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Lists by Various Moderators and Forum Members

This tutorial is subject to change.  Last edit: 9/7/06

If you have not already read the Readme.doc file, read it before proceeding.

If you are not a Moderator, GM, or approved developer at Star Army, then delete this file as well as the decoder executable and the Readmod.doc file.  Then report where you got the rar archive containing this data!

1. So you want to build a list, huh?

Well, don’t panic, there is no need for a special program, merely a text editor.  However, there is a method to the madness, so pay VERY CLOSE ATTENTION!  The first thing to do is to lay out the items you wish to put in the system and get them approved by a moderator (that should be no problem, as only moderators should be reading this file anyway).  The same goes for locations and races involved.  Next is to understand how to program works on a basic level, and how it deals with the text files which make up the places/modes and lists.  Also remember that all files used by the program MUST be in the .txt format.

1a. master.txt
Master.txt contains the place/mode list that is used to select the place/mode in the program, but this is also used to declare, to the program, the filename of the needed file within the Place folder, omitting the .txt extension.  For example, say that the contents of master.txt are:
S LorTest

M General

S Nepleslia Ring

The program, depending on what is selected, will look for the following in the “Place” folder.

S LorTest.txt

M General.txt

S Nepleslia Ring.txt

Thus, correct spelling and consistency is ESSENTIAL.  Also note that though there is no true limit on the length of master.txt, in program limits have it set to 10,001 lines.
1b. Place/Mode Files
Say the user selects S Nepleslia Ring.  The Program will open /Place/S Nepleslia Ring.txt, and find:


sCivilian

sCivilian

sCivilian

sCivilian

sCivilian

sCivilian

sCivilian

sCivilian

sCivilian

sNepleslia

sNepleslia

sNepleslia

Now, this part may confuse you…until you know how the place/mode works.  The mode acts as both a redirect and a frequency controller.  In the program, a random number, between 0 and 11 is generated, each corresponding with one of the 12 lines in a place file.  Thus, since Civilian is listed 9 times, and Nepleslia is listed 3 times, there is a 9 to 3, or 75% chance that the race list called on will be /Race/sCivilian.txt, and a 25% chance it will be /Race/sNepleslia.txt.
Just as master.txt entries route to a place/mode file, a place/mode file’s entry routes to a race/item file, though a place/mode file can also control the odds of accessing a specific item list.  In this case, there is less Nepleslian tech because it has been picked nearly clean of it.

Place/Mode files are limited to 12 items, because 12 is evenly divisible by 2, 3, 4, and 6, meaning multiple item/list files can be accessed with even odds if needed, to represent many types of items in a place/mode.  A file in a place folder MUST be 12 lines exactly.
1c. Race/Item files
A race/item file is technically a list of all the possible items belonging to a specific race, though this meaning may vary.  Just think of it as the lowest level of the hierarchy, where the actual item tables are stored.  Here is an example of the contents of sCivilian.txt:
Wad of burnt plastic 

Disgusting biomass 

Trash 

Random severed chunk of flesh

Sharp shard of starship armor

Antimatter glob (dangerous!)

Hostile enemy mecha (might attempt to kill you)

Somebody's cybernetic eye (or other minor body part) 

Civilian Clothing

Plastic Building Bricks

Navy carpeting from hallway 

Lubricant (Mechanical, not personal) 

Bucket of Paint 

Control panel, cracked 

Partially burnt cushion 

Silver dining utensil 

Electrical cabling. 5m. 

Warped radio antenna 

Intact medical kit 

Chrome Egg

Keyboard 

Air/Water Heating element

E-Knuckle Duster

Small Artillery Piece

Bartender's Cabinet

Coffee Machine

Box of Pornographic Magazines

Small Laser Pistol (damaged, repairable)

Luggage/Duffel (Mod decides what’s inside)

Engineering Textbook

Tool Kit for Starship Maintenance

Electronic Alarm Clock (repairable)

Vibrating Egg

Speakers

Weight Set (for workout)

Emrys Industries Pheromone

Anti-Insect (Direct)

Anti-Insect Remote

Two gallon water jug from escape pod or shuttle, full 

Frozen food from a ship's galley 

Survival kit 

Anti-Insect (Area)

Anti-Insect (Large Area)

Blanket 

Shattered viewscreen

Sound-powered telephone

Lamp 

12 pack of condoms

Section of catwalk 

Hydrogen Cell

Foam making device 

Graviton beam projector

Medicines from a ship's medical bay 

Interior door 

Large Hydrogen Cell 

Environmental system components, including air cleaner 

Water pump and filtration system 

Starship controls from pilot station

Oxygen canister

Rolling chair, cushioned 

Hatch from a ship 

E-Knuckle Duster Standard Battery

Pillow from starship bunk

KS Card (mod determines amount)

Generic Datapad (repairable)

Printer

Optical sensor, intact 

E-Knuckle Duster Large Battery

Unfired Missile

Mass detector system 

Miscellaneous TOWELS components

Hydrogen Canister

Complete PRISM Computer System

PRISM Volatile RAM

PRISM Standard RAM

PRISM Inert Organic Storage Unit

PRISM Software

Brainwave Helmet

Holographic Projector with internal speakers (repairable)

Miscellaneous EMBLEM shielding components

Miscellaneous DRIP Drive components

Anti-gravity generator

Battle tank

Mortar Launcher

Various Starship Diagnostic Tools

Subspace transceiver, ship 

Handheld communicator/camera with photos and diary stored on it

Oven

Neutronium(from Super Demon Power Armor)

Mini Fridge

Em-01 Hydrogen Car

Large viewscreen, some scratches but mostly okay 

Mattress from starship bunk

Someone's desktop sculpture

Escape pod, unused

Sex Droid

Airlock for starship hull

Ship's bridge 

Fully intact shuttlecraft 

Something special! Contact your GM!
After the program has read the place/mode file and selected one of the 12 entries randomly, that entry is used to complete the path to the race/item file, where another random number (between 0 and 99) is used to select an item from the 100 line list.  After that, the item is loaded to the textbox, and the item selection is completed.  Note that the filename must be the same as referenced in the place/mode file, plus the .txt extension.  Also, the race/item list must be EXACTLY 100 items.
That is how lists work, and with this data, it should be possible to make your OWN lists.  Note that these examples are for salvage, but lists can be made for piracy, mining, archaeology, or any other task which lends itself to this program’s structure.
2. Making Update Archives

Once you have all of the lists you need, making an update archive is as easy as copying the Place and Race folders, as well as master.txt, and putting them in a rar file.  The files included should ALWAYS be as complete as possible, ESPECIALLY master.txt.  

Make sure to name the archive in the following format:  SALI(date).rar.   

Example:  An archive made on 8/14/06 would be named SALI20060814.rar.
After that, just have it checked by me(MM007), Wes, or other approved personel, and uploaded to the site/distributed by Wes.

