Mystical Winds Encyclopedia

ZZT-OOP Documents

Operator Reference

Text:

Usage: <string>

The given text is displayed. If the text only spans one line, it is displayed flashing at the bottom of the screen. If it spans more than one line, it is displayed in a scrollable text box left aligned in yellow.

Note: Regardless of the operator, if a group of text only spans one line, it will act as this type. That means that the operator, too, will be displayed along with the text at the bottom of the screen, flashing. This is only if a string of text spans one lines, so it would only apply to the ! and $ operators.

Option:

Usage: !{-<filename>[.<extension>]|<label>};<string>

The given text string is displayed as an option. A light purple “wide” right arrow is displayed two spaces indented and the text string is displayed in white two more spaces indented. When the user selects it, it sends to the given label or, if a minus sign is in front of it, it displays the given file in a message box.

If the extension is omitted, it assumes the HLP extension. Links inside the destination file won’t work as expected, though all formatting will remain intact as if it is an object or scroll message. OOP commands will be displayed as text and won’t be executed.

Command:

Usage: #{<operator>|<command>}

The object executes the given command or another operator (made for internal use). Commands have a wide variety of functions. Read the Command Reference for specific information about each one. Note that some commands end the cycle upon use, so scrolls won’t be able to perform any more functions past it.

Related Topics: Commands
Centered Text:

Usage: $<text>

The given text is displayed. It works like the first type of text, but when in a box it is displayed in white and horizontally centered in the text box.

Pre-Zapped Label:

Usage: ’<label>

This is a label that has been temporarily removed by the ZAP command. You may place it in an object’s code using this operator, and it can later be restored.

Before it was known that this is actually a pre-zapped label, it was said to simply be a comment with no functional use. It may be used this way, but if an object zaps a label with the same name as the comment, it may not work as otherwise expected.

Related Topics: Built-In Labels

Movement:

Usage: /<direction>[<operator>]

Much like in the GO command, the object moves one space in the given direction. If it is blocked, it halts in its code until it is able to move, in which case it does so and continues executing its code normally. Once it moves, it ends its cycle and waits for the next. Because of this, scrolls won’t be able to perform any more functions after the movement, since they automatically die after the first cycle.

Another operator may be placed after the direction, and the object will execute both. Note that you may place another movement there, and continue a string of movements, making sure that the operator is repeated as well.

Related Topics: Directions

Label:

Usage: :<label>

A label is a type of marker that the object can instantly jump to if it is sent to it. It will this begin executing its code downward from that point.

There are several ways an object may be sent to a label. It may use the SEND command to send itself to the label, or others may use it on the object. Then, there are built-in labels, which certain built-in elements can send to.

The ZAP command changes the first instance of the given label in the object’s code into a pre-zapped label. This will render the label without active function. The RESTORE command then changes EVERY instance of the given pre-zapped label in the object’s code into a normal, active label.

Related Topics: Built-In Labels

Attempted Movement:

Usage: ?<direction>[<operator>]

Much like the TRY command, the object attempts to move in the given direction. If it can’t move, it simply continues on through its code.

Unlike the TRY command, however, the given operator is executed whether it can or can’t move. If you want a specific action to occur only if the object cannot move in the given direction, you must use the actual TRY command.

Related Topics: Directions

Object Name:

Usage: @<objectname>

When in the first line of the object’s code, this marks the name of the object that other objects can use to refer to it by in SEND and BIND commands. Objects only check the first line of objects’ code for this, so it is useless anywhere else.

