1. Delmits :) Oh To Joy 

In the XmlSpawner System.

Follow Instructions

1) Make or add any item, prefer a static itemid.
2) type [Addatt Xmluse
3) target newly made item
4) type [getatt target new item, select your newly made xmluse.



now this isnt nessicarly a bug persay but if it is i would like to see if anyone can nail it now. IF its not a bug, it well should be a feature.

Enter the "SuccessAction" feild.

SETONTHIS/MSG/Hi | SETONTHIS/MSG/Ho

notice this ^----------- Anyware else in the system this acts an a OR except for here in the SuccessAction.

Now before you go and say well to do random this and random that why dont you do this and that.
Yes I can do this.. SETONTHIS/MSG/{RNDSTRLIST,Hi,Ho,Ji,Jo,Ki,Ko} All day long.. no hassles


"now it doesnt work when you run into delimiter collision."

you noticed how you needed to use the {} in rnd in most places you put it? thats because its telling it to do the operation before, and apply it in its place in the string. Essentialy Name/{RND,1,5}/ would only output machine text Name/3 number being the only random number it picked.

Make afew test files somehwere

Test1.txt - contains SETONTHIS/MSG/Hi
Test2.txt - contains SETONTHIS/Msg/Ho

Now in order to use get from file you do this

{GETFROMFILE,Directory\Name.txt} where directory is where you put it.. and name is what you named it.

Now make your same successaction look simmilar to this, *replacing your test names and directorys where needed.

{GETFROMFILE,Spawns\{RNDLIST,Test1.txt,Test2.txt}} - It just dont work Invalid type spec " } " is my error

Which this would be the correct syntax. Ie SuccessAction: {GETFROMFILE,Spawns\Test1.txt} Only reads what i wrote.
Which in game when used says: Hi 

And the SuccessAction: SETONTHIS/MSG/{RNDSTRLIST,Hi,Ho,Ji,Jo,Ki,Ko} Also chooses on its own which Hi to apply.

So.. we run into the problem of this system. 

How do you do it?

{GETFROMFILE,Spawns\{RNDLIST,Test1.txt,Test2.txt}}

With [' ? 
With <' ?
With? I Thought that if one could use the Pipe |

SuccessAction:

{GETFROMFILE,Spawns\Test1.txt} | {GETFROMFILE,Spawns\Test2.txt} 

The above does not work.

I even tried to get creative and add delimits to my text files or pipes to the start or the end of them to try to TRICK the system like some kind of 4th dimentional problem. 

No luck. 
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I figured this out... Unfortunatly its all about the syntax again. *It works*

Static,####
SETVAR,1/{GETFROMFILE,Data\Test1txt} sub1
SETVAR,2/{GETFROMFILE,Data\Test2.txt} sub1
SETVAR,SuccessAction/GETVAR,{RNDSTRLIST,1,2} sub1 *Add as many here as you want

SETONSPAWN,1/ATTACH/<XmlUse,{RND,10,50}/Name/SuccessAction/GETVAR,SuccessAction/

Everytime. you spawn the item, it will randomly select which successaction string to use, ie load from file.
Its all about the proper order of delimits.

Now the only thing is in each test string you make a call back to SETONCARRIED,Name/ATTACHMENT/<XmlUse
*The Same XmlUse Attachment to created to recreate its own SuccessAction.


"Getting really really close to a nice harvesting system made entirely from Xml that will allow you to make ANY harvest/gathering system "mine from anything/produce anything, and dependent on skills like "Egg Collecting" which is a skill you would also make on the fly in game"

You could have chair leg collecting skill, and collect random chair legs from chairs.. for example [image: image10.png]






*NOW making it work on a spawner is the easy part..
*Creating an item that is spawned with its own variables, that keeps track of its own variables, outside of a spawner range thats the trick* 

Looking for intuition about this matter. spawnning an item with local vars. not spawning an item with vars located on the xmlspawner node. 
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Originally Posted by Zagros 


I figured this out... Unfortunatly its all about the syntax again. *It works*

Static,####
SETVAR,1/{GETFROMFILE,Data\Test1txt} sub1
SETVAR,2/{GETFROMFILE,Data\Test2.txt} sub1
SETVAR,SuccessAction/GETVAR,{RNDSTRLIST,1,2} sub1 *Add as many here as you want

SETONSPAWN,1/ATTACH/<XmlUse,{RND,10,50}/Name/SuccessAction/GETVAR,SuccessAction/

Everytime. you spawn the item, it will randomly select which successaction string to use, ie load from file.
Its all about the proper order of delimits.

Now the only thing is in each test string you make a call back to SETONCARRIED,Name/ATTACHMENT/<XmlUse
*The Same XmlUse Attachment to created to recreate its own SuccessAction.


"Getting really really close to a nice harvesting system made entirely from Xml that will allow you to make ANY harvest/gathering system "mine from anything/produce anything, and dependent on skills like "Egg Collecting" which is a skill you would also make on the fly in game"

You could have chair leg collecting skill, and collect random chair legs from chairs.. for example [image: image18.png]






*NOW making it work on a spawner is the easy part..
*Creating an item that is spawned with its own variables, that keeps track of its own variables, outside of a spawner range thats the trick* 

Looking for intuition about this matter. spawnning an item with local vars. not spawning an item with vars located on the xmlspawner node.

I've created a monster!! I'll be more careful what I suggest LOL Nicely done Zag, this is awesome work dude! 

