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Part | - Game Constants

MaxShi psl nSyst em 36
MixS el | ar oj ect s 1500
MaxSyst ens 1000
MaxShi pd asses 4
MixSt el | ar G asses &4
JunpD st ance 1000 pixel s
MaxVeéaponTypes &4
MaxQut fitltenTypes 128
MaxBeansnScr een 8
MaxDudeTypes 128
MixGovt s 128
MaxExpl osi onshscr een 16
MaxM ssi ons 512
NumMi ssi onBi t s 512
MaxCar goTypes &4
MaxPer sonTypes 512
MaxShot sOnscr een 128
MaxAst er oi ds 10
MaxNebul ae 4
MaxS nul t aneousM ssi ons 8
MaxD sasters 128
MaxH eet s 128
MaxMovi es 128
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Part Il - Resource Descriptions

Not e Qverride's resources all start at ID nunber 128, but the internal storage for
all data file info is zero-based. Therefore, when a field in the Qrerride data file is
said torefer to a governnent, stellar object, etc., it refers toit by its index nunber
(starts a 0) unless it is specifically stated that it is referring to the ID nunber,
vhich starts at 128.

Not e Sone of Orerride's fields refer to other resource I35 or index nunbers, but
their values are offset by a certain amount to indicate type. For exanple, the nisn
resource’'s AvailSel field refers to the index nuniber of a govt resource when its val ue
is between 10000 and 10063. In cases like this, it is necessary to add to or subtract
fromthe field in order to force the value into the proper range: in this instance,
you' d subtract 10000 to find the index nunber of the govt.

Not e Ay resources in an Qrerride plugin file automatically repl ace sane-nunier ed
resources in Orerride’s main files. Additional graphics for the shipyard and outfit
dialog nenus (just individual nenu itens, not the whole nenu!) are loaded fromRACT IDs
5101 and up for shipyard and 6101 and up for outfit. (e.g. 5101 is the first ship type,
5105 is the fifth, etc., and the sane goes for the outfit nenu itens) These nenu itens
wll replace the respective ones inthe nain nenu resources, P CIs 5100 and 6100.
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* The spin resource (stored in Override Graphics)

Sin resources contain sprite info. Wenever Qverride needs to load a set o
sprites for a particular object, it looks at that objects's spin resource, which inturn
tells the gane how to load the object's sprites. Qrerride sprites are stored as paired
sprite and nask P CT resources. The sprites in each PCT are arranged in a grid, which
can be of any size. The spin resource tells Grerride what shape and size the sprites'
grid is. Spin resources have the followng fields:

SoritesID ID nunber of the sprites' R CI resource
Masksl D ID nuniber of the nasks' R CT resource

xS ze Horizontal size of each sprite (should be a mitiple of 8)
yS ze Vertical size of each sprite
XTiles Horizontal grid di nension

yTil es Vertical grid dinension

Sin resources have certain reserved |ID nunbers, which correspond to different types o
obj ect s:

128- 191 Shi ps

200- 263 Véapons

300- 363 Sellar obects
400- 402 Expl osi ons

500 Boxes

It is inportant to note that the ID nunbers of the PICT resources are non-critical, as
Qverride looks at the spin resources to find the sprites, and not at the actual R CT ID
nunier s t hensel ves.

Note: The total nunber of sprites in the graphics file (used by Qverride to update the
progress bar during startup tine) is stored in "spit’ resource 128 in the Grerride
Gaphics file.

Note: Don't create a sprite grid that has nore than 10 rows or columms (yTiles and
XTiles both < 50) because Grerride wll puke. Smlarly, don't create sprites that are
wder o taller than the snallest screen size Querride can use (640x480) because there's
not enough offscreen buffer roomto load it all in.
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e The désc resource

Desc resources store null-termnated text strings (descriptions) that are used by
Qverride ina variety of places. For some desc resources, Qverride looks for a certain
reserved I D nunber. Qher desc resources are pointed to by fields in other resources, so
their ID nunibers are not necessarily fixed, and can be set to virtually anything by the
scenari 0 designer. The reserved desc ID nunbers, along wth the naxi num length for each
type, are bel ow

128- 1628 Sellar object descriptions, shown when landed on a pl anet.
1900 Message shown after the player uses an escape pod.
2000- 2063 Ship class descriptions, shown in the shipyard and

requi sition-escort dialog.
2100- 2163 Ship pilot descriptions, shown in the hire-escort dialog.
3000- 3127 Qutfit itemdescriptions, shown in ship outfitting dial og.
4000- 4511 Mssi on descriptions, shown in mission dialog.
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* The déqt resource

Deqgt resources are used to supplenent and/or replace nission text briefings wth
external QuickTine novies. Wen Qrerride goes to load sone text for a mission that woul d
nornal |y be displayed in the standard text-briefing dialog box, it also checks for a
deqt resource wth the sane ID as the desc resource to be loaded. If it deternines that
a novie needs to be played, it looks inthe Qrerride Rug-Ins folder for a Qi ckTine
‘MoV file wth the same nane as the nane of the associated deqgt resource, and plays it
on the screen. By using the Hags field of the deqt resource, you can set a novie to
play either before or after the briefing is shown, or in place of it. The flag settings
are:

0x0000 Show novie before text briefing (default)
0x0001 Show novie after text briefing
0x0002 Show novie instead of text briefing

There is alimt of 128 deqt resources total .
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e The dude resource

A dude resource can be thought of as a container for ships that share certain
characteristics. Ay ship of a given dude class wll have that dude class's A type and
governnental affiliation, and wll yeild the sane types of booty when boarded. In a dude
resource, up to four different ship classes can be pointed to, wth a probability set
for each ship class. The result of all this is that, in other parts of Querride's data
file, you can point to a dude class and know that Qrerride wll create a ship of the
proper A type and governnental alignnent, and wll pick the new ship's type based on
the probabilities you set in the dude resource. The dude resource's fields are:

A Type Wiich type of A to use for ships of this dude class (see
below. |If you set this to O, each ship wll use its own
inherent A type.

Shi pTypes (x4) These fields contain the ID nunbers of up to four different
ship cl asses

%Pob (x4) These fields set the probability that a ship of this dude
class wll be of a certain ship type

Govt The ID nunber of the dude class's governnent, o -1 for
i ndependent .

Boot y Hags that define what you' Il get when you board a ship o

this dude class. (see bel ow

The five different A types are:

1- Wnpy Trader Msits planets and runs away when attacked

2 - Brave Trader Msits planets and fights back when attacked, but runs
anay when his attacker is out of range

3 - Vdrship Seeks out and attacks his enenies, or junps out if there
aren't any.

4 - Interceptor Seeks out his enemes, or parks inorbit around a pl anet

if he can't find any. Buzzes incoming ships to scan them
for illegal cargo. Aso acts as "piracy police" by
attacking any ship that fires on or attenpts to board
another, non-eneny ship while the interceptor is

vat chi ng.

5- Naval FHghter Garried by another ship. Reserved for internal use - do
not use!

6 - Escort Hies wth the player. Reserved for internal use - do not
use!

You can set different conbinations of booty to be had from ships of a certain dude class
by GRiing different bits into the dude's Booty field. If a dude class has a booty flag o
0x0000, then you can't get anything fromthe ship, and you re told that you were

"repel led while attenpting to board" it. The different booty flags are:

0x0001 Food

0x0002 Industria goods
0x0004 Medi cal supplies
0x0008 Luxury goods
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0x0010 Mt al
0x0020 Equi prent
0x0040 Mbney (depends on the ship's purchase price)

The next field tells Qrerride what kind of text to display wen you hail a ship of this
dude type and send a greeting: (note that these val ues can be added together to have
Qverride display nultiple different types of infornation)

I nf oTypes Wiat kind of info to display
1000 God prices
2000 Dsaster info
AXXX Soecific advice (the last three digits of this value are added
to 7500 to get the IDof the STRf resource fromwhich to get
the quote)

The MssionBt fields can be used to link the appearance of each ship type to the state
of a given mssion bit. If aship types MssionBt field is set to 0-511, that ship

wll only appear if the corresponding nmission bit is set. 1000-1511 wll| cause the ship
toonly appear if the mission bit is not set, and -1 wll cause it to appear as nornal .

he thing to renenber when setting up a dude resource is that Qrerride wll choke if any
of the ShipType fields are filled incorrectly (i.e. less that 128 or greater than 159)
or any of the probabilities are not between 1 and 100. Therefore, if you want a dude
type to point to only one ship class, you'd set all four ShipType fields the sane and
put 25%in each Prob field (see the "nfed Liner nly" dude class for an exanple o
this)
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e The flét resource

Aflet resource definies the paranaters for a fleet, which is a collection of ships
that can be nade to appear randomhy throughout the galaxy. Heets can also be nade to
appear by including themin dude resources.

LeadShi pType ID of the fleet's flagship's ship class

Escort Type (x4) IDs of the flagships escorts’ ship classes. If you don't
vant to use four different escort types, you should still
set the unused fields to avalid ship class ID (you can
set the min & nax fields to 0 and just have the extra

ships not appear)

Mn (x4) The nmini num nuniber of each type of escort to put in the
fleet.
Max (x4) The naxi num nuniber of each type of escort to put in the
fleet.
Govt ID of the fleet's governnent, of -1 for none.
Li nkSyst Wi ch systens the fleet can be created in
-1 Aty system
128-1127 ID of a specific system
10000- 10063 Ay system bel onging to this specific
gover nrent

15000- 15063 Ay system belonging to an ally of this gowvt
20000-20063 Ay system belonging to any but this govt
25000- 25063 Ay system belonging to an eneny of this govt

M ssi onBi t -1 | gnor ed
0 511 The fleet wll only appear when this nission
bit is set

1000- 1511 The fleet will only appear when this nassion
bit is not set

Note: The MssionBt field is ignored when the fleet is pointed to by a dude resource.
Note: Wien setting up nisn resources, you shouldn't nake reference to a dude resource

which contains pointers to fleets, as this wll cause Qrerride to behave strangely. ke
only nornal, single-ship dude resources in mssions.
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* The gbvt resource

A govt resource defines the paraneters for a governnent, which is in turn defined
as "any collection of ships and planets that react collectively to the actions of the
pl ayer and other ships.” Gwvernnents keep track of how they feel toward you, and they
can al so have set enemes and allies. The govt resource's fields are:

I nher ent Jam Hags for the governent’s inherent jamming technol ogy. Veérks
simlarly to* oltf’ resource MdType 10 flags, wth the
addition that flag bit 0x0100 causes freighters (i.e.
ATypes 1 and 2) for a particular governnent to have 50%
of the standard InherentJam val ue for warships (A Type 3
of the sane governnent.

H ags Sets a variety of characteristics (see bel ow

Aly The ID nunber of the govt's ally.

Eneny The I D nunber of govt's eneny.

Qi neTol The naxi num anount of evilness the player can accuml ate
before warships of this govt start to beat on him

SwgPenal ty The anount of evilness a player gains for being detected
snmuggling illegal cargo (defined in a nisn resource) past
this governnent's ships.

D sabPenal ty The anount of evilness for disabling one of this govt's
shi ps.

Boar dPenal ty Evilness frompirating one of this govt's ships

KillPenalty Bvilness fromkilling this govt's ships

Shoot Penal ty Evilness from shooting one of this govt's ships (currently
i gnor ed)

Initial Rec The player’s initial legal record in systens controlled hy

this govt (Ois neutral, positive is good, negative is bad)

The different bits that can be set ina govt's Hags field are:

0x0001 Xenophobi ¢ (Vdrships of this govt attack everyone except their
allies. Weful for naking pirates and other nasties.)

0x0002 Ships of this govt will attack the player in non-allied systens if
he's a crimnal there (useful for naking one govt care only about
the player's actions on its hone turf, while another is nosy and
enforces its own laws everywhere it goes)

0x0004 Aways attacks player

0x0010 Vrships of this govt wll retreat when their shields drop bel ow
25% - otherwse they fight to the death

0x0020 Ignore ships of this govt in the DoGodSanaritan function

0x0040 Never attacks player (also, player’s weapons can't hit them

0x0100 ‘pers’ ships of this govt won't use escape pod, but wll act as if
they did

0x0200 Vrships will take bribes.

0x0400 Gn't hail ships of this govt

0x0800 Ships of this govt start out disabled (derelicts)

0x1000 Verships will plunder non-mission, non-player enemes before
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destroyi ng them

0x2000 Freighters will take bribes.

0x4000 P anets of this govt wll take bribes

0x8000 Ships of this govt taking bribes wll demand a larger percentage o
your cash supply, and their planets wll always take bribes (useful
for pirates)

Doing evil deeds to one governnent wll inprove your rating wth its enemes, and
vice versa. Alied governnents al so communi cate your actions, so attacking one
governnent wll nake its allies hat e you too.

e inportant thing to note is that two governnents don't both have to have the
other defined as their ally to have thembe friendly toward one another. As an exanpl e:
John says "I like Gjun,” and Gyjun says "John? Wio's that?* Gjun and John are
automatically allies, because Gjun's love for John is inplied in John's statenent o
undyi ng devotion to Gjun. :) This way, governnents can have miltiple allies. Enemes
work in a simlar fashion, except that any governnent not allied wth a xenophobic
governnent is autormatically considered its eneny.
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* The jink resource

Junk resources store info on specialized conmodities that can be bought and sold a
only one location (each). The fields are:

Sol dAt ID nuniber of the stellar object where the coomodity is sold
Bought At ID nunbber of the stellar object where the conmodity is purchased
(or -1 for none)
BasePrice The average price of the coomodity (works nuch like the base prices
for "regular” comodities)
H ags Msc control bits (all but one unused)
0x0001 Tribbles flag - Wen in your cargo bay, the commodity
miltiplies like tribbles.
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e The misn resource

Mssions are the crown jewel of the Querride datafile, as well as the largest and
nost conpl ex resources in the gane. Each nisn resource corresponds to a single nission
that the player can undertake, wth the nane of the nmission (which the player sees in
the mssion list) being the nane of the associated nmisn resource. The first six fields
ina nmisn resource help Querride determine where and when the nmission is avail abl e:

Avai | S el Wiich stellar objects (i.e. planets) the mission is available a
-1 Ay inhabited stellar
128- 1627 ID nuniber of a specific stellar

5000- 5999 Sellar ina system adjacent to specific system
9999-10127 Specific govt's stellar

15000- 15127 Specific govt's ally' s stellar

20000-20127 Sellar of anybody but this specific govt

25000- 25127 Specific govt's eneny's stellar

Avai | B t Set Wi ch one of the mission flag bits, (see below if any, nust be
set for this mission to becone availabl e
-1 i gnor ed
0511 this mssion bit nust be set
1000- 1511 this mssion bit nust be clear (functions
simlarly to AvailBtdear, described bel ow

Avai | Loc Wiere on a planet this mission is available
0 From the nmission conputer
1 In the bar
2 Ofered fromship (nust set up associated pérs
resource as well)
Avai | Record Wiat your legal record inthis systemnust be for this mssion
to becone avail abl e
0 i gnor ed

pos. value record nust be at least this high
neg. value record nust be at least this low

- 32000 when the player has dominated the stellar in
quest i on
- 32001 when the player has domnated at |east one stellar
Avai | Rating Wiat your conbat rating nust be for this mission to be availabl e
-1 i gnor ed
0+ rating nust be at least this high
Avai | Random A randomzation factor, to ensure that sone nmissions aren't

available all the tine. Mssion randomzing val ues are
recal culated each tine you warp into a system

100 alvways avail abl e

1- 9 available this %of the tine
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A quick word on mission bits: Querride stores 256 flags that can be set by your
mssions when they fail or succeed. The mission bits can then be checked to see whet her
anmssion is allowed to be available. There are three uses for this:

1 Bnsuring that a mission is only avail abl e once.

2. Qeating branching plotlines, in which the types of nmissions offered depend
on your past successes and failuires.

3. Qeating a nuniber of mssions that are available at the sane tine, but which
are mtually exclusive. (e.g. you wouldn't want the player to go on nore
that one of a set of three missions) These nmissions could be nade
unavai lable if bit 37 was set, for exanple, and then would set bit 37 o
conpl eti on.

The next two fields in the misn resource define where the player needs to go to conpl ete
the mssion:

Travel S el Wiich stellar object the player nust go to during the nission
-1 N specific stellar destination
-2 A random i nhabited stellar
-3 A random uni nhabi ted pl anet
128- 1627 ID nuniber of a specific stellar

9999-10127 FRandom stellar of a specific govt

15000- 15127 Random stellar of a specific govt's aly

20000- 20127 Random stellar of anybody but this specific govt
25000- 25127 Random stellar of specific govt's eneny

ReturnS el Wiere the player nust return toin order to conplete the
mssi on and recei ve paynent
-1 N specific stellar destination
-2 A random i nhabited stellar
-3 A random uni nhabi ted stellar
-4 The initial stellar, where the mission was accepted
128- 1627 ID nuniber of a specific stellar

10000- 10127 Random stellar of a specific govt

15000- 15127 Random stellar of a specific govt's aly

20000- 20127 Random stellar of anybody but this specific govt
25000- 25127 Random stellar of specific govt's eneny

The next five fields tell Qrerride about any special cargo associated wth a nission:

Gar goType Wiat type of cargo nust be carried

-1 No special cargo for this mission

0 63 Soecific cargo type

1000 Random cargo of types 0-5 (the standard types)
GrgoQy Wiat anount of cargo nust be carried

-1 Ignored (no cargo)

0 and up This many tons of cargo

-2 and bel ow abs(CGargoQy) tons, * 50%

A ckuphbde Wiere the cargo is to be picked uwp
-1 | gnored
©1996- 2000 by Antorosia Software, Inc.
Al Rghts Reserved Vorldw de



Escape \elocity Resource B ble Page 15 of 46

0 Pick up at mssion start
1 PFick up a Travel Sel
2 Fick up when boarding special ship

D opd f Mbde Wiere the cargo is to be dropped off [Note: don't set your cargo
to be picked up and dropped off at the same place, as it nay
cause Qrerride to behave strangely]

-1 | gnor ed
0 Dop off at Travel Sel
1 Dop off a& mssion end (ReturnSel)
ScanQvt Wi ch governnent considers your cargo illegal
-1 | gnored
128- 255 ID nuniber of a governnment that considers this cargo

illegal. If youre scanned by a ship of this
governnent, or any governnent that's not its
eneny (inportant!) you' |l get that governnent's
Snggl ePenal ty added to your record.

FailIfScanned  Sets whether the nmission fails if you re detected carrying the
cargo
0 Mssion doesn't fail if scanned
Nonzer o Mssion fails if you re scanned

The next field tells Qrerride what to give you if you re successful in your nission:

PayVal What you get if you re successful and you return to ReturnSel
0 N pay
1and up This nuniber of credits

-10128 to -10255 {dean legal record wth the govt wth this ID
-20128 to -20255 QGve the player anitemwth this ID
-30128 to -30255 @ve the player anitemwth this IDat the
start of the nission
-40001 to -40099 Take away this %of the player’s cash
(-40001 = 1% -40002 = 2% etc.)

The next six fields contain information on the special ships associated wth this
mssion, if any:

Shi pGount The nunier of special ships for this mission
-1 Ignored (no special ships)
031 This nunber of special ships
Shi pSyst Wi ch system the special ships wll appear in
-1 The initial systemwhere the nission is begun
-2 Ay random system
-3 Travel S el's system
-4 ReturnSel's system
-5 System adjacent to initial system
-6 What ever systemthe player isin (i.e follow him around)
128- 1127 ID nuniber of a specific system

9999- 10127 Soecific govt's system
©1996- 2000 by Antorosia Software, Inc.
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15000- 15127 Soecific govt's ally's system
20000- 20127 System of any govt but this specific one
25000- 25127 Soecific govt's eneny's system

Shi pDude What dude resource to use to deternmine the special ship' s types
and characteristics
-1 Ignored (no special ships)
128- 255 ID nuniber of a specific dude class
Shi pGoal The nmission goal associated wth the specia ships
-1 Ignored (no specific goal for the special ships)
0 Destroy all the ships
1 Dsable but don't destroy them
2 Boar d them
3 Escort them (keep them from getting kill ed)
4 (bserve them (you just have to be in the same

systemwth them

5 Rescue them (they start out disabled, and you nust
board themn)

6 Chase themoff (either kill themor scare the
into junping out of the systen)

Shi pBehav Defines any special actions you want the ships to take

-1 Ignored (they use their standard A routines)

0 Soecial ships will always attack the player

1 Soecial ships wll protect the player

9 Soecial ships wll hyper in al together after a short

del ay
10 Soecial ships wll hyper in and attack the player
11 Soecial ships wll hyper in and protect the player

Shi pNanel D Tells Qverride how to nane the special ships
-1 Ignored (special ships have nornal nanes)
128 and up Fick a nane fromthis STR¢ resource

The next three fields determne what wll happen when you successfully conplete the
m ssi on:

GonpB t Set Wiich mssion bit wll be set on conpletion
-1 | gnored
0511 St this mission bit
1000- 1511 Qear this mssion bit
GonpGovt Wi ch governnent to use in determining how your record changes
on conpl eting this nission
-1 Ignored (no reward other than pay)
0 127 Increase record wth this govt
GonpRewar d Hw nuch to increase your record wth ConpQovt
(any val ue) Increase record by this nuch

(note: if you have a GonpGvt and reward defined and you fail
the mssion, that govt wll take it personally and decrease your
record by 1/2 the anount specified in GonpRevard. This is useful
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for nmaking nissions whose success is considered vital by a
certain party.)

The next field determines what happens when you fail the nassion:

Fai|l B t Set Wich mssion bit to set upon failure
-1 | gnored
0 511 St this mission bit on failure
1000- 1511 Qear this mssion bit on failure

The next seven fields tell Querride which desc resources to display at various tines
during the mission: (see below for nore info on mission descriptions)

Bri ef Text The desc to show inthe dialog that cones up when you accept a
mssion. (formats are the sane for all seven fields)
-1 No special mission briefing
128 and up ID nuniber of the desc resource to use (ID nunbers

of 5000 and up are usually the safest)

Qi ckBri ef The desc to show when the user hits the "Mssion Briefing'
(1) key.

LoadGar gText The desc to show when special mission cargo is |oaded froma
pl anet

DunpCar goText The desc to show when special mission cargo is offloaded (not
jettisoned into space as the nane woul d suggest!)

GonpText The desc to show when you go to ReturnStel and the nmission has
been successf ul .

Fai | Text The desc to show when you go to ReturnStel and the nission has
been a failure

The next field tells Qrerride how long you have to conpl ete the nission:
Ti neLi mt Like it says

-1 Ignored (no tine linit)
1and up This nuniber of days

The next field tells Qrerride whether or not the mission can be aborted. (currently
i gnored!)

GanAbor t 0 Mssion can't aborted, you nust go to ReturnSel
inorder for it to "go anay" and becone
i nactive
Nonzer 0 Mssion can be aborted at any tine, by sinply

sel ecting another mission. Also, the mission
"goes away" and becones inactive at the nonent
it fails (e.g. you re scanned when you aren't
supposed to be, etc.).
©1996- 2000 by Antorosia Software, Inc.
Al Rghts Reserved Vorldw de



Escape \elocity Resource B ble Page 18 of 46

The next field is unused, and the next field after that is another piece of info on how
and when Grerride should offer the mission. (sorry, | had to add this field to the
tenplate after many of the missions were already done)

AvailBtAr -1 | gnor ed
0 511 Mssion is available only if this mssion bit
is not set.

The next few fields tell Querride about any auxiliary ships you want to be placed in the
universe for this mssion. Auxiliary ships cannot be given specific instructions, and no
goals can be set for them they sinply are "nornal " ships that are placed into the

uni verse for the purpose of adding atnosphere to a nission.

AuxShi pGount Hw many aux ships, if any, to activate for this nission:

-1 No aux ships

-3 Hace this many aux ships in the universe
Auxshi pDude ID nuniber of the specific dude resource to use to set up the

aux shi ps

AuxShi pSyst Wiat systens to place the aux ships in:

-1 Ay systemthe player isin

-2 Travel S el's system

-3 ReturnSel's system

128-1127 ID nuniber of a specific system

5000- 5999 In this system or any systens adjacent toit

9999- 10127 Ay system bel onging to this govt

15000- 15127 Ay system belonging to this govt or its alies

20000- 20127 Ay system not belonging to this govt

25000- 25127 Aty system bel onging to enemies of this govt

Then there are some nore fields we had to append to the end because we didn't think o
themuntil later:

GonpBi t Set 2 Another conpletion bit field, which perforns identically to the

other one.
H ags Sone misc. flag bits

0x0001 Mirks the mission as an auto-aborting nission,
which will autonatically abort itself after it
is accepted. (sonetines useful to create
special ships) Ay mission bits pointed to by
the missions GnpBtSet fields wll be
autonatically set when the mission aborts.
Note: there nust be special ships associated
wth the mission to trigger the auto-abort.

0x0002 Don't show the red destination arrons on the nap

0x0004 Gan't refuse the mission

0x0010 Infinite auxShi ps

0x0020 Renove pre-paid outfit itemon nmission failure o
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abort
0x0040 Apply -5x onpRevard reversal on abort
0x0080 G obal penalty when jettisoning mssion cargo in
space (currently ignored)
0x0100 Show green arrow on nap ininitia briefing
0x0200 Show an additional arrow on the nap for
the Shi pSyst
0x1000 Qitica mssion (Wil be offered before all
others in the bar)
0x2000 Mssion unavailable if player’'s ship is o
inherent Al type 1 or 2 (cargo ships)
0x4000 Mssion unavailable if player’'s ship is o
inherent Al type 3 or 4 (warships)
GonpBi t Set 2 Two nore conpl etion bits for your scenario-witing pleasure.
QnpB t Set 4
FalBtSet2 A second fail bit, used in the sane way as above.
Ref useText The desc, if any, to show when nmission offered ina bar or from

a passing ship is refused.

Avai | Shi pType  Defines what class of ship you nust have for this mssion to be
nade avail abl e:

Oor -1 I gnored
128- 255 Mist be flying a ship of this type
1128- 1255 Mist not be flying a ship of this type
2128- 2255 Mist be flying a ship of this inherent govt
3128- 3255 Mist not be flying a ship of this inherent govt
Ref useBi t Set Wiich mssion bit wll be set on refusal of this mission
-1 | gnored
0511 St this mission bit
1000- 1511 Qear this mssion bit
SartBtSet Wich mssion bit wll be set wen this nmission is accepted
-1 | gnored
0511 St this mission bit
1000- 1511 Qear this mssion bit

Wienever Qrerride displays a desc resource related to a mission, such as the
initial mssion description (desc ID 4000-4255) or one of the special nission briefings
(e.g. QonpText and QuickBrief) it perforns one other special operation on the text. It
searches through the text and replaces a few special "wldcard’ synbols wth pertinent
mssion infornation. This is extrenely useful in setting up mission briefings that
include random information that wouldn't be known when the description is witten. These
special synbol s and their expansions are:

<BY> The nane of the destination system
<BT> The nane of the destination stellar
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<RSY>
<RST>
<CT>

<>
<PN>

<N>

The
The
The
The
The
The
The
The
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nane of the
nane of the
nane of the
quantity of
date of the

return system

return stellar

type of cargo to be carried
cargo to be carried

mssion deadline, if any

pl ayer's nane
player's ship's nane

offering ship nane (only works when offering a mission froma

shi p)

Soecial ship nane (Note: Qverride wil
initial mssion description, as it doesn't pick the specia ship

nanes until you actually accept the nission.)
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e The nébu resource

Nebu resources contain info on the nebul ae (or other space phenonena) which are
displayed in the background of the star nap. These inages don’'t actually have any effect
on events in the gane, they're just there to ook pretty. You can, however, coniine nébu
background inmages wth customasteroid or interference data in the syst resources for
cool localized effects. The ACT resources associated wth the four available nébu
resources are nunpered 9500-9511, and the effects of the nébu resource’s fields are as
fol | owns:

XPos The inage’s position on the star nap. These coordinates are
YRos expressed inthe scale of the “nornal” nap zoom | evel (not zooned
inor out) and are relative to the upper-left corner of the inage.

XS ze The inage’s size on the star nap. These values are expressed in

YS ze the scale of the “normal” nap zoom level (not zooned in or out) and
tell Qverride how big to nake the inage when the nap is at nornal
zoom
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* The 6ops resource

Oops resources contain info on planetary disasters. Actually, the term “disasters”
is a msnoner, as these occurances sinply affect the price of a single coomodity at a
planet or station, for good or bad. Qrerride uses the nane of the resource in the
commodi ty exchange dialog box to indicate that a disaster is currently going on at a
planet. The fields of an oops resource are:

Sellar The stellar object this disaster is linked to

128- 1628 ID of a stellar object

-1 Ay planet or station (use sparingly)

-2 Nothing (used for nission-related news)
Gonmodi ty Wi ch commodity to affect the price of (O =food, 1 = industrial,

etc.)

Pricelelta Hw nuch to raise or lower the price. (negative nunbers |ower it)
Duration Hw nany days the disaster |asts.
Feq Percent chance per day that the disaster wll occur.

M ssi onBi t Tells Qverride how to relate nission bits and disasters. (see nisn
for nore info)

-1 | gnored

0-511 Activate the disaster when this nmission bit is
set

1000- 1511 Don't allow this disaster to occur unless this
mssion bit is set

2000- 2511 Alow this disaster to occur only if this
mssion bit is cleared

3000- 3511 Activate the disaster when this mssion bit is
cl eared
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* The oltf resource

Qutf resources store information on the itens that you can buy when you choose
“Qitfit Ship” a a planet or station. The first field tells Querride whether or not the
items availability is linked to the conpletion of a nission:

M ssi onBi t Tells Qverride whether to offer this itemonly if a certain
mssion bit is set. (see nisn for nore info)
-1 | gnor ed
0-511 Gfer the itemonly if this mission bit is set

1000-1511 dfer the itemonly if this mssion bit is not set

The next field contains info on the items nass:

Miss The nass in tons of the item (0 = no appreci abl e nass)

The next field tells Qrerride where the itemis availabl e:

TechLevel Wat the technology level of the itemis. This itemwll be
available at all spaceports wth a tech level of this value
or higher. (The exception to this rule invlioves the
Soeci al Tech fields of the spdb resource; see the section on

spob resources for nore infornation.)

The next two fields tell Querride what kind of nodification this item perforns:

If MdType is: Then it’s: And Mdval refers to:
1 a weapon The 1D nunber of the associated weéap
resour ce
2 nore cargo space The nunier of tons of cargo space to add
3 anmmuni ti on The 1D nunber of the associated weap
resour ce
4 nore shield capacity The nunier of shield points to add
5 faster shield recharge Hw nuch to speed up (-30 = one nore
poi nt per second)
6 ar nor The nunber of arnor points to add
7 accel erati on boost er Awunt of accel to add (see ship for
nore info)
8 speed i ncrease Awount of speed to add (see ship for
nore info)
9 turn rate increase Anount of turn increase (1 = 30°/sec)
10 EOM (nissil e jamer) 0x0001 Vak Type | jamming
0x0002 VWak Type Il jammng
0x0004 Vak Type I11 jamming

0x0008 VWak Type |V jammng
0x0010 Srong Type | jammng
0x0020 Srong Type |l jamming
0x0040 Srong Type Il jamming
0x0080 Srong Type |V jamming
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11 escape pod i gnor ed

12 fuel capacity increase Amwunt of extra fuel (100 = 1 junp)

13 density scanner i gnor ed

14 IF (colorized radar) i gnored

15 af t er bur ner i gnored

16 nap Hw nany junps away from present system
to explore

17 cl oaki ng devi ce The hue to scale the screen to while
cl oaked

1=red, 2 =green, 3 = hlue,

4 = cyan, 5 = nmagenta, 6 = yellow
18 fuel scoop Hw nany franes per 1 unit of fuel

generated. Enter a negative value to

performthe samne function in “fuel

sucki ng” node
19 aut o-refuel | er i gnored
20 aut o- gj ect ignored (requires escape pod to work)
21 clean legal record ID of govt toclear legal record wth,
o -1for al
22 hyper space speed nod Nunber of days to increase or decrease

ship's hyperspace travel tine (still
can't go bel ow 1 day/junp)

23 hyper space dist nod Arount to increase or decrease the
no-junp zone's radius by (the standard
radi us is 1000)

24 interference nod Subtracts the value in Mdval fromthe

current star systems Interference
val ue when cal cul ating how “fuzzy” to
nake the radar scanner

25 nari nes Adds the value in Mbdval to your ship's
effective crew conpl enent when
cal culating capture odds

26 ater mssion bit If MdVal is 0-511, sets this mission
bit wen purchased. If Mdval is
1000- 1511, clears this nmission hit
when pur chased.

The next two fields tell Querride how nany of this itemyou can possibly have a once:
Mix Hw nmany you can have (not counting weapon |initations)

H ags M scal | enous i nfo:
0x0001 This itemis a fixed gun
0x0002 This itemis a turret
0x0004 This itemstays wth you wen you trade ships
0x0008 This itemcan't be sold
0x0010 Renove any itens of this type after purchase (useful
for permits and other intangible purchases)

The next field, Qost, tells Qrerride how nuch to charge you for the item

The last two fields (MdType2 and MdVal 2) are for you to specify “a ternate” functions
for an outfit item- e.g., a weapon could al so reduce the ship's turning speed. The
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only restriction on MdType2 is that you shouldn't use it for weapons or ammo (nodtypes
1o 3.

Note: The large (100x100 pixel) outfit dialog pictures are stored using P CI resource
IDs 6000 and up. Wnfortunately, due to lack of planning, the naster outfit nenu pict is
stored at 1D 6100, so the large outfit picts wth IDs that would nornally be 6100 and
above are offset forwards by one. So, the large outfit picts are stored fromACT IDs
6000- 6099 and 6300-6327. (note that this has changed in version 1.0.2, and is different
from previous versions of Override!)
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* The pérs resource

The pers resource defines the characteristics of an A personality - that is, a
specific person the player can encounter in the gane. These A -people have their nanes
(which are also the nanes of the associated pérs resource) displayed on the target-info
display in place of the nane of their ship class. Wen ships are created, there is a %
chance that a specific A-person wll also be created. (obviously, as A-people are
killed off, they cease to appear inthe gane.) The first field tells Qrerride were a
certain person can be encount ered:

Li nkSyst Wi ch systens the person can be created in
-1 Aty system
128- 1127 ID of a specific system
9999- 10127 Aty system bel onging to this specific governnent

15000- 15127 Ay system bel onging to an ally of this govt
20000- 20127 Ay system belonging to any but this govt
25000- 25127 Ay system belonging to an eneny of this govt

The next four fields define the person's character traits:

Govt The person's governnental affiliation
-1 Ignored (person is independent)
128- 255 ID of a specific governnent
A Type The person's A type (see the section on dide resources)
1 Wnpy trader
2 Brave trader
3 Ver shi p
4 I nt er cept or
Agress The person's agression, i.e. how close ships have to be before

the person will attack them on a scale of 1 to 3

Govard A wvhat percent of total shield capacity wll the person run away
froma fight? e g. avalue of 25 would cause the person to
retreat when his shields dropped to 25%

The next fields tell Qrerride nore about the ship that a person uses:
Shi pType ID nuniber of the person's ship class

VéapType (x4) ID nunbers of weapon types
-lo O No weapon
128-191 Add this weapon type

VeapQount (x4) Hw nmany of each of the above weapons to add (Note: This isin
addition to the standard weapons already included wth the
ship. Sandard weapons can be "renoved" by entering their 1D
nunbers in the VapType fields and entering the negative o
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their standard load for the given ship class in the
VéapQount field.)

-lor O None

1and up Add this nany

AmolLoad (x4) The standard ammo |oad for weapons that need it, or ignored
for those that don't

-1 o O No anmo
1and up Include this many rounds of ammo
Cedits Hw nmany credits the person caried
0 ignored (no credits)
1and up This many credits, + 25%
Shi el dvbd Hw nuch to increase/ decrease the person's shield capacity, in

percent. For exanple, a value of 130 entered here woul d nake
the person's ship have shields that are 30%stronger than if
he were flying a stock ship. Snmlarly, a value of 70 woul d
nake his shields 30% weaker.

M ssi onBi t Wiich mssion bit this person is linked to.
0 511 ly have this person show up if this mission
bit is set
-1 | gnor ed

The next fields tell Qerride about any special quotes or missions to link to this ship:

GonmQuot e Index nuniber of an entry in STR¢ resource 7100, to he
displayed in the conmuni cations dial og
Hai | Quot e Index nuniber of an entry in STR¢ resource 7101, to be
displayed at the bottom of the gane screen (i.e. over the
radi o)
Li nkM ssi on Wiat nission to activate wen the ship is boarded or hailed
H ags Sone control bits
0x0001 The special ship wll hold a grudge if attacked, and wll
subsequently attack the player wherever the twain shall
neet .
0x0002 ses escape pod & has afterburner
0x0004 Hai | Quote only shown when ship has a grudge agai nst the player
0x0008 Hai | Quote only shown when ship likes player
0x0010 iy show Hail Quote when ship begins to attack the player
0x0020 iy show Hai |l Quote when ship is disabl ed
0x0040 Wen LinkMssion is accepted wth a single Special Ship,

replace it wth this ship wiile renoving this one from pl ay
(only useful for escort nissions)

0x0080 ly show quote once

0x0100 Deactivate ship (i.e. don't nake it show up again) after
accepting its LinkM ssion

0x0200 Gfer ship's LinkMssion when boarding it instead of when
hailing it
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Don't show quote when
Mike ship leave after
Don't offer if player
Don't offer if player
Don't offer if player

ship's LinkMssion is not available
accepting its LinkM ssion

is flying a wnpy freighter (a Type 1)
is flying a beefy freighter (a Type 2
is flying a warship (a Type 3

Show disaster info when hailing
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» The ship resource

Soaceships are the heart of Qrerride, so the ship resource contains a lot of info.
The nane of a ship class, wiich is seen in the targeting display, corresponds to the
nane of the ship resource. The first nine fields give Qrerride sone general perfornance
info on each ship type:

Hol ds CGargo capacity, in tons. Put a negative sign in front of this
value if you want to prevent the player from purchasing nass
expansions. (e.g. a value of -100 would nean 100 tons o
hol d space but no nass expansions al | owed)

Sield Shield strength. (Payer’s shield is a bit stronger than this)
Accel Accel eration magnitude. 300 is considered an average val ue.
Soeed Top speed. 300 is also an average val ue here.

Mneuver Turn rate. 1 = 30°/sec.

Fuel Fuel capacity. 100 = 1 junp.

F eeMass Soace available to add additional itens and upgrades. Note

that this is in addition to the space taken up by the ship's
stock weapons. (e.g. a ship wth 20 tons listed in FeeMss
and 10 tons of stock weapons wll actually have 30 tons o
expansi on space, wth 20 available.)

A nor Anor strength. Arnor takes damage when shields go down, and
when a ships is 2/3 gone it becones di sabl ed.

Shi el dRe Shield recharge speed, in nunber of franes per shield
percentage point regenerated; bigger nunbers here nake for
slower recharging. 30 = 1% per second.

The next twelve fields tell QGrerride which stock weapons to put on your ship when you
first buy it:

VéapType (x4) ID nunibers of weapon types
-lo O No weapon
128-191 Add this weapon type

VéapQount  (x4) Hw nmany of each of the above weapons to add
-lor O None
land up Add this nany

AmolLoad (x4) The standard ammo |oad for weapons that need it, or ignored
for those that don't
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-lor O No anmo
1and up Include this many rounds of anmo

The next two fields tell Querride what this ship's nmaxi num | cadout of fixed guns and
turreted weapons is. Each ship has an inherent upper limt on fixed guns and turrets, in
order to keep them from beconming absurdly powerful. (e.g. a bulk freighter has lots o
roomto add weapons, but is limted to a single turret for defense) The fields are:

MaxGun The ship’s naxi num nuniber of fixed guns, which are flagged in the
WapH ag field of the outf resource.

MaxTur The ship’s maxi num nunber of turrets, which are flagged in the
WapH ag field of the outf resource.

The next field tells Qrerride where this ship is available for purchase:

TechLevel What the technology level of the ship is. This ship wll be
available at al shipyards wth a tech level of this value o
hi gher. (The exception to this rule invloves the Secial Tech
fields of the spdb resource; see the section on sptb resources
for nore information.)

The next field, Qost, tells Qrerride how nuch to charge you when you buy this ship. The
cost of buying a ship is always the cost of the new ship mnus 25% of the original cost
of your current ship and upgrades. (i.e. you always "trade up' to a new ship)

The next field stores info on how the ship expl odes:

Deat hDel ay The nunier of franes the ship "disintegrates” before finally
expl odi ng.
0 59 The ship disintegrates for this nuniber of franes and then
disappears in asingle fireball.
60+ The ship disintegrates for this nuniber of franes and then

di sappears in a huge explosion. The exact size of the
resulting fireball is proportional to the ship's nmass. (see

bel ow)

The next four fields tell Qrerride where the ship's turrets should fire from

Turret YO sp (x4) Exactly where on the Y-axis of the ship the turrets shoul d
fire from Querride cycles through each of these four
values in turn as the turrets are fired.

Fre fromexact center of the ship graphic
d up Fre fromthis nany pixels forward of center
and bel ow Fre fromthis nany pixels aft of center

PRo

The next two fields store info on the physical dinensions of the ship:

Mass The mass of the ship, intons. This doesn't affect acceleration
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or speed at all, but it does affect travel tine in hyperspace
and the display on the density scanner. A so, the blast radius
and inpact strength when the ship expl odes is proportional to

its nass.
1- 99 1 day per junp, small blip on density scanner
100- 199 2 days per junp, large blip on density scanner
200 and up 3 days per junp, large blip on density scanner
Lengt h The ship's length in neters. Qurrently unused in any cal cul ations,
but it’s kinda cool, so it’s displayed in the "detailed ship info"
di al og.

The next field tells Qverride what kind of A the ship wll have if it's not created in
connection wth a dude resource. The only place this field is useful is when a ship is
created as an escort ship;, otherwse, it's ignored:

| nher ent Al Wiat A the ship uses when it's escorting the player.
1-3 We this kind of Al. (see the Al descriptions above)

The next field contains the nunber of crew nenbers that are on each type of ship, and
the field after that tells Querride whether or not the items availability is linked to
the conpl etion of a mssion:

M ssi onBi t Tells Qrverride whether to offer this ship only if a certain
mssion bit is set. (see nisn for nore info)
-1 | gnor ed
0 511 Gfer the ship only if this nmission bit is set

1000-1511 dfer the ship only if this mssion bit is not set
The next field tells Qrerride what governnent is associated wth a ship type:

I nher ent Govt -1 No inherent govt for this ship
128- 255 ID of a governnent to link to this ship

The next field is for sone miscel |l aneous flags:

H ags 0x0001 Sow junping (75% nornmal speed)
0x0002 Semi-fast junping (125%
0x0004 Fast junping (150%
0x0008 Hayer ship takes advantage of Fuel Regen property
0x0010 Ship is disabled aa 10% arnor instead of 33%
0x0020 Ship has afterburner when player has an advanced confat
rating
0x0040 Ship always has afterburner
0x0080 Lhgui ded-weapon x-of fset should be used
0x0100 Show %arnor on target display instead of “Shields Down’
0x1000 Ship's turrets have a blind spot to the front
0x2000 Ship's turrets have a blind spot to the sides
0x4000 Ship's turrets have a blind spot to the rear

Shot X3 f set The side-to-side x-offset of unguided projectiles and ungui ded
beam weapons, in pixels. Note that the Hags field nust also ke
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configured to nake this work.

p to four default itenms wth which to equip this ship when the
pl ayer buys or captures one. Note that Al-controlled ships wll
ignore these fields; also, don't put anything in here that
isnt a physical item- i.e. afterburners, shield boosters,
and the like are okay, but no fake IDs, naps, etc.

128- 255 Ship comes stock wth this item

-1 | gnored

The nunier of each Defaultltem wth which to equip the player.

This ship type's inherent fuel regeneration property. V@rks
exactly the sane as the fuel scoop Mvdval property - useful
for nmaking ships wth built-in fuel replenishnent. Note that
for the player to be able to use this field, the O0x0008 flag
nust also be set. (this allows you to give eneny ships built-in
fuel scoops but still nake the player have to buy his own)

The anount (in percent) to which this ship's pilots’ skill
varies. This affects acceleration and turn rate for each ship -
i.e. askill variance of 10% woul d nake each ship of a given
type up to 10% sl ower or faster than “stock”. \al ues from
1to50%are valid.
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* The sp6b resource

the stellar and what graphics to use for it:

xPos & yPos

Type

The next field stores the flag bits that tell
of the stellar are. Performan (Roperation on the followng flags to get the fina flag

val ue:

0x00000001
0x00000002
(0x00000004
(0x00000008
0x00000010
0x00000020
0x00000040
(0x00000000
0x10000000
0x20000000
0x40000000
(0x00000000
0x01000000
0x02000000
0x04000000
(0x00000000
0x00100000
0x00200000
0x00400000
(0x00000000
0x00010000
0x00020000
0x00040000
(0x00000000
0x00001000
(0x00002000
0x00004000
(0x00000000
0x00000100
(0x00000200
0x00000400

The stellar's X and Y positions in the system (0, 0) is centered

Wiich graphic to use, fromO to 63

Gain | and/ dock here

Has commodity exchange

G outfit ship here

Gin buy ships here

Sellar is a station instead of a pl anet
Sellar is uninhabited (no traffic control)
Has bar

Vn't trade in food

Low food prices

Medi um food prices

Hgh food prices

Von't trade in industria goods
Low industrial prices

Medi um i ndustrial prices

Hgh industrial prices

Vn't trade in nedical supplies
Low nedi cal prices

Medi um nedi cal prices

Hgh nedical prices

Vn't trade in |uxury goods
Low | uxury prices

Medi um | uxury prices

Hgh luxury prices

Vn't trade in netal

Low netal prices

Medi um netal prices

Hgh netal prices

Von't trade in equi pnent

Low equi pnent pri ces

Medi um equi pnent  pri ces

H gh equi pnent prices
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The next field, System contains the ID nunber of the star systemthat the stellar
object is in The four flags after that tell Qrerride what itens and ships are avail abl e
for purchase at this stellar:

TechLevel Wiat the base tech level of the stellar is. Qily itens and ships
wth TechLevels at or below this value will be available.

Soeci al Tech (x3) Holds the special tech levels of this stellar. Wlike the
previous field, only itens and ships wth exactly this
TechLevel wll appear here. This is useful for naking
lowtech worlds that also have a few high-tech itens, o
for flagging an itemwth an absurdly high TechLevel (say
15000) and then setting one of the Special Tech fields o
a particular stellar to that sane val ue, thus naking that
itemappear at that stellar and nowhere el se.

The next two fields contain info onthe stellar's governnental affiliation:

Govt Wiat governnent controls this stellar
-1 ignored (stellar is independent)
128- 255 ID nuniber of the stellar's governnent
M nQool ness The point on your record in the current systemthat you Il be

denied landing clearance on this stellar.
-1 and bel ow You can be this evil before they shun you
0 and up They have to like you this nuch before they
let you land

The next pair of fields tells Qrerride which specia |andscape to show and whi ch anbi ent
sound to play.

QustRcl D Wi ch custom | andscape (333x271 P CT resource) to show
-1 N custom | andscape
Anything el se ID nunber of PICT to load instead of the
standard | andscape di spl ay
Qust dl D Wi ch anbbient sound to play
-1 No anbi ent sound effect
Anything el se ID nuniber of snd resource to load (nust be
11kHz)

The last two fields tell Qrerride what kind of ships, if any, to create for the planet's
defense fleet:

Def enseDude Wi ch type of dude to use for the defense fleet:
-1 Ignored (no defense ships)
128- 255  ID nunier of the dude resource to use to determne
the defense ships' characteristics

Def Gount The nuniber of ships in the defense fleet. If you set this nunber to
be above 1000, ships wll be launched fromthe planet or station
©1996- 2000 by Antorosia Software, Inc.
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inwaves. The last nunber inthis field is the nuniber of ships in
each wave, and the first 3-4 nunbers (minus 1 fromthe first
digit) are the total nunber of ships in the planet's fleet. For
exanple, a value of 1082 would be four waves of two ships for a
total of eight. Avalue of 2005 would create waves of five ships
each, wth 100 ships total in the planet's defense fleet.
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» The syst resource

Syst resources store information on star systens, in which al conbat, trading, and
spaceflight take place. Each systemcan be linked to up to 16 other systens, and the
pl ayer can nake hyperspace junps back and forth between them System ID #128 also has a
special signifigance: that systemis where the player starts out when first beginning
the gane and if he subsequently ejects and is rescued. This system shoul d al ways be nade
neutral, so the player isn't pursued by big beefy ships when he's just starting out.

The first two fields inthe syst resource tell Qrerride where on the nap to place it:

xPos & yPos The systems X and Y positions on the nap

The next five fields store the hyperspace links to 5 other systens (the other 11 are a
the bottom of the resource)

Gonl- Gn5 Link to another system
-1 No 1ink
128- 1127 ID of a systemto link to

The next fields store the stellar navigation defaults (F1-F4) for the system It is
inportant to always set navigation defaults for stellar objects in your systens, because
that's how Qrerride's A routines and status display keep track of stellar objects; if
you don't set a planet as a nav default, the As won't "see" it, it won't show up on the
radar, and you can't select it.

NavDef (x4) Navi gat ion defaults (F1-F4)
-1 No nav default for this key
128- 1627 ID nuniber of the stellar object to set as a
def aul t

The next nine fields tell Orerride how nmany ships, and of what kind, to put in the
system

DudeTypes (x4) Wi ch type of dude to place (best not to set this to
an out-of -range val ue)
128- 255 ID nuniber of the dude type to place
%Prob (x4) Probability that a given ship placed is of each of the
above dude types
1- 99 This percent probability
AvgShi ps The average nuniber of Al ships in the system
0 No ships, enpty system
1 and up This nunber of ships, + 50%
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e special note: If you want a syst resource's DudeType field to point to a fleet type
(see above) instead of a dude type, set its value to the negative of the fleet's
resource ID This wll force Qverride to include that specific fleet type in the system
a definite percentage of the tine, instead of haphazardly as it nornmally does.

The next field tells Qverride who controls the system

Govt Wi ch governnent owns the system
-1 Ignored (system is independent)
128- 255 ID nuniber of the controlling govt

The next tells Querride which string, if any, to display as the nessage buoy's nessage
vwhen you enter a system

Message Wi ch nessage buoy string to display
-1 Ignored (no special nessage)
1 and up e this entry in STR¢ resource 1000 as
the text of the nessage buoy

The next two fields tell Querride what kinds of navigation hazards to put in the system

Asteroi ds Hw nmany asteroids to put in the system fromO to 10

I nterference Hw thick the static inthe systemshould be. 0is o
static, 100 is conpl ete sensor bl ackout .

The next field controls how and when to nake the systemvisible or invisble. You can

pull off sone cool tricks wth this field, including presenting the illusion that system
has changed in sone way by hiding the original systemand replacing it wth a copy that
isidentical except for the desired changes.

VsBt Wiich mssion bit controls the systemis visibility
-1 Ignored (systemis al ways visible)
0-511 Mike the systemvisible only when this

mssion bit is set
1000- 1511 Mike the systemvisible only when this
mssion bit is cleared

The next eleven fields store the hyperspace links to the other 11 systens that we didn't
decide to add until BV 1.0.2 cane out:

Gon6- 16 Link to another system
-1 No link
128- 1127 ID of a systemto link to

Vent to nake a ‘pers’ type ship always appear? Rut its IDinto one of the A waysPers
fields that appear at the end of the syst resource.
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» The wéap resource

The weap resource, surprisingly, stores info on Querride's weapons. The nane of the
vweap resource is used as the weapon nane in the weaponry section of the status display.
The first two fields control the duration of different aspects of the weapon:

Rel oad The nuniber of franes it takes for one of this weapon to
reload. 30 = 1 shot/sec. Smwaller nunbers yield faster
rel oads.

Gount The nunier of frames the weapon's shots travel for

before they peter out. 30 = 1 second of life.
The next two fields, MassDwy and EnergyDny, tell Override how nuch danage to do when one
of this weapon's shots hits sonethi ng:

If the ship's shields are down: danage
If the ship's shields are up: danage

MissDny + (BEnergyDhuy/ 4)
(MssD/ 4) + EnergyDng

However, the weapon will always do at least one point of danage, regardless of the
cal cul ati on above.

The next two fields tell Qerride how the weapon should behave in flight:

Qi dance The weapon' s gui dance node
-1 Lhgui ded projectile
Beam weapon (see bel ow)
Homng weapon (see Seeker field bel ow
(unused)
Turreted beam
Turreted, unguided projectile
Freefall bonb (launched at 80% [in 1.0.2] of the ship's
current velocity, "weathervanes" into the "wnd."

ar~rwWNEFO

6 Freeflight rocket (launched straight ahead, accel erates
to its naxi num vel ocity)

7 Front-quadrant turret, (can fire +£45° off the ship' s nose)
fires straight ahead if no target

8 Rear-quadrant turret (can fire +45° off the ship's tail)

29 Caried ship (AmoType is the ID of the ship class)
Soeed The weapon's speed (pixels per frane * 100)
The next field tells Qrerride how to handle the anmunition for this weapon, assuning
it’s not a fighter bay:

AmoType Wat kind of anmo the weapon uses
-1 Ignored (unlimted anmo)
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0 63 Daws antmo fromthis type of weapon. (Usually,
if your Hector Gannon was of 1D 131, you d set
the AmoType to 3 so it'd use Hector B rdseed
Pellets or whatever. However, you could
conceivably set it to use ammo from anot her
weapon's supply by setting the AmoType to
sonet hing el se.)

-999 Ship is destroyed wen weapon is fired
-1000 & bel ow Vapon uses abs(AmoType+1000) units of fuel
per shot.

The next three fields tell Qerride which graphic and sound to use for this weapon, and
howto launch it:

G aphi c Wiat graphic set to use for this weapon
0-63 e this graphic set (i.e. spin resources
200- 263)
| naccur acy The weapon's inaccuracy as it |eaves the ship
0 Fres straight
1 and up Fres wth up to this anount of inaccuracy (in
degr ees)
Sound Wi ch sound to play when the weapon fires
-1 Slent but deady
0 63 Fay this sound (snd |ID 200-263)

The next four fields store info on how the weapon behaves when it hits sonethi ng:

| npact The nagnitude of the inpact when the shot hits sonething
0 Nb i npact
1 and up This anount of inpact, which is inversely

proportional to the ship s nass.
(e.g. Mssile = 30)

Expl odType Wiat kind of explosion to show when the weapon hits.

-1 No expl osi on

0 Swll, sparkly explosion

1 B gger expl osi on

2 Friggin' huge explosion + little sparks
Pr oxRadi us The radius of the weapon's proximty fuse (useful for ungui ded

mssiles and bonbs)

0 Vapon requires direct hit to do danage

1 and up This nunber of pixels of proximty radius
B ast Radi us The radius of the weapon's blast effect

0 No blast effect

1 and up This nunber of pixels of blast radius

The next field contains sone miscal l enous flag info:
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H ags 0x0001 Soin the weapon's graphi ¢ conti nuously

0x0002 Veapon fired by second trigger

0x0004 For cycling weapons, a ways start on the first
frane of the anination

0x0008 For guided weapons, don't fire at fast ships
(ships wth turn rate > 3

0x0010 Veapon's sound is looped rather than played
repeat ed y

0x0020 Vapon acts as a decoy for nissiles

0x0040 Mil tiple weapons of this type fire
si mul t aneousl y

0x0080 This weapon ignores the carrying ship' s weapon
x-of fset setting

0x0100 Véapon's blast doesn't hurt the player

0x0200 Vapon generates snall snoke

0x0400 Vapon generates hig snoke

0x0800 VWapon's snoke trail is nore persistent

0x1000 Turreted weapon has a blind spot to the front

0x2000 Turreted weapon has a blind spot to the sides

0x4000 Turreted weapon has a blind spot to the rear

0x8000 Shot detonates at the end of its lifespan

(useful for flak-type weapons)

The next field contains flags that control how a gui ded weapon (Quiidance = 1) behaves,
and is ignored for other weapon types:

Seeker 0x0001 Passes over asteroids
0x0002 Decoyed by asteroids
0x0004 Decoyed by flares
0x0008 Gonfused by sensor interference
0x0010 50% succeptible to Type | jamming
0x0020 50% succeptible to Type Il jamming
0x0040 50% succeptible to Type 11 jamming
0x0080 50% succeptible to Type 1V jamming
0x0100 100% succeptible to Type | jamming
0x0200 100% succeptible to Type Il jammng
0x0400 100% succeptible to Type Il jamming
0x0800 100% succeptible to Type 1V jammng
0x1000 Turn speed += 30°/second (cuml ati ve)
0x2000 Turn speed += 60°/second (cuml ati ve)
0x4000 Loses lock if target not directly ahead
0x8000 My attack parent ship if jamed

...the default behavior for a guided weapon is for it to hit asteroids, to not be jamed
by anything, and to turn at 30°/second.

SokeSet Wiich cicn set to use for this weapon's snoke trail, if any.
0O = cicn's 1000-1007, 1 = 1008-1015, etc. Note that the snoke
icons thensel ves can be any size, but if you use ResEdit’s cicn
editor to nake each icon only as large as it needs to be, game
performance wll likely inprove.
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Decay Hw fast to decay each shot’s power
-lor O | nor ed
1and up Renove one point of nass & energy danage every

tine this nuniber of frames goes by
(1 frane = 1/30 sec.)

Hease note that if you' ve set the weapon to be a beam (Quiidance of 0 or 3) the
followng fields have different functions:

Gount The nuniber of frames the beam stays onscreen (1 is probably best)
Soeed The length of the beam (32767 is the nax)
G aphi c Wat color the beamis

-2 red

-3 green

-4 bl ue

-5 cyan

-6 nagent a

-7 yel | ow

If the beamis 3 pixels or wder, you can aso use the foll ow ng:
-8 nagenta & red

-9 yel l ow & green

-10 cyan & blue

| npact Functions nornally, with one exception: if the inpact is set to a
negative value, the beam acts as a tractor beam whose "pull" is
proportional to the acceleration strength of your ship's
engi nes.

Pr oxRadi us The beams wdth, in pixels. (should be greater than zero unless

you want to confuse the user)
B ast Radi us | gnor ed

Decay | gnor ed

Not e You shouldn't plan on using the last weap resource (1D 163) in your gane, as
it's used by Qrerride as the easter egg weapon. (i.e. it's the weapon the player gets by
hitting the special key contbbo on the nai n screen)

Another Note: If you don't create an oltf resource for each weapon type, your ship's
weapon | oadout wll be corrupted when you land on a planet. (specifically, Orerride wll
mstakenly renove any weapons for which you didn't create oltf resources)
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* The yéa® resource

This resource sinply contains the offset that is added to the current cal endar year
when creating a new pilot, thus allowng you to change the starting year of the gane.
Qverride wll load and use year resource 128 only.
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Appendix | - Combat Ratings

Your conbat rating is based on the nuniber of kills you have nade, which is the sum o
the crew conpl enents of all the ships you have destroyed. The scale is as fol |l ows:

Kills: Rati ng:

0 Har nh ess

1 Mbstly Harnhess
100 Fai r

200 Aver age

400 Above Average
800 Gonpet ent

1, 600 Not ewor t hy
3,200 BExcel | ent

6, 400 Danger ous

12, 800 Deadl y
25, 600 Utinate
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Appendix Il - Legal Status

Your legal status in a systemis based on the crine tol erance of that systems
government. (if the systemis independent, it is based on the first governnent's [ID
128] crine tolerance) Oh this scale, enough "good' or "evil" points to equal the
governnent's crine tolerance is given a value of 1L

God Scal e Legal Satus:

0 G ean

4 Decent | ndi vi dual
16 God EHyg

64 pstanding Gtizen
256 Rol e Mbdel

1024 Fllar of Society
4096 Honored Leader
Bvil Scale: Legal Satus:

0 G ean

1 d f ender

4 Ginmnal

16 Fel on

64 Fugitive

256 Publ i ¢ Eneny

1024 Prine Bl

4096 @Gl actic Scourge
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Appendix Il - Patching STR# Resources

The STR¢ resource fornmat used to store many of the strings in Qrerride may seemto be
inconpatible wth the flexible nature of plugin fil es. For exanple, a plugin for a new
ship would have to replace several of the built-in STR¢ resources to incorporate its new
nang into the gane. The problem arises when you want to use two plugins that try to
nodi fy the sane STR¢ resource.

The solution is not to changes the STRf resources at all, but to use Qrerride’ s handy
string patching functionality by updating only select strings in a STR¢ resource by
providing Qrerride wth a properly-nuniered 'STR ' resource. For exanple, to change the
first cargo type fromfood to sonething else, youd sinply create a 'SIR ' resource wth
the ID 9000 and type in the nane of your new commodity. A chart of 'STR ' resource
nunbers is provi ded bel ow

Sring Type: Repl acenent ' STR * | D range:
Message buoys 1000- 2500
Short outfit nanes 3000- 3127
Lowercase outfit nanes 3200- 3327
Lowercase plural outfit nanes 3400- 3527
Short shi pyard nanes 3600- 3663
Long shi pyard nanes 3700- 3763

Real |y short ship names for communications dialog  3800- 3863
I ndependent ship nanes for communi cations dial og 3900- 3963

Governnent abbreviations for target display 4000- 4127

Gvernnent short nanes for conm di al og 4200- 4327

Hai | quotes 5000- 5511

D saster news 6000- 6127

Sellar types 7000- 7063

j Unk abbrevi ations 8000- 8127

Lower case jUnk nanes 8200- 8327

Generic cargo nanes 9000- 9063

Lower case cargo nanes 9100- 9163

Gargo abbreviations for status display 9200- 9263

Base prices of conmodities 9300- 9305

Gommodi ty abbreviations for status display 9400- 9405

Govt-specific greetings for conm di al og 10000- 11289 (first 10 for govt
-1, second 10 for
govt O, third 10
for govt 1, etc.)

pérs-resource Conmglot es 12000- 12511

(Asinmlar function exists for updating the graphics for the shipyard and outfit nenus -
see the note at the top of this docunent for details.)
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