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I ntroduction

Who has never dreamed about creating his own game? Previously, developing a game required having
a good concept, but also advanced knowledge in programming. Even if you had in your possession all
of the other elements needed to create an extraordinary game, it was easy to get discouraged by the
mountain of technical knowledge normally needed. Luckily, the market evolved and more and more
tools became available to the user which could facilitate the task of game creation—but none of them,
until now, has given as much power and flexibility to the creator as Coldstone. With Coldstone the
user will be able to devote himself entirely to the content of his game and will be capable of achieving
his computer game dream.

What is Coldstone?

Imagine a set of powerful yet easy to use tools for constructing your very own stand-alone role
playing game... no rules... a completely blank sheet of paper on which to pen your masterpiece...
where what you can create is limited only by your imagination. This is exactly what Beenox, in
conjunction with Ambrosia Software, Inc., is bringing to you with the Coldstone game development
tool.

Coldstone is a role playing game construction kit that offers unprecedented power and ease of use,
allowing you to create professional, stand-alone games that are limited only by your imagination.
Unhindered by the complex details that Coldstone handles for you, your fantasy world will spring to
life as quickly as you can dream it up.

Any genre of game can be created: fantasy, sci-fi, modern, western gunslinging -- whatever you can
dream up! Coldstone isn't designed to just make just one style of game; in fact a space adventure
game with ships and planets could easily be done: Coldstone is that flexible. For an example of a
fantasy-style game created using Coldstone, check out Pillars of Garendall at:
http://www.AmbrosiaSW.com/games/pog/.

Coldstone makes it possible to the user to create a game (or series of games) that can be modified by
the Coldstone editor and eventually be compiled as an independent application for Macintosh and/or
Windows. Compilation consists of gathering the elements of the game and transforming them into an
independent application which does not require that the end-user has Coldstone installed.



First contact with Coldstone

When you start Coldstone for the first time, this dialog will appear:

Quick Start with CGE™

Hi! Since it appears to be the first time you launched ColdStone, wou
should either choose to create a new game folder or pick an already
existing one.

This game folder will be ywour working game folder. That means that it
will be opened each time ywou start this application. You can change the
working folder at anytime using the "Change game..."” commmand in the file
TMEny .

Latest development news at:

http  Fwewews . AmnbrosiaSh com dgames Aooldstone £

[ Create a new game or plugin.__. ]

[ Select an existing garne folder ... ]

You have two choices: create a new game or open an existing one. If it is the first time that you have
used Coldstone, it is strongly advised that you select the first option and quickly create a game with
the Coldstone Game Factory. This game has the principal advantage of being immediately playable (i.e.
all the basic elements necessary for the execution of a game are defined). You can start by adding or
modifying certain maps and see the results in order to familiarize yourself with Coldstone.



Select the “Create a new game or plugin”. The Coldstone Game Factory dialog will appear. Click the
“Select...” button to choose where to save your new game and click the “Next” button. You will be
prompted to choose your game style. Be sure to select the Medieval style and click on the “Next”
button again and work your way through the end.
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Coldstone opens, deploying your arsenal of tools. The tips of the day window is also opened and will
be automatically opened whenever you launch Coldstone unless you deselect the option “Show tips at
startup” *. Each time you start Coldstone, the last game you worked on will open automatically?.

You will notice the two principal windows immediately. They are the tool window and the game
browser which make it possible to add new elements and to navigate through those of the current

game respectively.
-

Current gare folder ; Mac0S5sE HD Desktop Folder ;Tutorial Gamne

Coldstone tool window

[ Eﬁ Maps =3
[ Ei Locations
[ Eﬁ Events

[i" Ea Iterns

[+ Eﬁ Flayers

b G wecs

[?' Ea Fictures
[+ Eﬁ FMusic

[ Eﬁ Sounds

[P' Ei Mawvies

Coldstone game browser

1 Tips of the day will remain accessible with the “Tips of the day” command in the “Tools” menu.
2 You can also change the current edited game with the “Change game ...” command of the “File” menu



If you open the game folder in the Finder, you will notice that the content of the browser reflects
exactly the contents of the game folder. When you click on the arrow to the left of the folder icon,
this folder will display all its contents in the list exactly the same way that the Finder does. If you
double click on a folder, a file browser will open showing the contents of that folder.

@ Eoberus City.cma Ean

@ Jragon Cave.cma

Coldstone file browser

The file browser works the same way as the game browser except that it contains some additional
functions that we will discuss in the section “Working interface”. If you double-click on a file and
Coldstone supports that file (like the locations in the sample game) the corresponding editor will open,
displaying the contents of this file. However, if this file is not supported it will be opened by the
application which normally supports it. Thus, if you try to open an HTML document, for example, your
default web browser will start and display that document.



Game dements

A Coldstone game is typically made up of 10 elements: maps, locations, events, items, non-player
characters (NPCs), races, classes, skill tables, spells and animations.

Maps

Maps make it possible to add environments in which the player can walk and discover things. The
player is represented by an icon or an animation that you choose and can walk freely in the accessible
zones of the map. When you create a map, you can specify the size of the map in tiles as well as the
dimensions of the tiles in pixels. You can thus create a map of the world with smaller tiles in order to
give the impression of a vast world or a city with larger tiles to increase the details of the graphics.
You must also define the access value of the tiles (where the player can and cannot go) and the
events that will occur when the player enters a tile.

Locations

Locations are the center of the game. The player must always be in a location because it's what will
determine what he sees on the screen. There exist several types of locations. One, for example, allows
you to display an image in which the player will be able to click in order to make something happen.
Another type of location is used to send the player to a map.

Events
An event is a group of actions that are executed one after the other. That way, you will be able to
display dialogs, make the player take different turns in the story line, play music, etc.

Items

Items represent everything that the player, other characters and shops have in their inventory. There
are many types of items: weapons, armor, shields, gloves, boots, belts, various objects (potions, etc.),
and special objects.

Non-player characters (NPCs)

Non-player characters (NPCs) represent all the people and creatures that you will encounter in an
adventure. They have their own individual battle characteristics and can also have objects in their
inventory as well as spells at their disposal. Each character has an artificial intelligence scheme
(which must be selected from a predefined list) that will determine how the character will behave in
battle. You can also create friendly NPCs (i.e. that will not attack you) by assigning them a stamina
value of 0. You can use this feature to create villagers for example.

Races

A race determines from which country, area, or clan a player comes. When the player starts a new
game, he can choose a race (you can disable this option if you want). A race modifies the base
statistics of the player. You could imagine that a race that comes from a very cold area of the north
has more resistance to cold than one that comes from the equator, for example.

Classes

A class represents the specialty of the player. Just like races, the player can choose a class when he
starts a new game (you can also disable this option if you want). Classes may modify the base
statistics of the player, and determine which spells and equipment the player can gain during his
adventures. For example, a warrior might have few magic capabilities, but could receive a bonus to his
basic strength.



Skill tables

The more the player progresses in his adventure, the more experience he will acquire. Experience in
Coldstone is represented by a score that starts from zero and increases ad infinitum. A skill table
defines the amount of experience points needed to advance to the next level. When the player gains a
level, he gains additional stamina points and magic points. It is also possible to bind an event to a level
upgrade. Thus it would be possible to give a player a magic item (via an event) when he reached a
high enough level.

Spells

Spells can be used by the player or other characters in combat or elsewhere. Coldstone lets you define
your own magic system. A series of parameters enable you to define the cost in magic points, the
minimum level to be able to use it, damage, etc..

Animations

More advanced users may want to use the animation capabilities of Coldstone. The animation editor
lets you create frame by frame animation with an advanced movement control through a full featured
keyframe editor. You can use animations to represent characters and items as well as to add more
depth to your maps.

10



The game folder

When you create a game, Coldstone automatically creates a folder (which you name) with a very

specific folder-hierarchy structure. It is extremely important that this basic structure
unchanged.

remains

If it is altered, Coldstone will not be able to find certain elements of your game, which
could result in serious errors. Here's the required structure and a description of what each folder
should contain:

Maps Contains all the map files.
Locations
Defs Contains all the location files.
Location pics Contains all the pictures used by the locations.
Events
Defs Contains all the event files.
Pics Contains all the pictures used by the events.

Items Contains all the item files.

NPCs Contains all the non-player character files. Those characters can
be placed anywhere in a map and can be either passive or
aggressive.

Players

Classes Contains all the class files.

Portraits Contains all the pictures from which the player can select his
portrait when creating a new character.

Races Contains all the race files.

Skill tables Contains all the skill table files.

Spells Contains all the spell files.

Pictures Contains all the pictures used for maps, animations, and the
game interface. You can use folders of your own to subdivide
this folder’s contents into groups, such as “Outdoor tiles” or
“Hero animation frames”.

Music Contains all the music files that can be played during the game.

Sounds Contains all the sounds that can be played by the player, a
character or an event action.

Movies Contains all the Quicktime movies that you can display using an
“Dialog” action type (see the “The action types” section).

Note: For cross-platform compatibility, Coldstone does not support file aliases or shortcuts.

11




Working Interface

The objective of Coldstone is to offer you maximum flexibility in your creation process. This is why
the editor puts at your disposal such a simple and effective interface, which will be shown here in five
parts: the menu bar, the tool window, the game and folder browser, the options panel, and the online

help system.

Menu bar

The menu bar has six menus: the standard system menu, the file menu, the edit menu, the project
menu, the tools menu and the help menu.

System menu

About ColdStone Game ngine...
Fegister...

File menu

File
New 4
Open... %0
Close 1]
Save £
Save as... CEES
Save as template...

Create new game... %0
Change game...

Preferences...
Quit ]

Edit menu

 cot

Undo #®I

Cut BN
Copy C
Paste 38U
Clear

Rename 38E

Displays the “About Coldstone Game Engine...” splash
screen, with registration and version info.

Lets you register your copy of Coldstone. See the
“Registering Coldstone” section.

Opens a sub-menu that lets you add an element to the
current game.

Opens the standard folder selection dialog. The file will be
opened with the appropriate editor or their creator
application if the format isn’t recognized by Coldstone.
Closes the front most window.

Saves the contents of the front most window.

Saves the contents of the front most window under a
different name.

Export the contents of the front most window as a template.
Creates a new game folder of the name specified by the user.
The current game is closed and the new one is opened for
editing.

Asks the user to select a game folder. The current game is
closed and the specified one is opened for editing.

Displays the preferences panel.

Closes all open windows and quits Coldstone.

Clears the contents of the current selection and copy it to
the clipboard.

Copies the contents of the current selection to the clipboard.
Replaces the contents of the current selection by the
content of the clipboard.

Clears the contents of the current selection.

Prompts the user to specify a new name for the current
selection or edited element.
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Project menu

Game options |
Game Plugin b
+ [Game Toolbar %=
+ [Game Browser E)
Build release C3B
Launch %R
Build and Launeh 38R

Plugin sub-menu

Load plugin data...
Unload plugin data
Plugin load calls...

Tools menu

Name Generator ol
Tips of the day nCae2
Dying Word of the Day ™C383
Generate map pictures ~C385

Help menu

About Balloon Help...
Show Balloons
+ Contextual Help

Displays a dialog with the current game’s options.

See the “Plugin sub-menu” section below.

Shows or hides the Coldstone development tools.

Shows or hides the Coldstone game browser.

Compiles the current game and creates a stand-alone
application.

Optimizes and compiles the current game as a stand-alone
application for Macintosh and/or Windows systems with
additional security protection.

Starts the application (game) previously compiled.
Compiles the current game as a stand-alone application and
launch it.

Load a plugin data file into memory and switch the Coldstone
Editor to plugin development mode (see the “Plugin
Development” section for more information).

Unload the previously loaded data file from memory and
switch the Coldstone Editor to standard development mode.
Displays the plugin load calls dialog. Only available when in
plugin development mode (see the “Plugin load calls” section
for more information).

Displays the random name generator window.

Displays the Tips of the day window

Displays a random dying sentence

Displays the map preview generator. Lets you re-generate
the preview pictures of all the maps found in the “Maps”
folder.

Displays the standard system dialog about the balloon help.
Enables or disables the balloon help system (compatible with
Coldstone).

Shows the contextual help window.

13



Tool Window

The tool window lets you add elements to your game and access other useful functions (which are
also available from the menu bar). The complete path to the current game folder is displayed at the
bottom, though it can be hidden by clicking on the disclosure triangle at the right end of the window.

Creates a new map.

Creates a new location.

Creates a new event.

Creates a new item.

Creates a new non-player character (NPC).

Creates a new race.

Creates a new class.

Creates a new skill table.

Creates a new spell.

Creates a new animation file.

Displays the current game/plugin options dialog.

Starts the previously compiled game application.

Displays the plugin load calls dialog. This button is displayed instead of the launch button
(the arrow above) when Coldstone is in plugin development mode. See the plugin section
of this manual for more information on Coldstone game plugins.

EOEEEERRECCED

Opens the current game folder in the Finder.
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Game browser and folder browser

Since a Coldstone game in progress is no more than a folder that contains the various game elements
structured in a precise way, there is, of course, a navigation system built into the editor. Thus exists
the game browser and the folder browser, similar to a standard file browser of the system. It is
through this window that you will reach the elements of your game.

i Game Browser O Game Browser = H (] e (=]
[+ Eﬁ MMaps sl [+ [::i Maps | = | L iz
> E& Locations = [» E& Focatitns F] enssarar et -
e l= e o R -
bl Iﬁ Events b Iﬁ Events Facpdn wn_Fours ool
e Eﬁ [+ [fi Kiyabenn_Shcwirtrary st
Carnera Fantrimatrol cet I A e A V)
: ; Frpe B S0 it
Carera Fanfrimaitroz oot [ Hdendin Ll
Carmera FantrimaSurpriss.. b 5 Players I ek Eleratlha 4T s
Cornmon_InnRest cet [ [::i MFCs B et L
B 2 L g cppmray
Creditz_Eack.cet [ [::i Pictures il Hamce
Dizplay skills.cet [ [‘:i Music %H‘&ilnl i
B e . 1] FapEuttan e
Emilius_Bridge .cet | [i- Ea Sounds N b sl
Ernilius_StolenBoak cet vr; [ E& Movies .r; Bl Flpdttend sl =
Click on an arrow to display or A double-click on a folder will automatically open another
hide the folder’s contents. folder browser with this folder as root (see the window’s title).

As mentioned above, if you double-click on a file supported by Coldstone, the file will open in its
editor. If Coldstone does not support the file, it is opened with the application it is associated with. If
no application supports this type of file, a warning window will inform you of this.

Note: Coldstone remembers the size and position of each individual file browser that you open.
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Preferences dialog

Most of the software out there lets you modify some options to fit your work style. Coldstone is no
exception.

Editor panel
Includes all the options related to the workspace interface and behavior.
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Show tips:

Select this option if you want the Tips of the day
to be automatically displayed when you start
Coldstone.

Auto-Save file...
Select this option if you want the different
elements of your game to be automatically saved

in the correct sub folder. This option is highly
recommended.

Option-double-click...

Select this option if you want to be able to
launch another application to edit your picture
files by double clicking on them (while pressing
the Option key). Select the application to launch
by clicking on the button below.

Don’t use double buffering: check this to
speed up map display in the map editor but you
will lose visual quality when editing your map.

Desired buffer depth: you can limit
Coldstone display buffers (used by the animation
editor and map editor) to a given color depth to
lower memory requirements of the Coldstone
application (not the resulting game).
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Templates panel

Includes the options related to the use of template files (models) in Coldstone. Each editor can have a
template file. When this is the case, it is this file which determines the default settings which will be
used at the creation of the corresponding element. If you create a whole series of items of the type
“armor”, you could create a new item file, select “armor” as its type and save it as a template file
(option “Save as Template” in the “File” menu). Then go to the templates panel in the options dialog
and associate the template file that you have just created with the items. Each new item will be
created with the “armor” type!

Calistane Edilor Préfereness=———— | Associate a template file with an editor

- Select the editor that you want to associate

| Editor Temnplibes o use an creslen toa template file.

T e : - Its name will appear in the bottom of the
Lo ki s Hane window as will a popup menu with all the
ey e template files of the same type (if you
WPLs Hare selected the item editor, only the item
Fwnrs Hanw . . . .

Clnes Wine template files will appear in the list)

ZkIN Tabdew Hane _ 1

apolls ey Select the template file that you want to

establish as the new default for this editor.
- Click on the “OK” button to save your
modifications.

Fags [ tores i)

Coe ) =)
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Contextual help system

Coldstone offers a system of assistance directly integrated into the editor. Select the command
“Contextual Help” of the help menu to display the contextual help window:

The help text will be displayed here. When the
cursor is not in front of any element
connected to a help text, this default message
will be displayed.

Plowe wour mouse over any
component to view the associated >
help. You can also use the balloon

help =ystem if you prefer.
m [

This window will constantly display the help text connected to the button, field or list where the
mouse cursor is. It should be noted that you could also use the balloon help system integrated in the
system since it is fully supported by Coldstone.
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| he statistic system

The player’s and the non-player characters’ strengths and weaknesses are represented by numeric
values. These values are not only used by the NPC editor but also in various other editors and event
action types. You will need to master the use of all the different statistic values to create a
challenging world for the player to conquer.

Important: The names of the statistics are for your reference only within Coldstone. You can call
them whatever you want in your interface (example: you could have the “Strength” attribute named
“Might™).

Primary statistics

Stamina points

Any character has stamina points3. These points are a measure of how healthy the character is. When
this value drops to zero, the character is dead.

Magic points

A character can cast spells®. These spells can be cast only if the character has enough magic points.
Every time the character casts a spell, his magic points decrease by the casting cost of the spell.

Secondary statistics

Strength

The physical strength of the character. This statistic value is used in battle to determine damage
bonus. Any points over 15 will be added to the final damage done by the character to its opponent,
though only when the character is using a weapon with a range less than or equal to 1.

Dexterity

The agility of the character in manipulating his weapon. This statistic value is used both offensively
and defensively in battle to determine if an attack will hit its target. Each time a character attacks,
the game rolls a number between 0 and the character’s dexterity and does the same thing for the
opponent. If the character rolls a higher number than his target, the attack is successful.

Vitality

This represents how good the character’s constitution is. This statistic value is used to calculate the
number of bonus stamina points that are added to the player’s maximum stamina when he gains a
level. Any points over 15 will be added to the stamina points bonus roll.

Wisdom

This represents how good the character is at casting spells and handling magic. This statistic value is
used to calculate the number of bonus magic points that are added to the player maximum magic
when he gains a level. Any points over 15 will be added to the magic points bonus roll.

Karma

Coldstone does not use this statistic by default. You can use it in events and the like to do whatever
you want.

3 Except passive NPCs, see the “Aggressive VS Passive NPCs” section for more details
4 See the “Spell Editor” section for more details on spells
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Luck

When a character strikes his opponent, the engine picks a random number between 0 and 100. If this
number is less than or equal to the attacker's luck, it will make a critical hit (the target character’s
armor is useless).

Speed

The movement speed of the character. It represents the number of pixels the character will move
each frame.

Perception

This represents how good the character’s vision is. This statistic value is used in battle to determine if
the character will hit its target when striking an opponent at a range greater than 1. Each time the
character attacks someone, using a range weapon, the game rolls a number between O and the
sum of the character’s dexterity and perception and does the same thing for the opponent. If the
character rolls a better number than its target, the attack is successful.

Resistances

Natural

The natural resistance of the character to normal attacks. This value is added to the armor statistic
when evaluating the amount of damage taken in battle. Use this to give a base armor value to your
character. Unlike the other resistance types, this value is NOT a percentage.

Fire

The character’s protection against fire damage. This value represents the percentage of fire damage
that will NOT affect the character.

Cold

The character’s protection against cold damage. This value represents the percentage of cold damage
that will NOT affect the character.

Chemical

The character’s protection against chemical damage. This value represents the percentage of
chemical damage that will NOT affect the character.

Electrical

The character’s protection against electrical damage. This value represents the percentage of
electrical damage that will NOT affect the character.

Note: Again, the resistance names are for your reference only. You can name them whatever you
want in your game. Pillars of Garendall, for example, uses the fire resistance attribute as “Mind
protection” and the chemical resistance as “Undead protection”. Also, resistances less than zero lead
to weakness (increased damage) and resistances above 100 lead to healing from an attack of that
sort.
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Fighting attributes
Damage minimum - maximum

Each time a character successfully strikes his opponent, the engine will pick a random number
between the damage minimum number and the damage maximum number. This number will then be
removed from the current number of stamina points the opponent has. If its stamina points drop to O,
the opponent will die.

Damage type

The type of damage dealt by the character when striking his opponent in battle. The opponent,
depending on the type of the attack may absorb a portion of the damage. Any “natural” attack will
use the combined value of the armor and natural resistance to evaluate the final damage taken by the
target. The other four types (fire, cold, chemical and electrical) will use the associated resistance (see
“Resistances” above) and ignore the armor value.

Damage of type “magic” is considered as pure damage that the target can’t absorb at all. No
resistance or armor is evaluated in this case.

When you create a new non-player character, you can select its basic damage type from the “Damage
type” popup menu. However, if you select a weapon in its inventory that the character will have
equipped, the weapon damage type will replace its damage type unless its damage type is set to
“Natural”.

Armor

The armor is a measure of how well protected the character is against natural attacks. Each time a
character attacks, the game rolls a number for the attacker and the target (see “Dexterity” above).
The attacker number must be higher than the target number for a successful attack. The closer the
target number is to the attacker number, the most effective will be the armor. Example: for a target
number of 10 and an attacker number of 20, the armor effectiveness will be 50% while the numbers
19 and 20 will result in an armor effectiveness of almost 100%. The final armor value is subtracted
from the damage value. Note: The armor effectiveness minimum is 40%, no matter what.

Experience attributes

Experience points

This attribute only applies to the player. Every time the player kills a character, he gains experience
points. You could also manually give experience to the player with the “Attribute Wizard” action (see
the “Event editor” section) to reward him for completing a particular quest for example. These
experience points are used to gain levels during the game.

Level
This is a measure of how experienced your character is. When the character has a certain number of

experience points®, he will gain a new level. First, it will display the “Level up” dialog (see the “Layout
types” section) and then give a bonus to the maximum stamina points. If the player is a magic user

5 See the “Skill Table editor” section for information on how to modify the required number of experience points for each level.
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(i.e., if he has at least one spell permitted by his class), he will receive a bonus to his maximum magic
points as well. This bonus will be a randomly generated number between 1 and 5. Any vitality points
over 15 will be added to the stamina bonus. The same thing applies to wisdom for the magic bonus.
You can also manually give statistics bonuses or other special abilities to the player when he gains
specific levels by using event links in the player’s skill table®.

Note: You are not forced to use the experience points/level scheme in your game. If you set all
opponent experience points to O, they will never give you anything. It could be useful if you would like
to create a game which only rewards experience points to the player for quest completion.

6 Again, see the “Skill table editor” section for more information.
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The editors

Each elements of the game (maps, items, characters, etc.) has a specific editor window. Each editor is
explained here in detail.

Map Editor

A map is made of a table of tiles (with width and height determined by the user) that represent the
ground, and layers. Layers can contain various graphical objects that are rendered over the ground.
The map editor lets the user edit a map in six modes: drawing the ground, drawing in layers,
management of the tiles to which the player has access, definition of the various events which can
occur there and placing the items and NPCs.

How to create a map

Select the command “New -> Map” from the “File” menu or click on the corresponding button in the
tool window. The map creation dialog will appear:
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A Coldstone map is divided in two separate grids: movement grid and the ground grid. The movement
grid separates the map into tiles that the player can step on. It’s also using this grid that you wiill
place events and determine access values. The ground grid is only used to draw the background of
your map (when you are in “Ground” mode in the map editor — see below). It is provided as a separate
grid so that you can create ground tiles of a higher resolution without influencing the movement of
the player and NPCs.

The ground is divided by the red grid
(using 96x96 pixel images) but the
player will move according to the
white grid (set to 32x32 pixels).
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The map editor opens displaying a blank map of the specified dimensions.

Map editor interface

Zooms in and Displays the
zooms out the

map view.

Lets you perform
various
operations on

current picture
used for drawing

The map title and
current edition mode.

This area displays the
current map. Use the
scrollbars to navigate.

the current map.

Changes the map
editing mode.
See editing
modes section.
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Lets you toggle
the ground
visibility.

List of all the
layers in this
map. Layers at
the top of the
list are drawn
behind those at
the bottom. Use
the "+" and "-"
keys to move a
layer up or down.

Toggle between
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the layer list and e
a list of all the R
local events

saved in this

map.

Displays information related to the
position of the cursor; i.e., the
coordinates of the movement tile and
ground tile beneath the cursor and the
pixel coordinates of the cursor relative
to the upper left corner of the map.

Displays the number
of different textures
currently used in the
map, number of
objects in the
current layer and in
the entire map.

Displays information related to
the tile beneath the cursor: the
complete access path of the
picture file, the name of the NPC
or item on this tile (if any) and
the name of the event
connected to this tile (if any).

Tip: keep the numbers in the “Stats” box low to reduce the memory requirements of your game. This
will also greatly affect the loading time of the map.
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Tile set viewer

When you edit a map in the map editor, the tile set viewer will automatically open, displaying the
contents of your “Pictures” folder. The same interface is often used for picture selection in other
editors (like the range animation picture in the item editor).

All the sub folders in
the “Pictures” folder
will appear in this
popup menu as tileset
libraries. Select the
library that you want
to be displayed. The
default is the root

Navigate through the
current tileset library.

Click on any picture to
establish it as the
picture used for
drawing operations.

b, 40 ]
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a "4 Ol

fpre
The name and L |
dimensions of the ik
selected picture. SandGrass003.pet (96 x 96) .
(EJ Refresh the popup menu if subfolders are added to or removed from the “Pictures”

folder while you are editing a map. This button is disabled in “Items” and
“Characters” modes since sub folders are not supported in those modes.

Switch between graphical display (shown in the above screenshot) and text display.
In the latter mode, the names of all the files in the selected folder appear in a
standard listbox. Especially useful in “Characters” or “ltems” mode, since the same
picture or animation may be used by many objects.

i | W= Expand or reduce the display size of the pictures.
A p play p
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Ground Mode

Activate the ‘)_h Activate the paint -5l Activate the eraser Activate capture

pencil tool : bucket tool which tool. Clear the tool. Set the

which operates operates on all the clicked tile (this tile current tile to

on a single tile. adjacent tiles of will not be drawn in the clicked tile.
the same attribute. your game).

To draw the background of your map, select “Ground” mode from the left side of the Map Editor
(ground drawing, see the map editor picture above). The current mode will be displayed in the
window’s title bar. From the tile set viewer, select the tile with which you want to draw. This image will
become the new current tile (displayed in the top left corner of the editor). Click on the pencil and
click on one or more tiles in the map in order to change the image to the current tile. Note: Be sure to
check the “Ground Tools” section that describe how to build tools that will help you create beautiful
landscapes in seconds.

Layers Mode

Activate the Pl Activate the move Activate the ¥ Activate capture
pencil tool which tool which lets eraser tool. =28l tool. Set the
lets you add you move around Remove the current object to
objects in the the objects of clicked object the clicked object.
selected layer. the selected from the

layer. selected layer.

Layers are probably one of the greatest features of Coldstone. Using layers, you can put pictures of
any size over the ground of your map to add realism and create breath-taking environments in a snap.
One layer can contains a series of pictures or animations of any size (not limited to 32x32 pixels or
something silly like this) placed at any pixel coordinates. When the map is displayed, your game will
first draw all the ground and then will draw the content of all layers, one after another.

Ground

Layer 2 Layer 3

Layer 3

Layer 2

Layer 1

Ground

When the map is displayed, the layers are “flattened” to create a beautiful game scene
(white is considered as transparent).
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When you have at least one layer in your map, you will notice that a special layer, the
“<<PLAYER>>" layer, is automatically created. This layer can’t contain objects and cannot be
deleted, but can be moved up and down within the layer list. This layer is where all the characters
(including the player himself) will be drawn. This special layer should be placed between what you want
to appear under the player and what you want to appear over the player. The layer immediately below
the player layer in the list will be dynamically Y-sorted (see illustration below) with the game
characters while all the subsequent layers (down in the list) will always appear over them.

Woman appears in
front of the tree
(character’s
bottom edge is
below the tree’s
bottom edge).

Woman
appears
behind the
tree
(character’s
bottom edge
is above the
tree’s bottom
edge).

Dynamic Y sorting
Coldstone automatically depth-sorts characters with the layer following the <<PLAYER>> layer.
It compares the bottom edge of each of the characters with the other objects (as well as the other characters) to
dertermine which one should appear in front of the other.

Manipulating layers

Use the buttons under the layer list in the map editor to add, duplicate, merge, delete or move layers
within the list.

ﬂ Create a new layer in which you will be able to add objects. It will first ask you for the name of
the layer to create. You can enter any name you want, purely for your own reference. The new
layer will appear at the bottom of the layer list.

Make a copy of the selected layer. All the objects of the source layer will be added to the new
layer.

Merge the selected layer with the layer under it in the list (only enabled if there is one selection
in the layer list and if there is at least one layer under it). All the objects of the two layers will
now appear in the same layer. The layer under the source layer is deleted.

Delete the selected layer permanently.

Move the selected layer up in the layer list (use this to move the <<PLAYER>> layer as well).
You can also use the “-“ key to move a layer up in the list.

Move the selected layer down in the layer list (use this to move the <<PLAYER>> layer as
well). You can also use the “+” key to move a layer down in the list.

EE0 BE

Adding objects to a layer
To add an object in a layer, you must first select a layer in the list (don’t forget that you can’t draw in

the <<PLAYER>> layer!). Select an object in the tile set viewer and select the pencil tool. Move your
cursor over the map and click where you want the object to appear.
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Characters Mode

ﬁ Activate the pencil d—I—h Activate the move .ﬁ. J Activate the Activate the
tool to add a tool to move the rotate tool to let eraser tool. Clear
character to the selected character you change the the clicked tile’s
map. around the map. initial facing NPC if any.

direction of the
character.

The “Characters” mode lets you add characters directly in the map editor and set their initial facing
direction. To add a character on the map, first select the characters mode and then select the
character you want to add from the list appearing in the tile set viewer’. Just click on the tile where
you want to add your character. You can hold the mouse button down and move your cursor around
the character to set its facing direction®.

Unlike layer objects, characters can’t be placed at any screen coordinates. They must be placed on a
tile and you can’t have more than one character on a given tile (if you try to do so, the editor will
display an error message). When you use the different character tools (see above), remember to click
on the tile on which the character is standing to select it, not the character itself.

Items Mode

The “ltems” mode works exactly the same way as the NPC mode except that it lets you add items
from your “Items” folder.

Access Mode

Activate the pencil ¢ Activate the paint bucket tool Activate the eraser tool.
tool which operates which operates on all the adjacent Clear the clicked tile’s
on a single tile. tiles of the same attribute. access value.

In the majority of maps you will design, there will be places that the player will not be able to go. If
you have a lake, for example, it would be good to stop the player from walking on the water. Thus you
will have to define the access of each one of your tiles.

Click on the access button to switch to access mode. When a tile is not accessible, a red translucent
pattern will appear automatically over the image of the tile® like this:

Clear for access Blocked

All tiles are accessible at creation. To change the access of a tile, choose the pencil and then click on
the tile whose access you wish to modify. An accessible tile will become inaccessible and an
inaccessible tile will become accessible.

7 This list is the content of your “NPCs:Defs” folder; if you haven't created any NPCs, the list will be empty. See the “Non-Player
Character Editor” section for more information.

8 This is only important if this character has a directional animation associated with it — see the “Animation Editor” section.

9 Of course, this pattern will not appear when the player walks around the map during the game.
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Events Mode

ﬁ Activate the pencil tool @ Activate the global pencil Activate the eraser tool.
which lets you link a tile to tool which lets you link a Clear the event linked to

an event from the map’s tile to an event from the the clicked tile (if any).
local event list. game “Events:Defs:” folder.

A map without events is like a world without life. You will have to add certain events to your map even
if they're only for teleporting the player into a city or to make him discover a secret passage for

instance. To arrive at such a result, you will have to place events. Each tile can have one event which
will be launched each time the player enters the tile. When a tile has an event assigned, an event icon

(= ) will appear on this tile (in event mode only).

To assign an event, switch to event mode, then select the pencil and click on the tile to which you
wish to add or modify an event. A drop-down menu will appear with a list of events present in the
current game. Select the event in the list to assign it to this tile.

To erase the event link on any tile, simply use the eraser tool.

Local events

You can define events that will be saved within the map file, not in the standard “Events:Defs:”
folder. These events are called local events. Create local events when their actions are only related
to their parent map like an event that would teleport the player to another map such as a cave

entrance. Click on the “Events” tab in the map editor to view the local event list. The buttons under
the list will let you control the local events:

Create a new local event in the current map
Delete the selected local event

Edit Edit the content of the selected local event

Rename the selected local event
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Additional tools

The popup menu under the picture preview in the map editor offers additional tools to the Coldstone
user to perform various actions on the current map.

Change map dimensions
Map grid

Activate stamp snap

Optimize ground

Create map preview
picture

Reset access values
Export as picture
Export as JPEG

Lets you change the initial dimensions of the map, the size of the
movement grid and size of the ground grid.

Lets you display a grid over the map display. You can specify the grid
spacing (in movement tiles) and the grid color.

Lets you activate/deactivate the snap-to-grid option. Any stamp placed
on the map will automatically “snap” to the upper corner of the nearest
grid tile (you can specify the grid with the “Map grid” tool — see above).
This will erase any ground tile that is completely covered by other
stamps.

This will export the current map in the given dimensions. The resulting file
will be saved in the “Locations:Location Pics:” folder with the same name
as the map. Useful for quickly creating map previews used by the “Map
overview display” action in events.

Reset all movement tiles access values to true (i.e. clear for passage).
Export the current map as a standard macintosh PICT file.

Export the current map as a JPEG file.
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Ground Tools

With Coldstone, you can create your very own ground tools. A ground tool is a standard
Coldstone animation filel® that contains a predefined number of frames representing all the
pictures needed to quickly generate a transition between two types of ground. You could build
yourself a ground tool that will let you trace a river over a grass terrain in seconds without having to
manually place all the corresponding transition tiles between the grass and the river.

A ground tool has 14 frames. The order of each frame can’t be changed. Here’s an example of a
ground tool that would allow you to draw water over grass:

To use a ground
tool, just save
the animation
file within the
“Pictures” folder
of your game
project. In the
map editor,
switch to
“Ground” mode
and select your
animation in the
picture browser.
Click in a region
covered with the
original tile
specified (frame
2).

Frame 1
The base tile that is to be applied over the current ground tile

Frame 2
The original tile over which the base tile (frame 1) is to be applied.

Frame 3
North transition between the base tile and the original tile.

Frame 4
North East transition between the base tile and the original tile.

Frame 5
East transition between the base tile and the original tile.

Frame 6
South East transition between the base tile and the original tile.

Frame 7
South transition between the base tile and the original tile.

Frame 8
South West transition between the base tile and the original tile.

Frame 9
West transition between the base tile and the original tile.

Frame 10
North West transition between the base tile and the original tile.

Frame 11

North East corner transition between the base tile and the

original tile

Frame 12

South East corner transition between the base tile and the

original tile

Frame 13

South West corner transition between the base tile and the
original tile

Frame 14

North West corner transition between the base tile and the
original tile

10 See the “Animation Editor” section for more information on how to create an animation
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Location editor

Locations are very significant. It’s with locations that you send the player from one map to another or
you display an image in which the player will be able to click. The player is always in a location. For
example, the player is never considered to be in a map but in a location of the type “Map”. There are
several types of locations, each one having a particular use and set of parameters.

How to create a location

Select the command “New -> Location” from the “File” menu or click on the corresponding button in

the tool window. A blank location editor will appear.

Location editor interface

Current location type. Click to change _
the location type. Type: | Main Location =
S . G I Additional

The general initialization event is called —f’f Fners v e \"

just before the location is displayed. _ Event link _

This event is e)fternal V\_IhICh means General initialization event: [ None i];

that the event is stored in a separate [

event file. Local initialization event: [ Edit.___ ] E |
| 1

oL i . — Interface

The local initialisation event is called

just before the location is displayed, [ Use interface layout for this location

after the general event. This event is

|Oca| Wthh means that the event iS _Picture pre\rie‘r _ __Links

stored in the location file itself. When a
local event contains at least one
action, the edit button will have a bold
caption. Click the “X” button to delete
all actions of the local event.

[ Badgedmbrozia | 2] =

Startup_MewlGame
Startup_Quit
Startup_LoadGare
Startup_Credits

Check this option if you want this
location to use the standard interface
layout for locations of this type. This
option is available only for main location
and map location. If this option is not
selected, only the location picture will
be displayed on the screen.

4]
1

el

Add, edit and delete location links. This is
available only for main locations. To add a

Display a preview of the picture linked to this link, select a location from the list and click
location (if any). The picture file must be in the the “+” button. The coordinates window will
“Location pics” folder and must have the same name appear automatically. The “-* button delete
as the current location. the selected link from the list. Double-click

any link to edit its coordinates.
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What are location links?

Main locations can (optionally) have location links — zones where the player will be able to click in
order to display or activate this location (i.e.: a map location will display its map file). Each link has
coordinates, which defines the click zone for the user. Here's an example to enlighten you:

The player finds himself in a tavern. You give him the option of going to visit a table or going to the
second floor. To do so, you create a location named “Tavern”, another named “Table of tavern” and
finally, “Second floor of the tavern” (see graphics below). So that the table and the second floor are
accessible by the tavern, you must open the “Tavern” location, select the “Table of Tavern” from the
popup menu and press the “+” button to add it to the list and assign it coordinates. Repeat the same
thing for the second floor. The coordinates of each one determines where the player must click to
activate (open) them.

Location :
“Tavern”
Type : Main
(picture only)

(360.14

(200.15

N . When the Location : “Second floor of the
Location : “Table of tavern player clicks... tavern”

Type : Main (picture only) Type : Main (picture only)
Parent location : “Tavern” Parent location : “Tavern”

Coordinates: _ Coordinates:
Left : 48, Top : 170, Right :200, Left : 104. Top : 85. Riaht :360.
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In the example above, the parent location is used to link locations of the type “Main” together. Such a
relationship can exist with all the other types of locations. It is possible, for example, to bind a place
of the type “Event link” (link with an event) to the location “Tavern”. It is then an event that will be
launched, and not a picture.

The coordinates window

This window is closely related to the link between a main location and its sub locations (links)
because it allows the user to visualize and determine easily the coordinates of the links’ hotspot.

When you create or edit a location link (see “Location editor interface”), the coordinates window
appears displaying the picture of the main location:

=gplashNewGame= coordinates [Splash)

Mouse x: 191 Top: 177 Bottorm: 206 c |
Mouze ¥ 206 | Left: 33 Right : 190 ik ,I

Click in the image and drag the cursor in order to increase the zone of click as needed. When you are
satisfied, press on the button “Apply” which saves your modifications.

Thus, to define the coordinates of the location “Table of tavern”!?, you just have to choose it in the
popup menu (from the “Tavern” location editor), click on the “+” button and there it is.

11 See the example in the section “What are location links?”
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Location types

Coldstone lets you define several types of locations. Each location has particular parameters. The
parameters specific to the types of location are found under the “Additional” panel of the location
editor. Here is a short description of each type:

Main location : Displays a picture in which the player can click to

® [Main Location

Map open other linked locations.
Map : Display a map on the screen in which the player is able to
Event Link move.
_51;;. _____ Event link : Launch the event of the same name.

Shop : Opens a shop window. The player can buy items from a
predefined list or sell items from his inventory.

Main location

When a location of this type is activated, the image of the same name is displayed. The image must
be in the “Location pics” folder in your game folder and must have exactly the same name as the
location to which it refers. If this location has linked locations, they will be activated when the player
clicks in the area defined by their coordinates®?. The parameters particular to this type of location are
the following:

/ General, [ Additional Ambient sounds :
Ambient sounids
: Ambient sounds are sounds that are played
Sound | - | Mo £] Chances (%) while the player is in this place, according to
Sownd 2 | Monw i! Chances (55 a certain probability. The more the
Sound 3 [T T Chances (%) probability is raised, the more often the
sound will play. To define an ambient sound,
Keydows svenis you only have to select it in the list (you
+] - ] e gictal keypdomwn ewents must be sure that it is in the sound folder of
e I e I Eveni i your game .folder). Selgc'F “None” in thg list
. - v ey . to remove it. You are limited to a maximum
i i B tup_Loaame 2= of 3 ambient sounds per location.
] s Sertup Crading
9 i it Important: ambient sounds only check to

play at regular intervals; setting a sound’s
probability to 100% will not cause it to loop.

Keydown events :

Keydown events are events that will be
carried out automatically when the player
presses on a particular key while in this
location. Click on the button “+” to add an
event and click on the button “-” to erase
the selected event. Check the box “Uses
global keydown events” if you want the
global keydown events to be taken into
account?s,

12 See the section “What are location links?”
13 See the section “Game options” for more details on global keydown events
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Shop

Locations of the type “Shop” display a window with an image of your choice as well as a list of items.
The player can buy the items of his choice and can also sell items from his inventory'4. The
“additional” panel displays a list of items present in the game and a price multiplier. The price
multipliers influence the price at which the merchant will sell the items. When the price multiplier is
“Normal” (default value), the merchant will sell the items at the price which you have specified. The
other indices will decrease or increase the prices. When the player sells an item, the merchant always
buys the item half the price at which he would sell it.

Simply check the boxes beside the items that you want the shop to sell. A shop can also display an
image in its “Picture” zone (see the “Shop” layout). To do so, the image must be in the folder
“Location pics” in your game folder and must have exactly the same name as the location to which it
refers. It should be noted that you can directly edit an item by double-clicking on its name in the list.

The “Shop” locations also have two local events (saved in the location file). The first event is
executed when the player tries to buy an item that costs too much for him and the other is executed
when the player leaves the shop by clicking on the “Leave” button. Click on the “Edit” button to edit
the events and on the “X” buttons to delete them.

(B / R\
Howm Hist: chwok all || ncheck al

Apple

Ae Misery

HXE

Barbarian pike
Ballle axe Misery
Eatle axe

Bench Ticket

Bail of 2tens

Bl

Black Dragon Teolh
Bleedirsy Forest 'wall
Blue Drasgsn Tosth
Blus migshrm
Boota of Lbghtnimg
A Cap

Chain el |

Lalv]

-
Mot enough gold event: | Edit,,, ] Ix]
J

Leve event; | Edit..

Prices [H-plm..l ﬂ

14 The player can’t sell an item that has a price equal to zero (so be sure to set the item price of any special quest item to zero so
that the player can’t accidentally lose it).
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Event link

When a location of this type is activated, the linked event is automatically launched. The event must
be in the folder “Defs” in the events folder and must have exactly the same name as the location to
which it refers. A location of this type has no specific parameters. Note: a button “Edit event” is
visible and makes it possible to automatically open the linked event. If no linked event is found, a new
event is created with the appropriate name. You could also simply add the actions you want to be
executed in the local link of this location (see “Location editor interface”).

Type: [ Ewent Link 2] [__EditEvent |

Map

A location of this type displays a map on the screen in which the player is able to move. The map
must be in the “Maps” folder and must have exactly the same name as the location. The specific
parameters of a “Map” location include all of those found in “Main” locations, with the addition of
auto-switch locations. Auto-switch locations are locations that will be opened automatically when the
player moves to the north, south, east or west border of the map. If these locations are of type
“Map”, the player position will be automatically adjusted to fit in the next map. For example, if the
player reach the northern border at coordinates (12,1) and the auto-switch location for the north is
set to a 20x20 tiles map, this map will open and the player will appear at coordinates (12,20).

f il 5 ! .i.nf-dﬂmal-"l,l_

Ambient founds

Seand 1 | Bird 001 2] Chances (7 El
Seand 2! | Bird 002 2| Chances (8} E
Seand 30 | Bird 002 2| Chances (F) E
Keydown evenlts
| [ use aisbal kinpdown vents
Key | Sens | Event Link
| s
Aulo-awiteh lecation when player reaches...
Morth barder [ w010 |
South border: [ World 10 °F |
Easl border | M T} |
West border [‘world_POS *]
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Event editor

How to create an event

Select the command “New -> Event” from the “File” menu or click on the corresponding button in the
tool window. A blank event editor will appear.

What is an event?

An event lets you create the story and quests for your game. It's with events that you will direct the
player in one direction or another. It’s also with events that you will be able to control the player’s
statistics and inventory. In short, events give you total control over your game.

Event editor interface

An event is made of a series of actions of different types (image display, music control, etc.). The
event actions are divided in two categories: the main sequence actions and the linked actions.
The main actions are those which are executed when the event is launched. Some types of actions
can call others (like the answer choices in a dialog for example). Called actions that will only be
executed in certain cases should be placed in the linked events category.

E:3 Engine Call

E
® Fade Erfect R Ham Sequence sctions L1 L2 Linked a0t lons (] &

Gold Wizard

(5] Erd Event

&5 Item wizard ] mestoss vou need i has the moniy ?
&5 Launch Item B Subitte st price ) Mat semigh Fraressy |
53 Mapverview Display % 5 _eall Event

E& Map Position “

“ [Z] Piw Tovws Pusi
& Menubar State

£ MPC Contral
Play Music
fit= Play Sound

a Playver Map lcan
I Player Portrait

S Derders dedine

Click and drag to
one of the lists
to create an
action of this
type.

o]

Execute an internal engine
function (ztart a new game,
show the statistic sheet, etc).

o w -

.

The event editor window is divided into two lists: the main
action list and the linked action list. The actions on the left
will be executed sequentially from the top. Any action that is
launched by another must be placed in the right part. Use
the “+” and “-” keys of your keyboard to move the actions
up and down in the list or the arrow buttons at the top of
the lists.

The event lib displays a list of all
the types of actions in
Coldstone. The description of
the selected type will appear at
the bottom of the window.
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Add an action to an event

To add an action to an event, you must first open that event. You will have two new windows on your
screen: the event library window and the event editor itself. Select the type of action you want to
add from the event library window. Drag the selected type to one of the two lists in the event editor.
The following dialog appears:

FReite name tis aztan .
The name of the action to create or
W - rename.
4 r;;r-c- call I
Eragine Cl1

The type of action to create (or the
type of action being renamed).

Now you must give a name to the new action. This name will be displayed in the action list?®. It will
also be used to identify the links between the actions. You can always rename an action by selecting
it and choosing the “Rename” command from the “Edit” menu.

The action types

Ask Entry
Display a dialog box with text, a picture and an entry field in which the player must enter a value.

Attribute Wizard
Change the value of one of the player's attributes. This action’s parameters are used the same way
as those of the “Change Globals” action type. Please refer to it for more information on this topic.

Note: If you add a value to the experience points of the player, and the new total exceeds the
number required for the next level, the level up dialog will immediately show up and all events linked
to the new level will also be executed before the original event can proceed to the next action.

Call Event

Execute another event. Select the event you want to be executed from the list (displays the content
of your “Events:Defs” folder). The execution of the current event is paused until the called event is
finished.

15 |t is strongly advised to use a name that makes it possible to easily determine the purpose of the action. You will then be able to
navigate more easily in an event with many actions.
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Change Globals

Change the value of one of the global event variables. The “Random” operator sets the global variable
value to a random number between O and the number specified in the value field.

Charge Glabels
—Ergr
i r g rio
ok W - t. ngl
Dot IR 'ﬂ'
bbb B0 L
ghDioka I ) mbriract
b WOOES 3 Pttt
O i
'\:} Fgadon
Dpa relin iy
| | ||

|l3'mlill L !

Change Map Cell

Select the global to modify from the list
(see the “Global event variables” section).

Select type of operation to do on the
selected global.

Enter the operation value. In addition to raw
numbers, many global variables and
statistics can also be used as the
"operation value" through use of the popup
menu next to the "operation value" text
box. Example: if you would like to increment
a global variable of 2 units, select this
global in the list and the “Add” operator
with an operation value of 2.

Change the attributes of a given map cell (tile picture, access and linked event) of the current opened
map. If the current location (when this action is executed) is not a map, this action does nothing.
Important: when you want to change the picture, you must enter the coordinates of the ground tile,
not the movement tile, which are not necessarily the same (see the map attributes and mouse

coordinates in the map editor).

Caenge Map Cell

LR o

et B Jor:[ze

E‘I:h- Fll pichurs ta:

| T reat rrgl

‘ . |Gy 00, el

Tt |

e (LR
A G

4 piosiad

] hamape i) w2

| P

Enter the coordinates of the cell you want
to modify.

Select the new ground picture for this cell.
You must check the “Change cell picture”
button for this to be effective.

Select the new access value for this cell.
You must check the “Change cell access”
button for this to be effective.

Select the new event for this cell. You must
check the “Change cell event” button for
this to be effective.
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Conditional

Execute an action only if the condition that you specified is true. Example: if you would like to know if
the player has at least 10 gold coins, select the “Gold” value in the list with the “is greater or equal”

operator and enter 10 in the value field.

- Comdrimral

oy s [}
= =it i s
S i 2| [wspaiis B I i1 I_J
L AE i &l T
CarweiupTm wgrakes dn
Fream b mFe g o
it pegsdl B e sl
. RN

Ly -
ol il | 1
i T T T P S —— A1 ek ey o Vi ey =] -

M I T R |
Eaarad B rmgrorvy 1y samg i1 1

Py p B g e e

Prsadls (TN}

Firmen |"E!‘”""""“"¢"""‘" =

s | P e =1

Dialog

Select the object to test from the list.

Select the operator of the condition i.e.
what type of comparison to do on the

Enter the comparison value.

Click the “+” button to add the current
condition to the condition list. Click the “-*
button to delete the selected condition
from the list.

Select what action to do if all the conditions
or any condition in the list (see the radio
buttons above the list) is true and what if
it’s false.

Display a dialog box with text, a picture and answer choices (all are optional). See the “Tag Values”
section for more information on how to add variable text.

i fer .,
Lt
m] Pk Tea1
W‘T 1 arm prowd of pon paa T sy Hepodd |

fonigid tn bip wan Ha barey 45 pon

ey T poa., Frm gieg i Lhd on e
ra] plrosg or epar fpeced geoagh b
o= o g bylp b moes. Heegeyer, |
wr i s wrd sihipreingl o
e on oAl brreers g verey e
yablinr woall ywy e by i e
Lk Hii

§ e Dt 1Y A i bor 3 At cliodes

Tt I.h'q.'lﬂ.-\hl.hﬂ iRkl i widkd be et upﬂ-....l_-[

Aeobicn [k | Dwwad awvirg sormoss 'y | 7T |

End Event

Let you quickly insert a tag value in the field.

Select the picture to be displayed from the
list (optional). If you would like to play a
movie instead, click on the “Movie” button
and select one from the list.

Enter the text to be displayed. You can leave
this field empty if you only want to display a
picture or play a movie.

Enter the text to be displayed for each of
the answer choice (maximum of 3). Leave
these fields empty if you don’t want answer
choices to be displayed. Select the action to
execute when the player will click this link. If
no action is linked to an answer choice, the
dialog will be simply closed.

End the execution of the current event, regardless of any remaining event actions. This action type

has no parameters.

Engine Call

Execute an internal engine function (start a new game, show the statistic sheet, etc.).
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Fade Effect

Create a fade to black or fade from black effect. Use the slider to set the screen fading speed. Good
for transitions between locations.

Gold Wizard

Change the amount of gold that the player is carrying (add, subtract, etc.). . This action’s parameters
are used the same way as those of the “Change Globals” action type. Please refer to it for more
information on this topic.

Iltem Wizard
Lets you control the player's equipment (add, drop or use equipment).

e kzand Select which operation to do with the selected
T item(s). The “Add inventory” operator will add all
pwdn
e : items to the player inventory without checking
LI :
anything. The “Add unique” operator will add each
i -
i beh Ei selected item, but only if the player doesn’t already
il g e have it in inventory. The “Drop” operator will
it i i remove one item of each selected item type from
il A the player inventory. Finally, the “Use/Equip”
i Fw e operator will attempt to use or equip the selected
i ) . . .
Efi;:iﬁ“’ items (depending on the item pre) orﬂy if the
b st player already has these items in
reeiulky inventory.
e P
:l'\l'l-' [ ]
W b 3
L ocd et - Select all of the items that you want to be affected
; by this action (Add, Add unique or Drop).
=T |

Launch Item

Launch specific or random items on the current map at the given coordinates. You can also use this
action type to launch a specific amount of gold. All the edit fields of this dialog are compatible with
tag values (see the “Tag values” section below). You can choose to launch an item on the current
map at specific coordinates or you can launch it at the actual coordinates. The default value of
the actual coordinates is equal to the player’s position on the current map. However, if the action is
called within an event linked to an NPC (linked to its death for example — see the NPC editor section),
these coordinates will be equal to the NPC’s position on the map. The same principle is true for an
event linked to an item that calls a launch item action (like a chest). If you launch gold pieces (if you
specify a number greater than 0), it will use the gold picture specified in the game options “Misc”
panel.

Select all items that you want to be

L “launched” at the given coordinates from the
LEral M Herd st list to the left. Be sure that these items have
T L ] | | a map picture linked to them.
F gy eyl [
= "':E:E.'.. = Check from the list to the right all the items
EL:HPH you want to have a chance to be launched. If
bl the game needs to launch a random item (see
3';' EI:‘:.:’I: H E‘;ﬁ;’_" g below), it will pick only ONE item from this
ot LM T Ky iy list and launch it.
3 i
giakat el | :::::';:;:' | | The game will pick a random number between
e = i e : 0 and 100. If the resulting number is below or
e [am | DT = s Ld equal to the number specified there, the
game will attempt to launch one random item.
=1
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Launch URL
Launch the specified URL in the default web browser.

Map Overview Display

This will display the map overview window (see the “Map Overview” layout in the game options) with
the picture with the same name as the current map, found in the “Locations:Locations Pics:” folder.
You must choose a picture to represent the current player position on the map. You can also choose
if you want to see the aggressive NPC positions (any NPC that will attack the player on sight) as red
dots and/or passive NPC positions as blue dots. There is also the option to activate a “fog of war”
which will hide any unexplored region to the player. Note: If enabled, NPC positions will not appear in
areas of the map covered by the fog of war.

Map Position

Change the current map position of the player. Use this before opening a location of type map to set
the coordinates of the player (even if the player is not in a map when you call this action, its
coordinates will remain for the next map). You could add an action of this type in the local
initialization event'® of a map location for example (if the player always starts at the same
coordinates in this map).

Menubar State
Show or hide the menubar. The toggle option will reverse the current visibility state of the menubar.

NPC Control
Add or remove one or more NPCs from the current map. Note: The “Kill” action is the same as the
“Delete” action except that it will remove the NPC(s) with a dissolve effect, as if killed in combat.

Select if you want to add a new NPC,

Bde seme BFCY.. remove one or delete all NPCs of the
_precie) current map. If you choose to delete a NPC,
L, Y it will only delete one NPC of the selected
i [ &) Kec [Eekk 2] [ kind (the first added).

[ Ramdm i s reap Z]  Coarm e e[ Iz —t
— The kind of NPC to add or remove.

wctica | W | [T
:.:. ;Ht-:: E;Ti.r: e - The coordinates of the new NPC (if the
o ity e “Custom” placement mode is selected).
Aald Kabodd Fasdcrn in . .
P e SR ;ﬁ Note: these fields support tag values.
Where on the map to place the NPC.

o) =1

List of all the NPC operations that will be
executed by this action (from top to
bottom). Use the “+” button to add an
operation and the “-” button to delete the
selected one.

16 See the “Location editor interface” for more information on initialization events.
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Play Music
Play music from your game's “Music” folder.

Py Thiet.
Wik K st hap e Correirt i) Select the music to play from the list
(displays the content of your “Music”

Belect ey [FARHTCN ot | & folder).

Flay mnds
Check this option if you want the engine to
automatically restart the old music after

E the event is finished.

[P P ol i wca e B P BT AT

Play Sound

Play a sound from your “Sounds” folder. There are two modes of play. The first mode will start the
sound and proceed to the next action in the event even if the sound is still playing. The second mode
will wait until the sound has finished playing before proceeding to the next action.

iy T
Py yeemd Select the sound to play from the list

Pty bt fal (displays the content of your “Sounds”

Bz folder).

P 0

[t

[T

Wl

;f:ﬂ,"‘i Select if you want to play the sound

i without pausing the event execution or if

:"'.::" you want to pause the event until the

Lrdont x sound has finished playing.

Mg Fmdr.

:::::F":-:::. Click on this button to listen to the

- - : selected sound. You can also double-click
e ) [ ] =) on any sound in the list to listen to it.

Player Map Icon
Change the image representation of the player when walking on a map. Click on the “...” button and
select the new picture from the Tile Set browser that opens.

Player Portrait
Change the image portrait of the player. Select the new picture from the list (displays the content of
your “Player:Portraits” folder).

Random Action
Execute an action on a random basis.

e i ] The engine will pick a random number
Chanced b busiute between 1 and 100. If the random number
= 1«0 is equal or less than this value, the random

result will be considered “true”.
Thancns fp punrcody

N

The actions to execute if the random result
i SRR gy is true (if true do...) or if it’s false (else

e lm do...).
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Refresh Screen

Redraw the actual screen. This action type has no parameters. You should use this event when the
engine doesn’t automatically refresh the screen for you like when you dynamically add pictures in a
main location (see the “Stamp Control” action type).

Restore Location

Restore the last saved location parameters and remove it from the location stack. The location stack
can only be controlled with “Save/Restore Location” location type. This action type has no
parameters.

| ast saved location

map location The parameters of the last saved location (with a “Save

main location Location” action) are restored (location, coordinates,
music) and the location is removed from the location
stack.

Save Location

Add the current location parameters on the location stack (location name, player coordinates and the
current music). The location stack can only be controlled with “Save/Restore Location” location
type. This action type has no parameters.

Current location

map location ) ) )
The last saved location will be the first to be restored when

main location a “Restore Location” action will be executed.

Set Music Volume
Enter a value between O and 100 to set the game music volume. Set to O to turn the music off and
to 100 for the maximum output possible. Note: you can use tag values to specify the music volume.

Spell Selection
Display the spell selection dialog and allow the player to select a predefined number of spells of each
level.

sl klesar Select a spell level for the player to choose
Bt ol deiEa b il lawed Ter sl el new Spe”S from'
S B et s £ 5] (2] The maximum number of new spells that
Levsl | raly ] the player will be able to select for this spell

10 b w2 6 Bewed M Trar el = |eVe|
I bt ] 0w T el WeH .
B ol il ] o Bwed T Wil weH
| e ] 3 Bowed T Tl FeH

b i -

Add the specified level to the list or remove
- the current selection.

T 'w i | g by b o driecies di kg The s w0 b ah e b el B . . .
P Epalll 6 A b W T s Y ] b The list of all the spell selections available

i B el of R e M i MR BARiED ) R
to this player. The order has no importance.

Cem) =
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Spell Wizard
Add or remove a spell from the player's spell book.

e Select which operation to do with the

i selected spell(s). The “Add...” operator will
ciiabol bl el add all selected spells to the player spell
(s heresore it ok book. The “Remove” operator will remove
- ik . the selected spell(s) from the player’s spell

Sradd | Firskba i

Tkl book.
L v e

| : Select all the spells that you want to be
affected by the selected operator (Add and

BT | Remove).

Stamp Control

Add/modify/remove stamps (pictures rendered over the background with transparency) in the
current main location or the current map. When added to a map, the stamps are facing north by
default. (This is meaningful only for if the stamp uses a directional animation.)

Note: Main locations don’t support animated stamps.

Task list control
Let’s you modify the content of the player’s task list (see the “Task List” layout). Note that the task
list is displayed using an engine call with the “Open player’s task list” option selected.

Teleport

Teleport the player to the location of your choice. Select the location you want to be opened from
the list (displays the content of your “Locations:Defs” folder). If used to teleport to a map location,
this action should probably be preceded by a “Map Position” action to set the initial player position on
the map.

User Control

Enable or disable mouse and keyboard support for controlling the main character in maps. When the
game starts, mouse support is enabled by default and keyboard support is disabled by default. If
keyboard control is enabled, the character can be moved using the arrow keys or the numeric key
pad.

Wait

Wait some time before proceeding to the next action. The engine is completely frozen during a “wait”
except that sounds and music will keep playing. The time unit is milliseconds which means that 1000
units are equal to 1 second.
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Tag values

Tag values are precise expressions that can be inserted in a dialog text in the editor. At the time the
text is displayed during the game, these indices are replaced by the current value of what it
represents. For example, the expression “&&Name” will be replaced by the name of the player. All

the tag values are case-sensitive.

by Coldstone:

&&Name

&&Job

&&Race

&&Gold

&&Level
&&Experience
&&NextlLevelNeeded
&&StaminaPoints
&&MaxStaminaPoints
&&MagicPoints
&&MaxMagicPoints
&&MinDamage

&&MaxDamage

&&SpecialDamage
&&Armor

&&Strength
&&Dexterity
&&Vitality

&&Wisdom

&&Karma

&&Luck

&&Speed
&&Perception
&&NaturalPro
&&FirePro

&&ColdPro
&&ChemicalPro
&&ElectricalPro
&&PlayerX - &&PlayerY
&&ActualX - &&ActualY

&&CameraX-&&CameraY

&&LocationName
&&L ocationType
&&CounterNPCs

Here’s the list of all the expressions supported at this time

The name of the player.

The class of the player.

The race of the player.

The amount of gold that the player is carrying.

The actual level of the player.

The number of experience points that the player has gained.
The number of experience points needed to gain another level.
The number of stamina points that the player has.

The maximum number of stamina points that the player can have.
The number of magic points that the player has.

The maximum number of magic points that the player can have.

The minimum number of damage that the player can inflict to his
target.

The maximum number of damage that the player can inflict to his
target.

The bonus damage that is added to the normal damage.

The protection of the player (given by the equipment he is wearing)
against natural damage.

The strength of the player.

The dexterity of the player.

The vitality of the player.

The wisdom of the player.

The karma of the player.

The luck of the player.

The speed of the player.

The perception of the player.

The base protection of the player against natural damage.

The percentage protection of the player against fire damage.

The percentage protection of the player against cold damage.
The percentage protection of the player against chemical damage.
The percentage protection of the player against electrical damage.
The current map coordinates of the player.

The map coordinates of the active NPC (ex.: if you use these in an
event linked to a NPC death, these will represent its map coordinates).

The absolute coordinates of the top left corner of the screen in the
current map.

The current location name.
The current location type.
The total number of NPCs on the current map.
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&&CounterPassiveNPCs
&&CounterAggressiveNPCs

&&CounterHostileNPCs

&&(globals)

&&MusicVolume
&&MusicName

The total number of passive NPCs on the current map (i.e. villagers).

The total number of aggressive NPCs on the current map (i.e. those
which will attack the player on sight).

The total number of NPCs on the current map currently attacking the
player.

The tag value symbol (&&) placed before the exact name of a global
variable will display the content of this variable (ex. :
&&gb_MyVariable)

The current value of the music volume (0 - 100).

The name of the music playing, if any.

See the “Statistic system” section for more information on the battle statistics use.

Automatic events

There are 23 events that are automatically executed by the engine on precise occasions. The engine
will recognize these events by their name and call them at the appropriate time. Most events are
optional (otherwise stated). Here’s the complete list.

Main

StartGame

NewGame

EndGame

OpenGameEnter
SaveGameEnter
OpenGameExit
SaveGameExit
QuitGame
MapPortrait

MapButtonl,
MapButton2,
[--]
MapButton10

MainPortrait

MainButtonl1,
MainButton2,

[..]
MainButton10

Required. Probably the most important event of your game. This event is
executed immediately after the last player creation dialog has been closed (if
any). After the end of this event, the player must have been sent (by a
“Teleport” event action) to a Location, where his adventure will begin.

This event is executed only one time, when the game is started. This is the first
thing that is called after the game application itself has finished starting up.
This event is executed when a new game is started, before the player creation
dialogs (if any) appear.

This event is executed when the game ends and/or the player die. You may use
a conditional event action checking whether the player’s stamina is greater than
0, in order to determine whether he died, or whether your game just called an
“Engine call” action with the “Close game” option.

This event is executed before the open game dialog is displayed.

This event is executed before the save game dialog is displayed.

This event is executed after the open game dialog is displayed.

This event is executed after the save game dialog is displayed.

This event is executed only one time, when the player quits the application.

This event is executed when the player clicks on the player picture of the map
layout. You could use it to display the player statistics sheet for example.

These events are executed when the player clicks on one of the ten special
button zones of the map layout (see the map layout in the game options).

This event is executed when the player clicks on the player picture of the main
layout.

These events are executed when the player clicks on one of the ten special
button zones of the main layout (see the main layout in the game options).
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I tem editor
During the game the player will probably have to gather items in shops or for his quest. Coldstone
puts at your disposal a powerful and complete item editor.

How to create an item

Select the command “New -> Item” from the “File” menu or click on the corresponding button in the
tool window. A blank item editor will appear.

Iltem types

Coldstone distinguishes nine different types of items: weapons, M
armor, shields, gauntlets, boots, belts, helmets, various objects, g;:':;z"
and special items. Helrnet
Gauntlet
The first seven types are standard clothes and adventure Boots
equipment. They modify the player’s statistics only when he Ez:wS (Potions , E4c.)
wears them. When he unequips one of those objects, he loses Special

all the benefits of the object.

The various objects are items that the player cannot wear. They can only be used or dropped. When
they are used, their statistics modifications are applied to the character permanently. The item will
then disappear from the player’s inventory. However, if you have specified a condition for the
“Drop” action (see the “Links” panel below) and this condition is evaluated as being false, the item
will not be dropped from your inventory after being used. If you have specified an event link for the
“Drop” action, it will be executed if there is either no condition specified or the condition is evaluated
as being true.

Special objects are items that the player can’t wear. These items can’t be sold at a shop. They can
only be used or dropped. Their use has absolutely no effect but to launch linked events. This type of

object will often be used to represent important objects that are linked to the story line.

Note: An item with a price equal to O can’t be sold at a shop, no matter what type it is.

Item editor interface

The item editor and its quantity of options and parameters can appear impressive. No less than four
panels are needed to display all the options for one item. By offering you this panoply of options,
Coldstone gives you almost unlimited possibilities. In fact, you will rarely have to use all these
parameters.
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Choose the item’s
type.

Number of hands
which this weapon or
shield occupies.

Normal price of this
item.

Size of the item.
Determines which
character classes can
equip it.

When used in
encounter against an
opponent:

- Minimum amount
of damage
Maximum amount
of damage
Damage bonus
(will be added to
the final damage)
The amount of
protection (added
to the character’s
armor)

The picture used to
display the item when
it appears on a map.

The item can be
“used” on a map only
this condition is
evaluated as being
true. If so, the action
link will be

If the “Block” option is
checked, the item will
block access to the
player on the map.

Item’s range.
Considered to be a
ranged item if greater
than O.

[ = Drivalan long sword.cit

ﬂ Type: [‘w‘eap-:-n

fﬁeneralVDisplayVMagic -\_’.-"{-Links-\_’,-""m\’%,A

Cescription:

srmatl handle Cdrg S5-13).

Long double-edged blade of good quality rmounted on a

Hisc
| M. of Hands-

| Price: ]

W e

[ Medium size

Fighting Attributes

| Crarnage rmin
| Crarnage rnax: 13

| Special dam:

HiEN

[ Type:

L1

X

: [ Natural

— Player Stats Modif _

Starnina:
Fagic :
Strength:
Crencterity
Vitality :
“wisdarn :

Karrma:

Luck :
Speed:

Ferception:

NETTNRRTN

} | Protection:

The picture used to display the item after the

player has used it (i.e. clicked/walked on it). If this

field is left empty, the item will be removed.

{ General 3,-" D'i5|:ul..=|3,-'.\”,-""M..=u;|ic\_’,-"r-LinkS\t,‘_’,-"r-r\'1isc-"\l

— HMap options _

| 1dle d Betion picture or animation:
M‘ | 1tems Sword002. pet

Uszed picture or animation:

]

Condition: [ no condition for execution ] m
Action link: [ Edit... ] IE

_Range animation

Ficture:

Cdelack [ Remember [ Take Back >

| L]
| L]

The description of this
item that will be
displayed in the “Item
description” zone of
the “Shop” and
“Inventory” layouts
(see “Layout types”
for more information).

Modifications to the
player’s statistics.

Note: When the item
can be equipped, the
“Stamina” and “Magic”
field modify their
maximum value (until
unequipped). When
this is a various item,
this modifies the
current value once
permanently.

The type of damage
dealt by this item.

Check “Remember
use” to make this item
usable only once in
the whole game.

Check “Take when
used” to automatically
add this item to the
player’s inventory
when “used” on a
map.

Select if the item
should appear under
the player (“Back™),
sorted with the player
(“Normal”), or above
him (“Above All”).

If the item is a range
weapon, you must
select the kind of
animation to do when
the player attacks with
it and what picture to
use for the animation.
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Protection against the different types of damage
(in percent). See the “Magic Resistance” section
for more information.

Check this box if you want that item to be
cursed.

When the player uses or equips the cursed item,
the parameters of the “true item” will be used!
Note: while it’s more logical to have the true
item be of the same type as the cursed item,
Coldstone can handle different types as well.

Check the box “Item is magical” if you want that
item to be magical (only available to characters
whose class permits them to use magical items).

Check the “Item stores a spell” option to assign a
spell to this item. Select it from the spell list pop-
up menu and specify how many times the spell
can be cast (-1 means infinite).

Use the pop-up menu (whose contents vary
depending on the item type) to select the action
that will cast the selected spell from the list
(which varies depending on the item’s type).

Each item type has its own list of actions. This
list corresponds to all that the player can do with
this object.

It’s possible to assign a sound, an event, and an
execution condition for each action.

The sound will be played each time the player
executes the action. Likewise, the event link will
be called. The condition lets you enable or disable
the ability of the player to perform that action.
To add a condition or modify the current
condition, click on the “Condition” button, same
thing for the event link. To remove the condition
or event click on the “X” button. The event links
are locals (saved in the item file).

To change the attributes of an action, select it
from the list. The action’s attributes will be
automatically displayed at the bottom of the list.

J.-"( Generalv Liisp Iay\_'.-"r FMagic \J.-"rL inkgv I isc\

_ Magic protection

Chernical : D Cold: El
Fire: i:l Electrical: El

_ Curse

D Item is cursed True item: | ¥ |

— Spell

|:! Itern is ragical D Itern stores a spell

Spell: | “:_] ® |:| chargels)

Spell is cast when... | attack =i

S Borwral\ / Display \ / Magie N/ Links \ / Mise

Actiens

Attack &
HMess
Eguip
UnEquip
Drop

S el [ bosrve #] | P

Coomed i iwani © | no oordition for execution ] il

Link | Edit.. ] [x]
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All item types have a default picture (see “Layout
types” section) that will be displayed next to their
name both in the player’s inventory and in shops.
However, you may want to assign different pictures
to some special items in your game. To do so,
check the “Override...” option and select a picture
by pressing the “...” button.

Note: Inventory items only support still pictures
not animation files.

With the class editor, Coldstone lets you restrict
the items available to each class. You can thus
decide that warriors will not be able to use ranged
weapons and that spell users will be limited to light
weapons. However, you may want your warrior to
be able to use a special bow (ranged weapon) that
he gained from a long and death-defying quest. You
could also desire an ultimate weapon, needed to
annihilate the final monster, could be used by
characters of any class. This also applies to the
other types of items that the character can equip.

To override the class restrictions on this kind of
item, check the box next to the classes which you
want to guarantee use of this item.

Note: Most of the time, you will not have to use
this list. A class that is not checked will be able to
use this item if its parameters allow it (see the
class editor).

/ Generaly / Display '\ / Fagic \ / Links |,/ Mise ||

Owerrides default inventor ioturs
¥p

H erventory pichure:
!_Itarm_lrr.mntnr',r;ihnu-'nrdtlﬂz.u-:ll _|

Usads be By

] Default -
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Non-player character editor
The non-player characters (also called NPCs) represent the people and creatures that the player will

meet during the game. They have a lot of common characteristics with the player (i.e. they have
battle statistics, an inventory and spells).

How to create an NPC

Select the command “New -> NPC” from the “File” menu or click on the corresponding button in the
tool window. A blank NPC editor will appear.

Aggressive VS Passive NPCs

NPCs in Coldstone may be either passive or aggressive. An aggressive NPC will always attack the
player when he is nearby; a passive NPC (such as a villager) will never attack the player, and cannot
be attacked by the player. An aggressive NPC will track the player on sight (payer within his LOS, see
below) and will stop tracking if the player outruns him (player at a range greater than his LOS). To
create a passive NPC, set its stamina to O.

NPC Editor interface

Character’s level,
used to generate
the statistics when
you hit the “Roll”
button. The higher
it is, the better the
statistics will be.

Stamina points of
the character.
When they drop to
O during the game,
the character dies.
If set to zero from
the start, the NPC
is passive (see
above).

Magic points of the
character. Each
spell needs a
specific amount of
magic points to
cast.

Character’s
statistics (see
“Statistics
system”).

[0 =——— Goblin.cnp

u Mon-Flayer Character

Jfr Stats v Inwventary v Magic -\_’,-"r Eattle -\_’,-"(M—ap\

i

| Matural pro:

| Attack delay:

)
o

|Los.:

Primary stats _ — Reward =
| NPC Lewel: 1 I Experience :
| Stamina: 1o Gold: ]‘El:l
Magic: D

Secondary stats . — Encounter :
| Strength: [rarn min ;
| Descterity ]z | Lrarn max:
Ferception: [ Carnage type:
Speed: ]5 | [ [ Matural =
Marale :

il

The NPC's line of sight. When a character
hostile to this NPC is within this range,
the NPC will switch to battle mode.

Quickly generate a
character sheet based on
the character’s level. Will
randomly generate all
statistics on this panel.

The number of
experience points (xp)
and gold pieces (gold)
that the player will
receive after defeating
this character

The minimum and
maximum amount of base
damage that can be done
by the character per
strike. This damage is
added to the damage
dealt by any weapon that
the NPC uses.

The type of base damage
caused by the character
in melee.

Base protection of the
character against
damage.

The number of milliseconds (1000 = 1
seconds) that this character must wait
between two attacks.
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Check all the items that should be in the

character’s inventory from this list (the f Stats y / Invent-:-r:.f\’\fM-a-;|ic"\u.-“rEFattIe"-.ua"(h'1_a|:-h"\k

contents of your items folder).
_ Item list _
They will try to equip an item of each L] Apple |~ |
possible piece of equipment. If there is | Axe Misery =
. - . fe
more than one item of a specific type, it G batiai pike
will equip the best of the two. Coldstone (] Battle axe Misery
use a very simple equation to know if an [] Battle axe
item is better than an other. The [ ] Beach Ticket
. - Belt of stane
comparison value is equal to the sum of =1 Belt
the damage, protection and statistic [] Elack Dragon Toath
modifiers numbers. ] Eleeding Forest well
[] Elue Dragon Tooth
. . . [] Blue mushroom
L]
You can \_/le\(v and gdlt any of the |t_ems by ] Boots of Lightning
double-clicking on its name in the list. (] Cap
] Chain mail
[] Cheese
[] Chest_ADR10
] ] Chest_ADRZO —
Check all the spells that should be in the [1 Chest ADREN =

spell book of your character from the list

(the contents of your spells folder).

You can view and edit any of the items by
double-clicking on its name in the list.

f51;uvinrmm1"bfrr1h;m -"I.L.-"-E-lllh 1'I.I_." Hap "5 J.-"fS‘tats-\__.-"rInventnryVMagicVBattle

Epell beok Mag ke res Etance — NPC Display _

J Eurning hands A Chernical
|| ol blsnd B _

[ Small Fireball Fire: o |

Select a picture or animation file:

1 Sparkle

{ ¥l1d tafnaca Celd L]

[WPC GablinGoblin -]

— Artificial intelligence scheme

Berserker -
Aggressive fighter [ |
Fange fighter only
Aggressive caster
Defensive caster
FPas=ive

Abject coward
Mixed fighter
Mixed caster
Mixed randam

The berserker has o
anly one ward in
rnind : destroy. He
daesn't think one
zecond about what he
could use in his
imwentory even if he
is about to die.

The percentage of magic damage that the
character can absorb of each type.

The behavior of the character in battle. A complete description of
each artificial intelligence scheme is provided. Simply click on any
scheme to view the description in the right field.

Select the picture that will
represent the character in
a map. A preview of the
selected picture is shown
on the left.

54



How many milliseconds the NPC wiill
wait between two moves (its speed
on the map).

How far away the NPC can move
from its initial position on the map
(max movement radius). The
maximum movement region is
calculated as a square around the
initial position. NPCs with any
movement type other than "Walk
around initial position" are not
constrained by their movement
radius.

The movement pattern of the NPC
while not in battle. You can
make it walk randomly around its
initial position (for town people for
example). You could also make it
walk toward the player or another
specific cell. Choose the “Escape
player” option to make it always

seek to move away from the player.

J.-"(Stats\_’.-"" InventnryVMagic \_’.-"" Eatt |E\/M_E|p\_

— HMovement on map _

Interwval between each move (ms): 200

!} ‘Walk around initial position  Max range:

l:} Try to reach the player

{:} Try to reach a specific cell |:| § |:|

{:} Escape player

— Event links

Target proximity : | Edit... i
Target reached I Edit... BIE
Flayer contact: [ Edit... ] E
Death: ( Edit . 1[4

The “Target proximity” event is executed when the target (player or cell) is next to the NPC
(range of 1). The “Target reached” event is executed when the NPC stands on the target
cell. The “Player contact” event is executed when the player intentionally move toward the
NPC (touch it). The “Death” event is executed when the NPC is killed.

These are local event links (saved in the NPC file). Click the edit button to modify the event
and the “X” button to clear it. When an event contains at least one action, the edit button

caption will appear in bold.

Note: Hostile characters may leave the max range radius when chasing the player during a battle.
However, if the player escapes the character, it will immediately seek to return to an area within its

original movement radius.
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Race editor

When the player starts a new game, you can let him choose his race (i.e. his origin, country, etc.). The
list of races that appears comes directly from your “Players:Races” folder.

How to create a race

Select the command “New -> Race” from the “File” menu or click on the corresponding button in the
tool window. A blank race editor will appear.

Race editor interface

m Character race
Description:
This race’s description. This description Enter race description hete. a
will be displayed when the player starts a
new game, in the “Description” field of
the race dialog (see the race dialog -
layout).
— Primary stats . — Resistances =
| 1
Starnina: El | Matural: !E:l
These statistics modifications will be Magic : D | Chemical : E
applied once, when the player starts the | o |
- . Secondary stats iF'rE' El I
game. You can specify a positive or . |
negative value that will be added to their Strength: El (el El |
. { Sl |
basic roll. Descterity ID | :Electrlcal. El i
For more information on statistics, check RS D
the “Statistics System” section. "Wisdorn : !:I
Karma: El
Ferception: D
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Class Editor

When the player starts a new game, you can let him choose his class (i.e. his specialty, profession,
etc.). The list of classes that appears comes directly from your “Players:Classes” folder.

How to create a class

Select the command “New -> Class” from the “File” menu or click on the corresponding button in the
tool window. A blank class editor will appear.

Class editor interface

The class editor is similar in several points to the race editor. This is why we will not detail here all the
elements of the window (refer to the section “Race editor interface” above).

[0 =—— Ringer £t ="i——=—=—1H You must assign a skill table to each
class. This skill table will define the

Character class Edit Skill Table amount of experience needed for a player

of this class to gain a level.

Description:
You follow the way of nature and have a natural || This button opens the linked skill Fable
alchernist talent. The study of the forest plants and that has the same file name as this class
critters gave you extra survival ability when | in the “Players:Skill Tables” folder. If no
skill table of this name exists, Coldstone
[/ Statistics Modifiers Y, / Spell Book y will create one for you.
_Primary stats _ __ Resistances .
Stamina: Di Natural: D Check in the spell list those spells that
. [ i you want the player of this class to be
Fagic: D | Chemical : D
| able to cast.
— Secondary stats . i
i D Double-click on any spell name to open it
Strength: D . in the spell editor.
[ Electrical EI
Descterity Izh
Witality : Dl HEARON R The categories (dimensions) of the
T D weapons and armors that a player of this
[ class will be able to use.
i A u — Armor use
Luck : | || _l_J |E Weapons:
Speed: Di Eor oy S = small weapons
) | o M= medium weapons
| Perception : | D Allow rmagical itermns _
i | H= heavy weapons
R= ranged weapons
Check this to allow the Armors:
player to use “magical” S= small armor
items (see the “Iltem M= medium armor
Editor” section). H= heavy armor
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Skill table editor

Skill tables are used to determine when the player of a particular class (the class of the same name as
the skill table) will gain a level. It is possible to link the level accomplishment to an event.

How to create a skill

table

Select the command “New -> SkillTable” from the “File” menu or click on the corresponding button in

the tool window. A blank skill table editor will appear.

Ski

table interface

O

Ranger.csh

Class Skill Table

JfrExperience F'-:-ints\_’.-"rEvent Links\

Lewel | Experience Needed || Lewel

Experience Meeded

1

2

z

9

10

on
a

)
[}

)

o4} o4}
[} [} [} [}

=

1220

1780

2330

Z6I0

[ Calculate from first ] FMultiplication factor :

11

20

= 1

o140

T230

= 1

10200

= 1

14220

= 1

= L

20110
23200

293530

53390

TTI90

102870

= Py ey 1

S

D]

You must specify an amount of
experience points (xp) that the
player of the associated class will
have to gain to reach the first 20
levels.

The next level (higher than 20) wiill
be automatically calculated with the
multiplication factor.

The multiplication factor makes it
possible for Coldstone to calculate
the amount of experience points
needed to reach levels above 20. As
a result, the player will be able to
have unlimited levels.

Thus the experience points
necessary for obtaining level 21 will
be equal to:

Level21 = ((Level20 - Levell9) *
factor) + Level20

This button makes it possible to automatically calculate the value of the first 20 levels starting
from the first with the multiplication factor. The difference between a level and the previous one
multiplied by 1.4 will give the amount of new experience points needed to reach the next level.
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At each level, an event can be linked. This event will be automatically launched by the engine when
the player reaches that level. When the event is executed, the player has already gained the level so
if you check the “Level” value of the player, it will be equal to the new gained level. Also, if you want
to have an event executed each time the player gains a level, create an event linked to level O. If such
an event link exists, it will be executed before any other. If after executing an event link the player
stamina is equal or less than zero, no more event links are executed.

Add a new Clear the Modify the
event linked to selected selected
a level gain. event. event.

Open the selected event in
the event editor.

J Evperience Points Y, " Event Liniks )

Lewel | Evait L iked Clear all the events from the
] D isplay shills - list.
Ll Diapliny 2kifte

This list displays all the links
between the events and the
levels. The level is shown in
the left column and the name
of the event linked to this
level is shown in the right
column.

To link an event to a level, the
event must have been
previously created and placed
) in the “Defs” folder in the
“Events” folder.
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Spell editor

Spells are incantations which the player or characters can cast during a battle or elsewhere. Spells can
produce various effects, of an offensive or defensive nature.

How to create a spell
Select the command “New -> Spell” from the “File” menu or click on the corresponding button in the

tool window. A blank spell editor will appear.

Spell editor interface

The description that will 0 =—— fenarrou.csp = grst?;did;rly in the
:;F;ii;\;v:izns;x.player Spell/Special ability intelligence
schemes to

This spell creates a fiery arrow travelling from the || distinguish if this spell

;al:ls_tgg :!E:::f;:;ge'ecte'j target (Cost: 12MF, dmg i is of offensive (battle)
Level: the level of this - or defensive
Spe” used for referer_lce, jGeneralVStatistics Modifiers-\_',-"rEvent Links\ (prOteCtlon) hature.
see the “Spell selection”
action type. — General _ — Battle _
Cost: The cost in magic [Bo—— Spell type: The -minimum and
points to cast this spell. [ [ maximum amount of
Duration: The duration of ezt iRy : (offenstve & damage that the spell
the spell in battle rounds. | Duration: El; : does.
One round lasts for about et :' El RS @
2 seconds. _ e e @ The damage type must

| Twpe: be specified. The target
The target type allowed. E[Slngle charac... L] Da|.'nage bype: _ \[I)Vrlgtlfceti:rs] ?gaagi;(;il «

| Range min: EI | [ ) (see the “The statistic
Caster: The spell affects = : ' system” section).
onIy the caster. | ge Mnax ! . D DParnage each round
Allies: The spell affects Range speed: [ [[] Repeat animation If the “Damage each
the characters allied with TR round” option is
the caster. M checked, the target will
Enemies: The spell | Twpe: [ Bullet from caster to target i] receive damage each
affects the characters | - e s round (duration). If the
that are NOT a.”led W|th Q IGTUF e n:-r.anlrn.a mn THe o use “Repeat animation" iS
the caster. ]ngx_Amm:Fmryﬁrrnw | L] checked, the animation
Single character: The specified below will
caster must pick a target appear again above the
himself by clicking on it. target each round.
Minimum and maximum distance The animation type that will be used when the player or character
between the caster and his target(s). casts this spell. Three choices are available:
Only the targets in this range can be - A bullet from the caster to the target
affected by this spell no matter what - A picture directly displayed over the target
target type is selected. - No visual effect
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All the modifications will be directly
applied to the target’s statistics during a
specific number of turns that you specify
in the “Duration” field (under the
“General” tab). These modifications are
temporary and will only be applied once
even if you checked the “Damage each
round” option.

You can specify either a negative or
positive value according to whether you
wish to penalize or improve the target.

Refer to the “The statistic system”
section for more details on the different
kinds of attributes.

‘,-"rGeneral\J.-'rStatiEtics Modifiers\f‘rEvent Link= '\

— Dnly allow to cast if:

[ no condition ] IE

— When spell:

Cast -
Hit Target

Mot enough magic point to cast
Rerowve effect

Link: Edit... | [ %

.lrh.il Fiatintice Hodifiwers { Ewent Linis '!

Fighting &1 br lSeales Targel Slatistios
N o |
Do ger Frvi i'.:l | Elichinge: |r_- |
Soami jalkl dwve !l:l_ |

: i | Ftrength
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Allows you to specify a condition for casting
the spell. The player will be able to cast this
spell only if this condition is true (or if
there is no condition specified). You could
thus limit a spell to players that have a
wisdom greater than 16, for example.

Click on this button to specify or modify a
condition. The “X” button lets you clear the
current condition if any.

Like items, spells can have events linked to
one or more of the actions that can be
accomplished by the player with them.

Consequently, you can create a whole
variety of spells. For example, it would be
possible to create a spell that opens a
location that displays a map of the world.
The player would then be able to click in this
map to teleport himself to the selected city.

Link an event: click on the edit button. If the
event contains at least one action, the edit
button caption will appear in bold.

Remove the link of an action: click on the
action to be cleared and click on the “X”
button.
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Animation eaitor

Lot of elements in Coldstone need to have an image associated in order to be displayed in your game
(i.e. items, characters, map objects, etc.). Coldstone gives you the power to use a standard still
picture or an animation in most of these cases. The animation editor lets you create traditional
animations (simple series of pictures displayed one after another) as well as motion paths with bezier
and linear interpolation support.

How to create an animation file

Select the command “New -> Animation” from the “File” menu or click on the corresponding button in
the tool window. A blank animation editor will appear.

Animation editor

Add a new frame
at the end of the
current
animation.

Duplicate the
selected frame.

Delete the
selected frame.

Edit the selected
frame’s attributes
(flag and
parameters).

If checked, this
frame is
considered as a
key frame.

Display the
frame’s flag (if
any) .

List of all the
animations within
this animation file
with the standard
new, duplicate,
delete and edit
controls which
operate on the
current selection.

interface

Move the
selected frame
up and down in
the list.

control.

Key frame
interpolation

Let you modify

the key frame (or
selection) edition

mode.

Center the
selection in
the viewer.
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Let you preview
the current
animation (either
a single time or
in loop).

Select the
type of the
current
animation.

Slide
through the
current
animation
frames.

The number of
refreshes skipped
in the engine
between two
frames.
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Creating a new animation

An animation is made of a series of frames. When you first open an animation window, the frame list is
empty. You must first add at least one frame to the animation. To do so, click the “Add” button at the
top of the list. The tile set browser will appear displaying the content of your “Pictures” folder. Browse
through the list and select the picture you want. Click the “OK” button to validate your choice and
close the dialog. The name of the picture will appear in the frame list, to the left. Repeat these steps
until you have all the different pictures of your animation loaded. Click on the “Play” button (under the
frame list) to preview your animation.

Note: You can also drag and drop files from the Finder in the frame list (the files must be in your
“Pictures” folder).

Your game refreshes the screen 30 times per second and each time, it will increment the current
frame of all the loaded animations by one. If you want your animation’s frames to last longer than one
frame at the screen, just change the value of the “Frame delay” field in the bottom right of the
animation window. The default value is O which means that it will never wait. If you enter 3 in this
field, for example, your animation’s frames will remain on your screen for 4 refreshes (displayed in one
refresh, then waiting for 3 more), thus making the animation play “slower”.

Frame flags

You should now be able to create a traditional animation. There is only one problem: the animation
doesn’t loop i.e. it plays only one time. Here come the frame flags. Each frame can have one flag
associated to it as well as flag parameters. Click on any of the frames in the frame list and click the
“Edit” button above the list (you can also double-click on the frame). This dialog will appear:

Fransz Flag
FrameTiv List of all the frame flag types. You can select
0~ Wore 2] only one flag for each frame.
Farameters:

| | Some flag types may require additional
parameters (like the sound name if you select
the “Play sound” flag).

If you have to specify multiple parameters,

m you must separate them with a comma ().

You can then select a flag for this frame (or remove an existing one by selecting “None”). Here are
the complete flag descriptions:

1. Set marker Set the frame at which to loop when reaching a frame with flag 2.

2. Loop to last marker = Loop to frame previously set with flag 1.

3. Play sound Play a sound from your “Sounds” folder. Requires the name of the sound to
be entered in the parameters field.

4. Launch sprite Launch another animation/picture at the same coordinates as this animation.
The first parameter is the path to the animation (you can use the “Select a
sprite...” button to pick a picture or animation). You can also specify the

initial x and y offset of the new sprite as the second and third parameter.
Ex.: These parameters: “Smoke.pct,15,50” called by a sprite at coordinates
(50,50) will add the picture “Smoke.pct” (found in the “Pictures” directory
of your game folder) to the current map at coordinates (65,100). This new
sprite will be completely independent of the animation that launched
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it.

5. Kill myself Remove this animation (sprite) from the map.

6. Launch an event Execute an event from your “Events:Defs” folder. Requires the name of the
event to be entered in the parameters field.

7. Offset position This flag takes two parameters (x,y coordinates) that will be added to the

animation origin. Ex.: if an animation is placed at (230,100) on a map and
you call this flag with the parameters “20,10”, the sprite will now appear at
(250,110) on the map.

8. Switch animation Change the current animation for the one specified in the parameters field.
You must enter the index of the animation to switch for (see the animation
popup menu under the frame list).

9. Switch to random Choose a random animation in the animation list and switch to it. If you leave

animation the parameters field empty, it will randomly choose an animation from your
whole list. You can specify from which animation to choose from by putting
them all in the list, separated by a coma “,”. Ex.: if you put “0,2” in the
parameters field, the engine will either switch to the animation index O or
index 2.

10. Camera Lock Lock the camera on this animation. The animation will become the new
center reference for the engine. This flag takes two parameters: an
interpolation value and the origin reference. The interpolation is how many
steps the camera will take to go from its actual position to this new position.
A step of O or 1 will immediately change the camera center while a greater
value will result in a smoother transition. The second parameter must be
equal to O or 1. If it’s equal to O, it will follow the offset of each animation
frame. If equal to 1, it will stick to its origin.

11. Camera Unlock Unlock the camera from any previously locked animation and re-center it on
the player. This flag takes only one parameter, the interpolation value (see
above).

So if you want to make your animation loop, you will need to set the flag of your first frame to 1 (Set
marker) and the flag of your last frame to 2 (Loop to last marker).

Animation types

Coldstone supports four types of animation: standard, directional 4, directional 8, and 360 rotation.

Standard Standard animations are just what you think they are: standard. Once
started, they will be displayed one frame after another and your game will
execute any flag associated with their frames.

Directional 4 Directional 8 animations are meaningful only for characters and items. They
Directional 8 should contains at least one frame of the character facing each of the 8
directions in a very specific order (starting from top):

North
North East
East

South East
South
South West
West

North West

When your game will have to display an animation of type directional for one

64



360 rotation

Automatic animation

character it will first determine which of the 8 directions should face the
character. It will then divide the total number of frames by 8 to know how
many frames should be displayed by direction. It will finally find the starting
frame for this direction. You still have to add loop flags if you want
your directional animation to loop (you will have to set multiple flags for one
animation since it is played by segment).

A directional 4 animation is the same thing but only requires the North, East,
South, West directions specified.

Note: A character with a directional 4 animation will never walk diagonally.
It’s also true for the player.

These are meaningful only for ranged weapons and spells (in all other cases,
they are treated identically to a Standard animation). They may contain as
many frames as you like to represent a 360 degree rotation starting at O
degrees, i.e. north. When your game displays such an animation it will find
which direction the animation should face and will display the correct frame
in the list (O degree is the first frame and then clockwise to 359 degree).
Use this for arrows, for example, to add realism.

switch for non-player characters

There are some situations where the engine will automatically switch the current animation for the
player and the NPCs (if they use an animation file, not a still picture) to a specific animation ID if this
ID is available. The animation index is displayed in the popup menu found under the frame list in the
animation editor. It represents the order of the animations within the animation file.

Index O Walk animation The engine will use this animation when the character walks

around in a map.

Index 1 Attack animation The engine will automatically switch to this animation when the

Index 2 Range/Magic

character attacks an opponent with a weapon whose range is
smaller or equal to 1.

Important: the animation (or segment of animation if it’'s a
directional animation) should end with a “Switch Animation” flag
(flag 8) with parameter “0” to return to the walk cycle
animation.

The engine will automatically switch to this animation when the

attack animation character attacks an opponent with a weapon whose range is

greater than 1 or when the character casts a spell.

Important: like the normal attack animation, it should end with
a “Switch Animation” flag (flag 8) with parameter “0” to return
to the walk cycle animation.
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Automatic animation switch for the player

A player animation can have the same animations has mentioned above but also have a “Block”
animation. The order of the player animations is:

Index O
Index 1
Index 2

Index 3

Walk animation
Attack animation
Block animation The engine will automatically switch to this animation when the

character blocks (by pressing the “Z” key or by pressing the
right mouse button on Windows).

Range/Magic
attack animation

Note: If you don’t want to use a particular kind of animation (like the range attack) for a character,
you could use the duplicate button next to the animation popup menu to quickly create a copy of the
attack animation.
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Motion paths

A frame has not only a picture and a flag associated to it but also a position. For simplicity, the
default position of all frames is 0. More advanced users may want to add motion paths to their
animation. Those are particularly useful when you want to create something like smoke coming out of
a house or a butterfly flying around the village.

Before starting to create your first animation path, you must be introduced to the fundamentals:
keyframes. A keyframe act as a reference frame for the editor. Only keyframes can have a position
while all other frames’ position are automatically calculated by the editor. Imagine yourself drawing
two dots on a piece of paper. Let say that these two dots are two keyframes placed at frame O and 4.
Now draw a line between those two keyframes. You can now find the position of all other frames
automatically by splitting the line in 4 equal parts. Congratulations, you’ve just discovered what linear
interpolation is.

Keyframe

3 Keyframe

Now, create an animation of 10 frames (can be the same frame duplicated). To create a new
keyframe, simply check the box next to the frame you want. So create a keyframe at frame O and
frame 10. Be sure to have the frame 10 selected and click on the red dot that will appear on the
animation viewer, to the right. Hold down the mouse button and drag the key frame somewhere far
enough from the center. See? All the frames between the keyframes are displayed as small gray dots.
You can move your keyframe around and their position is updated automatically! To delete a key
frame, simply uncheck the box. You can preview your new animation by pressing the “Play” button
below the frame list.
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Bezier interpolation

In the last paragraph, you were introduced to linear interpolation (straight line between two
keyframes). This is great but more advanced users might want to have more control over the
interpolation to create more fluid animation. Luckily, Coldstone gives you the possibility to use bezier
curves for interpolation. Bezier curves need additional points (called control points) to define their
shape.

Select both two keyframes that you created in the last section (by clicking in the viewer and dragging

to include the two keyframes in your selection). Now click on the m button, above the viewer. You
will see 4 new points on your screen, which are those control points mentioned above. Move these
new points (blue and green) around and you will see that you can now have much more control.

A

Bezier interpolation example

You will notice that there are two control points of two different colors for each of the keyframes. The
blue control points control the left part of the curve (if you try to move these control points on the
first keyframe, you will notice that it doesn’t do anything) while the green ones control the right part.
You can move the two in parallel if you hold shift while clicking one of the control points to move.

Coldstone’s animation editor can also mix the two interpolation systems. To do so, simply use one of
those button to set the interpolation mode of the selected keyframe(s):

Linear interpolation for the parts to the left and to the right of the keyframe
Linear interpolation for the part to the left and bezier for the part to the right of the keyframe
Bezier interpolation for the part to the left and linear for the part to the right of the keyframe
Bezier interpolation for the parts to the left and to the right of the keyframe

Using the animation viewer

To select a keyframe Either click on it in the viewer or select it in the frame list.

To select multiple You can simply click on all keyframes one after another in the viewer. You

keyframes can also click in the viewer (not on a key frame) and drag the cursor while
holding the mouse button. Drag the cursor so that all the keyframes you
want are included in the box and release the mouse button.

To deselect a keyframe Click on it in the viewer or click where there is no keyframe.

To scroll the view Click and hold the mouse button while holding the command key down. Move
your cursor around to scroll the view. Use the “Center” button above the
viewer to center the view again.
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Positioning characters

The character animation origin will be centered in the tile on which the character is standing. If you
want to have your character look like he is actually on the correct tile, you must center his feet (or
anything he has that must lie on the ground) at 0,0 in the viewer. You must do it by creating a
keyframe at the first frame of your animation and moving the frame so that your character is
“standing” at the intersection of both axes:

—
e -3

§

When the engine needs to evaluate if the path across a gang of other characters is possible, it will
check the player collision sphere against the other characters’ spheres. If they collide, this way is
blocked. This sphere is also used to know if a missile weapon has reached a target. To define a
collision sphere for your character animation, you must first check the “Collision” box in the editor
and specifiy the sphere center as well as its radius.

Collision sphere

Note: You can directly specify a collision sphere by holding down the shift key and clicking in the
animation viewer. Hold the mouse button and move your cursor around to scale the sphere (the old
one will be displayed as a reference until you release the mouse button).

4

69



Game options

The elements of a game can be divided into 2 parts: the contents and the container. Now that you know how
to create the contents (see the “Editors” sections), it’s time to specify global parameters (i.e. parameters
that affect the entire game). Coldstone gives you the ability to change most of a game’s aspects, such as the
interface, menus and other things. To do so, you must open the game options dialog using the “Game
Options” command under the “Project” menu. The dialog is divided into 6 panels: layouts, menus, keydown
events, event globals, plugin options and miscellaneous options.

I nterface Layouts
Interface layouts let you define the aspect of all the windows in detail. Thus you can specify the

background picture and the position and size of all the buttons and text fields. This is not available in
plugin development mode.

Add or modify the background picture of a window

Game Dptivrs A list displays all the windows used by your
game. Click on the interface layout that you
ut H [ Gilctal F £ Misa )
o Lok N LB RS ), (ERIREY A want to modify.
Layewt twpe Laysart Pireyiew
Ahaur bee - You must first specify a background picture
E!:f;“”‘" = to use by clicking on the “Select” button.
[ilalo Entry Once the picture has been selected, it is
:l":';'.llf;"’ displayed in the window layout preview zone.
Ll Lp : You can change the background picture at
,L..ﬂ".?,:ﬁig, BT “ it | any time (by clicking again on the “Select”
"'-ﬂ;'-;fxr " =me button) without losing your other layout
I’-ﬁn,‘i«h Lawairks ske ugsd to darie Hi modifications.
Harme Ciakng ke BF 50 Hhe gamme s
Fugndisiag widerex and olbsr qars ) o -
Race Dk 'lrnlrd:.ﬁlhul-lbll:E.rlmd To edit the position and the size of the
Serolbar skhi phebors far Hhie oot | Bal eot’” , . .
5:;: arg B HEnd Bred allsk oo e "EdH layout s_dlfferent zones, you mu_st click on
Syl Caxl :;""'mibpmlhlw* the “Edit” button'’” or double-click on the
= il i layout name in the list. The layout editor will
Task Lisk appear.
Thsm W eapan P
Curicsl Guraw

171f the
invalid).

button is not enabled, it is because you did not specify a background picture for this layout (or the specified picture is
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The layout editor

This window lets you modify the size and position of all the zones in your interface layouts. A series
of rectangles are displayed over the background picture linked to the current layout. Each rectangle
corresponds to an element (button, text field, etc.) that must be in the game window. The name of
all the zones is displayed inside their rectangle so that you can easily see the use of each of them.

The rectangle Move a zone: click inside the rectangle and drag it to the desired location.
of the current You can also use the arrows on your keyboard to move it.

zone appears in Resize a zone: Click in the bottom right corner (the cursor will change) and
red. drag it to grow or shrink the rectangle. You can also use the arrows on your

keyboard while pressing the shift key.

L) ot Edilt e

The name of the
selected zone. You
can navigate
between the zones
with the left arrow
and right arrow
buttons. You can
also select a zone
directly from the
popup menu.

! Save the
Mouss ¥ FTR Left S oo [ras |15 e D] 5 BT modifications and
Mougat 148 [Top (€5 |F| meoee [ran |5 _Front ook | oy close the layout
editor.
The coordinates The position and These two buttons let you modify the order of the
of the mouse size of the zones. This has absolutely no impact on your game.
cursor relative selected zone. This is only to facilitate the interface layout edition.
to the You can modify The “Front” button brings the current zone to the
background these fields front, over all the other zones. The “Back” button
picture. directly for more has the inverse function. It sends the current zone to
accuracy. the back, under all the other zones.

Tip: If you don’t want one or more of the zones to be displayed in your game, just move it outside
the screen so that it is not visible. You will still be able to select it by using the left arrow and right
arrow buttons.
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The layout types

Here is a description of each layout type:

About box

Class Dialog

Dialog

Dialog Entry

Inventory

Journal

Level Up

Loading dialog

Main Interface

Map Interface

Map Mask

Map Overview

Name Dialog

In any game made with Coldstone, the system menu (Apple menu for
Macintosh users) will always display at least one menu item named
“About...”. When the player selects it, this picture is displayed (a simple
click will close it).

This window is displayed at the beginning of a game to let the player
choose a class. The “Class list” zone will display a list with the name of
all the classes found in the “Players:Classes” folder of your game folder.
When a class is selected, its description will appear in the “Description”
zone, over the background picture.

This window is displayed when an action of type “Dialog” is called with
text and/or answer choices. The “Log button” zone determines where
the player has to click to log the text of this dialog into his journal (see
the “Journal” layout). Journal entries are saved in the save game files.
This window is displayed when an action of type “Dialog Entry” is called
to ask the player for a text input.

This is the window that displays the player’s inventory and the
equipment that he is wearing at the moment. It also displays the amount
of gold in hand as well as other attributes. Use an action of type “Engine
Call” to display the statistics window.

This window is displayed when an action of type “Engine call” is called
with the “Open player’s journal” option. It will let the player look at what
he has logged into his journal (see the “Dialog” layout).

This is the window that is displayed when the player gains a level during
the game (see the “Statistic system” section for more information on
gaining levels).

This window will be displayed when the game starts and each time a map
is loaded. The “Progress bar” zone will display a standard progress bar
control and the “Progress status text” will display the loading status over
the background picture.

The background used when displaying a location of type “Main” that has
the option “Use interface” enabled. This layout will only be used
when a game is in progress. The most important zone is the
“Game area”. This is where the main location picture will appear. There
are also a couple of other zones available to display the player attributes
in real time.

This layout is the exact same thing as the “Main Interface” layout except
that the “Game area” zone is used to display the current “Map” location.
Optional. This picture is used to handle transparency within the map
interface for the game area display. Only the intersection of the game
area zone and the pure black region of the map mask will appear on the
player’s screen. If you don’t specify a mask, the map area will be drawn
in the “Game area” zone of the map layout without any masking (simple
rectangle).

This window is displayed when an action of type “Map Overview Display”
is called. The map location picture will appear in the “Map Overview”
zone (a simple click will close it).

This window is displayed at the beginning of a game (when an action of
type “Engine Call” is executed with the parameter “New game”) to let
the player choose his name. This window will appear only if you checked
the “Show the name dialog” option under the “Misc” panel in the game
options. The default player name (also specified in the game options) will
appear in the text field.
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Plugin Dialog

Race Dialog

Scrollbar skin

Shop

Spell Cast

Spell Selection

Statistics

Task list

ltem Weapon
[tem Armor
Item Shield
Item Gauntlets
Iltem Boots
Item Belt

Item Various
I[tem Special

[tem Helmet

If you have decided to allow plugin development for your game (and
decided to ask the user, not automatically load everything), this window
will be displayed if there is at least one plugin in the “Plugins” folder to
allow the player to pick which plugins he wants to load.

This layout is the exact same thing as the “Class Dialog” layout except
that it lets the player choose a race instead.

The picture used to display the scrollbar of the lists in the inventory,
shops and spell windows. See the “Scrollbar skin” section below for more
information on how to create your own skin.

This window is displayed when a location of type “Shop” is opened (with
an action of type “Teleport” for example). The “ltem List” zone will
display a list of all the items available at this shop by default. The player
can switch between the shop inventory and his own by clicking on the
“Shop Items Button” and “Player Items Button” zones. This way, he can
buy and sell objects.

This window is displayed when an action of type “Engine call” is called
with the “Open player’s spell dialog” option. It will let the player select a
spell to cast.

This window is displayed when an action of type “Spell Selection” is
called within an event to let the player select a certain number of spells
to add to his spell book.

This is the window that displays all the statistic values of the player
(stamina points, strength, etc.). For more information on the meaning of
these values, refer to the “Statistic system” section. Use an action of
type “Engine Call” to display the statistics window. This window will also
be displayed at the very end of the player creation process (i.e. after the
name, race and class window) if the “Show statistics...” option found
under the “Misc” tab in the game options is checked. It is only at this
particular occasion that the “Reroll button” zone will be used to display a
standard button to let the player regenerate his statistics randomly.

This window displays all the tasks that the player currently has. You can
modify the task list content with an action of type “Task list Control”.
The default picture displayed next to items of type “Weapon” in the item
list of the inventory window.

The default picture displayed next to items of type “Armor” in the item
list of the inventory window.

The default picture displayed next to items of type “Shield” in the item
list of the inventory window.

The default picture displayed next to items of type “Gauntlets” in the
item list of the inventory window.

The default picture displayed next to items of type “Boots” in the item
list of the inventory window.

The default picture displayed next to items of type “Belt” in the item list
of the inventory window.

The default picture displayed next to items of type “Various” in the item
list of the inventory window.

The default picture displayed next to items of type “Special” in the item
list of the inventory window.

The default picture displayed next to items of type “Helmet” in the item
list of the inventory window.
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Scrollbar skin

The Coldstone engine uses custom list controls in various windows to display a list of objects (such as
the items in the inventory and shop window). When the number of objects exceed the height of the
list, it will display a scroll bar. This scroll bar is drawn using the picture specified in the “Scrollbar skin”
layout:

The picture is divided in 8 portions. The skin supports
transparency and may be of any width or height as long as each
portion has an equal height.

G s

1. Top scrollbar arrow.

2. Top scrollbar arrow when clicked.

3. Background bar when the user clicked in it.

4. Slider when the user is holding the mouse button over it.
5. Slider in idle state.

6. Background bar when in idle state.

7. Bottom scrollbar arrow when clicked.

8. Bottom scrollbar arrow.

A scrollbar skin with a A more game friendly
standard look. scrollbar.
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Custom menus

Coldstone lets you modify the standard menus of the game engine: the system menu (Apple menu),
“File” menu and “Game” menu. You can add commands in each of these menus. These commands will
automatically execute the event that you have linked to them.

The commands in the system menu will be added immediately after the command “About...” already
there. The commands in the file menu will be added before the command “Quit”. A separator will be
automatically added if there is at least one custom command in the file menu. Finally, the game menu
contains only the commands that you have added. If there is no command added to the game menu,
it won’t appear in the menu bar.

The only menu commands automatically added by the engine are the “Quit” command of the file
menu and the “About...” command of the system menu.

Game Options
.-_" Layauts !.-" MenusVKeysVGIobalsVPluginEVMisc\
X — Henus
Select from the list the [ i
menu that you want to S e & JiHep e
File || = d
: 0w I
modify. Garme B . @"
Marne | Event link
Mew Garne /M Fenu_MewGarme -
Open Garne/0  Menu_OpenGarne |
i Save GamesS  Menu_SaveGame
Click on the “+” button to ] Menu_Separator
add a command to the Toggle fullscreen/F - Menu ToggleFullSoreen
current menu or click on Togale rusic M Menu_Togglefusic
+ Menu_Separator

the “-” button to delete
the selected command.

Use these buttons to move
the selected command up
or down in the list.

Note: To create a keyboard shortcut for a menu, add a slash followed by the shortcut character to
the menu item name (example: “New Game/N”). If you want to add a menu separator, add a
command named “-“.
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Global Keyaown events

Global keydown events make it possible to bind an event to a key press. Events will be launched each
time the player presses this key, at any location in the game (except if this location does not accept
global keydown events - see the “Location Editor” section). The specified key can be sensitive to the
upper and lower case letters. When a key is not “case sensitive”, the upper case and lower case keys
will be regarded as the same key. So, if the key is “case sensitive”, the key “a” and “A” will be

regarded as two different keys.

Click on the “+” button to
add a keydown event or on
the “-” button to delete
the selected event.

Contains all the global
keydown events that you
have defined.
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Global event variables

Event variables are used to store various values on the status of the game. It is with these variables
that the creator of the game will be able to direct the player into an event rather than another (if one
does not meet certain criteria). The number of these variables is unlimited. Each variable has a unique
name, preceded by “gb _”. When the game begins, all the variables are empty.

Creating a global variable =——————"——Game Options
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Modifying a global variable

To modify the contents of a global variable, you have to use an action of type “Change Globals”.
Choose the variable to modify, select the kind of modification (replace, add, subtract, multiply or
divide) and select the value for this modification.

If a global variable has a value of 5 and you execute an action of type “Change Globals” with, as
parameters, an addition with a value of 2 (add), the new value of this global variable would be 7 after
the execution.

Testing a global variable

The global variables have the principal utility to make it possible to influence the execution of an
event. It is with an action of the type “Conditional” that you will be able to do an action rather than
another according to the value of a global variable. If for example you wish that a character rewards
the player if this one visited a place in particular, you will use an global variable. When the player visits
this place, you change the value of this variable to 1 (otherwise it is 0). When the event of the
character starts, you test the value of the variable. If it is equal to zero, you display the usual
dialogue if not, you display the dialogue of reward (or other thing).
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Flugin aeveiopment options

As the creator of the original game, you have the option to allow other game developers to create
plugins for your game. This can greatly extend the life of your product and open it to a wider
audience. Plugins can modify existing parts of your game or add completely new elements to it. You
could also use the plugin system yourself to distribute add-on packs for your game.

Game Options
Layout | K Global F lugi "u,.-'_" i "_-., .
"f e Sv Enugv EFSV it Sv bt i Check this box to allow other
[ allow plugin development for your game developers to create plugins for
- your game.
— Export plugin tables___
Global variabl
[l oo Check every category that you
= = want to be accessible to the
Legstions I Allow additional races plugin developer. If you don’t
[ Events BeA sllew additional classes check the “ltems” category for
[ ttems example, the developer will
never know of their existence.
b ecs [ spenis See the note below on
: customized restriction.
—_ Plugins loading - i
{:} Aute load all plugins
& Ak ouser Select if you want your game to
E automatically load any available
plugin upon startup or kindly
ask the user what plugin he
wants to load.

When you decide to have plugin support within your game, a “Plugins” folder will be created next time
you build your game with a file named “Plugin Data.txt” in it. Every category you selected will be
listed in this file. If you want to remove some files within a category without disabling the category
itself, (let say that you don’t want the user to be able to mess with some particular quest items) just
search for it in the list and remove it. This file is overwritten each time you build your game however
so you may want to do this only before a public release.

Note: If you check “Allow additional races/classes” but you don’t check the “Show race/class
dialog” option in the “Misc” panel, the original game will not let you pick any race. However, if
someone develops a plugin that has a least one race or class in it, it will show the appropriate dialog
but only the races or classes from the plugins will show up. Pillars of Garendall, a game created with
Coldstone, works like this.
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IVIISCEI laneous options

The miscellaneous options panel lets you modify certain additional parameters in your game like the
name of the game, the default name of the player at creation, etc.

The name of your game. When the game is compiled, the The memory allowed for your

final application will have this name.

Game Options

Layouts Menus Eeys Globals

Flugins Misc

— The name of your gamey — —Memory: _

:1F‘i|lar5 of Garendall | |

| kb |

Eﬁhnw the name dialog

D Show the race selection dialog

: D Show the class selection dialog
[ show the statistics (roll) dialog

— Sereen fading... -

| EEnabls- zcreen fading

— Player™s map display: .

o

— when starting a new game_.,

Default name : iDanon

_ Game Screen:

E Show rmenu bar

Made : Full Scre.. =
Depth:

[eso ] %[0 | [l

— Game c¢reator code _

(4 char )

— Doid map dispiay —

* Select...

U

l

Cancel I Sawve

Specify which of the
standard creation dialogs
will be displayed at the
beginning of a new game.

It can be useful to remove
some dialogs when the
main character in the
game (the player) is fixed.

Player’s map display:

If you don’t check this
option, the engine will
ignore any “Fade
effect” action. Useful
for debugging
purposes.

game. This is different for all
games since it highly depends
on how many things you
actually put in your game.

The default name of the
character when the player
starts a new aame.

Show or hide the menubar
when the game starts. Please
note that you can modify the
status of the menubar at any
time using an action of type
“Menubar state”.

Screen mode: select “Window”
if you want your game to run in
a window or “Full screen” if you
want your game to fill the
whole screen. Select “Optional”
if you want to let the user
choose at first launch. The
dimension fields represent the
size of the window if in window
mode or the resolution to
switch at upon startup if in full
screen mode.

Screen depth: the number of
colors you want to set the
monitor to upon startup.
Thousands colors
recommended.

The four-character code that
will identify your Coldstone
game as a unique Macintosh
application.

The picture that will represent the player in maps (at the beginning of the game). During the
game, you can modify this picture with an action of type “Player Map Icon”.

Gold map display:

The picture that will represent gold in maps (gold can be added to a map with the “Launch Item”

action type or dropped by an NPC after it has been defeated).

Click on the “Select...” button and select a picture file to set or change the current picture.
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Plugin development

A Coldstone game developer has the option to enable plugin support in his game which means that other
developers (like you) could use Coldstone to develop add-ons to an existing game. This section describes how
to create such plugins but will assume that you have a certain knowledge of the principles behind Coldstone
(refer to the previous sections of this document).

Starting a new plugin project

Before starting to modify an existing game, you must create yourself a new plugin project, which is
very similar to an empty game. To do so, follow the exact same steps that you would for creating a
new empty game. Select the “Create new game” command under the “File” menu. The Coldstone
Game Wizard will appear and ask you where to save your new project. Press the “Select...” and
choose a destination folder. You will then be prompted to select your game style from the list. Select
“Plugin” from the list and follow the instruction to the end. You new project is empty with the
exception of an event named “Plugin_Debuglnfos.cet”. This event is linked with a “Show plugin debug
infos” command added to the file menu and a global keydown event linked to the “d” key. This event
is automatically added so that you can play the game that you want to modify and gather useful
information about it at any time by either pressing the “d” key!® or selecting the appropriate menu
command under the file menu?®. You should remove it before releasing your plugin to the public.

Plugin development mode

Coldstone can either be in standard game development mode or in plugin development mode. To
switch to plugin mode, select the “Load plugin data...” command under the sub-menu “Game plugin”
of the “Project” menu. A dialog will prompt you to select the plugin data file. This file contains all the
information needed to modify an existing game and should be included with the game itself, in the
“Plugins” folder of the game folder. The file should be named “Plugin data”. Browse to the original
game directory and search for this file.

After you selected the plugin data file, Coldstone will switch to plugin development mode. You will see
that the usual arrow button (launch button) of the toolbar will change for the “Plugin load calls”
button (represented by a brass gear). You now have all the components of the original game virtually
loaded in your project?. If you create an event and add a “Call event” action type for example, all the
events in your plugin project plus all the events of the original game (if any are allowed by the
game’s creator) will appear in the list. You can do anything in your plugin except modifying the
layouts of the original game and some other game options. You will also notice that some menu
commands are not visible in plugin mode.

18 This may not always work if the creator of the original game disabled the “Use global keydown events” option in some locations
(see the “Location editor interface” section).

19 The menubar may not be visible if the creator of the original game hides it. You can however display it yourself using a “Menubar
state” action type within an event.

20 The creator of the original game can restrict those components so that you can’t access some key features of the game (like
special events or items) or hide an entire category of components.
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Plugin Load Calls

When in plugin development mode, you can add events that are to be executed when a specific
location is loaded called plugin load calls. You could for example, use those to modify an existing
map with a “Change map cell” action or a “Stamp control” action. You can edit those events by either
clicking on the button to the far right of the Coldstone toolbar or by selecting select the “Plugin load
calls...” command under the sub-menu “Game plugin” of the “Project” menu. This dialog will appear:

Select the location that you want
Pligin Laad Calls to trigger an event from your
plugin. Only the locations from the
A i original game are displayed.

_n_ Toul A baer yor phgin sAomatinalb fres an event when the
“r  pleysr scesce 8 spscific leesbon Clke @ map or @ man kol end

Lt i open|crenis | Select the event that you want to
Loastin: [l P 12] Event: Lm -l | be executed when the selected
| Ed &G

location is opened in the game.
Only the events from your plugin
project are displayed.

wWariaFid ol E L -

The list of all the plugin load calls.
Use the “+” button to add the

. selected event and location to the
list. Click the “-“ to delete the

| Canoel | || 138 || select call from the list. Finally, use
the two arrow buttons to move
the calls up or down in the list.

Compiling a plugin

To try your plugin, you must first compile it. Plugins need to be compiled in release mode, which
means that all the files in your plugin project will be compressed into one big data file. Select the
“Build release” command from the “Project” menu. Select the platform you want to build your plugin
for and press the “OK” button to validate the dialog. You will then be prompted to select the folder in
which to compile your plugin data. Browse to the original game folder and select the “Plugin” folder
(you can also compile it elsewhere and move the resulting files to this folder) to start the compilation
process. When the compilation will be completed, you will see a new folder with the name of your
plugin?! within the plugin folder of the original game.

Trying a plugin

To try your plugin, you must be certain that it has been compiled in release mode and put in the
“Plugins” folder of the original game. Launch the original game. The creator of the original game may
have selected the “Auto load all plugins” option which will result in your plugin being automatically
loaded upon startup. Otherwise, there will be a nice user-friendly dialog that will ask you which plugin
you want to load. Check yours from the list (do not only select it, mark the checkbox next to its
name) and validate the dialog. Now that your plugin is loaded, play the game and see if your changes
appear as you wanted to! Have fun.

21 You can change the name of your plugin in the “Plugin options” dialog, under the “Misc” tab.
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Release mode compilation
What is release compilation?
When you select the “Launch” (or “Build and Launch”) command from the “Project” menu, a stand-
alone application is created in the same folder as your game folder and executed. You could very well
package the whole stuff and distribute it to the world but everyone would be able to modify your
game data with Coldstone, which you don’t necessary want. Coldstone provides a way to package all

your game data files in one big, clean package. If you want to create a game for a different platform
than yours, such as Windows, you’ll also need to build a release version.

How to build a release version

Select “Build release” from the “Project” menu. This dialog will appear:
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Just check the platform you want to support (and why not check them all? Coldstone will take care
of everything). The “Compress picture data” option will convert every PCT file (Macintosh Picture
format) in PNG format. This will reduce considerably the size of the resulting game but it won’t be
compressed as much if you use a format such as ZIP or SIT to distribute your final package to world.

When you’re done with the above, click OK. You’ll be prompted to select a destination folder for your

compiled game. Validate the dialog and look at the progress bar. When it is be finished, you’ll have a
stand-alone, ready to distribute game package in the destination folder you selected.

System requirements

A game compiled with Coldstone has the following typical minimum requirements:

Macintosh Classic compilation

PowerPC Macintosh

MacOS 8.1 or better

20MB RAM allocated to it

Drawsprocket

Quicktime 4+

This version of your game won’t work on OSX.

Macintosh Carbon/OSX compilation

MacOS 8.1 or better
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MacOS 10.0.4 or better

Drawsprocket

Quicktime 4+

CarbonLib to run under 0S8.1+

20MB RAM allocated to it to run under 0S8.1+

This version of your game will run under 0S8, OS9 (needs carbonlib) and OSX.
Windows compilation

Pentium Il 350Mhz or better
Windows 95, 98, ME, 2000, XP
64MB RAM

DirectX 8

Quicktime 4
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Troubleshooting

Help with common situations you might run into.

My license code is invalid, what can | do?

The license code you were sent is based on your name as you gave it to us when you registered.
Make sure that you are entering your name exactly as it appears on your registration confirmation. If
you still have a problem with your license code not working, please get in touch with us, and we will
take care of the situation for you.

I’'ve lost my license code, what can | do?

Ambrosia Software, Inc. maintains a database of registered users, so if you should happen to lose
your license code, simply email the name of the product and your full name to
lostcodes@AmbrosiaSW.com, and we will send your code to you.

I would like to do something in particular but | don’t know how, what can | do?

The best place to go for help on Coldstone is the Ambrosia Web Board. Go to:
http://www.AmbrosiaSW.com/news/webboard/ and then click on the Coldstone board. If you
register, and why not, it's free! you can post your question, where it will be read and soon answered,
by other developers like you. You can also scroll through questions and answers already posted.
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Registration and Contact 1nto

How to pay for Coldstone and get in touch with Ambrosia.

Shareware?

Coldstone is distributed as Shareware. You are permitted to use it on a trial basis for up to 30 days.
If you wish to continue using Coldstone beyond this period, you are expected to pay a registration
fee to obtain a license to use Coldstone.

After we have processed your registration, we will send you a license code that you enter to
complete the registration process. This removes the shareware notices and personalizes your copy
of Coldstone.

Coldstone has a $40.00 registration fee.

For an additional $5.00 Coldstone can be purchased on CD, giving you a hard copy backup of your
installer. The CD comes with additional graphic libraries, sounds, and music as well as sample
Coldstone games and other really cool stuff to help you out in your game development.

We don’t gouge you with absurd prices. We don’t fool you into buying our software with slick
advertising. What we ask is this: if you like our products, support us by paying for them. If you
don’t like our products, don’t use them (or better yet, tell us why you don’t like them, so we can
improve them).

Why should | register (pay for) Coldstone?

We’re attempting to offer high quality products at a low price on a “try before you buy basis.”
Supporting us by registering Coldstone — assuming you like it — is the only way you can ensure that
we will continue to produce more high quality software distributed as shareware.

Beyond that, you will receive a license code that removes the shareware notices and personalizes
Coldstone with your name, giving you a legal copy on your Macintosh. You’ll also be able to distribute
your games to the world and even submit your product to Ambrosia Software ... who knows, you may
just create the next Ambrosia big hit!

Registering Your Copy of Coldstone

Ambrosia’s Register Coldstone application allows you to easily register Coldstone using your choice of
several different methods. Simply click on the Register... button that appears when you launch
Coldstone. This will launch the Register Coldstone application. You can also double-click the Register
Coldstone icon from the Finder.

Ambrosia Software accepts all major credit cards (Visa, Mastercard, Discover and American Express).
A credit card can be used to register by WWW, email, fax, phone, or postal mail. You can also send a
check or money order to the address that appears below. Ambrosia Software also accepts purchase

orders if your organization requires them. All of these options are available in the Register Coldstone
application.

The Register Coldstone application is used to register Coldstone and enter your license code. This
application should not be thrown out or moved, even after you’ve registered, in case you need to
enter your code again.

About Ambrosia Software, I nc.

Ambrosia Software, Inc. is a small company dedicated to bringing you quality software, excellent
support, and innovative ideas all at a reasonable cost. We give you commercial-quality software at a
fraction of the price, with the added convenience of being able to try out the software before you
pay for it.
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Ambrosia distributes software on numerous electronic information services, as well as via user groups
and approved public domain distributors. Of course, you can always obtain our products directly from
us as well. You are given a 30 day free license to evaluate any of our software; after the 30 days
have passed, you are expected to send the appropriate registration fee to us for processing.

Ambrosia creates personal productivity tools that make using your Macintosh a more enjoyable
experience, as well as anti-productivity tools (games) which make your Macintosh just plain fun.

Support Forums
The latest versions of all our products are always available in the Ambrosia Software forums on the
following services:

= America Online: While you are signed on AOL, choose Keyword... from the GO TO menu, type
FILESEARCH, and hit the return key.

= CompuServe: While you are signed on CompuServe, use GO word AMBROSIA to reach the Mac
Vendor D area, where Ambrosia Software, maintains a forum.

= Internet: Visit our web site at http://www.AmbrosiaSW.com/ or our ftp site at
ftp://ftp.AmbrosiaSW.com/

« Hotline: Visit our Hotline server at hotline://hotline.AmbrosiaSW.com/

You can now get all of our products on one CD. This CD contains unregistered versions of all of our
games and utilities, plus lots of extra goodies. You can order this CD from our web site at
http://www.AmbrosiaSW.com/Ware/ or you can call our toll free number 1-800-231-1816. This
number is available from 9AM - 5:30PM EST, Monday through Friday.

Contact I nformation
Please feel free to get in touch with us using any of the following methods:

Ambrosia Software, Inc.
PO Box 23140
Rochester, NY 14692

Tel: 716.325.1910 (technical support)
800.231.1816 (orders only)

Fax: 716.325.3665

America Online: AmbrosiaSW
CompusServe: T74777,1147
GEnie: AmbrosiaSW
Internet: help@AmbrosiaSW.com (technical support)

register@AmbrosiaSW.com (orders only)
lostcodes@AmbrosiaSW.com (lost license codes only)
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APPENDI X A —Fileformats

Coldstone supports various media formats.

I mage formats

Some image formats support a custom resolution. Coldstone only supports the standard resolution
equal to 72ppi (pixel per inch). If the resolution is different, you may not have any problem loading
it in the editor but it can cause very strange effects in the final game. If your game experiences some
problems loading a specific map, check the pictures used by it (remember, 71.9ppi is not 72ppi!).

| Format | Extension | Notes |

Mac Picture PCT Coldstone only supports the standard RLE for picture
compression (no Quicktime compression). Using this format can
result in bigger data files but will be compressed at a higher
ratio if you stuff it for internet distribution.

JPEG JPG Only use this format for pictures that don’t need any
transparency. This format is destructive so some pure white
pixels may be slightly modified.

PNG PNG Use this format to create translucent images. Add an alpha
channel to create a transfer mask for the original image.
Bitmap BMP The standard Windows raw image format. Not recommended

since it uses a lot of disk space. You should use PCT or PNG for a
non-destructive format instead.

Sound formats

Coldstone uses a high-speed cross-platform sound player. It actually supports only the AIFF sound
format with IMA encoding and mono channel. There is SoundApp, a very good Macintosh
application available out there that can help you easily convert sounds in this format.

Music and movie formats

Coldstone uses the Quicktime technology to play music and movies. Quicktime supports a wide
variety of formats including but not limited to AIFF, MPEG, and MP3. For the complete list of all the
file formats supported by Quicktime, you should visit:

http: tions.html.

icktim ifi
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