1. Well start with a brief overview of XmlSpawner.

Long story short. The XmlSystem can dynamically control, do, create, modify almost every aspect of what you see, do and interact with in the world.

In this post I will attempt to list every Keyword & Attachments as-well their uses and proper syntax with an example.
*redundancy aside this will be as complete as I can while basicly trying to explain something that has little support for at the moment.



Inside the XmlSpawner Help Menu

If you look in the "Help" Tab when you add an Xmlspawner you'll see a list of standalone keywords, this is where we'll start.

Spawntype,arg1,arg2,arg3/property/value/ 

What this is telling you is that the system is able to spawn items that NEED multiple arguments or options.
Such as spawning a runichammer. Or anything.. Its all your base are belong to this.

Example: Runichammer,Valorite,50/Name/Bob's Hammer/Hue/38/
This will spawn a red runic hammer of valorite named Bob's Hammer.

SET,itemname or serial,itemtype/property/value/

Set is an interactive keyword that allows you to SET properties or ATTACHED attachments onto unique serials or item names.

Example: SET,Bob's Hammer/Hue/20/ or SET,Bob's Hammer,BaseRunicTool/Hue/20
This would take our red runic hammer named Bob's Hammer and re-hue it purple. Incase you have 2 Items named the same thing, you CAN break it down into itemtype like BaseArmor for example would not hue BaseRunicTool Bob's Hammer.

Lets say you had pre applied the "XmlWeaponAbility" attachment to your hammer named "Ability" it does MortalStrike, you want to change it.

Example: SET,Bob's Hammer,Item,ATTACHMENT,XmlWeaponAbility,Ability,Ab ility/DoubleStrike/
This would take our "Unique" hammers ability to and from.

SETVAR,varname/value

This is whats called a local variable you can set it as many of them as you want they are all local so many items can use thier own sets.

Example: 1) SETVAR,RNDCOLOR/{RND,1,100} 

2) Runichammer,Valorite,50/Hue/GETVAR,RNDCOLOR/

This is a 2 line spawner. First the variable is set notice the delimits "{}" these tell the script to preform the calcuation, without them your hue would be the string, and not the product. *Side Note: Well talk more about delimits later, since these things are used all over the place.

SETONMOB,mobname,mobtype/prop/value

SETONMOB is another version of SET which can like the name says SET ONMOB, I don't really know how to explain it better.

Example: SETONMOB,John Doe,Orc/DELETE
This would find the Orc named John Doe and delete it anyware in the world *Unless you set the Proximity range in your XmlSpawnerProps.

Example: SETONMOB,,Orc/DELETE *NOT recommended 
This would systematically delete all mobs that are of the Orc mob type. *Side Note: Globaly unless you set the Proximity range in your XmlSpawnerProps.

Example: SETONMOB,Zagros,PlayerMobile/z/INC,5/
And this one would find me, increase my z axis by 5 each time the spawner goes off.
*Side Note: The SET series of keywords are very powerful, these are just simple examples of what you can do easily.

SETONTRIGMOB/property/value/

Sets on the triggering mobile any property that's defined and value.

Example: SETONTRIGMOB/Z/0/X/5407/Y/1330/Map/Felucca/
Set your proximity range, and this should move anyone who trips the spawner to khaldun.

*Side Note: ADD, EQUIP, GIVE, TAKE, TAKEBYTYPE, CAST, SAY, MSG, SENDMSG, BCAST, RESURRECT, POISON, DAMAGE, MUSIC, EFFECT, MEFFECT, SOUND, GUMP, DESPAWN, DELETE, KILL, ANIMATE, OFFSET, BROWSER. 
Are all things you can use in your SET keyword string, I am sure there are afew more..

SETONTHIS/property/value/

Just as it imply's. It's another variation of SET. 

* I like to use this with the XmlUse Attachment, with it you can make everyday mundane items do stuff or things. You can do all sorts of stuff with this.

Example: 1) Add XmlUse attachment to any static you've made. 

2) SuccessAction should be SETONTHIS/Hue/38/NAME/{GETONTHIS,name} Of Redness/

3) 2nd Page of your XmlUse Attachment should be TargetningEnabled True.



This would make any item you added the attachment to, hue any item red; And providing that the item had a name, would add "Of Redness" to the end of it. *Side Note: no worries if it has no name, (-null-) Of Redness is pretty funny. *Notice the use of the Delimits { }.


