1. I hope you find this one interesting. Its something Arte made awhile back, and another GREAT addition to have.

An attachment that will allow you to add multiple titles to any target player, mobile, item, container.

Download the attachment script from "xmlspawnerfan.com" and place it in your attachments directory inside your xmlspawner directory. *Iam not sure if you'll need to register to download the file... If you do I will rehost it somewhere. 

*I am not going to show anyone how to add colors or fancy highlighting to your custom titles, because I simply don't know how to do it, BUT I do know that you can.




Edit To Playermobile.cs script

1) Open, Save, Backup your Playermobiles.cs * Make sure you put "using Server.Engines.XmlSpawner2;" In the appropriate place.
2) Locate around line #3820 *Results will vary depending on how extensive your playermobile.cs is :P
3) The Custom attachment is in RED
4) I wouldn't condone simply coping and pasting this into your script, Take a look see where it goes and write it in.

Code:

        public void ResetKillTime()        {

            m_ShortTermElapse = this.GameTime + TimeSpan.FromHours(8);

            m_LongTermElapse = this.GameTime + TimeSpan.FromHours(40);

        }

      public override void AddNameProperties(ObjectPropertyList list)
        {
            base.AddNameProperties(list);
            XmlTitle.AddTitles(this, list);
        }
        [CommandProperty(AccessLevel.GameMaster)]

        public DateTime SessionStart

        {

            get { return m_SessionStart; }

        }




Edit to BaseCreature.cs script.

1) Open, Save, Backup your BaseCreature.cs * Make sure you put "using Server.Engines.XmlSpawner2;" In the appropriate place.
2) Locate around line #5750 *Results will vary depending on how extensive your BaseCreature.cs is.
3) The Custom attachment is in RED
4) I wouldn't condone simply coping and pasting this into your script, Take a look see where it goes and write it in.

Code:

                if (m_Charmed.AIObject != null)

                    m_Charmed.AIObject.Action = ActionType.Combat;

            }

        }

        public override void AddNameProperties(ObjectPropertyList list)

        {

            base.AddNameProperties(list);

            XmlTitle.AddTitles(this, list);
            if (Core.ML)

            {

                if (DisplayWeight)




*By now you should notice a pattern about the edit.. you can use it on anything you want to have a title.
Useing it on basearmor,baseweapon,playermobile,container you can add alot of titles to alot of things.

1) Open, Save, Backup *Any Item Script.cs * Make sure you put "using Server.Engines.XmlSpawner2;" In the appropriate place.
2) The Custom attachment is in RED
3) I wouldn't condone simply coping and pasting this into your script, Take a look see where it goes and write it in.


*THIS script edit is done to SpellBook.cs around line #734
Code:

    private SlayerName m_Slayer;        private SlayerName m_Slayer2;

        //Currently though there are no dual slayer spellbooks, OSI has a habit of putting dual slayer stuff in later

      public override void AddNameProperties(ObjectPropertyList list)
        {
            base.AddNameProperties(list);
            XmlTitle.AddTitles(this, list);
        }
        [CommandProperty( AccessLevel.GameMaster )]




Edit to contianer.cs script

1) Open, Save, Backup your Container.cs * Make sure you put "using Server.Engines.XmlSpawner2;" In the appropriate place.
2) Again locate around line #314 *Results will vary depending on how extensive your script is.
3) The Custom attachment is in RED
4) I wouldn't condone simply coping and pasting this into your script, Take a look see where it goes and write it in.

Code:

            else                base.AddNameProperty( list );

                                XmlTitle.AddTitles(this, list);
        }

        public override void OnItemRemoved( Item item )

        {




It can be scripted like this
public XmlTitle(string name)
public XmlTitle(string name, string title)
public XmlTitle(string name, string title, double expiresin)



It can be used like this in a spawner.

orc/ATTACH/XmlTitle,Name,Title

Its basic command usage is.


[AddAtt XmlTitle Name Title ExpiresIn



Examples:

[addatt xmltitle ranking "First Class"
[addatt xmltitle type Basketweaver

would result in a display this on 3 lines

YourPlayerName
"First Class"
Basketweaver



You can also specify an expiration time (just like with any other attachment) for time limited titles.

[addatt xmltitle type Basketweaver 30

would assign the title of Basketweaver to the target for 30 minutes.



Since most items are spawned with -null- names the title will occupy the name slot untill you set its name, and then it will drop down accordingly
Show Your Support

