Raleen & Realspawn
The Ultimeate Complete NMenu WHL

I ntroduction: Hello, and welcome to ou “Menu Tutorial”.
This padkage aeaed by Redspawn and me(raiden) will
provide you with a script that will only need minor
modificaion for your needs, and template images and
sounds that can replaceother template images and sounds,
to give you a new and exciting menu, quick and easy.
Below | have outlined the steps necessary to get you started
right away, so let’s begin.

The name of the wdl that youwill nedalis:
ultima_pane.wdl

Thisfile mmes gandard 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 shoud have dso receved 7
Images and 3sounds. Here ae the names of the fil es:
blk.bmp

butoff.bmp

butover.bomp

mai nmenu.bmp

creditmenu.bmp

optionmenu.bmp

|mpad8.bmp

Menusoundmid



Creditsoundmid
Butsoundwav

Make sure you have these fil es, they are necessary for the
script.

| 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. | am using GST-Buil der for my
editor. If you dorit haveit, you can use “Notepad”. If you
are not sure of the name of your main wdl, it will have the
same name a your main level built in wed, provided you
have aeaed ascript for your level through “File” —“Map
Properties’ in WED.

Step 2: Now we will doasimple modificaionto get the
menu panel started and working. In your main game script,
look for these lines:

VISP ErEyrd
¢ The INCLUDE keyword can be used to include further WDL files,

s like thoze in the TEMFLATE subdirectory, with prefabricated actions
include <movement . wdl:;

include <messages.wdl:;

include <menu.wdl:; S muzst be inserted before doors and weapons
include <particle.wdl:; /¢ remove when you need no particles
include <doors. wdl:; /¢ remove when you need no doors

include <actors. wdls; S remove when you need no actors

include <weapons.wdl:; /¢ remove when you need no weapons

include <war. wdl:; A remove when you need no fighting
Sfinclude <wenture wdl:; /¢ include when doing an adventure
include <lflare. wdl:; A4 remove when you need no lens flares

Now add this “include” fil e, to use the ade for the menu
panel in your game, likethis:
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AL
¢ The INCLUDE keyword can be used to include further WDL files,

/¢ like thosze in the TEMPLATE subdirectory. with prefabricated actions
include <movement . wdly;

include <nessages. wdly:

include <menu.wdl:; /¢ must be inserted before doors and weapons
include <particle.wdl:; // remove when vou need no particles
include <(doors.wdl:; A/ renove when you need no doors

include ¢actors.wdly; 7/ remove when vou need no actors

include <weapons.wdl:; 7 remove when you need no weapons

include <war.wdl:; /4 remove vhen you need no fighting
Afinclude <wventure.wdly; 7 include when doing an adventure
include ¢lflare.wdly; // remove when vou need no lens flares

include ¢ultina_panel. wdl:;|

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:

o A R e A R R R e ST A ot
S The maini) function i= started at gamne start
function main()

S =zet =zome common flags and variables
s  warn_level = Z; /v announce bad texture =izes and bad wdl code
tex_share = on; -~ map entities share their textures

< center the =plash screen f{or non-640x4280 resolution=, and display 1t

splashscreen . pos_X = (screen_size.®x - bmap_width(splashmap))-2:
=plashscreen . po=_v = (=creen_size.v — bmap_height{=plashmap) ) 2:
=plashscreen.vi=sible = on;

S wait 3 frames (for triple buffering) until it i= flipped to the foreground
wait({3):

A+ now load the lewel
level_load{level_str):

<7 freeze the gane
freeze_mode = 1:

<7 wailt the required second. then switch the splashscreen off.

=leep(l):
zplashscreen.vi=ible = off;
bmap_purge(splashmap): -~ remove splashscresen from video memnory

s load =ome global wariables,., like sound wvolunes
load_statusi):

<7 display the initial nes=sage
n=g_showvimission_str.10);

s initialize lens flare=s when edition supports flares
ifdef CAPS_FLARE:

len=flare_start();
endif ;

<7 use the new 3rd person camera
nove_wiew_cap = 1:

<7 un—-fresze the gamne

freeze_node = 0:
<7 client_move(); - for a pos=sible multiplaver game
s call further function= here. . .

iy



And thisis 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(). Hereis
how it should look:

e T R L AT L e AT P e F S B S T B B A A S B B A R S e A A
s The main{) function i= =tarted at game =tart
function maini)

<7 =zet zomne common flags and wvariables
A4 mwarn_lewvel = 2; // announce bad texture =sizes and bad wdl code
tex_share = on; v map entitie=z share their textures

<7 center the =plash screen for non-640x480 resolution=. and display 1t

zplashscreen.pos_® = (=creen_=size.®x - bmap width({=plashmnap) ) 2;
zplashscreen.pos_v = (screen_size.y - bmap_height{splashmnap) ) 2;
zplashscreen.vi=ible = on:

mou=sze_mnode = 1;

nouse_onf )

< mwait 3 frame= (for triple buffering) until it iz flipped to the foreground
walti(3d);
splash=screen.visible = off:
bmap_purgel{splashmap): v remove splaszhszcreen from video memnory
main_back(]):

ssnow thisz function will be called from the mnenu panesl|
function main_strt()

¢ now load the level
level loadilevel_str):
77 fresze the gans
freeze_mode = 1:
wailti(l);
panels_off{): - added for "ultima_panel. wdl"
s load zome global wvariable=. like zound volumne
Aoload _statusi)ssuse music_level & sound level wars
<7 diszplay the initial mes=age
mn=g_shovi(mission_=str,10);
s 1initialize len= flares when edition supports flares
ifdef CAPS_FLARE:
len=sflare_start();

endif ;
S+ uze the new 3Ird person camnsra
move_wiew_cap = 1:
<7 un—-freeze the gamne
freeze_mode = 0;
¢  client_move(): ~~ for a possible multiplayer game
s gall further functions here. ..
I

Keep in mind that the modifications of the above code,
were done in anew 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.



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:

//define your text object for your credit string
/¢ DO WOT MODIFY
text credit_tzt
layer 3:
pos x = 0; /7 we'll =et it with code
pos v = 0; /7 we'll =et 1t with code
font = standard_font;
size_y = 1580; // char_height # visible rows (15 * 10}
offset_y = 0;
strings = HUM_CREDIT_STRINGS;

String = "*********************************************************************************";
ztring = "Realzpawn and Faiden Present: The Ultimate Complete Menu WDL";
String = "*********************************************************************************";
ztring = S
ztring = "Concept and Idea: Realspawn";
string = " ";
£ " .
ztring = "Inages: Realspawn";
string = " ";
ztring = "Sounds: Realspawn";
string = " ";
ztring = "Start Hidi: Loops Of Fury by Chemical Brothera";
string = " ";
ztring = "Options Midi: Snadstorm by Darude”;
string = " ";
string = "Programming: Raiden';
string = " ";
string =
ztring = :
ztring = "Special Credit: Neonlite, for his contribution of the scrolling text code”;
ztring = " ";
String = "**********************************************************************************";
ztring = i
ztring = "Thisz menu systen has been brought to you by: U.L.5. ILeaders in gaming software!!!";
string = " "
String = "**********************************************************************************";
ztring = " ";
ztring =
string = ;
ztring = "Email Realzpawn @: renepol@zonnet nl";
string = " ";
string = "Email Raiden®: lpendlel33@hotnaill con";
flage = did;

Do you see the linesthat start with “string = “, they start
underneath theline: 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
startswith a“ dharact er and ends with *“; characters, other



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 ssmply 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:

Sfdefine and initialize your defines for the text for the credit menn
A700 HOT MODIFY

define TEXT PANEL OFFSET X, 80; -~ offset for = pos of visible text
define TEXT_PANEL OFFSET_Y¥, 230; /7 off=zet for v position of wisible text
define SCROLL_SPEED, 1; /¢ =croll faster == bigger number

define NUM_CREDIT_STRINGS, 31; v how many stringsz in the TEXT?

In thisline: define NUM_CREDIT_STRINGS, 31; Replace
31 with the total number of credit strings you counted.
That’sit, 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 ssmply move those
filesinto 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. | 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

| pendle@cox-internet.com




