmmoTypes );

            base.OnHit( attacker, defender, damageBonus );         

        }

        public static void ApplyDamageEffect( Mobile defender, Mobile attacker, AmmoTypes typeAmmo )

        {

            double luck = attacker.Luck * .02;

            int physicaldamage = (int)( ( 100 - defender.GetResistance( ResistanceType.Physical) ) * .07 + luck );

            int colddamage = (int)( ( 100 - defender.GetResistance( ResistanceType.Cold) ) * .07 + luck  );

            int firedamage = (int)( ( 100 - defender.GetResistance( ResistanceType.Fire) ) * .07 + luck  );

            int poisondamage = (int)( ( 100 - defender.GetResistance( ResistanceType.Poison) ) * .07 + luck  );

            int energydamage = (int)( ( 100 - defender.GetResistance( ResistanceType.Energy) ) * .07 + luck  );

            if( physicaldamage < 1 ) physicaldamage = 1;

            if( colddamage < 1 ) colddamage = 1;

            if( firedamage < 1 ) firedamage = 1;

            if( poisondamage < 1 ) poisondamage = 1;

            if( energydamage < 1 ) energydamage = 1;

            switch( typeAmmo )

            {

                case AmmoTypes.Oak:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                        defender.Damage( physicaldamage, attacker );

                    else

                        AOS.Damage( defender, Utility.Random ( 1, 5 ), 100, 0, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.Yew:

                {     

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                        defender.Damage( physicaldamage + 3, attacker );

                    else

                        AOS.Damage( defender, Utility.Random ( 3, 6 ), 100, 0, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.Ash:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        SpellHelper.Damage( new FireballSpell( attacker, null ), defender, Utility.RandomMinMax( 10, 30 ), 0, 100, 0, 0, 0 );

                        attacker.MovingParticles( defender, 0x36D4, 7, 0, false, true, 9502, 4019, 0x160 );

                        attacker.PlaySound( Core.AOS ? 0x15E : 0x44B );

                    }

                    else AOS.Damage( defender, Utility.Random ( 1, 5 ), 0, 100, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.Bloodwood:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.PlaySound( 0x133 );

                        defender.FixedParticles( 0x377A, 244, 25, 9950, 31, 0, EffectLayer.Waist );

                        BleedAttack.BeginBleed( defender, attacker );

                    }

                    else AOS.Damage( defender, Utility.Random ( 1, 5 ), 100, 0, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.Heartwood:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.PlaySound( 0xDD );

                        defender.FixedParticles( 0x3728, 244, 25, 9941, 1266, 0, EffectLayer.Waist );

                        if( attacker.Skills[SkillName.Poisoning].Value > Utility.RandomMinMax( 50, 250 ) )

                            defender.ApplyPoison( attacker, Poison.Deadly );

                        else

                            defender.ApplyPoison( attacker, Poison.Regular );

                    }

                    else AOS.Damage( defender, Utility.Random ( 1, 5 ),  0, 0, 0, 100, 0 );

                    break;

                }

                case AmmoTypes.Frostwood:

                {

                    if( ( 0.15 + luck ) > Utility.RandomDouble() )

                    {

                        TimeSpan duration = defender.Player ? TimeSpan.FromSeconds( 4 ) : TimeSpan.FromSeconds( 8 );

                        defender.Paralyze( duration );

                        ParalyzingBlow.BeginImmunity( defender, duration + TimeSpan.FromSeconds( 4 ) );

                        defender.FixedEffect( 0x376A, 9, 32 );

                        defender.PlaySound( 0x204 );

                    }

                    else AOS.Damage( defender, Utility.Random( 1, 5 ),  0, 100, 15, 0, 0 );

                    break;

                }

                case AmmoTypes.DullCopper:

                {

                    if( ( 0.3 + luck ) > Utility.RandomDouble()  )

                    {

                        AOS.Damage( defender, Utility.RandomMinMax( 8, 18 ), true, 100, 0, 0, 0, 0 );

                        defender.FixedParticles( 0x3728, 1, 26, 0x26D6, 0, 0, EffectLayer.Waist );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, Utility.Random ( 1, 8 ), 100, 0, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.ShadowIron:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( energydamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  0, 0, 0, 0, 40 );

                    break;

                }

                case AmmoTypes.Copper:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( energydamage, attacker );

                        defender.Damage( poisondamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  0, 0, 0, 30, 30 );

                    break;

                }

                case AmmoTypes.Bronze:

                { 

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( physicaldamage, attacker );

                        defender.Damage( firedamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  15, 40, 0, 0, 0 );

                    break;

                }

                case AmmoTypes.Gold:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( physicaldamage, attacker );

                        defender.Damage( firedamage, attacker );

                        defender.Damage( colddamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  20, 15, 15, 0, 0 );

                    break;

                }

                case AmmoTypes.Agapite:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( physicaldamage, attacker );

                        defender.Damage( firedamage, attacker );

                        defender.Damage( energydamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  25, 30, 0, 0, 20 );

                    break;

                }

                case AmmoTypes.Verite:

                {

                    if( ( 0.1 + luck ) > Utility.RandomDouble()  )

                    {

                        defender.Damage( physicaldamage, attacker );

                        defender.Damage( poisondamage, attacker );

                        defender.Damage( energydamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  30, 0, 0, 40, 20 );

                    break;

                }

                case AmmoTypes.Valorite:

                { 

                    if( ( 0.1 + luck ) > Utility.RandomDouble() )

                    {

                        defender.Damage( physicaldamage, attacker );

                        defender.Damage( firedamage, attacker );

                        defender.Damage( colddamage, attacker );

                        defender.Damage( poisondamage, attacker );

                        defender.Damage( energydamage, attacker );

                        defender.PlaySound( 0x56 );

                    }

                    else AOS.Damage( defender, 5,  50, 10, 20, 10, 20 );

                    break;

                }

                default: break;

            }

        }

        public override void OnMiss( Mobile attacker, Mobile defender )

        {

            if ( attacker.Player && 0.4 >= Utility.RandomDouble() )

            {

                if ( Core.SE )

                {

                    PlayerMobile p = attacker as PlayerMobile;

                    if ( p != null )

                    {

                        Type ammo = AmmoType;

                        if ( p.RecoverableAmmo.ContainsKey( ammo ) )

                            p.RecoverableAmmo[ ammo ]++;

                        else

                            p.RecoverableAmmo.Add( ammo, 1 );

                        if ( !p.Warmode )

                        {

                            if ( m_RecoveryTimer == null )

                                m_RecoveryTimer = Timer.DelayCall( TimeSpan.FromSeconds( 10 ), new TimerCallback( p.RecoverAmmo ) );

                            if ( !m_RecoveryTimer.Running )

                                m_RecoveryTimer.Start();

                        }

                    }

                } else {

                    Ammo.MoveToWorld( new Point3D( defender.X + Utility.RandomMinMax( -1, 1 ), defender.Y + Utility.RandomMinMax( -1, 1 ), defender.Z ), defender.Map );

                }

            }

            base.OnMiss( attacker, defender );

        }

        public virtual bool OnFired( Mobile attacker, Mobile defender )

        {

            BaseQuiver quiver = attacker.FindItemOnLayer( Layer.Cloak ) as BaseQuiver;

            Container pack = attacker.Backpack;

            if ( attacker.Player )

            {

                if ( quiver == null || quiver.LowerAmmoCost == 0 || quiver.LowerAmmoCost > Utility.Random( 100 ) )

                {                 

                    if ( quiver != null && quiver.ConsumeTotal( AmmoType, 1 ) )

                    quiver.InvalidateWeight();

                    else if ( pack == null || !pack.ConsumeTotal( AmmoType, 1 ) )

                    return false;

                }

            }

            attacker.MovingEffect( defender, EffectID, 18, 1, false, false );

            return true;

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 4 ); // version

            writer.WriteEncodedInt( (int) m_ArrowType );

            writer.Write( (bool) m_Balanced );

            writer.Write( (int) m_Velocity );

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

            switch ( version )

            {

                case 4:

                {

                    m_ArrowType = ( AmmoTypes )reader.ReadEncodedInt();

                    goto case 3;

                }

                case 3:

                {

                    m_Balanced = reader.ReadBool();

                    m_Velocity = reader.ReadInt();

                    goto case 2;

                }

                case 2:

                case 1:

                {

                    break;

                }

                case 0:

                {

                    /*m_EffectID =*/ reader.ReadInt();

                    break;

                }

            }

            if ( version < 2 )

            {

                WeaponAttributes.MageWeapon = 0;

                WeaponAttributes.UseBestSkill = 0;

            }

        }

    }

}

Arrow.cs

Code:

// Evany - Jan 2012

using System;

using Server.Network;

namespace Server.Items

{

    public enum AmmoTypes

    {     

        Regular,

        // Wood

        Oak,

        Yew,

        Ash,

        Bloodwood,

        Heartwood,

        Frostwood, 

        // Iron

        DullCopper,

        ShadowIron,

        Copper,

        Bronze,

        Gold,

        Agapite,

        Verite,

        Valorite

    }

    public class BaseAmmo : Item, ICommodity

    {

        int ICommodity.DescriptionNumber { get { return LabelNumber; } }

        bool ICommodity.IsDeedable { get { return true; } }

        private AmmoTypes m_AmmoType;

        [CommandProperty( AccessLevel.GameMaster )]

        public AmmoTypes AmmoTypes

        {

            get{ return m_AmmoType; }

            set{ m_AmmoType = value; InvalidateProperties(); }

        }

        public override double DefaultWeight

        {

            get { return 0.1; }

        }

        [Constructable]

        public BaseAmmo() : this( 0xF3F, AmmoTypes.Regular )

        {

        }

        [Constructable]

        public BaseAmmo( int itemID, AmmoTypes type ) : base( itemID )

        {

            Stackable = true;

            AmmoTypes = type;

        }

        public override void OnDoubleClick( Mobile from )

        {

            if( IsChildOf( from.Backpack ) )

            {

                if( from.Skills[SkillName.ArmsLore].Value >= 29.1 || from.Skills[SkillName.ArmsLore].Value >= 29.1 )

                {

                    switch( AmmoTypes )

                    {

                        // Wood

                        case AmmoTypes.Oak: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra physical damage to the target." ); break;

                        case AmmoTypes.Yew: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals higher extra physical damage to the target." ); break;

                        case AmmoTypes.Ash: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals fire damage to the target." ); break;

                        case AmmoTypes.Bloodwood: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals a bleeding attack to the target." ); break;

                        case AmmoTypes.Heartwood: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo applies a poison to the target, increased by the attacker's poisoning skill." ); break;

                        case AmmoTypes.Frostwood: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo freezes the target for a short period of time." ); break;

                        // Iron

                        case AmmoTypes.DullCopper: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo penetrates the target's armor, dealing extra damage." ); break;

                        case AmmoTypes.ShadowIron: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra energy damage to the target." ); break;

                        case AmmoTypes.Copper: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra poison and energy damage to the target." ); break;

                        case AmmoTypes.Bronze: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra physical and fire damage to the target." ); break;

                        case AmmoTypes.Gold: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra physical, fire and cold damage to the target." ); break;

                        case AmmoTypes.Agapite: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra physical, fire and energy damage to the target." ); break;

                        case AmmoTypes.Verite: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra physical, poison and energy damage to the target." ); break;

                        case AmmoTypes.Valorite: PublicOverheadMessage( MessageType.Regular, 0x480, false, "This type of ammo deals extra damage to all target's resistances." ); break;

                    }

                }

                else from.SendMessage( "You don't see anything special about this type of ammo." );

            }

            else from.SendMessage( "That must be inside your backpack for you to use it." );

        }

        public BaseAmmo( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 1 ); // version

            writer.Write( (int) m_AmmoType );

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

            switch( version )

            {

                case 1: m_AmmoType = (AmmoTypes)reader.ReadInt(); break;

            }

        }

    } 

    public class Arrow : BaseAmmo

    {

        [Constructable]

        public Arrow() : this( 1 )

        {

        }

        [Constructable]

        public Arrow( int amount ) : base( 0xF3F, AmmoTypes.Regular )

        {

            Amount = amount;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "regular wood" );

        }

        public Arrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class OakArrow : BaseAmmo

    {

        [Constructable]

        public OakArrow() : this( 1 )

        {

        }

        [Constructable]

        public OakArrow( int amount ) : base( 0xF3F, AmmoTypes.Oak )

        {

            Amount = amount;

            Hue = 0x7DA;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Oak" );

        }

        public OakArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class YewArrow : BaseAmmo

    {

        [Constructable]

        public YewArrow() : this( 1 )

        {

        }

        [Constructable]

        public YewArrow( int amount ) : base( 0xF3F, AmmoTypes.Yew )

        {

            Amount = amount;

            Hue = 0x4A8;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Yew" );

        }

        public YewArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class AshArrow : BaseAmmo

    {

        [Constructable]

        public AshArrow() : this( 1 )

        {

        }

        [Constructable]

        public AshArrow( int amount ) : base( 0xF3F, AmmoTypes.Ash )

        {

            Amount = amount;

            Hue = 0x4A7;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Ash" );

        }

        public AshArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class BloodwoodArrow : BaseAmmo

    {

        [Constructable]

        public BloodwoodArrow() : this( 1 )

        {

        }

        [Constructable]

        public BloodwoodArrow( int amount ) : base( 0xF3F, AmmoTypes.Bloodwood )

        {

            Amount = amount;

            Hue = 0x4AA;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Bloodwood" );

        }

        public BloodwoodArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class HeartwoodArrow : BaseAmmo

    {

        [Constructable]

        public HeartwoodArrow() : this( 1 )

        {

        }

        [Constructable]

        public HeartwoodArrow( int amount ) : base( 0xF3F, AmmoTypes.Heartwood )

        {

            Amount = amount;

            Hue = 0x4A9;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Heartwood" );

        }

        public HeartwoodArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class FrostwoodArrow : BaseAmmo

    {

        [Constructable]

        public FrostwoodArrow() : this( 1 )

        {

        }

        [Constructable]

        public FrostwoodArrow( int amount ) : base( 0xF3F, AmmoTypes.Frostwood )

        {

            Amount = amount;

            Hue = 0x47F;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "Frostwood" );

        }

        public FrostwoodArrow( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

}

Bolt.cs:

Code:

using System;

namespace Server.Items

{

    public class Bolt : BaseAmmo

    {

        [Constructable]

        public Bolt() : this( 1 )

        {

        }

        [Constructable]

        public Bolt( int amount ) : base( 0x1BFB, AmmoTypes.Regular )

        {

            Amount = amount;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "regular iron" );

        }

        public Bolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class DullCopperBolt : BaseAmmo

    {

        [Constructable]

        public DullCopperBolt() : this( 1 )

        {

        }

        [Constructable]

        public DullCopperBolt( int amount ) : base( 0x1BFB, AmmoTypes.DullCopper )

        {

            Amount = amount;

            Hue = 0x973;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "dull copper" );

        }

        public DullCopperBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class ShadowIronBolt : BaseAmmo

    {

        [Constructable]

        public ShadowIronBolt() : this( 1 )

        {

        }

        [Constructable]

        public ShadowIronBolt( int amount ) : base( 0x1BFB, AmmoTypes.ShadowIron )

        {

            Amount = amount;

            Hue = 0x966;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "shadow iron" );

        }

        public ShadowIronBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class CopperBolt : BaseAmmo

    {

        [Constructable]

        public CopperBolt() : this( 1 )

        {

        }

        [Constructable]

        public CopperBolt( int amount ) : base( 0x1BFB, AmmoTypes.Copper )

        {

            Amount = amount;

            Hue = 0x96D;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "copper" );

        }

        public CopperBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class BronzeBolt : BaseAmmo

    {

        [Constructable]

        public BronzeBolt() : this( 1 )

        {

        }

        [Constructable]

        public BronzeBolt( int amount ) : base( 0x1BFB, AmmoTypes.Bronze )

        {

            Amount = amount;

            Hue = 0x972;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "bronze" );

        }

        public BronzeBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class GoldBolt : BaseAmmo

    {

        [Constructable]

        public GoldBolt() : this( 1 )

        {

        }

        [Constructable]

        public GoldBolt( int amount ) : base( 0x1BFB, AmmoTypes.Gold )

        {

            Amount = amount;

            Hue = 0x8A5;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "gold" );

        }

        public GoldBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class AgapiteBolt : BaseAmmo

    {

        [Constructable]

        public AgapiteBolt() : this( 1 )

        {

        }

        [Constructable]

        public AgapiteBolt( int amount ) : base( 0x1BFB, AmmoTypes.Agapite )

        {

            Amount = amount;

            Hue = 0x979;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "agapite" );

        }

        public AgapiteBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class VeriteBolt : BaseAmmo

    {

        [Constructable]

        public VeriteBolt() : this( 1 )

        {

        }

        [Constructable]

        public VeriteBolt( int amount ) : base( 0x1BFB, AmmoTypes.Verite )

        {

            Amount = amount;

            Hue = 0x89F;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "verite" );

        }

        public VeriteBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

    public class ValoriteBolt : BaseAmmo

    {

        [Constructable]

        public ValoriteBolt() : this( 1 )

        {

        }

        [Constructable]

        public ValoriteBolt( int amount ) : base( 0x1BFB, AmmoTypes.Valorite )

        {

            Amount = amount;

            Hue = 0x8AB;

        }

        public override void GetProperties(ObjectPropertyList list)

        {

            base.GetProperties (list);

            list.Add( "valorite" );

        }

        public ValoriteBolt( Serial serial ) : base( serial )

        {

        }

        public override void Serialize( GenericWriter writer )

        {

            base.Serialize( writer );

            writer.Write( (int) 0 ); // version

        }

        public override void Deserialize( GenericReader reader )

        {

            base.Deserialize( reader );

            int version = reader.ReadInt();

        }

    }

}

And in every bow that you want to use with this system, you have to add/change the following:

Code:

        // Add this at the top

        public override Type TypeUsed{ get{ return typeof( Arrow ); } } // This is the type of ammo used

      // Replace old lines with this two

        public override Type AmmoType{ get{ return TypeSelected( TypeUsed ); } } // this is mandatory to select ammo

        public override Item Ammo{ get{ return AmmoSelected( TypeUsed ); } } // this is mandatory to select ammo

Finally, if you want to be able to craft the arrows, add this to DefBowFletching.cs:

Code:

// Ammunition

            index = AddCraft( typeof( Arrow ), 1044565, 1023903, 0.0, 40.0, typeof( Shaft ), 1044560, 1, 1044561 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( OakArrow ), 1044565, "oak arrow", 40.0, 90.7, typeof( OakLog ), "oak logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( AshArrow ), 1044565, "ash arrow", 40.0, 94.4, typeof( AshLog ), "ash logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( YewArrow ), 1044565, "yew arrow", 40.0, 99.9, typeof( YewLog ), "yew logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( HeartwoodArrow ), 1044565, "heartwood arrow", 40.0, 102.3, typeof( HeartwoodLog ), "heartwood logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( BloodwoodArrow ), 1044565, "bloodwood arrow", 40.0, 106.7, typeof( BloodwoodLog ), "bloodwood logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( FrostwoodArrow ), 1044565, "frostwood arrow", 40.0, 110.0, typeof( FrostwoodLog ), "frostwood logs or boards", 1, 1044351 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( Bolt ), 1044565, 1027163, 0.0, 40.0, typeof( Shaft ), 1044560, 1, 1044561 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( DullCopperBolt ), 1044565, "dullcopper bolt", 50.0, 100.0, typeof( DullCopperIngot ), "dull copper ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( ShadowIronBolt ), 1044565, "shadow iron bolt", 50.0, 102.0, typeof( ShadowIronIngot ), "shadow iron ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( CopperBolt ), 1044565, "copper bolt", 50.0, 104.0, typeof( CopperIngot ), "copper ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( BronzeBolt ), 1044565, "bronze bolt", 50.0, 106.0, typeof( BronzeIngot ), "bronze ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( GoldBolt ), 1044565, "gold bolt", 50.0, 107.0, typeof( GoldIngot ), "gold ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( AgapiteBolt ), 1044565, "gold bolt", 50.0, 109.0, typeof( AgapiteIngot ), "agapite ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( VeriteBolt ), 1044565, "gold bolt", 50.0, 110.0, typeof( VeriteIngot ), "verite ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

            index = AddCraft( typeof( ValoriteBolt ), 1044565, "gold bolt", 50.0, 112.0, typeof( ValoriteIngot ), "valorite ingot", 1, 1044037 );

            AddRes( index, typeof( Feather ), 1044562, 1, 1044563 );

            SetUseAllRes( index, true );

And at the bottom:

Code:

            MarkOption = true;

            Repair = Core.AOS;

            SetSubRes( typeof( Log ), 1072643 );

            AddSubRes( typeof( Log ), 1072643, 00.0, 1044041, 1072652 );

            AddSubRes( typeof( OakLog ), 1072644, 40.0, 1044041, 1072652 );

            AddSubRes( typeof( AshLog ), 1072645, 50.0, 1044041, 1072652 );

            AddSubRes( typeof( YewLog ), 1072646, 60.0, 1044041, 1072652 );

            AddSubRes( typeof( HeartwoodLog ), 1072647, 70.0, 1044041, 1072652 );

            AddSubRes( typeof( BloodwoodLog ), 1072648, 80.0, 1044041, 1072652 );

            AddSubRes( typeof( FrostwoodLog ), 1072649, 90.0, 1044041, 1072652 );

And as s bonus, if you want to be able to craft the bows with special properties from the woods, add this to CraftItem.cs:

After this:

Code:

if ( item is IFactionItem )

                {

                    def = FactionItemDefinition.Identify( item );

                    if ( def != null )

                    {

                        faction = Faction.Find( from );

                        if ( faction != null )

                        {

                            Town town = Town.FromRegion( from.Region );

                            if ( town != null && town.Owner == faction )

                            {

                                Container pack = from.Backpack;

                                if ( pack != null )

                                {

                                    availableSilver = pack.GetAmount( typeof( Silver ) );

                                    if ( availableSilver >= def.SilverCost )

                                        queryFactionImbue = Faction.IsNearType( from, def.VendorType, 12 );

                                }

                            }

                        }

                    }

                }

Add this:

Code:

// WOOD ATTRIBUTES TO WEAPONS

                if( item is BaseWeapon )

                {

                    BaseWeapon weapon = item as BaseWeapon;

                    if( typeRes == typeof( OakLog ) || typeRes == typeof( OakBoard ) )

                    {

                        weapon.Attributes.Luck += 40;

                        weapon.Attributes.WeaponDamage += 5;                     

                    }

                    else if( typeRes == typeof( AshLog ) || typeRes == typeof( AshBoard ) )

                    {

                        weapon.Attributes.WeaponSpeed += 10;

                        weapon.WeaponAttributes.LowerStatReq += 20;                     

                    }

                    else if( typeRes == typeof( YewLog ) || typeRes == typeof( YewBoard ) )

                    {

                        weapon.Attributes.WeaponDamage += 10;

                        weapon.Attributes.AttackChance += 5;                     

                    }

                    else if( typeRes == typeof( HeartwoodLog ) || typeRes == typeof( HeartwoodBoard ) )

                    {

                        weapon.Attributes.RegenHits += 2;

                        weapon.WeaponAttributes.HitLeechHits += 16;                     

                    }

                    else if( typeRes == typeof( BloodwoodLog ) || typeRes == typeof( BloodwoodBoard ) )

                    {

                        switch( Utility.Random( 8 )    )

                        {

                            case 1: weapon.Attributes.Luck += Utility.RandomMinMax( 10, 40 ); break;

                            case 2: weapon.WeaponAttributes.LowerStatReq += 20; break;

                            case 3: weapon.Attributes.WeaponSpeed += 10; break;

                            case 4: weapon.Attributes.AttackChance += 5; break;

                            case 5: weapon.WeaponAttributes.HitLeechHits += Utility.Random( 1, 16 ); break;

                            case 6: weapon.Attributes.DefendChance += 5; break;

                            case 7: weapon.WeaponAttributes.DurabilityBonus += 50; break;

                        }

                    }

                    else if( typeRes == typeof( FrostwoodLog ) || typeRes == typeof( FrostwoodBoard ) )

                    {

                        weapon.Attributes.WeaponDamage += 2;

                        weapon.AosElementDamages.Cold += 40;                     

                    }

                }

                // END WOOD ATTRIBUTES TO WEAPON

I think I'm not missing anything.

I've added all the scripts to a zip file, although I recommend that you do it manually to avoid any compiler errors, because they contain some custom content from my shard. 

