Creating a World:

Tutorials for Building Area Files 

for Dragons' Star

Chapter 1: Basic World (WLD) File Creation


This tutorial is set up with many examples and explanations on how to get started building a WLD file for Dragons' Star using our unique format.  It will get you started and teach you the basics. Think of the following as a tutorial for how to get started on your WLD file. If you have never built before, bring up an MSWord or notepad window and follow along with the tutorial.  


I’ve also designed this brief tutorial for ship builders as well. Using the information here, you should be able to completely build the rooms for your ship following the guidelines here and those given to you from the Dragons’ Star Admin staff. You’ll see notes for you peppered throughout the text.

What is a Wld file?

The WLD file contains all of the rooms for an area, including room titles, descriptions of the room, exits, teleport commands (if applicable), roomflags, and the sector. It is almost always the largest file created for an area, and consequently the one that takes the most work. If you are seriously considering building an area, we recommend that you begin with the WLD file first simply because even though it is the largest file, it is by far the easiest to begin with. Once this big file is out of the way, you can breathe a sigh of relief because the largest portion of your area has been finished. :)
Spacing


First thing to remember is that we follow an 80-character-across format. To be safe though, it is best to set your workspace to 75 characters across to give you a little leeway. If you are using MSWord, make sure you save the file type as MS-DOS Text with Line Breaks (more on this in a moment). If you are using Notepad or another straight ASCII text editor, make sure you have the window set for 75 characters across. A simple way to do this is to copy/paste the following set of numbers as the first line:

012345678901234567890123456789012345678901234567890123456789012345678901234

Anything that goes past the last number on the end is too much and needs to wrap to the next line. Adjust your window size to the size of the numbers, then make sure Wordwrap is off (select Edit »Wordwrap » uncheck it). When you type a line and get to the end, hit ENTER or RETURN on your keyboard to place a hard return into the file. Each line in the file must have a return after it. 

A note about Fonts: Make sure that you’re using a fixed-width font, which is one where every letter takes up the same amount of space as every other letter. A good fixed width font to use is Courier, which is what font is used for the examples in this tutorial. A font like Arial is proportional. You can tell the difference by looking a lower case l and a lower case m. In fixed width they are the same amount of space. In proportional, the l takes about half the space as the m. See the examples below:


lm
Courier, a fixed-width font 




lm  
Arial, a proportional font

Another way to tell if the font you're using is fixed width or proportional is to type 1234567890 on a line then on the next line type abcdefghij. Usually if you are using a fixed width font, the 0 and the j will line up precisely. With proportional fonts, typically the alpha line will be visibly shorter than the numeric line:

01234567890123456789012345

abcdefghijklmnopqrstuvwxyz

So, your best bet is to use Courier at 10-point size. 

For different word editors, try the following settings:

Word Editor
Font & Size
Left & Right Margins
Top & Bottom Margins
Formatting or Saving Instructions

File >> Save As 

Windows Notepad
N/A
N/A
N/A
Set the window of Notepad to the size of the 75 character line. Make sure Wordwrap is NOT checked: Edit >> Wordwrap. Make sure the end of every line has a hard return after it. 

Save as Text Document.

Windows WordPad
Courier New 10pt
1.10 “
0.25 “
Text Document – MS-DOS Format

Microsoft Word
Courier New 10pt
1.10 “
0.25 “
MS-DOS Text with Line Breaks

Having said all this, it's time to get started creating rooms. :)

Starting a Sample Room

When starting the WLD file, the first thing you do is create a new file in the word processor of your choice (see the table above for document settings).  The only requirements on word processor choice are that it can save in ASCII/DOS text and are approximately 70 characters to a line.  Windows notepad works adequately for this, but be sure to use hard returns at the end of lines.
VNUM


A vnum stands for “virtual number” and is used to sort out the myriad of rooms, objects, and mobs used in the game into a large database. The MUD engine reads whatever is assigned to a particular vnum depending on whether the item is in the WLD file (room), OBJ file (object), MOB file (mobile), SHP file (shop), or TRG file (trigger). 


You will have a set of vnums to work with, in groups of 100 numbers. Always start each area file with the first vnum in the set you’ve been given.

Put your first vnum at the top and flush left with a # sign in front of it, like this:

#100


Your first room number will always be a multiple of 100.  When creating rooms, be sure to increment your rooms +1 each time, and keep the rooms in order in the file.  

Room Title


The room title should be something short that conveys an idea of what the room is about. For this tutorial, let’s create your bedroom, since it’s extremely easy for almost anyone to define. Add the title of the room below the vnum in the file. And when you’re done writing the title, place a ~ after the last character on the line. 

Your WLD file should now look like this:

#100

Your Bedroom~

A Note about Tildes (~): Tildes are needed to signify the end of a text description. It lets the database engine know that the end of the description has been reached and to move on to the next field in the world file. Always make sure that your tildes (~) are in the right places. More often than not, most area file debugging errors are from missing or misplaced tildes. 

Description

The room description describes what the player will see when s/he is standing in the room. For some, this is the most creative part of world building and gives writers a chance to stretch their literary muscles and delve into some good story writing fun. Normally room descriptions are often added as the last step in creating the WLD file, giving a builder or group of builders ample time to let the area’s layout and feel soak into their minds until they get a sense of how to describe what they’re visualizing. For this tutorial, however, we will build a room entirely step by step in the order each section appears in the room definition, including defining the room’s description at this stage. For tips on how to build a WLD file quickly, please see the section at the end called A Process for Building the WLD File.
Write the room description. 

Now that you've made the plunge and decided to write about your bedroom, you need to describe it.  Visualize your bedroom in your head (or just walk over and take a look at it), then write up a description that your mother would be proud or scared of.  Go grab a drink, sit back, and have some fun here! When you're done, place a ~ on the line below the last line in your description to let the world builder program know that you're done with the description.  

Save your file.  

Let's call this file: sample.wld.  Normally, you would call it whatever your zone number is plus the .wld extension, and this example would be 001.wld, but since such a zone already exists on the game, we’ll stick with sample.wld. Your WLD file might now look something like this:

#100

Your Bedroom~


Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~

Okay, that was fun. :) Yeah, it’s extremely corny, but hey, this is just a tutorial, and you can be as goofy as you want. You may notice that the room is written in second person.  Most room descriptions tend to be written in second person (lots of  "you see this", "you hear this") to give the reader the impression that he or she is the one interacting with the room.  

Sector

The room sector describes what sort of place the room would reside in, such as INSIDE, CITY, FIELD, SPACE, and even UNDERWATER. Let's take a look at what the sectors are from the table below, then add the appropriate room SECTOR number to our file.

  
SECT_INSIDE    


0   
Use as if walking indoors 


SECT_CITY 



1   
Use as if walking in a city  


SECT_FIELD 


2   
Use as if walking in a field  


SECT_FOREST 


3   
Use as if walking in a forest  


SECT_HILLS                

4   
Use as if walking in hills


SECT_MOUNTAIN             

5   
Use as if climbing in mountains  


SECT_WATER_SWIM *   

6   
Swimable Water  


SECT_WATER_NOSWIM  * 
7   
Requires a boat 


SECT_AIRBORNE *  

8   
Flying around 


SECT_UNDERWATER *

9   
Under Water  


SECT_FIRE *



10  
Extreme Heat/Fire  


SECT_ICE *



11  
Extreme Cold/Ice  


SECT_SPACE *


12  
Vacuum of Space


SECT_ACID *


13  
Acid Pools, etc 


Sector Types with Asterisks (*) have additional notes, described below:

Inside-Water_Swim 
Designate the room as normal terrain. It's organized in a somewhat progressive method. The more rugged the terrain, the move movement points it costs to move through it. 

Water NoSwim - 
Special terrain types in that you need something other 

Underwater 
then your feet to traverse it.  NoSwim requires a boat, Airborne requires the spell fly, and Underwater requires the spell waterbreath. 

Fire - Acid 
Damaging terrain types. If a player doesn't have a spell of protection, they will take damage from the environment. If they don't do something about it, they can die.


Now, does your room seem more like it's inside, or a city, or a field, or a forest, or even acid!  *laugh*  Pick one of the above and then add that number right below the last ~ in your sample.wld.  Every room must have a sector type set up in it.  

Now your file might look like this:

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

Exits & Doors


Exits and doors can be quite complex in Dragons’ Star. At the simplest level, they are merely an exit to another room. At the most complex end, they are a locked door requiring a lock pick and a pick lock skill of 75% or more. This next part of the tutorial takes you through setting up very simple exits and doors. 
Starting the DOORS Section

Let's set up a door in the room now.  Sure, you might not be able to GET to it if it were as messy as the example above, but we probably should give players a way to get out of the room.  
To start the DOORS section, you type in: DOORS 

Hit Enter. See the example below:

DOORS

To make a basic door you will put the following information on one line:

<Direction Number> <Key Vnum> <To Room #> <Door Flag>

~

~

Direction Number -  Number of the direction that you wish the exit to lead to.

Our direction numbers are:

                        0 
= 
North

                        1 
= 
East

                        2  
= 
South

                        3 
= 
West

                        4  
= 
Up

                        5  
= 
Down

                        6  
= 
Northeast 

                        7  
= 
Southeast

                        8  
= 
Southwest 

                        9  
= 
Northwest

                        10 
= 
Into

                        11 
= 
Out

So if you wanted one of the exits to lead north, for example, you would set the direction number to 0.

Key Vnumber 
Is the VNUM of the key that unlocks this door. If you do not want a key, put a -1 here.

To Room 
Is the VNUM of the room that the exit leads too.  Let's say that we want to make a direction head north to room # 101.  The To Room # would then be set to 101.

Door Flag 
Decides what kind of door it is. If there is a * next to a door flag below, that means it requires extra fields to be defined. These flags are bitvectors so that you can have combinations:          


[image: image1.wmf]0

EX_ISDOOR

a

EX_CLOSED

b

EX_LOCKED

c

EX_PICKPROOF

d

EX_SECRET      

e

Door must be searched for    

*EX_ACTION      

f  

Door opened only by action   

*EX_TRAPPED     

g

Door is trapped              

EX_PASSWALL    

h

Exit can be passwalled       

EX_CLIMB_1     

i 

EX_CLIMB_2     

j

Climb Difficulty 2           

EX_CLIMB_4     

k

Climb Difficulty 4

EX_BASHED

l

DO NOT SET: Zone Controlled

EX_BASHABLE

m

Bashable Difficulty 1

EX_BASHABLE 2

n

Bashable Difficulty 2

EX_BASHABLE 4

o

Bashable Difficulty 4

EX_LOCK 1

p

Locked Difficulty 1

EX_LOCK 2

q

Locked Difficulty 2

EX_LOCK 4

r

Locked Difficulty 4

EX_SOUNDPROOF

s

Door blocks detect noise

EX_CLEAR

t

See Notes

Climb Difficulty 1

Door can't be Picked

Passageway; no Door Present

Door Present  (requires door keyword to open)

DO NOT SET: Zone Controlled

DO NOT SET: Zone Controlled


* Need additional information to make these work. Explained in later sections.

** Clear:
This exit flag is primarily for making windows in a given direction. If you make it closed, locked and clear they can type: look <direction> and look into the next room, viewing it's description, and whatever happens to be in there at the time. 

What this means is that you can define what kind of passageway this is.  For now we're going to make it a normal passage that doesn't require a key or an opening of a door or anything else to pass through.  The player merely can type n to head north.  So our information will look like this:

0 -1 101 0

Note: 
Do NOT add the flags for EX_CLOSED or EX_LOCKED! These conditions are set in the zone file (*.zon). 

So let's add this to our WLD file, as well as adding the ~'s:

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

DOORS

0 -1 101 0

~

~

     So, are you done with the door?  Yes, that's all there is to it.  Since you've got the basics down, let's add some other doors to practice what you just learned.  Let's add one to the south to room 102, one going up to room 103, and one going into the closet to room 104.  Let's not put any locks on them and make them as basic as possible.  

    All you do to add doors is start on the next line and define the door, just like you did for the one going north.  And when you're done, let's finish off the DOORS section with an @DOORS command to let the world builder program know that there's no more doors for this room.  Here's what it would look like:

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

DOORS

0 -1 101 0

~

~

2 -1 102 0
~

~

4 -1 103 0
~

~

10 -1 104 0
~

~

@DOORS
As it currently stands the DOORS section is finished.  But what we're going to do is go back and add a little flavor to our doors. The two ~ we placed after each door definition mean the following:

<Keyword List>~
This is a list of names that the door will respond to, separated by spaces.  

<Exit Description>
This is what a player will see when they type look <direction>.

~

Don’t forget to add the tilde on the line following an Exit Description.


So let's add some exit descriptions.  Since we're not setting these up as doors, but rather passageways, we don't really need to use the keyword list.  

Let's add the following exit descriptions to our current sample:

· north exit leads to the kitchen

· south to a living room, 

· up takes you upstairs 

· into goes into your closet

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

DOORS

0 -1 101 0

~

This way takes you to the kitchen.

~

2 -1 102 0
~

You can see part of your couch in the living room.

~

4 -1 103 0
~

Going upstairs takes you to the other bedrooms in the house.

~

10 -1 104 0
~

Should you open it?  You don't know what lurks in your closet!

~

@DOORS
XTRAS

The XTRAS flag section defines those little extras that make a room a real room. Things like INDOORS so that the room doesn’t get outdoor weather messages, and like DARK to make the room appear to have no lighting.  The ever-popular NORECALL, NOSUMMON, NOSUCCOR flags also fall into this section. 

Much like the DOORS … @DOORS section, it is marked in the room definition by the XTRAS command, using an @ sign on the closing XTRAS to end the section. 

There are loads of XTRAS flags that have been set up on Dragons’ Star to give you plenty of options when defining rooms for your area. Here they are listed:

ROOM_DARK 

a 
Room is Dark  


ROOM_DEATH

b 
Room is a Death Trap


ROOM_NOMOB

c 
Room does not allow mobs in it  


ROOM_INDOORS

d 
Room is inside   


ROOM_PEACEFUL

e 
Room prevents violence  


ROOM_SOUNDPROOF
f 
Room stops PC's from using 

global channels 


ROOM_NOTRACK

g 
Room prevents tracking trough it   


ROOM_NOMAGIC 

h 
Room prevents casting of magic 


ROOM_LIMITED 

i 
Room can only hold 1 person    


ROOM_PRIVATE 

j 
Room can't be teleported to   


ROOM_GODROOM

k 
Room can only be accessed 

by LVL_GOD  


ROOM_QUEST 

l 
Room is part of a quest 


ROOM_TURBO_DOOR
m 
Turbo door    


ROOM_CONT_DARK 
n 
Continual Darkness   


ROOM_CONT_LIGHT 
o 
Continual Light     


ROOM_CRIMEOK 

p 
PlayerKilling is allowed   


ROOM_ARENA 

q 
DO NOT USE          

ROOM_NORECALL 
r 
Room prevents recalling   


ROOM_NOSUMMON 
s 
Room prevents summoning to 

or from room   


ROOM_NOSUCCOR 
t 
Room prevents succoring to 

or from room    


ROOM_WILD 

u 
Room can cause wild surges     


ROOM_CHAOS 

v 
Causes chaotic things to happen 

in combat  


ROOM_PSI_INFLATION
w 
Causes PSI spells to cost 

double mana   


ROOM_NOPSI 

x 
Causes PSI spells to fail         


ROOM_ETHEREAL 

y 
Room belongs on the Ethereal Plane
For our room we’re going to make sure that it is INDOORS and SOUNDPROOF just to show you how the format works:

XTRAS

df

@XTRAS

Now, let’s take a look at what our room definition looks like:

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

DOORS

0 -1 101 0

~

This way takes you to the kitchen.

~

2 -1 102 0
~

You can see part of your couch in the living room.

~

4 -1 103 0
~

Going upstairs takes you to the other bedrooms in the house.

~

10 -1 104 0
~

Should you open it?  You don't know what lurks in your closet!

~

@DOORS

XTRAS

df

@XTRAS

A note about XTRAS flags:  XTRAS flags have some restrictions when using them. Please read through the following for a better understanding of not only the flags, but what types of rooms they can be used in. 

The following options can be used as often as you like:

DARK     
This room requires Infravision or an active Light to see anything. Casting 'lightbulb' will change it to a lit room.

NOMOB    
Wandering Mobs will not wander into this room.

INDOORS   
Players will not see weather messages while in this room.

PEACEFUL  
Combat cannot take place in this room.

LIMITED   
Defaults to only 1 PC/NPC can be in this room at a time. You can customize this option with LIMIT/@LIMIT.

CONT_DARK 
This room requires Ultravision or an active light to see anything. Casting 'lightbulb' will change it to a DARK room.

CONT_LIGHT 
Room is extremely well-lit.  Casting 'darkness' will change it to a regularly lit room.

The following options should be used with careful consideration:

DEATH
This makes the room a Death Trap. All Death Traps must be lit rooms and must have exits back to the room that leads to them so that other players will hear the deathy cry. You will also  need to make sure that there is ample (but not necessarily obvious) warning for these rooms through the Room Description and especially Exit Descriptions.

SOUNDPROOF 
Players in this room will be unable to use or hear public channels such as gossip or auction while in this room. Use sparingly to avoid annoying the Players.

NOTRACK 
Track will be unable to find a path to the target through this room. The layout of the area will determine the best use for this option.

NOMAGIC 
This will prevent the casting of magic by everyone Wanderers and Arch-Mage mobs. The inability to use magic has a significant impact on players so should be used where you to make a particularly challenging task.

RECALLOK 
This option counteracts the Zone option NORECALL so that can have one room where Players can get out of the zone.

NORECALL 
Players cannot recall from this room.

NOSUMMON 
Players cannot be summoned to this room or from this room.

NOSUCCOR
Players cannot succor to this room or from this room.

WILD
Causes magic cast in that room to sometimes wild surge and do something unintended.

CHAOS
Causes strange behavior for physical attacks taking place in this room.

PSI_INFLATION
Doubles the cost of Psionics skills used in this room. Treat this as a lesser version of NOPSI.

NOPSI 
Prevents Psionics from being used in this room. Treat this a lesser version of NOMAGIC.

The following options can only be used with Administrative approval:

QUEST
If a player leaves an area via a room with a QUEST option, equipment they have that has the QUEST option will vanish. The easiest way to accomplish this affect is to use Zone Option QUEST instead, otherwise each room must have this option.

CRIMEOK 
Unrestricted PlayerKilling is allowed in a room with this option. Use of this option is extremely restricted.

MEDITATIVE 
Any Character in this room will experience double their normal regeneration rate while in this room. Use of this option is extremely restricted.

The following options are for internal use only and should not be used:

PRIVATE 
Internal Use Only

GODROOM 
Internal Use Only

ARENA 
Internal Use Only

NORMAL 
Internal Use Only
Ending the Room Definition

The room definition can actually end at any point after the SECTOR flag has been defined. But a room without DOORS or a TELEPORT can be rather hard to get to. Even DEATH trap rooms must have at least one exit leading back to the room the player came from (so other players can hear that infamous death trap scream that gives everyone the willies). So take care when placing the ending room flag, making sure you’ve included the other sections you may need to truly define that room. 

All it takes to end a room definition is a simple S placed on a line by itself. Like so:

S

All the Extras: Adding in Extra Descriptions


Room descriptions are great for adding atmosphere and defining an area. But in order to say all that you may wish to describe, you may end up writing a 20- or 30-line room description. For new visitors to your area, that’s great if they love to read, but murder if they’re the type who breeze through an area (let’s hope that you’re not one of those if you’re reading this). For repeat visitors, though, long room descriptions get merely hazardous and in the way of an all-out-good-kill-fest.


How does the conscientious builder solve this dilemma?  With Room Extra Descriptions (EXTRADESCS). Here you can add in all those details that are only hinted at in the room description, like the hole in the duct work overhead on the space station, or the strange candles on the mantle of the room. Here you can add descriptions for those items that can only be seen if a player types look ducts or look candle. 


Here’s how extra descriptions are set up:

<Keyword List>~
This is a list of names that the extra description will respond to, separated by spaces.  

<Exit Description>
This is what a player will see when they type look <keyword>.

~
Don’t forget to add the tilde on the line following an Extra Description.



So, to make an extra description section, add the tag: EXTRADESCS after the doors section. End the section with an @EXTRADESCS and that’s it. Here’s a sample EXTRADESCS section from our messy room example:

EXTRADESCS

clothes pile~

     A huge mound of clothes towers high to your chest. Dirty, crusted socks intermingle with clean underwear and extremely wrinkled t-shirts. The musty smell overwhelms you. Realizing only one way around this, you stick a foot a step up the pile and begin climbing the mountain.

~

bed cushiony~

    At first glance it looked more like another mountain of clothes, but then you realize that the large, relatively flat blanket of clothes and comforters is your bed. How are you ever going to get over to it with the pile of clothes in your way?

~

@EXTRADESCS

When added to your existing room, your sample room should now look similar to this:

#100

Your Bedroom~

Geeeeeeez, what a mess!  As you step over the huge pile of clothes (all dirty) to stumble toward your bed, you slip and fall over a strange looking slippery object (you don't want to know WHAT it is) that might have actually once been some food.  Landing face first into another pile of clothes (all clean), your discover some weird, cushiony thing with blankets on it--AHHH, that must be your bed!!

~ 

0

DOORS

0 -1 101 0

~

This way takes you to the kitchen.

~

2 -1 102 0
~

You can see part of your couch in the living room.

~

4 -1 103 0
~

Going upstairs takes you to the other bedrooms in the house.

~

10 -1 104 0
~

Should you open it?  You don't know what lurks in your closet!

~

@DOORS

EXTRADESCS

clothes pile~

     A huge mound of clothes towers high to your chest. Dirty, crusted socks intermingle with clean underwear and extremely wrinkled t-shirts. The musty smell overwhelms you. Realizing only one way around this, you stick a foot a step up the pile and begin climbing the mountain.

~

bed cushiony~

    At first glance it looked more like another mountain of clothes, but then you realize that the large, relatively flat blanket of clothes and comforters is your bed. How are you ever going to get over to it with the pile of clothes in your way?

~

@EXTRADESCS

XTRAS

df

@XTRAS

S

And that’s all there is to it. Your introduction to WLD file creation is complete. Congratulations! 

A Process for Building the WLD File

A good approach when building is to set up the WLD file in 5 passes:


1st pass:
Room VNUMS and room TITLES

2nd pass: Room SECTOR and room ENDING (the S at the end)


3rd pass: DOORS and Room XTRAS flags


4th pass: Room DESCRIPTIONS and EXTRA DESCRIPTIONS

5th pass: Any additional items needed, like Room TELEPORTS and Triggers
Passes 1 and 2 can be usually combined in the first pass, since picking sectors and ending a definition with an S is easy stuff. Some builders have built a skeletal file by placing the vnums as #XX00, #XX01, #XX02 .. #XX99 then making a generic room title, sector, and ending with the S. The XX can later be replaced with correct vnums that have been assigned to the project very easily by using Find >> Replace. 

It helps to divide up the 3rd and 4th passes into 2 separate steps, especially when 2 builders are working on the WLD file. The more analytical map maker of the zone can go through and place ‘dummy’ descriptions for each room, briefly describing what s/he is looking for, and then define the exits. Then the more creative description writer can go back through the file, expanding on the notes, creating the room description from the basic notes. An example of a basic description is seen below:

#XX00

First Room of the Space Station~

----- Description notes ---- This is the first room of the space station. Make it all airy, open and cool, futuristic looking. Slick metal, black accents.  Something here about how there are 2 space station tunnels going north and east from here.

~

0

DOORS

0 –1 XX01 0

~

~

1 –1 XX02 0

~

~

@DOORS

S

Once you’ve got the skeletal file, go back later and add the room descriptions. The approach of adding room descriptions later works really well for team-builders, and tends to make WLD file construction proceed much faster.




Now that you’ve got the basics for building a Room definition down, please check back with us for Chapter 2, Advanced WLD File Creation. The chapter has not been written yet, but will be sometime soon.
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				0		Passageway; no Door Present

		EX_ISDOOR		a		Door Present  (requires door keyword to open)

		EX_CLOSED		b		DO NOT SET: Zone Controlled

		EX_LOCKED		c		DO NOT SET: Zone Controlled

		EX_PICKPROOF		d		Door can't be Picked

		EX_SECRET		e		Door must be searched for				e		Door must be searched for

		*EX_ACTION		f		Door opened only by action				f		Door opened only by action

		*EX_TRAPPED		g		Door is trapped				g		Door is trapped

		EX_PASSWALL		h		Exit can be passwalled				h		Exit can be passwalled

		EX_CLIMB_1		i		Climb Difficulty 1

		EX_CLIMB_2		j		Climb Difficulty 2

		EX_CLIMB_4		k		Climb Difficulty 4

		EX_BASHED		l		DO NOT SET: Zone Controlled

		EX_BASHABLE		m		Bashable Difficulty 1

		EX_BASHABLE 2		n		Bashable Difficulty 2

		EX_BASHABLE 4		o		Bashable Difficulty 4

		EX_LOCK 1		p		Locked Difficulty 1

		EX_LOCK 2		q		Locked Difficulty 2

		EX_LOCK 4		r		Locked Difficulty 4

		EX_SOUNDPROOF		s		Door blocks detect noise

		EX_CLEAR		t		See Notes






