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Go to the NPCs tab, right click, select "New"
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ID is the CS Name
"Name" is the in-game name
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Naming convention: TR_mX_Name_Surname
Script: TR_mX_NPC
		  TR_mX_NPC_NoLore
        TR_mX_NPC_Slave
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Those are the most common NPC scripts
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Select a Race
Select a Class
Select a TR_Faction
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(Not all NPCs need a faction)
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Select Level, this influences stats
Choose the Head and Hair
Press "OK"
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NPC is now created in object window, note that Count=0, this means there are no instances of the NPC ingame

Select the NPC and drag it into the viewer window
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Note that Count=1
This is your NPC, it needs clothes
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You can change the head and hair whenever you like, just be sure to press save
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Example
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Go the the clothing tab, select and drag clothing into the items tab of the NPC

Double clicking on an NPC in the viewing window opens up the NPC tab which you see below
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Clothing:
- Robes
- Pants
- Shirts
- Shoes
- Left/Right Gloves
- Amulets
- Belts
- Rings
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The item tab of the NPC now has clothing in it, press save



Tomas
Typewritten Text
Note the Gloves and Shoes
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Go to the Armor tab
Drag armor into the items tab
Save
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(Not all NPCs need to have armor)
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Go to the Weapons tab
Drag weapons into the items tab
Save
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If making a mage NPC, relevant spells to the class are automatically added
This NPC is an Assassin, therefore any spells will need to be added manually
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Press the "AI" button
Fight denotes the willingness to fight, 100 means the NPC will auto-attack on sight
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Flee denotes the susceptibility to Demoralize spells or the level of the player

Alarm denotes the willingness of an NPC to report a crime, 100 is the conventional amount
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NPCs can be given packages
A wander package makes them wander about, deleting the package makes them stand still
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This is a friendly NPC, fight = 30, alarm = 100
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If you want the NPC to wander, set a desired distance per day
If you set duration in hours=24,
the NPC will wander about non-stop
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Distance = 0 means the NPC will stand still

Idle Chances denote which idle animations the NPC will display while standing still;
see resources for the 8 possible animations



Tomas
Typewritten Text
If you want the NPC to offer services, one way to do so is to change the class to a services class; pawnbroker, priest service, 
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smith, etc...
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Note that "Auto Calculate Stats" is selected
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Add a sensible amount of barter gold
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Note that pawnbroker services are already selected and unchangeable
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Deselect "Auto Calculate Skills"
You can now choose what services the NPC will offer and what they will or will not buy and sell
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