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Thanks to Egosoft for creating an incredible series of games

and also allowing them to be so easily modified!



1 Introduction

Welcome to Exscriptor, an External Script Editor for Egosoft's X-series of
games. Currently Exscriptor supports:

e X3: Albion Prelude
e X3: Terran Conflict
¢ X3: Reunion

e X2:The Threat

With this program, you will be able to:

e Open existing X2/X3/TC scripts in both .XML and .PCK format
» Create new X2/X3/TC scripts (.XML)

»  Compile the script to check for any syntax errors

e Save scripts as .XML or in simple .TXT format

In addition, because the editor uses the X2/X3/TC/AP data files, all the
possible commands, wares, ships, stations and so forth will be available,
including those present in mods or patches like XTM. The program even
supports the use of data files in different languages (though the editor's
interface is only in English). Since the X games offer a large number of
commands and objects, these are visible in a list onscreen, so you do not
have to remember them all.

Before using the program, however, please read the warranty and check the
requirements.

1.1 Requirements

The editor requires Windows and the Microsoft .NET Framework 3.5 or better
in order to run. You may have this already installed, but if you do not, you
should be able to obtain the latest version from Microsoft's website
(www.microsoft.com) or via Windows Update. The editor also requires X2 or
X3 to be installed, since it needs access to the game's data files. When you
run the program for the first time, it will ask you where to find the games. You
can later change this by going to the Tools --> Options menu. It should work
with X2 version 1.5, X3 version 2.5, X3TC version 2.7, and X3AP version 1.0
— earlier versions may or may not work correctly (and similarly, any future
patches may not work either).

The program should easily run on any computer capable of running X3, but it
can take a few moments to load up the data when the editor starts, so please
be patient.



1.2 Warranty

Put simply, there isn't one. This program is provided 'as is', with no guarantee
that it will work 100% of the time. Before using the program it is strongly
recommended that you make a backup of your script directory, at the very
least. The author accepts no responsibility if you happen to corrupt the game
or break your computer somehow while using the program. If this possibility
concerns you, then do not use the program.

1.3 Acknowledgements

This program would not be possible without the prior work of other people.
Acknowledgements go to:

doubleshadow for the X3 file system interface

* (www.doubleshadow.wz.cz)

the posters in this Egosoft forum thread, who started the process of
deciphering the script file format:

» http://forum.egosoft.com/viewtopic.php?t=89990

the following Code Project articles, without which the interface would
look much more like Notepad:

» http://www.codeproject.com/KB/cs/shadyrichtext.aspx

» http://www.codeproject.com/KB/edit/SyntaxHighlighting.aspx

* http://www.codeproject.com/KB/cs/dandtutorial.aspx

» http://www.codeproject.com/KB/cpp/RTESynchronizedScrolling.aspx

Many thanks also to the following people at the Egosoft forums for helping
solve various bugs or suggesting improvements in the Exscriptor:

Blacky_BPG

ThatGuyBob

Erilaz

Cebraio

bunkerprivate

SSwamp_Trooper

Moonrat

DesertEagle

draffutt

many, many others — see the About menu in the tool.

Special thanks to Shimrod for helping with the update to X3AP.

Extra special thanks go to Blacky BPG for providing alternative hosting at the
www.blackpanthergroup.de site!




2 Using the editor

2.1 Main User Interface

When the editor has started, you will see a screen like this:
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This is the main interface of the editor. The large black area on the left is the
Script Editor, where you can see and edit the code of the script. Below this is
the Status Box, which will tell you if anything goes wrong. On the right is the
Object List, where you can select script commands, objects (e.g. wares, ship
types), and object commands. Above this are the buttons controlling the
Object List and below it is the Script Metadata and, below that, the Script
Arguments. At the far top left is the Menu.

2.1.1 Script Editor

The Script Editor is where most of the activity takes place. When you open a
script, or if you are creating a new one, the code of the script will be displayed
here, with the line numbers in the corresponding column on the left. By
default, the code is highlighted in the same way it is in X3's internal script
editor; you can turn this off in the options (Tools --> Options) if you wish. Most




of the usual text editing commands should apply: copy, paste, cut, undo, redo
etc. These commands are also available in the "Edit" menu.

Right clicking in the Script Editor will open a small shortcut menu with six
options: script commands, variables, constants, wares, ships, and stations.
Clicking on one of these (or, in the case of script commands, one of the sub-
options) will open a sort of auto-complete box that will allow you to select the
command/object you want. You can either select it directly from the list, or
start typing - as you do, the options should be narrowed down. For example, if
you open the Ship menu and type "Argon Bus", all of the ships beginning with
those letters (i.e. all variants of the Argon Buster) will be displayed. You can
either click on them or just keep typing. When you are done, press Enter or
click Accept and the selected object/command will appear in the Script Editor.

More details can be found in Section 2.2.

2.1.2 Obiject List

The Object List on the right hand side of the interface is there to make it
possible to write scripts without memorising all 800+ or so script commands,
not to mention the hundreds or even thousands of wares, ships, stations, ship
commands and so forth. It has three modes, selectable using the buttons
above it. In the first mode, the List will show all the script commands available,
sorted into the appropriate categories; the second mode shows all available
ship/station commands, plus any user defined names for them; the third mode
shows all objects - wares, ship types, that sort of thing. Double clicking on any
of these will copy it into the Script Editor at the current cursor position.

More details can be found in Section 2.3.

2.1.3 Status Box

The Status Box is how the editor communicates with you. If it encounters any
problems, then it will list them here. You are strongly advised to pay attention
to this box, especially when compiling scripts or when the editor first loads the
data from X3 (or X2) - there may well be unreadable files, conflicting object
commands, or other problems.

2.1.4 Script Metadata

The Script Metadata is data about the script rather than the data in the script:
its name, for example. You can alter this information as you wish; the name is
the most important, as this determines how it will show up in the game (not
the filename - so two separate files with the same script name will conflict). If
your script is for a ship/station command, you will probably want to add it to
the Script Command box; you can find the command names in the Object List,
or you can also use the command number (if you know it).




2.1.5 Script Arguments

Here is where you can add arguments to your script — parameters that it
needs to run. If you click the big Add Argument button, a new window

appears:
i
Argument Mame ||
Argument Type I j

Argument Dezc I

Ok, Canizel |

where you can enter the name, select the type, and add a description. You
can also remove arguments by selecting them in the list and clicking the
Remove Argument button, or edit existing arguments with the Edit
Argument button. You can also reorder them with the two arrow buttons.
Once added, you can refer to an argument just as a variable, i.e. $argument,
just like in the X3 ingame script editor.

2.1.6 Menu

The main Menu in the top left provides a number of extra commands:
* File...

* New — creates a new script in a new tab

* Open — opens an existing script (in XML, PCK, or TXT format)

* Open Script Set - opens a set of multiple scripts at once (like a
workspace, or project)

» Close — closes the current script tab

» Close All - like above, but for all script tabs

» Save — saves a script if it has already been saved (otherwise it
acts like Save As). This will not prompt for overwriting.

* Save As — saves a script in either XML or TXT format. Saving in
XML will automatically compile the script first. The Exscriptor can
also make a backup when overwriting an existing file (a copy with
the extension .bak) if the appropriate option is set.

» Save All — as the name implies, saves all scripts. It will prompt
you when necessary for names etc and will compile too.

» Save Script Set - saves the set of currently opened scripts as a
script set (like a workspace or project). Note that this does not
save the scripts themselves, only a list of their names.

* Quicksave as Text — as the name implies, it will save the current
script to a text file named after the script

» Exit — closes the program

e Edit...
* Copy, Cut, Paste, Find, Replace, Undo, Redo, Select All, Goto
Line
* View...

* Hide Object List — you can hide the Object List if you so wish.
» Compare with — loads the Comparator (see below).



» Refresh from file — reloads script from disk
e Build...

* Compile — compiles a script to check it for errors. Note that this
does not save the script — no file is produced unless you use
Save As.

» Compile All — compiles all scripts, stopping if there are any errors.

* Indent — automatically indents a script.

* Tools...

*  X2/X3/TC/AP Mode - this allows you to select whether Exscriptor
is running in X2, X3, TC or AP mode. Note that this involves
reloading all the data from the appropriate game and can take a
few moments. See X2 support, X3TC support, and X3AP
support later for more info.

* Options — allows you to select the game directories, appearance
of some of the interface, and also allows you to set other options
such as enable/disable highlighting. (See Options Menu below
for more info.)

* Language files — allows you to select what language data files
you wish to use. Note that not all will necessarily be available!
This will reload the game data and may take a few moments; you
will need to reload any opened scripts to see the changes,
however.

* Reload Game Data — reloads the game data files.

» Conflict Viewer — shows all conflicts in data (see Conflict Viewer
below for more details).

* Find calling scripts — scans all scripts to see if any call the current
script, and if so, gives you the option to open them.

* Find called scripts — finds and optionally opens any scripts called
by the current script®.

* Find called scripts (recursively) — finds and optionally opens any
scripts called by the current script, plus any scripts called by
those scripts, and so on. Will ignore .pck and ! prefixed scripts.

* Help — view the About screen or open up this manual.

When changing language, the user interface remains in English (as a
consequence of my not speaking seven languages) but a different set of data
files are loaded. However, if you have scripts that use objects or commands
that are only available in certain languages, the external script editor will be
unable to find them and compilation will likely fail.

Also, a note on saving/opening scripts: there are three formats available when
opening scripts, but only two when saving — you cannot save in .PCK format.
The .TXT format is readable by any text editor, e.g. Notepad, but includes the
script metadata at the top of the file, like so:

! Note that if a script exists in both .pck and .xml forms, then the .pck form is opened.
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test.script.1 < name

0 < command

Last mission for MO < description

194 < version

1 < number of arguments
name|value|9|name of ship < argument

---END-OF-METADATA---

And the rest of the code then follows. The .TXT format is designed to allow
you to write/edit scripts in other programs (should you so wish), but if you
forget this first part, it will not load correctly.

2.2 Script Editor

The Script Editor is where most of the activity takes place. When you open a
script, or if you are creating a new one, the code of the script will be displayed
here, with the line numbers in the corresponding column on the left. By
default, the code is highlighted in the same way it is in X3's internal script
editor; you can turn this off in the options (Tools --> Options) if you wish. Most
of the usual text editing commands should apply: copy, paste, cut, undo, redo
etc. These commands are also available in the "Edit" menu.

Multiple scripts can be opened at once, and each will be displayed in its own
tab. Above the editor window is a drop-down menu of all the opened scripts,
sorted by name, allowing you to quickly select another script if you have many
tabs open.

After editing a script, you will notice an asterisk (*) appear next to the name of

the script at the top of the tab; this lets you know it has been modified. If you
try to close a modified script without saving first, it will ask you if you're sure.
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Right clicking in the Script Editor will open a small shortcut menu with the
usual editing commands plus several other options: script commands,
variables, constants, wares, ships, and stations. Clicking on one of these (or,
in the case of script commands, one of the sub-options) will open a sort of
auto-complete box that will allow you to select the command/object you want.
You can either select it directly from the list, or start typing - as you do, the
options should be narrowed down. For example, if you open the Ship menu
and type "Argon Bus", all of the ships beginning with those letters (i.e. all
variants of the Argon Buster) will be displayed. You can either click on them or
just keep typing. When you are done, press Enter or click Accept and the
selected object/command will appear in the Script Editor.

12
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Notice how some of the ships have numbers after their name; the reason for
this is explained in more detail in the Object List section, but essentially the
problem is that there are multiple Argon Busters in the game, all with the
same name. To distinguish them, the editor adds some identifying numbers
after these duplicates; the numbers are often either the maintype and subtype
of the ware or the index into the language file, as these are always unique. If
you want to add an Argon Buster or other duplicated entity to your script, you
should check to make sure you are selecting the correct one. Note that you
even have this problem in the ingame editor, except in that case you don't get
any identifying numbers.

2.2.1 Syntax

Note that there are a few differences between the syntax used in the ingame
script editor (ISE) and the one used in Exscriptor. This is a consequence of
the nature of the scripting language, which is very difficult to parse. To make
my life easier, the editor recognises several special types of text:

* Variables
* Constants
* Numbers
* Strings

* Literals

* Comments

Everything else is considered to be part of a script command.

As in the ISE, variables must start with a $ sign and can include letters,
numbers, and dots. Constants must not include spaces and must be
surrounded by [square brackets]. Both of these are highlighted in green, as in
the editor. The special value null is also highlighted green. Numbers and
strings are both highlighted in blue; numbers can include a negative sign but
not a decimal point, since there are only integer numbers in X3 scripts. Strings
must be surrounded by 'single apostrophes' and can include any characters
except more apostrophes.

13



The most complex type of text is the Literal, a catch-all term for anything else;
this can include object commands, ship types, wares, and other various
special items. Because there are so many of these, to make them easier for
the editor to recognise, they must be surrounded by { curly braces }. Literals
are highlighted in yellow. The compiler will complain if you make up a non-
existent Literal, telling you it has found an "unresolved literal" (i.e. it doesn't
know what it is). In some rare cases, real Literals will be unresolved; this is
almost always because the editor has been unable to load the data file where
this Literal is stored. In this case, you should read the messages when the
editor first loads to see if it has had problems loading any data files.

Comments are the final type of special text; these are lines that start with an *
asterisk. Comments are coloured grey. Note that some comments have
unusually strange behaviour in X3 scripts: if you have commented out a
command in the ISE, then that command still exists, it is merely disabled.
Early versions of the Exscriptor tried to handle these sorts of commented
commands, then later versions disabled it (handling them just as text), and as
of v1.023, Exscriptor handles them again, including conditional commands.
However, they are not always handled perfectly so to avoid any problems, it is
best if you do not use commented commands.

2.2.2 Errors

Note that the editor is fairly sensitive: missing out an "=", for example, can
cause a command to go unrecognised. You can check to see if a script
contains any problems by compiling it. You can do this in one of three ways:
select "Compile” from the Build menu, press Ctrl-Shift-B, or save the script in
XML format, which will cause the editor to automatically attempt to compile it.
Errors and warnings will appear in the Status Box beneath the Script Editor,
and where possible, problem lines will be highlighted in red, like so:

14
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- Error on line 33 - Mat a valid expreszion
Compile failed

Notice that if the compiler does not recognise a command, it will tell you that it
is "not a valid expression" and tell you which line has the problem. These are
errors and mean that the script has problems that prevent it from being
compiled; you cannot save a script to .XML format in this state. Occasionally
you might also get compiler warnings, which are less critical errors; these do
not prevent a script from being saved, but may indicate a problem that still
needs to be solved. For example, if you have a script call inside your script
(i.e. a "call script" command) and the script you are calling does not exist,
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then the compiler will generate a warning to tell you that it could not check the
parameters for that script.

2.3 Object List

Scrpt Commands Object Cormmands Objects

[=]- Commands -
- General Commands
-- Audio Commands
- Loghook Commands
- Fly Commands
- (@< Retvar/IF= <Ref0bjx -» fly to home base
- (@¢Retvar/iF> <RefQbje -» fly to station < ar/Station:
- @ FetvardlFe <Ref0bpr -» fly to sector <V ar/Sector:
- ¢Retar/IF> <Ref0bjr -» find nearest enemy ship: max. dist= <Y ar/Mumber:
- ¢Retar/IF> <Ref0bjr -» find nearest enemy station: max. dizt= < ar/Mumber:
- {Retfar/IF> <Ref0bj -» fire lasers an target <V aluer using turet <Var/Mumber:
- (@ Retvard|F> <Ref0bjs -» tum turet <VarMombers to target < ar/ShipdStations: timeout= <V ar/MNumber
- @ Retvar/IF> <Ref0bjr -» attack run on target <Value:: timeout= <V ar/Mumber: ms
- (@¢Retvar/|F> <Ref0bjr -» defenszive move: twpe= <ar/Mumber: intenzsity= <ar/Mumber: timeout= <4ar
- (@¢Retvar/|F> <Ref0bjr -» move bo ware object <Valuer for collecting: timeout= <% ar/Mumber: ms
- {Retfar/IF> <Reflbj -+ catch ware object <V alue:
- [@¢Retvar/|F> <Ref0bp -» move around <Var/Mumber: ms
- (@ RetvardlF> <Ref0bjr -» ezcort ship O ar/Ship:
- [@¢Retvar/|F> <Ref0bp -» ezcort ship <War/Ships: timeout= < ar/Mumber: ms
- ¢Ref0bjr -» zet formation <Var/Mumber:
- {Ref0bjx -+ add to farmation with leader <V ardShips
- £RefObjx -» remove from any formation
- ¢Retfar/IF> «Ref0bj: -» get farmation leader
- ¢Refary = <Ref0bjx -» get formation follower ships
- START <Ref0bjr -» command <0bject Command:: argl= <Valuer arg?= <Waluer argd= <Valuer argd=
- {Ref0bj> -» zend zignal <0Object Signal:: argl= <% aluer arg2= <V alue>, arg3= <Waluer argd= <V alue>
- (@¢Retvar/|F> <Ref0bjr -» follow object <Var/Shipy with precizion <ar/Mumber: m
- (@ RetvarF> <Ref0bjx -» follow <\ ar/Ship: with precizion <Var/Mumber: o timeout= <\ ar/Murnber: m:
- <Ref0bjy -» zet follow mode < ar/Mumber:
- ¢Retfar/IF> <Ref0bjr -» get follow mode
- {Ref0bj> -» et destination to < alues
- ¢Refar/IF> <Ref0bjr -» get destination
- {Ref0bj> -» et attack target to <V alue:
- ¢Retar/IF> <Ref0bjr -» get attack target
- (@¢Retvar/|F> <Ref0bjr -» move to pogition = <VYar/Mumber: v= <MarMumbery 2= <dar/Mumbers with |
- {Ref0bj> -» zet command: <0bject Cormmand:
- <Retar/IF> <Ref0bjr -» get command
- ¢Ref0bj> -» zet command target; ¢ alue:
- ¢Retar/IF> <Ref0bjr -» get command target
- ¢Ref0bj> -» zet command target?: <V aluer
- {Retfar/IF> <Ref0bj> -» get command target2 vI
3

Jd |

m..

The Object List on the right hand side of the interface is there to make it
possible to write scripts without memorising all 800+ script commands, not to
mention the hundreds or even thousands of wares, ships, stations, ship
commands and so forth. It has three modes, selectable using the buttons
above it. In the first mode, the List will show all the script commands available,
sorted into the appropriate categories. Double clicking on any of these
commands will copy it into the Script Editor at the current cursor position; you

16



will then need to replace any parameters (these are the parts surrounded by
<angle brackets>) with the appropriate data - variables, constants, literals etc.
Ideally you would put the correct type of parameter in; putting a string where
the command expects a <Var/Number>, for example, is not advised. Unlike
the ingame script editor, where it is virtually impossible to put the wrong type
of parameter in, the external editor does very little checking of parameters: it
IS up to you not to do something stupid.

In the second mode, the Object List displays all the possible Object
Commands - these are ship or station commands.

Script Commands

Object Commands Objects

:lrl-lrl-l-flrllj"::E;

- Built-ln Commands

-- Built-ln Turret Commands

-- M awigation Commands

- Fight Commands

- Trade Commands

- COMMAND_TYPE_TRADE_D

= COMMAND_SIGN_MK3Z_START

- COMMAND_SIGMx3_TMK3_START_UT

= COMMAND_SIGN_SDS_OME
- COMMAND_SIGNX3 STAT_MGR_CONTINUE
L COMMAND_SDS_STATION_DELIVER_ONE

- COMMAND_SIGH_SD5_Tw0

- COMMAND_SIGH_SDS_THREE
- COMMAND_SIGMX3 Hal_MTC_TRADE_RLNM
- COMMAND_SDS_STATION_DELIVER_THREE

- COMMAMD_SIGH_BPH_START

- COMMAND_SIGH_BPH_GOODS_PROHIBITED

- COMMAND_TvPE_TRADE_7

- COMMAMND_TvPE_TRADE_S
. COMMAND_SIGNX%3 GO0DS_DELIVERY_EXTERN

- COMM&MD_TYPE_TRADE_9

- COMMAND_TYPE_TRADE_10

- COMM&AMD_TYPE_TRADE_11

- COMMAMD_TYPE_TRADE_12

- COMMAMD_TYPE_TRADE_13

- COMMAMD_TYPE_TRADE_14

- COMMAMD_TYPE_TRADE_15

- COMM&AMD_TYPE_TRADE_1E

- COMMAND_TYPE_TRADE_17

- COMM&AND_TYPE_TRADE_18

- COMMAMD_T'FPE_TRADE_13

L COMMAND_BEST_SELL

(- COMMAMD_T'PE_TRADE_Z20

- COMMAMD_TYPE_TRADE_21

- COMMAMD_TYPE_TRADE_22

- COMMAMD_TYPE_TRADE_Z3

- COMMAMND_TYPE_TRADE_24

- COMMAMD_TYPE_TRADE_25

- COMMAND_TYPE_TRADE_2E

- COMMAMD_TYPE_TRADE_27

- COMM&AND_TYPE_TRADE_28 LI

These are also divided up into categories, just like the script commands.
Notice how some of the commands have more commands underneath them;
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the normal name of a command is the built-in X3 name, and if that command
has been given a new name in a mod or in a script's language file, then that
name is shown beneath it. If there are multiple such names, then it means
there is a conflict - you have more than one script trying to use this command
slot. | have no idea which will end up as the name used in game, but as far as
the external script editor is concerned, it makes little difference which you
choose; if you are concerned, use the built-in name instead. Just as with
script commands, double clicking on a command name will copy it into the
Script Editor, except surrounded by {curly braces}, since object commands
are Literals.

The third and final mode is the Object mode:

Script Commands Object Commands Objects

- Wares

- Ships

=1- Stations

- frgon * UNDEFIMED **

- Argon Advanced Satellite Factory

- &rgon Alpha HEPT Forge

- &rgon Alpha IRE Forge

- &rgon Alpha PBE Forge

- Argon Alpha PPC Forge

- Argon Ammunition Factory

- Argon Ammunition Facton L

- &rgon Argon Equipment Dock,

- &rgon Beta Flak Artillery Forge

- Argon Beta PAC Forge

- Argon Boarding Pod

- Argan Cahoona Baken L

- @rgon Cahoona Bakeny b

- &rgon Cattle Ranch L

- Argon Cattle Fanch

- Argon Chip plant

- Argan Chip plant L

- &rgon Complex Congtruction kit

- &rgon Complex Hub

- Argon Cormplex 'Warehouse =L

- Argon Computer Plant

- Argan Concussion Impulse Generator Forge 15159(Forge] b
- @rgon Cryztal Fab

- &rgon Drone Fachany

- Argon Durnbfire Mizzile Production Comples
- Argon FAA Production Comples

- Argon Federal Argon Shipyard

- &rgon Firefly Mizzile Factan

- &rgon Firegtarm Torpedo Factory

- Argon Free Argon Trading Station

- Argon Gamma PPC Forge

- Argon Heawvy shield Production Comples
- @rgon HEPT Production Comples

- &rgon High vield Production Comples

- Argon Image Recognition Production Cormples
- Argon Lazertower Factory

- Argan Light shield Production Comples LI
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This shows all the various objects and entities you can use in the script:

* Wares - these are things you can put in your ship, such as weapons,
cargo, and command software.

» Ships - these are ship types, e.g. the Argon Buster.

» Stations - station types, e.g. Teladi Trading Station.

* Races — alien races etc.

* Object Classes - types of objects, e.g. Big Ship, M5, Equipment Dock,
UFO, Space Fly. Note that the SQUASH Mine in this list has "(object
class)" after it; this is to distinguish it from the Ware of the same name.

* Flight Returns - these are constants used in a lot of fight commands.

* Formations — these are constants used especially in formation flight
commands.

» Data Types - the built in names for different data types. Use these if
you're using "is datatyp" script commands.

* Relations - Friend, Foe, Neutral

» Serials - these are the extra bits on the names of stations, e.g. Solar
Power Plant Alpha. Basically a list of Greek letter names; for some
reason, Omega is included twice.

» Transport Classes - the cargo size indicators: S, M, L, XL, ST.

» Sector Names - just as it says on the tin, these are the names of the
sectors in the game. You should ideally avoid using these wherever
possible, for two reasons: firstly, if someone is using a custom galaxy,
those sectors might not exist; secondly, using a sector name directly in
a script causes X3 to load it in a different way, and sometimes this can
break with externally edited scripts.

Once again, double clicking copies it into the Script Editor as a {Literal}.

2.3.1 Duplicates

You may notice that a lot of entries in the Object list - especially ships and
wares - have numbers after their names. This is a workaround for a major
problem any external script editor faces. In X3, there are often lots of objects
with the same name; several Argon Busters, for example, or two ores named
Nividium. There is no way for Exscriptor to be able to distinguish "Nividium"
from "Nividium". In the ingame editor, this isn't a problem (for the game, at
least - it's still puzzling for the user) since you're selecting items from a list that
the game can convert internally to the correct entity. Externally, this is not
possible.

So, to solve the problem, any duplicates are given unique names by adding
numbers after the original name, e.g. "Argon Buster 7_6" or "Nividium 15_12".
Usually the numbers afterwards represent the maintype and subtype of the
object; e.g. the Argon Buster is a ship (maintype 7) with several possible
subtypes, including 6; the two Nividiums include an ore (maintype 15) and an
object in the "random junk" category (maintype 12) which includes special
objects like "water", "cyborgs”, or the "black crystal" you have to pick up as

part of the plot. In that particular case you will almost always want to use the
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maintype 15 one, but for the most part you'll have to figure out the correct
object to choose yourself. If it's a custom object you've added yourself this
shouldn't be a problem, but in the case of the Argon Buster, the only way to
know for sure is to create a test script ingame creating one of each so you can
actually see what they all are.

2.4 Preprocessor macros

Version 1.012 of the Exscriptor introduced the concept of preprocessor
macros. These are "fake" script commands — commands that you can use in
the Exscriptor but which do not exist in the ingame editor. The idea is that you
can use these commands as shortcuts, automating common scripting tasks
like looping through or declaring an array.

The preprocessor commands can be found at the bottom of the script
command list in the Object List. Currently, the four commands available are
as follows:

« foreach <RetVar> in <Array>

e for <RetVar> = <Var/Number> to <Var/Number> inc <Va r/Number>
» for <RetVar> = <Var/Number> to <Var/Number> dec <Va r/Number>
e dim <RetVar> = { <Value>, <Value>, <Value>}

The foreach command allows you to loop through all the items in a variable,
and it is equivalent to the following script code:

$i = size of array $array
while $i

dec $i =

$value = Sarray[$i]

The for command cycles through a set of numbers. For example:

for$n=0to 10 inc 1

is equivalent to:

$n=0-1
while $n < 10
$n=%n+1

You can use the "inc" version if you want to count up and the "dec" version if
you want to count down. Notice that the for loops will stop before they reach
the final value — so a for loop from 0 to 10 starts on O but finishes on 9. In
other words, the upper boundary is not inclusive, but the lower boundary is.

Finally, the dim command declares and initialises an array with a set of
values. You can have as many values as you like, not just three (as long as
it's more than one). For example:

dim $array = { $x, $y, [TRUE], ‘jelly bean', 123 }
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is expanded to

$array = array alloc: size=5
$array[0] = $x

$array[1] = Sy

$array[2] = [TRUE]
$array[3] = 'jelly bean'
$array[4] = 123

When you use a preprocessor command, the Exscriptor will automatically
expand it before compiling. However, there is also the option (in the Options)
for "Enable macro post-processing”, which will compact the commands back
down if compilation is successful. So for example, the following code:

for $n = 10 to 0 dec 2
$x = $x + 3n
end

gets expanded to:

*- for $n = 10 to O dec 2
$n=10+2
while $n >0
$n=%n-2
$x = $x + $n
end

prior to compilation. The code is then checked and compiled, and if post-
processing is enabled and the compiler detects no errors, the Exscriptor will
reverse the macro expansion back down to the original form:

for $n = 10 to 0 dec 2
$x = $x + $n
end

making it look as if the macro expansion never took place. You can of course
turn this feature off, in which case compiling will always expand the macros
and they will remain expanded. This happens automatically if any errors are
detected by the compiler, allowing you to check all of the code.

2.5 Options Menu

The Options Menu allows you to set the options which determine the
Exscriptor's behaviour. The menu itself is shown on the next page. The first
tab box allows you to locate the X2/X3/TC/AP directories and the directories
where you keep your scripts. The first box (game dir) especially is very
important as without this path, the Exscriptor will be unable to find the game
data files and thus will not be able to load the data. Usually, the script
directory will be inside the X2 / X3 / TC / AP directory, so typing in the game
directory box will automatically be copied into the script directory box;
however, you can always override this yourself by typing or selecting a new
script directory. You can click the Browse buttons if you want to locate the
directories yourself rather than just typing them in.
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This section also includes a field where you can locate a mod cat/dat file to
use (e.g. one in the mods directory). This allows Exscriptor to load in mod
data without having to unpack it first. However, you will need to restart the
Exscriptor for this to take effect.

Next are some check boxes that determine user interface behaviour:

* Syntax Highlighting — this turns syntax highlighting (colouring) on/off.

» Auto-Increment version — this increments the script version every time you
save.

» Auto-open empty script — when enabled, if you close all the scripts, a new
empty one will be created.

» Enabling macro post-processing — when on, macros will be recondensed
after compilation (assuming it was successful).

» Make backups when saving — copy the script file to a BAK file of the same
name before saving to make a backup. Note that it is up to you to then
restore the file (by deleting the new, incorrect one and renaming the old
one).

* Autocomplete is case sensitive — if checked, the autocomplete box will be
case sensitive.

» Check for Script Changes - if checked, Exscriptor will prompt you to
update when it detects that a script file you are currently editing has been
changed outside the editor. Note: this can be a bit buggy and sometimes
will continue to prompt even when there are no changes. If this happens,
just turn this option off.

* Indent Comments - you can also choose whether or not comments get
indented with the rest of the code.

JB4 Options L )

X3 Aion Prelude | X3 Teman Confict | X3 Reunion | X2 The Threat | [ Languages

¥3AP Addon Directory (NQT the location of X3AP exe) Sl B " 49{Deuich)
|d:'\steam'\steamapps"-sommon"-ﬂtenan conflictAdd Browse (" 34 (espafiol) f+ 44 (English)
X3AP Script Directory (where you keep your scripts) " 39 (ltalianc) " 48 (jezyk polski)
|d:"-&team‘\steamapps'\mmmon'\xZHEnEln conflict"Add Erowse
Maod cat'dat file

| Browse Script Editer Colourl

Object List Colour I

Appearance

- < ahliahtin o . .
|+ Syntax Highlighting [ Enabling macro post-processing Colourl

v Auto increment version ¥ Make backups when saving
Colour |

I~ Auto-open empty script [~ Autocomplete is case sensitive

Caolour |

— _C heck for script changes 7 rdinf Cormmernta .
while editing it Caolour I

oK Cancel

Next, there is also the language file selection box, allowing you to select
which set of data files to use. This is the same as selecting the language
directly from the menu.
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Finally, on the right hand side is a set of boxes and buttons to allow you to
change the appearance of the Exscriptor. The three buttons for each one are
the foreground colour, background colour, and the font; you can change these
for the Script Editor (though the foreground — i.e. text — colour will only show if
you are not using syntax highlighting), the Object List, the Results/Status Box,
the Script information beneath the Object List, Autocomplete and the Conflict
Viewer.

Your options will be saved when you close the Exscriptor, so you should only
need to set your preferences once; the Options menu will automatically
appear when starting the Exscriptor if it cannot find these saved settings.

2.6 Script Comparator

As of V1.014, there is now a script compare function in the Exscriptor. You
can use this to look for (text) differences between two 