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//  ORIGINAL BOT BASE: ACEBot by Steve Yeager [Required text follows]


//


//	The ACE Bot is a product of Steve Yeager, and is available from


//	the ACE Bot homepage, at http://www.axionfx.com/ace.


//


//	This program is a modification of the ACE Bot, and is therefore


//	in NO WAY supported by Steve Yeager.


//


//	This program MUST NOT be sold in ANY form. If you have paid for 


//	this product, you should contact Steve Yeager immediately, via


//	the ACE Bot homepage.


//





This bot is a little module I wrote as a gift for the KingPin society. It is a FREE module for KingPin and it must stay that way. It still not the way I want it, so it can be buggy sometime. Keep in mind that KingPin ins't the most stable game ever also.








--------


Features


--------





How do they react to the world?:


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





- How do they find you (or another bot)?: 


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





  - They can see you in three definable level of sight:


    - Level 0 : Directly infront of them. (easy)


    - Level 1 : Human eye like. (average)


    - Level 2 : Infront of you. (hard)


    - At all level, they remember the last place you were and 


      try to follow you there (if they don't see you anymore). 	





 - They can ear gun shot, then try to find who fired.


 - If they remember you, they will try to follow you


   for a certain definable amount of time. 








- How do they move?:


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





 - They move around the level following a node path retreving                     


   equipement.


 - When they have an enemy in sight, they strafe, move forward-      


   backword, jump and crouch. (all those movement are definable with         


   percentage ratio.)





- How do they attack?:


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





 - Each bot have a definable favorite weapon and (angle) accuracy.





All bot skin, model and name are also definable.  





- CNBot is now working online.





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


How to use Cold Night Bot


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





Unzip the bot files into a subdirectory called "cnbot" of your KingPin installation directory e.g.: c:\program files\kingpin\cnbot. 


Start KingPin with this command line parameters


"kingpin.exe +game cnbot" Then, start a gangbang.








----------


Game Modes


----------





Cold Night Bot support two types of gameplay: GangBang and Team Play. To play a gangbang, just start the server from the menu.


To play a team play, type "deathmatch 1" in the console, then start the server with the map command, ex- map kpdm1.





You can also start a BagMan server, the bots will play in team, but there is no support for BagMan itself. 








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


How to make customs bots


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





The custom tag:





Because Cold Night Bot now have two ways to define a bot, tags has been added. If the tag custom ( [CUSTOM] ) is founded, the file reader will change to custom mode. Place this tag before your bot definitions.





ex-


[CUSTOM]


Space-Toaster,0,5,20,50,1.5,0,male_thug/018 016 010,1;


Master,0,5,20,40,1,2,male_thug/018 016 010,3; 


...





bot definition syntaxe:





NAME,ACCURACY,FAVORITE_WEAPON,CHASE_TIME,MOVE_PERCENTAGE/2,MOVE_TIME,VIEW_LEVEL,SKIN,TEAM;





ex- Space-Toaster,0,5,20,50,1.5,0,male_thug/018 016 010,1;





It is possible to add comments line in the bot definition, just add a      "#" at the beginning of a line and it will be in comments.





ex- # this is a comment





Name :





You can name your bot as you wish, but I recommend to not use space, because it will not be possible to remove it from server (space seperate arguments in the console).








Accuracy Malus (0-180) :





The accuracy malus is the maximum deviation degree(devided by 2) for bot aim. In fact, 180 is a lot too much, that mean the bot may shoot at it left or right side (90 degree deviation). The deviation is horizontal and vertical. This has been modified from the ACE code. Originally, it was a distance deviation; it was working fine but wasn't realistic (bot aim was the same what ever the distance). 





Favorite Weapons (0-8) :





The favorite weapon is the weapon the bot will prefer. It will try to get it first and will use it before using others.





Here is the list :


                   PIPE		                0


                   CROWBAR			    1


                   PISTOL			    2


                   SHOTGUN			    3


                   TOMMYGUN			    4


                   HEAVYMACHINEGUN	          5


                   GRENADELAUNCHER	          6


                   BAZOOKA			    7


                   FLAMETHROWER		    8





Chase Time (0-...) :





The chase time is the number of seconds a bot will spent to track down an enemy. Per exemple, if the bot isn't disturb during chase (he doesn't see other enemies), the bot will try to follow the enemy during 20 seconds if is chase time setting is set to 20. There is no limit of time, but I recommend from 0 to 60 seconds.





Move Percentage (0-50) :





The move percentage is a combat variable that define the percentage of time the bot will move left, right, forward, backward. 50 mean the bot will move left 50% of the time and right else. 30 mean the bot will move left 30% of the time, 30% right, and 40% nothing.





Move Time (1-5) :





The move time, is the max. number of secconds a bot will go in the same direction in combat mode. (I recommend a number from 1 to 5 secondes.)





View Level (0,1,2):





The view level change the way a bot see his opponent.





0 : Poor


1 : Average


2 : Really Good





For further information, please refer to the comments.txt file... (~/cnbot/botdef/comments.txt)








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


What are pre-defined settings


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





I made some pre-defined settings, so bot definition is easier.





The predef tag:





Place that tag before your predef bot definition.





ex-





[PREDEF]





Std_Bot,0,6,male_thug/011 011 011,1;


Carrie,1,1,female_chick/011 012 013,2;





[CUSTOM]





Space-Toaster,0,5,20,50,1.5,0,male_thug/018 016 010,1;


...





predef bot definition syntaxe:





NAME,SKILL_LEVEL,FAVORITE_WEAPON,SKIN,TEAM;





ex- Carrie,1,1,female_chick/011 012 013,2;





Those skill level are: 0 = Total Moron


                       1 = Ass Hole


                       2 = Newbie


 			     3 = Street Kid


                       4 = Pimp


                       5 = Thug 


                       6 = Tough guy


                       7 = Experimented Killer


                       8 = King 


                       9 = Superman   








  


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


Server Commands


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





SYNTAXE: sv commands





This call display the list of server commands.





ex- sv commands





---





SYNTAXE: sv loadbot [FILENAME]*





You may have as much bot definition files you want, named the way you want. To load one or more of them, use the "loadbot" call from the console in a game. 





ex- sv loadbot bot_boys.def bot_girls.def





Note: If there is no argument, the bot.def file will be load.





---





SYNTAXE: sv addbot NAME SKILLLEVEL FAVORITEWEAPON TEAM





You may use the "addbot" call from the console to spawn bots "on the fly" using the pre-define settings. It's a server command.





ex- sv addbot John_Smith 3 8 2





Notes: all arguments may not contain space(for sure spaces are used to seperate arguments in the console). Per example, 


sv addbot John Smith ... will be interpret as NAME=John and


SKILLLEVEL=Smith 





---





SYNTAXE: sv remove [BOTNAME]* 





You may use the "removebot" call from the console to remove bot(s).





ex- sv removebot John_Smith Billy





Notes: You can use "sv removebot all" to remove all bots


Also same note than addbot





---





SYNTAXE: sv savenodes





You may save the bot path array in a file using the "savenodes" call from the console.





ex- sv savenodes





Notes: This is done everytime a game end naturally (time limit expired, max kill reach), but not when the user stop it, so before leaving a game, it is important to use this fucntion to save map pathing progress.





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








-----------


Route files


-----------





How to make your own route files, really easy. You can do it while playing. The route file is a collection of point where you went. Dots are link together and produce paths.





To save the route:


type sv savenodes in the console, it will save it in a file name:


"mapname.nod"





Those nod files are located in the ~cnbot/routes directory.








-----------


Future plan


-----------





This bot has been rush a little bit, so there is a lot of things


that will change in time, here's a list:





- Team mode (Done)


- Bot Chat (Not really pertinent, who look those messages anyway)


- Hot Potatoes (another crappy name, but funny) (Partial)


- Better file system (Done)


- Online support (Done)








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


Special thanks


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





ACEBot base      :	Steve Yeager


KingPin bot base :	Connor "RiEvEr" Caple


Bender           :      the Web MAster


Id Soft (for the engine core)       


Xatrix Soft (for this cool game)     





		


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


Special Notes


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


This is a FREE game modification and it must stay that way. I coded this module for fun and if anything bad occur after the use of it, I hold no responsability.





