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Reference > Functions

NWN C-Script Function Categories
OJO00odododooooodd

L0

01.Local Variables (28)

02.Math (22)

03.String (14)

04.Type Casting/Conversion (13)
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05.Function (49)
06.Private Functions (11)

HiNNINEn
07.Action on Object (76)
08.Targeting (19)
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09.Get Data (32)

10.Get Data from Creature (94)
11.Get Data from Object (48)
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12.Alignment (11)
13.Conversation (23)
14.Experience (9)

15.Journal (3)

16.Money (10)

17.PC Only (23)
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18.Inventory (46)
19.ltem Creation (99)

HININIENN
20.Henchmen/Familiars/Summoned (63)
21.Party (21)

22 .Reputation/Faction (41)

oo

23.Movement (34)

24 Perception (14)
25.Saving Throw (10)
26.Spells (47)
27.Talents/Skills/Feats (34)

Al
28.Core Al (67)
29.Core Al Talent (20)
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30.Combat (19)
31.CombatActions (19)
32.Combat Information (25)
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33.Cut-Scene (5)

34 .Effects (107)

35.Lighting Effects (8)
36.Music Effects (13)
37.Sound Effects (15)
38.Spell Casting Effects (24)
39.Visual Effects (15)
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40.Area (29)
41.Encounter (12)
42.Module (24)
43.Module Specific (82)
44 Traps (18)
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45.Database (3)

46.Debug (17)

47 .Miscellaneous (43)
48.Prototyped but Unused (17)
49.Server (6)

50.Time (19)
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Objects with Events
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Constants
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Constant Group

ABILITY_* NW_ASC_*

AC_* NW_ASC_AGRESSIVE_*
ACTION_* NW_ASC_DISTANCE_*
ALIGNMENT _* NW_ASC_HEAL_AT *
ANIMAL_COMPANION_CREATURE_TYPE_* NW_FLAG_*
ANIMATION_* NW_FLAG_BEHAVIOR_*
AOE_MOB_* OBJECT_TYPE_*
AOE_PER * PANEL_BUTTON_*
AREA_TRANSITION_* PERCEPTION_*
ASSOCIATE_ COMMAND _* PERSISTENT_ZONE_*
ASSOCIATE_TYPE_* PLACEABLE_ACTION *
ATTACK_BONUS_* PLAYER_CHAR_*
ATTITUDE_* POISON_*
BASE_ITEM_* POLYMORPH_TYPE_*
BODY_NODE_* PROJECTILE_PATH_TYPE_*
CAMERA_MODE_* RACIAL_TYPE_*
CAMERA_TRANSITION_TYPE_* RADIUS_SIZE *
CLASS_TYPE_* REPUTATION TYPE_*
COMBAT_MODE_* REST EVENTTYPE_*
CREATURE_SIZE * SAVING_THROW_TYPE_*
CREATURE_TYPE_* SHAPE_*
DAMAGE_BONUS_* SKILL_*
DAMAGE_POWER_* SPECIAL_ATTACK_*
DAMAGE_TYPE_* SPELL_*

DIRECTION_* SPELL_SCHOOL_*
DISEASE_* SPELLABILITY_*
DOOR_ACTION_* STANDARD_FACTION_*
DURATION_TYPE_* SUBSKILL_*
EFFECT_TYPE_* SUBTYPE_*
ENCOUNTER_DIFFICULTY_* TALENT _CATEGORY_*
FAMILIAR_CREATURE_TYPE_* TALENT_TYPE_*

FEAT * TALKVOLUME_*
GAME_DIFFICULTY_* TILE_MAIN_LIGHT_COLOR_*
GENDER_* TRAP_BASE_TYPE_*
Globals TREASURE_*
GUI_PANEL_* VFX_BEAM_*
IMMUNITY_TYPE_* VFX_COM_
INVENTORY_DISTURB_TYPE_* VFX_DUR_*
INVENTORY_SLOT _* VFX_FNF_*
INVISIBILITY_TYPE_* VFX_IMP_*
ITEM_PROPERTY_* VOICE_CHAT_*

METAMAGIC_* WEATHER_*
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Data Types
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Avoid-returning function, whetheritis user defined or engine-defined. This is used by the

DelayCommand() and AssignCommand() functions.
ApplyEffectAtLocationdO O ApplyEffectToObjectd
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