
 
 

 
Introduction: Hello, and welcome to our “Menu Tutorial” . 
This package created by Realspawn and me(raiden) will 
provide you with a script that will only need minor 
modification for your needs, and template images and 
sounds that can replace other template images and sounds, 
to give you a new and exciting menu, quick and easy. 
Below I have outlined the steps necessary to get you started 
right away, so let’s begin. 
 
The name of the wdl that you will need is: 
ultima_panel.wdl 
This file comes standard as part of the download, so if you 
didn’ t get it with your download, try the download again to 
make sure that you have it. 
 
Along with this .wdl file, you should have also received 7 
images and 3 sounds. Here are the names of the files: 
blk.bmp 
butoff .bmp 
butover.bmp 
mainmenu.bmp 
creditmenu.bmp 
optionmenu.bmp 
Impact8.bmp 
Menusound.mid 
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Creditsound.mid 
Butsound.wav 
 
Make sure you have these files, they are necessary for the 
script.  
 
I know your anxious to get your menu working, so let’s 
make it happen.  
 
Step 1: Open your game folder, then from there open your 
main game wdl script. I am using GST-Builder for my 
editor. If you don’t have it, you can use “Notepad”. If you 
are not sure of the name of your main wdl, it will have the 
same name as your main level built in wed, provided you 
have created a script for your level through “File” – “Map 
Properties” in WED. 
 
Step 2: Now we will do a simple modification to get the 
menu panel started and working. In your main game script, 
look for these lines: 

 
 
Now add this “ include” file, to use the code for the menu 
panel in your game, li ke this: 
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Step 3: Now we need to modify the code in your main 
script some more to get the panel to show up. Find this part 
of code in your main script: 
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And this is how we need to modify it. We are going to 
break the main function up into 2 functions. One function 
will be called main() and the other, main_start(). Here is 
how it should look: 
 

 
 
Keep in mind that the modifications of the above code, 
were done in a new script built by WED 5.24. If you have 
changed anything to your new script prior to the above 
modifications, you probably want to include those changes 
too. 
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Step 4: Now we need to edit the ultima_panel.wdl. Let’s 
open it up. You will need to scroll down in the code until 
you come to: 

 
 
Do you see the lines that start with “string = “, they start 
underneath the line: strings = NUM_CREDIT_STRINGS; 
All you need to do to include your game credits, is replace 
my credit lines with yours. Start with the first “string = “ 
and replace that line of asterisks with your first credit line. 
Then go to the next “string =” and make it: string = “ “; this 
will put a space in between your lines. Then continue down 
adding your credit strings. Make sure that your line of text 
starts with a “ charact er and ends with  “; characters, other 
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wise you will get an error. Very important too, you can add  
more “string =” lines if you need, but if you do not use 
every “string =” line as shown above, delete out the “string 
= “ lines you do not use. Once you hav e finished adding 
your credit lines, the last part of this step is simply to count 
the number of “string =” lines you have total. Then you 
will need to scroll up in notepad until you find this part of 
the code: 

 
 
In this line: define NUM_CREDIT_STRINGS, 31; Replace 
31 with the total number of credit strings you counted. 
That’s it, now on to the final step.  
 
Step 5: This should be no problem after everything you’ve 
already done.  Once you have downloaded a set of template 
images and sounds from the site, just simply move those 
files into your game directory. All of the template files will 
keep the same names, so if you already have one of our 
template sets in there, you may be prompted to overwrite 
those files. I would recommend backing up, any template 
set you download, in case you overwrite your originals.  
 
Now run your game and check out your cool, new, menu 
system.Enjoy!!! If you have any questions or comments, 
don’t hesitate to contact: renepol@zonnet.nl or 
lpendle@cox-internet.com  
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