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1. Preparing Your Computer
This program requires a Windows Installation, preferably Windows 2000 Professional or later, and Microsoft .NET Framework 1.1 or later (2.0 is available).  Whether it is emulated or native should not matter.  To install Microsoft .NET Framework 1.1, go to http://www.microsoft.com/downloads/details.aspx?FamilyID=262d25e3-f589-4842-8157-034d1e7cf3a3&displaylang=en and download dotnetfx.exe.  If this link does not work, or you wish for 2.0, search Google.  The file is 23.1 MB, and by far the largest file needed.  Normal program files will be on the order of kilobytes.  Open the package and install .NET Framework 1.1, and you are ready to download the program.

2. Setting up the Program

The player’s program will, once deemed ready by Wes, be either available at http://www.stararmy.com, or upon request to Wes, myself (MM007), or any moderator/GM/player who has access to the file.  Note that there are two versions of the rar package.  Users will want to download the SAIGvxxx.rar file, while Moderators/GMs will want to download the SAIGDvxxx.rar file.  
NOTE:  The SAIGDvxxx.rar file is for MODERATORS/GAME MASTERS, AND APPROVED DEVELOPERS ONLY!
Both versions contain:

Readme.doc

Restricted Locations.doc

Additional Rules.doc

The generator executable
directory.txt
master.txt
and three folders with text files; “Place”, “Output”, and “Race”.
The Mods’ Version (SAIGDvxxx.rar) also contains

Readmod.doc

Editing.doc

The decoder executable

After upzipping the file and placing it in a folder, the first thing you will wish to do is to edit the directory.txt file to say where you placed the folder containing these files.  The default contents of the directory.txt file are C:\SAIG or C:\SAIGD depending on the version.  Change this if needed.  (MUST BE ON THE FIRST LINE OF FILE!)  Make sure there is NO SLASH at the end.  Once this is done, you are ready to use the program.
3. Using the Program

To use the Generator, the first thing you must do is select the location and action, or the “mode” in the white list box.  Each location is usually straight-forward, while the Action is represented by a letter in front of the location.  They are generally S for Salvage, M for Mining, P for Piracy, A for Archaeology, etc.  To salvage in the Debris Ring around Nepleslia, for example, select “S Nepleslia Ring”.
There are two ways to proceed from here.  Having the “Output File” field empty and selecting 1 item will return an item as in pervious versions.  Typing a name and selecting any specific number will save that file as a text file in the output folder, with that many randomly generated items.

After choosing your selections, click the “OK” button, and a string of text for you to copy and paste into the Inventory and Finances section of your Bio will appear.  Below is the format:

Item (Mode/Place, TC: XX-XX, IC: XXXX-XXXX-XX)

If using multiple items, this is the last item in the string, and the remaining items can be viewed and copied in the output file, which is in the Output folder under the name you specified in “Output File”.  Note this can overwrite existing files.

Make sure a link to your inventory page is on your IC post.  This permits the Decoder, a parallel tool developed exclusively for Moderators and GMs, to confirm your result is legitimate.
      4.   Piracy

In the piracy settings, the mode is typically in the format P, Quadrant, LY range.  For example, “P III 10-20” means “Pirating in the Southwest (3rd) Quadrant between 10 and 20 LY from Yamatai”.  A few planets which have very different ranges of ships from anywhere else in the area will have their own lists, like P Halna or P Ohara.  To see which list to select for wherever you are, consult the Star Map at the main website.  The Piracy setting will tell you what type of ship is encountered, and how many items it carries.  Then the GM is contacted, and the conflict with that vessel RPed.

After winning the fight against the victim ship, the player selects “P (racename) Ship”  where “racename” is the race of the ship pillaged.  Then make a number of rolls equal to the capacity of the vessel, or the GM’s wishes if different.  Depending on how well the battle goes, one may only get SOME items before reinforcements arrive, or in contrast, they may actually be able to keep the ship.

Note:  Elysian ships have cloaks, and almost always have the element of surprise.  In many cases, this will result in the pirate being smeared across space without knowing what even happened.  Fair Warning.

5. Updating

On occasion, there will be updates of places/modes and races/lists in the system, which take the form of text files.  Below is a description of the intended method of upgrade.

Upgrading is as simple as downloading a rar file, whose name will follow the convention SALI(date).rar.  An example is SALI20060814.rar, for a Star Army List Archive made available on 8/14/06.  Extract it to the folder where you stored the program the accompanying files and folders.  A window will come up, saying that the destination has the same file or folder names as the archives, and that it will overwrite files of the same name within those files if they already exist.  Allow this.  This will update master.txt, and add/update files in the folders “Place” and “Race”.
Updates of the program are the same way, but require a re-setting of directory.txt, and may need re-patching.

You’ve updated.  See?  It wasn’t too hard.  If you want to test it, open up the generator.  You should see some new modes to choose from.
