1. This is something Artegordon came up with in 2007 so all the credit goes to him.
Its a neat little custom edit in BaseAI.cs that allows Injured creatures to be dynamicly slowed down or sped up based on the amount of damage it takes. 


1) Open, Save, Backup your BaseAI.cs * Make sure you put "using Server.Engines.XmlSpawner2;" In the appropriate place.
2) Locate the TMD method.
3) The Custom attachment is in RED *If you have xmlspawner installed and updated you should see the divide by zero crash fix already.
4) I wouldn't condone simply coping and pasting this into your script, Take a look see where it goes and write it in.

*Make sure you put " using Server.Engines.XmlSpawner2; " at the bottom of your other useings.

Code:

public double TransformMoveDelay(double delay)

        {

            bool isPassive = (delay == m_Mobile.PassiveSpeed);

            bool isControlled = (m_Mobile.Controlled || m_Mobile.Summoned);

            if (delay == 0.2)

                delay = 0.3;

            else if (delay == 0.25)

                delay = 0.45;

            else if (delay == 0.3)

                delay = 0.6;

            else if (delay == 0.4)

                delay = 0.9;

            else if (delay == 0.5)

                delay = 1.05;

            else if (delay == 0.6)

                delay = 1.2;

            else if (delay == 0.8)

                delay = 1.5;

            if (isPassive)

                delay += 0.2;

            if (!isControlled)

            {

                delay += 0.1;

            }

            else if (m_Mobile.Controlled)

            {

                if (m_Mobile.ControlOrder == OrderType.Follow && m_Mobile.ControlTarget == m_Mobile.ControlMaster)

                    delay *= 0.5;

                delay -= 0.075;

            }

            // ARTEGORDONMOD

            // allow individual creatures to change the normal movement slowdown when damaged

            double speedfactor = 0.8;

            XmlValue a = (XmlValue)XmlAttach.FindAttachment(m_Mobile, typeof(XmlValue), "DamagedSpeedFactor");

            if (a != null)

            {

                speedfactor = (double)a.Value / 100.0;

            }
            // ARTEGORDONMOD

            // fix div by zero crash

            //double offset = (double)m_Mobile.Hits / m_Mobile.HitsMax;

            double offset = m_Mobile.HitsMax > 0 ? (double)m_Mobile.Hits / m_Mobile.HitsMax : 1;

            if (offset < 0.0)

                offset = 0.0;

            else if (offset > 1.0)

                offset = 1.0;

            offset = 1.0 - offset;

            delay += (offset * speedfactor);
            if (delay < 0.0)

                delay = 0.0;

            return delay;

        }

And useing it in your xmlspawner goes like this.

Orc/ATTACH/xmlvalue,DamagedSpeedFactor,80
would be the normal default speed.

Orc/ATTACH/xmlvalue,DamagedSpeedFactor,10
would slow them down less.

Orc/ATTACH/xmlvalue,DamagedSpeedFactor,0
would not change the speed at all when damaged.

Orc/ATTACH/xmlvalue,DamagedSpeedFactor,-80
would actually speed them up with damage.


you could also add the attachment directly in the constructor instead of in the spawner entry like
XmlAttach.AttachTo(this, new XmlValue("DamagedSpeedFactor", -80)); 

