Bot Chat File Editing

By

The_Slug

As I showed in the main tutorial, a bot pulls its chats from a number of places.  By altering the ‘botname_t.c’ file, however, we can make sure our bot says what we want it to.

This is where the CHARACTERISTIC_CHAT_NAME line in your ‘botname_c.c’ file points.  Make sure it’s the same here as in your entry there.

//example initial chats

chat "doom"

{


//the teamplay.h file is included for all kinds of teamplay chats


#include "teamplay.h"

These comment lines below separate different ‘type groupings.’  The numbers seem to have different effects in different groups, so I’ll let you know the settings in each.


//======================================================


//======================================================

This (below) is a ‘Chat Type.’  It’s a group of chats whose frequency of use is governed by the appropriate setting in the bot’s characteristics file (botname_c.c).  For instance, the bot’s use of this type (game_enter) is set at the CHARACTERISTIC_CHAT_ENTEREXITGAME line in its characteristics file.  All of the types in the file fall into one of the categories in your bot’s characteristics file and if you have any doubts about which ones they are, refer to the chardocs.doc file.


type "game_enter" //initiated when the bot enters the game


{



"Heh. There's rats in here... big ones.";



"I keep going 'round in circles ... no escape.";



"I can run ", 4, " in the dark.";



"You demons don't stand a chance against me.";



"You just haven't learned yet, have you?";



"Dooooooooooommmmmmmmm!";



(Hehe, I love that one.)



HELLO7;



"Didn't think I'd be fighting cheerleaders.";



"The ", 4, "? Hey I think I left ", 1 ,"'s spleen in here last time!";



// 1= random opponent



// 4= Level's title



// 0 = bot name


} //end type

See how the actual chat lines are arranged above?  That’s how you need to do yours.  Make sure that actual text is in quotes and make sure there’s a semicolon at the end of each line.  Now I’ll break down a couple of the lines to show you how pointers work.

"I can run ", 4, " in the dark.";
This line has a type of ‘pointer’ in it.  The first part, “I can run” is in quotes because it’s text.  After the endquote, there’s a comma to separate the pointer (4) which will sub in a level’s title at this point in the sentence.  Place a comma after the four, open quotes and finish the sentence as usual.

Ingame, it would look like this:

Doom:  I can run Q3DM2 in the dark.

These are the settings for the first group.  Unless otherwise noted, they’re the same for all types:

1= random opponent

2= opponent in first place

3= opponent in last place

4= a level’s title (not always the current one, it seems)

0= bot name (Any one from the list.  This can result in a bot talking about someone who isn’t in the game at the moment.

HELLO7;

This is a pointer.  It tells the bot to use one of the chat lines associated with this type in the rnd.c file.  For instance, by including this pointer, Doom can now say one of the following for Game_Enter as well as the chats listed above:

"Let's get it ON!";

"Great! Nothing but easy frags here today.";

"Hello. This is the voice of death speaking.";

"Let's do it!";

"Let's frag the losers and make 'em cry!";

"All roads lead to hell. Every last ~one of 'em.";

This is actually from the next type, but I need it to show pointer usage.  See the ‘~one’ part?  That points to a word in the GroupB part of the rnd.c file.  As with the HELLO7 pointer, it will sub in one of the many words listed in that file.  Note:  You can include these GroupB pointers like you did the (4) in the first line.  When using one of these pointers that way, you omit the ‘~’ symbol.  An example follows.

“Hey, “, friendname,“.  Let’s cook these turkeys!”

Doom:  Hey, amigo.  Let’s cook these turkeys!

Just read the chats for other bots to get a better idea of how to piece these lines together.

//======================================================


//======================================================

This is the first type in the second group of chats.  Editing is the same, but the numbers for these are as follows:

1= weapon used by shooter

0= shooter (or opponent the bot shot)


type "hit_talking" //bot is hit while chat balloon is visible; lecture attacker on poor sportsmanship


//======================================================


//======================================================

This is the first type in the third group.  Number changes as follows:

1= weapon used by shooter

0= random enemy name


type "death_telefrag" //initiated when the bot is killed by a telefrag


//======================================================


//======================================================

This is the first type in the fourth group.  Number changes as follows:

0= name of enemy killed


type "kill_rail" //initiated when the bot kills someone with rail gun


//======================================================


//======================================================

First of group five.  You know the drill:

1= bot name

0= random player


type "random_insult" //insult initiated randomly (just when the bot feels like it)

And that’s it for the chat file.  Please note that you don’t have to include all of these chats for all bots, but it’s more fun if you do.  I suggest writing your own where you can and then copying chat lines from other bots to fill the rest.

