Home > Reference > Functions > Categories > Combat

30.Combat Function Category
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Home > Reference > Functions > Action on Object, Combat, Combat Actions > ActionCounterSpell

ActionCounterSpell(object)
Oo0o0o0000000o0o0o00o00Ooon

void ActionCounterSpell(
object oCounterSpellTarget

);

Parameters
oCounterSpellTarget
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Version
1.22

See Also
functions: ActionCastSpellAtLocation | ActionCastSpellAtObject
categories: Action on Object Functions | Combat Functions | Combat Actions Functions

author: Troels Therkelsen, editor: Jeff Lindsey, JP team: Rainie



Home > Reference > Functions > Action on Object, Combat, Talents/Skills/Feats > ActionUseFeat

ActionUseFeat(int, object)
oTarget0 0O DO 0O0ODOOOO0OODOO

action ActionUseFeat(
int nFeat,
object oTarget

);

Parameters
nFeat
FEAT _*

oTarget
0000000 object

Description
ActionUseFeattl IO 00O OO OOOOOOOOOOOobjectOO0 000 OOOOooOooooooon
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Remarks
OOoOoOoopPCOnOOOOOODOOOOOO

Version
1.22

Example
[INPCO OO OOOOOOOOOLay on Hands[O IO
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ActionUseFeat( FEAT_LAY_ON_HANDS, GetPCSpeaker() );

See Also
functions: ActionUseSkill | ActionUseTalentAtLocation | ActionUseTalentOnObject | GetHasFeatEffect
categories: Action on Object Functions | Combat Functions | Talents/Skills/Feats Functions
constants: FEAT_* Constants

author: Iskander Merriman, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > AssociateCheck

AssociateCheck(object)
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int AssociateCheck(
object oCheck

);

Parameters
oCheck
OO0OoOoOooOdoOoOoOoOdodOdobject

Description
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oot

Remarks
OO00OO00OO00OoOooOooOodgOdAssociateCheckD OO OO OOOOO OO OGetAssociate()d O O
ood

Requirements
#include "nw_i0_generic"

Version
1.22

Example
/I OO Onw_i0_genericld [JAssociateCheck 1 OO OO OO0
int AssociateCheck(object oCheck)

{
object oHench = GetAssociate (ASSOCIATE_TYPE_HENCHMAN);

if(oCheck != oHench)
return TRUE;

}
return FALSE;
}

See Also
functions: CheckFriendlyFireOnTarget | GetAssociate
categories: Combat Functions | Core Al Functions

author: Iskander Merriman, editor: Dave Robinson, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > BashDoorCheck

BashDoorCheck(object)
0000000000000 00O CODetermineCombatRound 01 01 01 01 01 01 01 0

int BashDoorCheck(
object olntruder = OBJECT_INVALID

);

Parameters
olntruder
(OOOOO: OBJECT_INVALID)

Description
Odoooooooooooooooooooooooooooooooooooooooooooo
[0 ODetermineCombatRound()D OO OO OO0 OO

Remarks
OO0O0OO0OOO0O0O0AIOOO0OODetermineCombatRoundO OO0 0000 OO OO OO OOOOOOO
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Requirements
#include "nw_i0_generic"

Version
1.22

Example
/Inw_i0_genericC0 OO :
/*
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WARNING THIS SCRIPT IS CHANGED AT YOUR PERIL
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This is the master generic script and currently

handles all combat and some plot behavior

within NWN. If this scriptis tampered

with there is a chance of introducing game

breaking bugs. But other than that enjoy.
*/
/I'l1f you're confident that using or modifying BashDoorCheck
/l'is the right thing to do, you don't need sample code.

See Also
functions: DetermineCombatRound
categories: Combat Functions | Core Al Functions

author: Iskander Merriman, editor: Tom Cassiotis, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > CheckEnemyGroupingOnTarget

CheckEnemyGroupingOnTarget(object, float)
ODooooooooooooooooooooooooo

int CheckEnemyGroupingOnTarget(
object oTarget,
float fDistance = 5.0

);

Parameters
oTarget
OO0oOOoooOdooooooooOdOododCobject

fDistance
OOo0fdooooooooooooogoooogs.og

Description
oTarget OO OO OO OfDistance0 DO OO0 D OO DO OOOOOOOOOOOOOOOOOOg
CheckFriendlyFireOnTargetd 0

Remarks
OOO0OO0OOnw_i0_generic.nssd34630 0000000
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CobjectD 00 OO OOO0DOOOOOOO

Requirements
#include "nw_i0_generic"

Version
1.22

Example
[INPCOMOOOOOOOOOOOOOOOOOOOOOOOnO
/O00000000000000000000o0goooooo
/Oo00o0oooooogoooon
void main()

oTarget = GetNearestCreature(CREATURE_TYPE_REPUTATION, REPUTATION_TYPE_ENEMY,
OBJECT_SELF, 1, CREATURE_TYPE_PERCEPTION, PERCEPTION_SEEN);

if(GetlsObjectValid(oTarget))

{

int nEnemy = CheckEnemyGroupingOnTarget(oTarget);
int nFriendlies = CheckFriendlyFireOnTarget(oTarget);
if(nFriendlies <0 && nEnemy > 1)

ActionCastSpellAtObject(SPELL_FIREBALL,oTarget);

}
}

See Also
functions: CheckFriendlyFireOnTarget
categories: Combat Functions | Core Al Functions

author: Iskander Merriman, editor: John Shuell, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > CheckFriendlyFireOnTarget

CheckFriendlyFireOnTarget(object, float)
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int CheckFriendlyFireOnTarget(
object oTarget,
float fDistance = 5.0

);

Parameters
oTarget
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fDistance
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Description
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Requirements
#include "nw_i0_generic"

Version
1.26

Example
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void main()

oTarget = GetNearestCreature(CREATURE_TYPE_REPUTATION, REPUTATION_TYPE_ENEMY,
OBJECT_SELF, 1, CREATURE_TYPE_PERCEPTION, PERCEPTION_SEEN);
if(GetlsObjectValid(oTarget))

int nNEnemy = CheckEnemyGroupingOnTarget(oTarget);
int nFriendlies = CheckFriendlyFireOnTarget(oTarget);
if( nFriendlies <= 0 && nEnemy >=1)

ActionCastSpellAtObject(SPELL_FIREBALL,oTarget);

}
}

See Also
functions: AssociateCheck | CheckEnemyGroupingOnTarget | GetAttackTarget |
GetAttemptedAttackTarget | GetlsFriend | GetlsReactionTypeFriendly
categories: Combat Functions | Core Al Functions

author: Iskander Merriman, editor: Charles Feduke, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > chooseTactics

chooseTactics(object)
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int chooseTactics(
object olntruder

);

Parameters
olntruder
Ooooooooooooog

Description
OO0 ODetermineCombatRoundO OO0 D D0 00000000 oOoooOoOooooooon
DetermineCombatRoundO O OO0 OO O OO

Requirements
#include "nw_i0_generic"

Version
1.30

See Also
functions: DetermineCombatRound
categories: Combat Functions | Core Al Functions

author: Charles Feduke, JP team: Rainie



Home > Reference > Functions > Combat, Get Data from Creature > DetermineClassToUse

DetermineClassToUse()
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int DetermineClassToUse();

Description
DetermineCombatRound O OO0 000 OCONPCOO OO OOOOONO
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Remarks
OoOoOooOoooooooooooood

Requirements
#include "NW_0O2_CONINCLUDE"

Version
1.22

See Also
functions: DetermineCombatRound
categories: Combat Functions | Get Data from Creature Functions

author: Jody Fletcher, JP team: marshall



Home > Reference > Functions > Combat, Core Al > DetermineCombatRound

DetermineCombatRound(object, int)
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void DetermineCombatRound(
object olntruder = OBJECT_INVALID,
int nAIDifficulty = 10

);

Parameters
olntruder
(OOOOO: OBJECT_INVALID)

nAlDifficulty
Odo0odoooooodoOotod

Description
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Requirements
#include "NW_10_GENERIC"

Version
1.28

See Also
functions: ActionAttack | chooseTactics | DetermineAssociateCombatRound | DetermineClassToUse
categories: Combat Functions | Core Al Functions
events: OnPhysicalAttacked Event

author: Jody Fletcher, editor: Charles Feduke, additional contributor(s): Tim Stokman, JP team: Rainie



Home > Reference > Functions > Combat, Effects > EffectDamageReduction

EffectDamageReduction(int, int, int)
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effect EffectDamageReduction(
int nAmount,
int nDamagePower,
intnLimit=0

);

Parameters
nAmount
Oooooooogoono

nDamagePower
DAMAGE_POWER_*OO0OOOdOOOoOOoOoOdOoOooooOodonOnd

nLimit
effectd 0000000000 0OO00OO0O0OOOOOOOOOOOOOCO(Default: 0)

Description
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Ooooooooooogod
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0 OeffecttdApplyEffectToObject() DO 00O OO0 DD OO OO OO OOOOOOOOOOOOOO
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Version
1.22

See Also
functions: EffectDamageResistance
categories: Combat Functions | Effects Functions
constants: DAMAGE_POWER_* Constants

author: John Shuell, JP team: akito



Home > Reference > Functions > Combat, Effects > EffectDamageResistance

EffectDamageResistance(int, int, int)
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effect EffectDamageResistance(
intnDamageType,
int nAmount,
intnLimit=0

);

Parameters
nDamageType
DAMAGE_TYPE_ *O 00O OdOOOdooOOOooOOooooOoon

nAmount
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nLimit
OOeffectO0 00000000000 0OOOOOOOOOCOOOOOOOOOOOO(Default: 0)

Description
nLimitC] O O COnLimitd00O0 OO0 OO O O OnDamageType O O O OnAmountd O OO0 OO0 OO OO
effect 000000

Remarks
[0 OeffectldApplyEffectToObject() D D0 00000 OO0 OO OOOOOOOOOOOOOOOOOO
oooOogo

Version
1.22

See Also
functions: EffectDamageDecrease | EffectDamageReduction | EffectDamageShield
categories: Combat Functions | Effects Functions
constants: DAMAGE_TYPE_* Constants

author: John Shuell, JP team: akito



Home > Reference > Functions > Combat, Effects > EffectDamageShield

EffectDamageShield(int, int, int)

ooogboogoboooDboooogoooobogoogobooooogooooooooodgn
ooodono

effect EffectDamageShield(
int nDamageAmount,
int nRandomAmount,
intnDamageType

);

Parameters
nDamageAmount
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nDamageType
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Description
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Version
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See Also
functions: EffectDamageResistance
categories: Combat Functions | Effects Functions
constants: DAMAGE_BONUS_* Constants | DAMAGE_TYPE_* Constants

author: John Shuell, JP team: akito



Home > Reference > Functions > Combat, Effects > EffectDeath

EffectDeath(int, int)
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effect EffectDeath(
int nSpectacularDeath = FALSE,
int nDisplayFeedback = TRUE

);

Parameters
nSpectacularDeath
OOO0OOOTRUEDOOOOOeffectO 000000000000 OOOOOOOOdO(Default:
FALSE)

nDisplayFeedback
(Default: TRUE)

Description
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deatheffectO0'00'D 000000 OOOOOOOOOOOOOOOOOeffectO0OOOOnooOd
OO00O0ODOoooooooooobogogoogdeffectoooooood

OO0O0O00ooooooooooooooooooon
O0000000000Oo0oOododEffectResurrection() 000000000 OO
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Version
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See Also
categories: Combat Functions | Effects Functions

author: John Shuell, JP team: akito



Home > Reference > Functions > Combat, Core Al, Henchmen/Familiars/Summoned >
GetGoingToBeAttackedBy

GetGoingToBeAttackedBy(object)
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object GetGoingToBeAttackedBy(
object oTarget

);

Parameters
oTarget
Ooooooooooooog

Description
ocTargetO OO OO OO DOOOOOOOOOOoTarget OO OO OO OO OO OOOOOOO
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Version
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See Also
categories: Combat Functions | Core Al Functions | Henchmen/Familiars/Summoned Functions

author: Tom Cassiotis, JP team: Rainie



Home > Reference > Functions > Combat, Core Al > GetlsFighting

GetlsFighting(object)
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int GetlsFighting(
object oFighting
);

Parameters
oFighting
Ooooooono

Description
OOO0OO0O0ooOogoooNPCOOOOOOOOOODOOOOOOOOOoooOoooooon
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Remarks
O0O00o0doooooooooodododOOGetAttemptedAttackTarget()D O O
GetAttemptedSpellTarget()O O OO O OO

Requirements
#include "NW_I10_GENERIC"

Version
1.22

Example
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int GetlsFighting(object oFighting)

{
object oAttack = GetAttemptedAttackTarget();

object oSpellTarget = GetAttemptedSpellTarget();
if(GetlsObjectValid(oAttack) || GetlsObjectValid(oSpellTarget))
return TRUE;

}
return FALSE;
}

See Also
functions: GetAttackTarget | GetAttemptedAttackTarget
categories: Combat Functions | Core Al Functions

author: Tom Cassiotis, editor: John Shuell, JP team: Rainie



Home > Reference > Functions > Combat, Core Al, Get Data from Object,
Henchmen/Familiars/Summoned, Targeting > GetLastHostileActor

GetLastHostileActor(object)
object 0 DD O00DDOO0O0DDOO0ONDDOOONONDDODOONODOOOOOn

object GetLastHostileActor(
object oVictim = OBJECT_SELF

);

Parameters
oVictim
OO000O0D0OO0O00Oobject0 00000 OOBJECT_SELFO

Description
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Yo=Y T T O
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Version
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See Also
functions: GetlLastAttacker | GetLastDamager | GetLastDisturbed | GetLastKiller | GetLastSpellCaster
| GetLastWeaponUsed | GetTotalDamageDealt | RespondToShout
categories: Combat Functions | Core Al Functions | Get Data from Object Functions |
Henchmen/Familiars/Summoned Functions | Targeting Functions

author: John Shuell, JP team: Rainie



Home > Reference > Functions > Combat, Combat Actions, Private Functions > JumpToWeakestEnemy

JumpToWeakestEnemy(object)
ODooooooooooooooooooo

void JumpToWeakestEnemy(
object oTarget

);

Parameters
oTarget
Oooooooooooooooog

Description
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Version
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See Also
categories: Combat Functions | Combat Actions Functions | Private Functions Functions

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



Home > Reference > Functions > Combat, Combat Information, Private Functions > SearchForPlayer

SearchForPlayer()
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void SearchForPlayer();

Description
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Remarks
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Version
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See Also
categories: Combat Functions | Combat Information Functions | Private Functions Functions

author: Lilac Soul, JP team: ngtaicho



Home > Reference > Functions > Combat, Core Al Talent, Talents/Skills/Feats > TalentRangedAttackers

TalentRangedAttackers(object)
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int TalentRangedAttackers(
object olntruder = OBJECT_INVALID
);

Parameters
olntruder
(OOOOO: OBJECT_INVALID)

Description
Oo0ooooooooooooooooooooooooooooooooooooon
OBJECT_SELFOTargetl50 OO0 00O OO0 OOOOOOOOOOOOOoOoOooOon
OBJECT_SELFO O OO OO

Ooodoooooooooooooooooood
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Requirements

#include "nw_io_generic"

Version
1.29

See Also
functions: TalentMeleeAttack | TalentMeleeAttacked | TalentRangedEnemies | TalentSpellAttack
categories: Combat Functions | Core Al Talent Functions | Talents/Skills/Feats Functions
events: OnCombatRoundEnd Event | OnPhysicalAttacked Event

author: Jody Fletcher, JP team: Rainie
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