Mystical Winds Encyclopedia

ZZT-OOP Documents

Tips & Tricks

More Colors:

As demonstrated by the More In-Game Colors engine included, you can create low-intensity (dark) colors and colors with background during game play without any STK. This is done by first having an object lay down a Color-Dominant element (an element whose color cannot be changed without STK, like ammo or torches), and then changing it into the desired Color-Recessive element (like a normal wall or gem) without specifying a color. You can also use Color-Codominant elements (doors or passages) to create white-on-anything elements.

Timing Music:

Anyone who has worked extensively with music in ZZT knows that if it’s too long and you don’t put in enough breaks, the music screws up. However, there is an easy way to fix this so music can literally play for days without it screwing up.

Music at speed T (thirty-seconds of a note) lasts for exactly ½ of a cycle at cycle speed 1. S, being twice as long as T, lasts for one cycle. I lasts for 2, Q for 4, H for 8, and W for 16. Knowing this, you can put exactly the right amount of /i waits after each line of music to wait until the moment that the line has finished playing before moving on to the next. There is no delay time, so your music will continue to play smoothly through.

Abbreviations:

One of the beauties of ZZT-OOP is that so many things can be abbreviated. Here are the things that may be abbreviated:

#GO <direction> can be abbreviated to /<direction> and it will work exactly the same way. Plus, instead of putting the next command on the next line, you can just put it immediately after the direction and it will work the same. Example: /n/n#put s empty

#TRY <direction> can be abbreviated to ?<direction>, however you must keep it the full one if you want it to do something special if it can’t move. Using ?<direction><command> executes the following command NO MATTER WHAT.

#IDLE and /i do exactly the same thing, as well as ?i.

#SEND <location> can be shortened to #<location>.

If you’re sending to every object on the board, you can use ALL:<label> instead of a bunch of <objectname>:<label>s. If you’re sending to very object except the object that’s doing the command, use #OTHERS:<label>

Remote Zapping:

Did you know that one object can zap and restore the labels of another object? It’s true, and easy. Just use #ZAP <objectname>:<label> or #RESTORE <objectname>:<label>. Remember that it’s just a location after the zap and restore commands, so ALL and OTHERS can be used there as well.

Regular White Text:

Do you want white text in message boxes, but don’t it to be centered? Just use $<text> and fill up the rest of the line with spaces. It will be left-aligned with all of the other text.

Pre-Zapped Labels:

In the past, the ‘ operator has been mistaken as a comment. Though you can use it as one, it is really a pre-zapped label. When you use the zap command on a label, it just changes the colon into an apostrophe. The restore command does the opposite.

IF Combinations:

By using the command IF <condition> IF <condition> <command>, it works as if you said IF <condition> AND <condition> <command>. By using IF <condition> IF NOT <condition> <command>, the command won’t be executed unless the first is true and the second isn’t. Likewise, putting the NOT in front of the other IF instead does just the opposite. And finally, IF NOT <condition> IF NOT <condition> <command> executes the command if neither is true.

Random Movement:

The classic way of doing random movement is /RNDP RNDNE. That goes randomly in any direction with equal probability for each one. However, Tim Sweeney included a built-in random direction, RND, which he never told to the public. This goes randomly in all directions, but it goes East and West twice as often as North and South. That means that 1/3 of the movements are vertical and 2/3 are horizontal.

Black Keys/Doors:

Black (and dark gray) keys and doors don’t work like normal keys and doors. This is because of the way ZZT looks for the colors. It jumps to a certain point in the EXE, slightly off depending on the color, to receive the name to display at the bottom of the screen and to set or remove the key. The colors are in the order they are stored in the system: Black, Blue, Green, Cyan, Red, Purple, Yellow, and White. So ZZT sends to just before the colors that were intended to be used, and instead grabs a place that deals with gems. Black keys give 256 gems and nothing else, and black doors just take 256 gems and nothing else. The “color” that is displayed at the bottom is the code in ZZT starting where “Black” would ideally begin, and continues through the rest of the colors in order, plus the little markers between.

