NakedMud OLC For Dummies

A Reference for the Inexperienced

Introduction

Chapter 1:  Zones

Zones are an important organizational tool for building in NakedMud.  They are, in essence, a grouping of: rooms, objects, mobiles and triggers that together create an interactive area for your players to explore.

If you are the first builder to work on your NakedMud game, you there will be but one example zone created for you.  When you type zlist you should see something like the following:


If you are not the first builder on your game, you may see other zones listed here as well.  Each zone has its own, unique key for identification.

If you wanted to create a new zone, the syntax would be:

zedit new [key].  In the following example, I shall create a new zone that I intend to later connect to the existing examples zone.  To this end, I would input the following:  zedit new seedy_alley to which my mud replies:


My new zlist shows:


I can now edit my new zone (or any existing zone)with the following syntax: zedit [key] – in this case zedit seedy_alley brings up the following OLC Menu:


Each number on the menu represents a setting that I can change for this zone.  If I want to change the name of my zone, I should enter a 1 first to bring up the Name option for the zone.  Then I can enter the new name that I wish to give the zone.  In my example, I shall enter A Seedy Alley.

The OLC menu will update my screen to display the new name I have given my zone:


The second option allows me to set building permissions for this zone.  Anyone else that I would want to be able to build in the Seedy Alley zone should be added to this option.  This list does need a comma and space between added names.  Since my partners in crime are Zeus and Athena, I shall add them by going to option 2 and entering the following:  Hera, Zeus, Athena.


As I do not have any objects or mobiles created and set up to reset in my new zone yet, there is no reason for me to change the reset timer in option 3 at this time.  (This option sets the length of time between resets in the zone, we’ll cover that more in a later chapter).

Option 4 simply shows us how many rooms are currently using resets in this zone.  Since we haven’t built any rooms yet, it should say 0.

Option 5 is where we can add a small description of our zone that only our fellow immortals can see.  It’s nice to add something here explaining why our zone exists and what we plan to do with it so in the example, I went into option 5 which brought up the following menu: 


Since there is already a description here, but not the one I want, I will have to type /c to clear the editor before typing in the following description:  This is a narrow alleyway connecting the tavern and other small businesses to a main thoroughfare.  Once I’ve entered in the description, I need to format it with /f and exit the editor with /q.  (See the chapter entitled EDITORS for more information on using NakedMud’s editors)

My OLC menu now looks like this:


To complete the creation of my new zone, all I need to enter now is Q to quit from the menu.  The Olc will ask me Save changes (Y/N) to which I reply with a Y as yes, I do want to save the changes I made to this zone.

If you followed along with this example, you should have a shiny new zone.  If you did use a different key for your zone, remember to use that key instead of the seedy_alley for all examples used throughout this document.

Chapter 2:  ABSTRACT ROOMS

Rooms represent places that players can visit.  They feature a written description of the room as well as other vital information that players will need to know as they explore your world.  Rooms have many different possible settings as well and we’ll go over each of them in this chapter.

To start out, I’ll continue in our new zone seedy_alley.  Since this zone is totally devoid of rooms, we’ll need to create one while standing in an already existant zone.  

This room will serve as a blueprint for several other rooms in our zone.  I should take the time to cover abstract prototypes lightly here.  Due the resourcefulness of the NakedMud codebase, one can create a room with settings that serve as prototype that other rooms can reference and abstract code from.  As long as the rooms have something in common, it makes sense to use an abstract to save space and help with continuity.

We are building 4 rooms for our zone so far (we can always make more later).  These four rooms are all going to be strung together to make an east and west running alley.  Since they are all part of the same alleyway, it is natural to assume they will have a lot in common.  Hence the usefulness of making one abstract room for all four of them to reference first.  (See chapter ABSTRACTS for more information).

The following syntax will bring up our room editing menu:  redit [key@zone] in our case I’ve entered:  redit abstract_alley@seedy_alley to create our first room:


Option 1 is a yes/no toggle to set whether our room is a ‘real’ room that we can walk into or an abstract that simply serves as a blueprint for other rooms.  Since we are making an abstract, leave it set to YES.  (If you accidently toggled it to no by pressing 1, simply enter 1 again to toggle it back to YES).

Since we are not going to be inheriting from any other abstracts right now, we can leave option 2 blank.

Option 3 is where we will enter the name for the rooms that follow this blueprint.  This is something the players will see every time they walk into a room that pulls this room name.  I’ll use:  A Narrow, Seedy Alleyway for the name of my example abstract.

In option 4 I will /c to clear the default room description (it looks unfinished.) to make way for my own.  Here is where your own artistic style can really come through.  As my zone is supposed to depict a very narrow street, that is what I’ll try to describe in option 4.  When I’m done typing in my description, I’ll use /f to format it and /q to quit from the editor.

Option 5 works exactly the same as option 4, except this description is is shown instead of option 4 if in the game it is nighttime.  (If you leave option 5 blank, however, option 4 will showup at night as well)  As I’m not sure if I want to create a separate night description for my alley yet, I’ll leave this blank.

For option L we will be setting the terrain type.  The following list of choices will display once we enter into the terrain type menu:


Since our rooms will make up an alleyway, it seems best for me to chose terrain type 3.  (Note that your mud may have different terrain types if the code has been changed, make sure to read your list of choices before choosing one).  Once we choose a terrain type, we’ll end up back at the main ROOM OLC MENU.


Option B allows us to set bits for our room.  As stock NakedMud doesn’t have any bits to choose from for rooms, there’s no need to enter anything rightnow.  (Your mud may have options coded into it for bit setting, such as a bit for banks or shoes_shops).

In option Z we can declare whether or not this room should reset when the zone resets.  Since we have created no objects or mobiles to reset in this room, for now we’ll leave it a no keeping in mind we may change our mind later.

Option R would bring up the reset menu, where we set objects and mobiles to reset into this room.  Without any objects or mobiles, we’ll pass on this option for now, adding it at a later time.

Extra descriptions can be added using option X.  It’s always a good idea to have at least one extra description in a room, something that a player can look at more closely, giving them the chance to feel like they’ve discovered something interesting.  Going into this option brings up the following menu:


Since I haven’t made any extra descriptions in this abstract yet, I’ll need to enter N to do so, which in turn brings up this set of choices:


The 1st option, keywords, is where you can list the words that a player can ‘look at’ to see the extra description.  In my case, I mentioned in the room description some fire escapes.  So I might as well make one about those.  I’ll enter for my keywords:  fire, escape, escapes as players might want to try typing:  look fire, or look at escape…

In the 2nd option, description, you can describe the point of interest you are allowing players to more closely examine.  I shall set mine to:  Rusted beyond repair, the fire escapes in this alleyway no longer serve their intended purpose.  Some are used as small balconies with potted plants on display while others support heavy air conditioners that protrude from the above windows.  Rust streaks down the brickwork of the surrounding buildings at each point where the old escapes have long been bolted.  Remember to /f and /q to finish up your own extra descriptions.  Then Q out of the new extra descriptions menu.  You can add more descriptions or edit your existing ones from here if you’d like.   Then Q to get back to the MAIN ROOM MENU.


As options E and F have to do with exits and this is an abstract room, not one that we will be able to actually stand in or walk through, we have no need to use those options at this time.

Option C is for extra code for the room, which is something we’ll leave for more advanced building lessons.  We won’t use this option until we cover Triggers in chapter X.

As we are now done with our new abstract, we can type Q to quit and Y yes, save.

When you type RLIST [ZONE] it will list all the rooms in that zone.  In my example, I can type RLIST SEEDY_ALLEY and see the following now:


In the next chapter, we’ll discuss creating actual rooms that players can walk through, and pulling information from abstracts (when we want to).

Chapter 3:  REAL ROOMS

In the last chapter, I gave an example on how to create a blueprint for your new zone.  That is an optional step, but one that will help to create depth and organization in your world.  In this chapter, we’ll be creating real rooms that players can walk through.  We’ll cover pulling information from abstracts, putting in unique information for a room and using the MAIN ROOM MENU for these real rooms.

We’ll start off by creating our first room, in I’ll start off by entering:  redit alley_1@seedy_alley. This will create a new room for us to work on.

Option 1:  We’ll want this to be a real room, so toggle this to no.

Option 2:  Reference our existing prototype abstract_alley@seedy_alley.

Option 3:  Enter into option 3, but then enter A BLANK LINE if you want to pull over the room name from the abstract we made earlier.  If you want this room to have a unique name (other than A Narrow, Seedy Alleyway) then enter it here.

Option 4:  In the editor, make sure to /c to clear the default description.  The room will automatically pull over the description from your abstract (If you entered one at all).  If all you want for this room description is the one pulled from your blueprint, then leave the editor completely blank.  If you wish to add more detail to this particular section of the alley, you may do so here.  I think I’ll add a line about a clothesline dangling overhead to this section of the alley.  Either way, finish out of the editor with /f (if you have entered more text) and /q.

Option 5:  Is again a place where you can enter a night description if you so choose.  Be forewarned that you enter a night description for this particular section of the alley but your abstract did not have any night description, no text from the abstract will be displayed here at night.

Option L:  We have leave this unchanged if we wish to use the same terrain type as our abstract, and in this case we do.

Options Z and R we shall leave until we have made some objects and mobiles.

Option X is where you can add more extra descriptions for this specific section of the alleyway.  In my case, I’ll add a description of the clothesline I added to option 4.

Option T will have to wait until we’ve written some triggers.

Options E and F will have to wait until we build some more rooms in our alley.

Option C we’ll leave for advanced building.

So we are again done with our room, alley_1.  You may repeat the process in chapter 3 to create alley_2 and alley_3 if you’re closely following my examples.  Otherwise, continue to make a few more rooms and we’ll cover connecting them next.

Chapter 4:  ROOM EXITS

Since we’ve now created a few rooms in our new zone, we can actually stand in one of them!  Syntax to go there:  goto [key@zone], in my case, goto alley_1@seedy_alley.

You should see something like this:


Keep in mind that each mud will have its own formatting for room descriptions.  So this is not exactly what you’ll see, but something similar.  Also, if you wrote your own descriptions while following along, you’ll see your own here.

This is all fine and well, but our alley isn’t really walk-able.  We need to connect our rooms.  Since we’re actually standing in the room we want to edit, we can get away with just typing:  REDIT without any arguments after it.  It’ll bring us straight to alley_1’s MAIN ROOM MENU.


Since we’ve got the fundamentals of this room set up, we’re going to go straight to option E to create a new exit.  This will bring up the following choice:


In my example, I want to edit the exit going east from this first section of the alley, so I will enter:  east.  If you want an exit to go another direction, simply use that direction instead.  If you’re building a more advanced area, you can use a custom direction like descend or clockwise.  For our simple area, east will do just fine.  After entering the direction you wish to edit, you’ll see the following:


Since there is no actual ‘door’ for players to interact with during their walk east down the alley, there is no reason to fill out or change options 1-5.

For option 6, enter the key of the room you want to be east of the current room.  In my example, I’ll enter:  alley_2.  (Notice that we don’t need to include the @zone for this as we are already standing in seedy_alley)

The remaining options deal with doors, locks, ect.  We won’t have to use any of those for our first exit either.  Simply Q to get out of the exit menu.  Use Q and Y to get out of the OLC.

Now when I look at the room I’m standing in, I see the following:


I can now walk east to alley_2, where I will connect west back to alley_1 and east to alley_3.  From alley_3, I shall connect back west to alley_2.  My rooms should now basically allow me to back and forth along the alleyway.

But what if we want to create an actual door for players to interact with?  And what if we’re connecting to another zone?  We can do that from our existing example as well.  While standing in alley_3 it occurs to me that this might be a good place to put the tavern given to us in the examples zone. 

Standing in alley_3, type:  redit.


Going into option E brings up:


This time, I’ll make a custom exit direction and use:  in then make the following changes in the exit menu:  (please note that $n will be replaced by the name of the player exiting/arriving through the door).


Since this is a public establishment, it doesn’t require a key.  If you had wanted an object to serve a key for locking this doorway, you would simply enter key@zone for option 8.

At this time, the pick diff and spot diff are not in use in stock NakedMud.  If your mud has code to use these two factors, you’ll want to discuss them with the other staff to find out how they have implemented them and want them used.

Of special interest is that we set the opposite direction manually to out as want our door to be able to be closed/opened from either side and we have a custom direction for our door.

As speciality exits are not listed in a room’s description automatically, we’ll have to add that under option 4 in the MAIN ROOM MENU.  Something like:  A door here leads in to a tavern.

Our room should now look something like this: (And we should be able to go IN to the tavern.  Don’t forget to make a matching door OUT from the tavern to alley_3@seedy_alley!)


Key            Name                                             Editors  Timer


--------------------------------------------------------------------------------


examples       The "proof of concept" zone                      Alister     -1





You create a new zone (key seedy_alley).





Key            Name                                             Editors  Timer


--------------------------------------------------------------------------------


examples       The "proof of concept" zone                      Alister     -1


seedy_alley    Hera's zone                                         Hera     -1





[seedy_alley]


1) Name


Hera's zone


2) Editors


Hera


3) Reset timer: -1 mins


4) Resettable rooms: 0


5) Description


A new zone created by Hera








Enter choice, ? [topic] for help, or Q to quit:





1) Name


A Seedy Alley





2) Editors


Hera, Zeus, Athena





Enter a new description:


==========================================================================


Begin editing. /q on a new line to quit, /a to abort. /h for help         


==========================================================================


A new zone created by Hera





[seedy_alley]


1) Name


A Seedy Alley


2) Editors


Hera, Zeus, Athena


3) Reset timer: -1 mins


4) Resettable rooms: 0


5) Description


   A new zone created by Hera This is a narrow alleyway connecting the tavern 


and other small businesses to a main thoroughfare.








Enter choice, ? [topic] for help, or Q to quit:





[abstract_alley@seedy_alley]


1) Abstract: yes


2) Inherits from prototypes:





3) Name


an unfinished room


4) Description


it looks unfinished.


5) Night description (optional)


L) Land type [leave unchanged]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : nowhere           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





Enter choice, ? [topic] for help, or Q to quit: l


   0) Inside                1) City                  2) Road            


   3) Alley                 4) Bridge                5) Shallow Water   


   6) Deep Water            7) Ocean                 8) Underwater      


   9) Field                10) Plains               11) Meadow          


  12) Forest               13) Deep Forest          14) Hills           


  15) High Hills           16) Mountains            17) Swamp           


  18) Deep Swamp           19) Sand                 20) Desert          


  21) Ice                  22) Glacier              23) Cavern          


Pick a terrain type:





[abstract_alley@seedy_alley]


1) Abstract: yes


2) Inherits from prototypes:





3) Name


A Narrow, Seedy Alleyway


4) Description


  Aged brick facades press against a thin ribbon of pavement, forming a narrow


alleyway.  Trash and empty boxes fill the space, making it difficult to 


traverse the makeshift maze.  Rusted fire escapes interrupt the sliver of sky 


visible through the gaps between buildings above.


5) Night description (optional)


L) Land type [Alley]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : nowhere           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





Entries: 0





E) edit entry


N) new entry


D) delete entry





Enter choice, ? [topic] for help, or Q to quit:





1) Keywords





2) Description








Enter choice, ? [topic] for help, or Q to quit:





[abstract_alley@seedy_alley]


1) Abstract: yes


2) Inherits from prototypes:





3) Name


A Narrow, Seedy Alleyway


4) Description


  Aged brick facades press against a thin ribbon of pavement, forming a narrow


alleyway.  Trash and empty boxes fill the space, making it difficult to 


traverse the makeshift maze.  Rusted fire escapes interrupt the sliver of sky 


visible through the gaps between buildings above.


5) Night description (optional)


L) Land type [Alley]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : nowhere           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





 Key                     Parents                                       Abstract 


--------------------------------------------------------------------------------


 abstract_alley          -------                                            yes





[alley_1@seedy_alley]


1) Abstract: yes


2) Inherits from prototypes:





3) Name


an unfinished room


4) Description


it looks unfinished.


5) Night description (optional)


L) Land type [leave unchanged]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : nowhere           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





A Narrow, Seedy Alleyway[alley_1@seedy_alley] [Alley]


   Aged brick facades press against a thin ribbon of pavement, forming a narrow


alleyway.  Trash and empty boxes fill the space, making it difficult to 


traverse the makeshift maze.  Rusted fire escapes interrupt the sliver of sky 


visible through the gaps between buildings above.  High above, a clothesline 


dangles between two windows on opposing sides of the alley.








[alley_1@seedy_alley]


1) Abstract: no


2) Inherits from prototypes:


abstract_alley@seedy_alley


3) Name





4) Description


   High above, a clothesline dangles between two windows on opposing sides of 


the alley.


5) Night description (optional)


L) Land type [leave unchanged]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : nowhere           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





What is the name of the exit you wish to edit:








1) Door name


<NONE>


2) Door keywords


<NONE>


3) Leave message


<DEFAULT>


4) Enter message


<DEFAULT>


5) Description





6) Exits to    : 


8) Key         : 


7) Closable    : [    No]


9) Pick diff   : [     0]


0) Spot diff   : [     0]


O) Opposite dir: <DEFAULT>





Enter choice, ? [topic] for help, or Q to quit:





A Narrow, Seedy Alleyway [alley_1@seedy_alley] [Alley]


   Aged brick facades press against a thin ribbon of pavement, forming a narrow


alleyway.  Trash and empty boxes fill the space, making it difficult to 


traverse the makeshift maze.  Rusted fire escapes interrupt the sliver of sky 


visible through the gaps between buildings above.  High above, a clothesline 


dangles between two windows on opposing sides of the alley.  A Narrow, Seedy 


Alleyway continues east.








[alley_3@seedy_alley]


1) Abstract: no


2) Inherits from prototypes:


abstract_alley@seedy_alley


3) Name





4) Description


   High above, a clothesline dangles between two windows on opposing sides of 


the alley.


5) Night description (optional)


L) Land type [leave unchanged]


B) Set Bits: 


Z) Room can be reset: no


R) Room reset menu


X) Extra descriptions menu


T) Trigger menu


E) Edit exit


F) Fill exit


   north      : nowhere                 east       : nowhere           


   south      : nowhere                 west       : alley_2           


   up         : nowhere                 down       : nowhere           


   northeast  : nowhere                 southeast  : nowhere           


   southwest  : nowhere                 northwest  : nowhere           





C) Extra code





Enter choice, ? [topic] for help, or Q to quit:





What is the name of the exit you wish to edit:








1) Door name


a tavern door


2) Door keywords


tavern, door, in


3) Leave message


$n enters a tavern.


4) Enter message


$n exits a tavern, arriving in the alley.


5) Description


   An illustration depicting a large mug of overflowing ale marks the doorway 


of a tavern.


6) Exits to    : tavern_entrance@examples


8) Key         : 


7) Closable    : [   Yes]


9) Pick diff   : [     0]


0) Spot diff   : [     0]


O) Opposite dir: out





Enter choice, ? [topic] for help, or Q to quit:





A Narrow, Seedy Alleyway [alley_3@seedy_alley] [Alley]


   Aged brick facades press against a thin ribbon of pavement, forming a narrow


alleyway.  Trash and empty boxes fill the space, making it difficult to 


traverse the makeshift maze.  Rusted fire escapes interrupt the sliver of sky 


visible through the gaps between buildings above.  A door here leads in to a 


tavern.  A Narrow, Seedy Alleyway continues west.











