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16.Money Function Category
O0O0Ooon

Functions
GetFactionGold
OO0O000oOoOOoooooooooooooooooooooooooomo

GetGold
OooOooooooooooooooooooOod

GetGoldPieceValue
OdO0dooooodooooooooog

GetReactionAdjustment
oo odooootd

GiveGoldToCreature
Jodooooooooooooooooggg

HasGold
Jodoooooooooooooooooooooooggdg

RewardGP
Joooooooooooooooooooooooooooooooooo

RewardPartyGP
PCOPCOONODOOOOUOOOOOOOOOOO

TakeGold
OO0 ooOoooooooooooooooooooooooooooono

TakeGoldFromCreature
Joooooooooooooooooogood

See Also
Function Categories



Home > Reference > Functions > Get Data from Creature, Money, Party, Reputation/Faction >
GetFactionGold

GetFactionGold(object)
Oo0o0Oo0000000000000000o0oooooooooo

int GetFactionGold(
object oFactionMember
);

Parameters
oFactionMember
0000000000000 Oobject

Description

oFactionMember DO OO O OO OO OOOOOOOOOOOOOOOOOOOOODOOOOOO
ooooboogoboooboooogoboobogoogoboooobogooooboooodgn
ooodno

oFactionMemberJ OO OO O OO OOOOOOO-1000O0O0O
Remarks

Oo0oO0o0ooDoooooooooDoooooooobooooooooooooooooooog
OO0O0O00O00OoOOoOooOoooNPCOOO OO0 O OO0OoOooooooooooooooaong
Oo0OoOooooooooooaod
Version

1.22

See Also

functions: GetFactionAveragelevel | GetFactionLeader | GiveGoldToCreature

categories: Get Data from Creature Functions | Money Functions | Party Functions |
Reputation/Faction Functions

author: John Shuell, JP team: Rainie



Home > Reference > Functions > Money > GetGold

GetGold(object)
Oooooooo0000o0oooooooo

int GetGold(
object oTarget = OBJECT_SELF

);

Parameters
oTarget
O0O00000O0OooOodoo0ooooOogoOodOoBJECT_SELFO

Description
oTargetI OO OO OO OO O

Version
1.22

Example
/O0O00O100gpO0 00000 on
/I Conversationd OO OO OO
int StartingConditional()

int iResult;

iResult = (GetGold(GetPCSpeaker()) >= 100);
return iResult;

}

See Also
functions: GiveGoldToCreature | HasGold
categories: Money Functions

author: Tom Cassiotis, editor: Kristian Markon, JP team: Rainie



Home > Reference > Functions > Money > GetGoldPieceValue

GetGoldPieceValue(object)
Oooooooooooooooooo

int GetGoldPieceValue(
object oltem

);

Parameters
oltem
Oooooooogoono

Description
oltemI OO OOODOOOOOOOOODoltemO 0D O OO OOOOOOOMOOOO

Version
1.22

See Also
functions: GiveGoldToCreature
categories: Money Functions

author: Tom Cassiotis, editor: Charles Feduke, JP team: Rainie



Home > Reference > Functions > Alignment, Money, Reputation/Faction > GetReactionAdjustment

GetReactionAdjustment(object)
ODooo0oo00oo0oooon

float GetReactionAdjustment(
object oTarget

);

Parameters
oTarget

Description
Oo0doodoooooDoooodoooooDodoodoooooz2.00000200% 0000
OooOdoooooooooododoooooooodmom.coooooooo

OO ogoog
Oo0ooo/ooooooooooooooooooooooogoo o

oooooogoogobpoooogooognoogoogooooood
1o+ 00000 -gooooooooomoobobooooooo

Remarks
OOO0O00Onw_i0_plot.nssd8750 0 0000000 0O OOOO

Requirements
#include "nw_i0_plot"

Version
1.22

See Also
categories: Alignment Functions | Money Functions | Reputation/Faction Functions

author: John Shuell, JP team: Rainie



Home > Reference > Functions > Action on Object, Money > GiveGoldToCreature

GiveGoldToCreature(object, int)
Ooooooooooooooooooooon

void GiveGoldToCreature(
object oCreature,
intnGP

);

Parameters
oCreature
OooOooooooooood

nGP
oCreatureJ OO0 OO O OOOOO

Description
oCreatureInGPO OO OO O OOO

Version
1.22

See Also
functions: GetFactionGold | GetGold | GetGoldPieceValue | RewardPartyGP | TakeGoldFromCreature
categories: Action on Object Functions | Money Functions

author: Jody Fletcher, JP team: Rainie



Home > Reference > Functions > Inventory, Money > HasGold

HasGold(int, object)
Oo0o0o0000000000000000o00oOoon

int HasGold(
int nAmount,
object oGoldHolder

);

Parameters
nAmount
ooooo

oGoldHolder
Jooooooooooooooooo

Description

oGoldHolderCnAmountO O OO0 OO0 OO OOOOOOTRUEDOOOOOOOOOFALSEOO OO
oood

Remarks
OO0 0OGetGold() OO OO OO OO

odoooooooobobobobbobooioooodooooad

Requirements
#include "NW_I0_PLOT"

Version
1.22

Example
/OD00000000OPCO00DOOOOOOOOOOO250gpdam
/O000000000do0ooooooodg

#include "NW_I10_PLOT"

/O00o0o00dooooooooooogdg
if (HasGold (250, GetPCSpeaker()))
{

/ooooooood
}

else

/0O0O00ONPCOO0OOOO
}

See Also
functions: GetGold
categories: Inventory Functions | Money Functions

author: Tom Cassiotis, editor: Charles Feduke, additional contributor(s): lvan Hawkes, JP team: Rainie



Home > Reference > Functions > Money > RewardGP

RewardGP(int, object, int)
Oo000000000000000000000000000000000000

void RewardGP(
int nGP,
object oTarget,
int bAllParty = TRUE

);

Parameters
nGP
oogogog

oTarget
OdoOoooogoorc

bAllParty
oTarget D OO OO0 OOOOOOOOOOOOOOOOOOOOOOOOOOOOTRUEO

Description
oTargetd OO ObAlPartyOTRUEO OO D DO OO OO OOODOOOoOoOOOOnGPOOOOOOO
O

Remarks
OO000O000O000O0O0000O0OoOoocPO0O OO OOOnOdnGPO O O3 OPCOOOOOOO
OO150gp 0O 0oooono

Requirements
#include "nw_i0_plot"

Version
1.22

See Also
categories: Money Functions

author: Tom Cassiotis, JP team: Rainie



Home > Reference > Functions > Action on Object, Money > RewardPartyGP

RewardPartyGP(int, object, int)
PCOPCOOODODODOODOOOOOOON

void RewardPartyGP(
intnGP,
object oTarget,
int bAllParty = TRUE

);

Parameters
nGP
ooogo

oTarget
Ooooooodooooooooood

bAllParty
TRUEOOOOoTargetO OO OO OO OOOOOnGPOOOOOOOOOOOOOOOOOO
TRUEO

Description
*OO0bAlPartyO0TRUEO OO OO OOODOOOOOOOOOGPOOOOOO

*OoO00ooooooncPOOObCOOOOOO

Remarks
nw_i0_tool.nss1700 000000 O0OOO

OOoOdodoooooooooooooooooooooorPCcO0boooooooooodn
OO000ODOO0oOooOooooOooOdogoaGiveGoldToCreature O O O O OO O ObAlIPartyd
TRUEO OO OoTarget O OO OO OOOnGPOOO O OOOOOFALSEO O OoTarget 0O O
Ooooooogooo

Requirements
#include "nw_i0_too

Version
1.28

Example
void main()

{
object oPC = GetPCSpeaker();

RewardPartyGP(1000, oPC);
/pCOOOOOOOO1000gp O

/000

RewardPartyGP(1000, oPC, FALSE);
/loPCOOO1000gpO0 0 OO OO OO OGiveGoldToCreature(oPC, 1000);0 0O

}

See Also
functions: GiveGoldToCreature
categories: Action on Object Functions | Money Functions

author: Lilac Soul, additional contributor(s): Lilac Soul, JP team: Rainie



Home > Reference > Functions > Inventory, Money > TakeGold

TakeGold(int, object, int)
Ao odg o

void TakeGold(
int nAmount,
object oGoldHolder,
int bDestroy = TRUE

);

Parameters
nAmount
OoOooooo

oGoldHolder
OO0O0O0OO0O00O0OOobject

bDestroy
OOodooodooooooooooooo0obDod0OonoOTRUED

Description
oGoldHolderO OnAmountO O OO0 00O 00O OO0 OO0 OOOOOOOOOODOOOOOOO
Ooodoooooooooogod

Remarks
OO0O0O0Onw_i0_plot.nssO440 0 00000 OO O

OO0O0O0Onw_i0_tool.nssO550 0 00000 O OO

OOoOooOoooooooooooooobooOoOoooddTakeGoldFromCreature() D OO OO OO0
obhoobogoogoboonoogoooobogoogoogooogn

Requirements
#include "nw_i0_plot"

Version
1.22

See Also
functions: TakeGoldFromCreature | TakeNumltems
categories: Inventory Functions | Money Functions

author: John Shuell, JP team: Rainie



Home > Reference > Functions > Money > TakeGoldFromCreature

TakeGoldFromCreature(int, object, int)

ooooboogobooboogoooooodno

void TakeGoldFromCreature(
int nAmount,
object oCreatureToTakeFrom,
int bDestroy = FALSE

);

Parameters
nAmount

ooodd

oCreatureToTakeFrom

odddoooooooooooobobobooonoooodgodd

bDestroy

OOOTRUEDOOOOOOODOOODOOOOoOoOooOoooOobDobDooooooooboobonoooo

OO000O0O0OoOOoOoOodOdoOOoFALSEO

Description
oCreatureToTakeFromO OnAmountO OO0 O OO OO OO OO

Remarks

bDestroyll OO OO OOOOOFALSED D OO OOOOOOOOOOTRUEODOOOOOBiowared

OOOO0O0OObDestroydTRUEO OO OOOOOOOOOOOOOOOTakeGoldO O
ONW_lo_TooLOOOOOooooooooooooooooooooooooo

Version
1.22

Example
/OO 0OBiowareO O OO OO OOOOO
[* 000000000 00OXPpOGPOOOOOOOOOOOO
void ApplyPenalty(object oDead)

}

int nXP = GetXP(oDead);

int nPenalty = 50 * GetHitDice(oDead);

int nHD = GetHitDice(oDead);
/rOo00oooooooooooooooon-
int nMin = ((nHD * (nHD - 1))/ 2) * 1000;

int nNewXP = nXP - nPenalty;
if (NnNewXP < nMin)
nNewXP = nMin;
SetXP(oDead, nNewXP);
int nGoldToTake = FloatTolnt(0.10 * GetGold(oDead));
/* 00000000000 0O10000gp0dd
if (nGoldToTake >10000)

nGoldToTake = 10000;
}
AssignCommand(oDead, TakeGoldFromCreature(nGoldToTake, oDead, TRUE));
DelayCommand(4.0, FloatingTextStrRefOnCreature(58299, oDead, FALSE));
DelayCommand(4.8, FloatingTextStrRefOnCreature(58300, oDead, FALSE));

See Also
functions: GiveGoldToCreature | TakeGold | TakeNumltems
categories: Money Functions

author: Tom Cassiotis, JP team: geshi, Rainie
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