1. XmlQuestbook Pouch

This is for use with XmlSpawner, it will allow you to place the questbooks into this container to better organize mainpack. Quests will work if the book is in the container or in mainpack. It will also hold 125 items weightless, items being only questbooks, questnotes.

Mods
in XmlAttach.cs around line#1239 Just after

Code:




         


// also check for any items in the mobs backpack




if(from.Backpack != null)




{





List<Item> itemlist = from.Backpack.Items;




    if(itemlist != null)




    {




        foreach(Item i in itemlist)




        {

                        if (i == null || i.Deleted) continue;

And before

Code:




            alist = XmlAttach.FindAttachments(i);

Insert this

Code:

                        //QuestBookBag Addition Start

                        if ((i is Container && i is QuestBookBag))

                        {

                            List<Item> bitemlist = i.Items;

                            foreach (Item ii in bitemlist)

                            {

                                alist = XmlAttach.FindAttachments(ii);

                                if (alist != null)

                                {

                                    foreach (XmlAttachment a in alist)

                                    {

                                        if (a != null && !a.Deleted && (type == null || (a.GetType() == type || a.GetType().IsSubclassOf(type))) && (name == null || name == a.Name))

                                        {

                                            return a;

                                        }

                                    }

                                }

                            }

                        }

                        //QuestBookBag Addition End

In XmlQuest.cs Line #362, just after 

Code:

                  public static ArrayList FindXmlQuest(PlayerMobile from)

        {

            if (from == null || from.Deleted) return null;

            if (from.Backpack == null) return null;

            List<Item> packlist = from.Backpack.Items;

            if (packlist == null) return null;

            ArrayList itemlist = new ArrayList();

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

            {

                Item item = (Item)packlist[i];

add

Code:

                //QuestBookBag Addition Start

                if ((item is Container && item is QuestBookBag))

                {

                    foreach (Item it in ((Container)item).FindItemsByType(typeof(Item), true))

                    {

                        if (it != null && !it.Deleted && it is IXmlQuest)

                        {

                            itemlist.Add(it);

                        }

                    }

                }

                //QuestBookBag Addition End

In XmlQuestHolder.cs After Line #475 you should see something like

Code:

                // if this is a QuestBook then allow additions if it is in a players pack or it is a player quest

                if ((parentOfTarget != null) && parentOfTarget is Container && target is XmlQuestBook)

                {

                    parentOfTarget = ((Container)parentOfTarget).Parent;

                }

After that add

Code:

                // if this is a QuestBookBag then allow additions if it is in a players pack

                if ((parentOfTarget != null) && parentOfTarget is Container && (target is QuestBookBag))

                {

                    parentOfTarget = ((Container)parentOfTarget).Parent;

                }

Then Drop these files into Custom. The Command [QuestBackpack will drop the bag into players backpack, the only way to get rid of it is to delete it by dropping on ground. I used the same routines as the questbook. It would be a good idea if your using Daats token system to include the backpack as something the trashfortokenbackpack does not accept, it will delete it on contact. 

