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1. Introduction

The Quick Battle 2 editor simplifies the way to build battle configurations for the Quick Battle 2 script.
 The editor offers you interactive dialogs to select all options and parameters for a Quick Battle configuration. Then it creates a (hopefully) error-free Quick Battle 2 configuration file. The Quick Battle 2 editor supports the following features:

· full QB2 version 1.3 functionality

· you can create new battles using interactive dialogs

· you can edit existing battles (even hand-written battles)

· you can delete battles

· you can rename battles

· you can import battles

· selection lists for ships, systems and planets prevent ‘can not load ship/system’ errors

· the qb2.txt file is maintained. Newly created or imported battles are added automatically. Deleted battles are removed, renamed battles are altered. Furthermore, you can change the order of battles.

· you can check battles for missing ships and systems

This manual describes how to install the Quick Battle 2 editor and how to use it

1.2 What’s new in version 1.3

For all of you familiar with version 1.2 this section lists the new features of version 1.3 and gives a reference to those sections, where the new features are described.

Qb2edit version 1.3 supports all new features introduced by the Quick Battle 2 version 1.3 script:

· You can define jump gates. These jump gates allow you travel to systems immediately without the use of warp. Several options can be defined for jump gates, see sections 3.3.3, 3.3.8 and 3.3.9.

· You can define dialogs when jump gates appear or are activated, see section 3.3.8.

· You can define a self destruct sequence for your ship, see section 3.2.1 and 3.2.2

· You can create an epilog for a battle, see section 3.2.1

· The editor now accepts file formats version 1.3, 1.2, 1.1 and 1.0 for the .qb2 files. It creates file format 1.3 files to prevent using the 1.2, 1.1 or 1.0 QB2 script together with the version 1.3 editor.

Furthermore, a few new features have been added:

· The order buttons (up/down) for battles and systems are now auto-repeat. So if you want to bring a battle to the top, you just have to keep the up button pressed (see sections 3.1 and 3.3).

· The list box selection is no longer lost when you delete an item (a battle, escort, system, enemy, friend, neutral or hulk). You now can remove the next item without a new selection.

· The import battle function (section 3.6) now remembers the last folder used. If you have imported a battle from a folder and you want to import a new battle later, you will start with exactly the same folder.

· A crash is fixed when trying to edit a battle containing no system

1.2 What was new in version 1.2

Here is the list of the features introduced by version 1.2:

Qb2edit version 1.2 supports all features of the Quick Battle 2 version 1.2 script:

· You can define actions for friendly, enemy and neutral ships. The possible actions are ‘warp in’, ‘warp out’ and ‘join escort’, see sections 3.3.6 and 3.3.7

· You can define dialogs on the above described actions, see same sections

· You can define individual dialogs for neutral behavior change. These dialogs replace the standard dialogs known from version 1.1, see section 3.3.7

· You can define acm voice files for all dialogs, see sections 3.2.1, 3.3.6 and 3.3.7

Furthermore, some administrative features have been added:

· You can import battles, see section 3.6. This means the editor allows you to take a battle from everywhere on your disk and add it to your battle list. The .qb2 file is copied to your scripts folder and the qb2.txt file is updated. So you don't need to deal with the qb2.txt file any longer. Furthermore a battle is checked for syntax errors and probably missing ships, systems and planets before being imported. 

· You can check battles, see section 3.5. This checks your battles for syntax errors and missing objects like ships, systems or planets. You will get a detailed list of what may be missed. The editor takes your qbships.txt and qb2sys.txt files as a reference. All objects contained in the battle but not in these files are marked as suspicious. This check is done automatically when importing a battle. Furthermore, you can start the check from the battle selection screen and from the systems screen while editing a battle. This might be useful if you import a battle with missing objects and you want to edit the battle to replace these objects. So you don't have to leave the edit mode to do the check again and to see if everything is ok now or if there is still something missed

· You can rename battles, see section 3.1. This automatically renames the .qb2 battle file and the entry in the qb2.txt file.

2. How to install the Quick Battle 2 editor

First, you need to have Quick Battle 2 version 1.3 installed to run the editor. If you not have installed Quick Battle 2 version 1.3, do this first. Refer to the Quick Battle 2 manual on how to install Quick Battle 2.

The installation of the Quick Battle 2 editor is simple:

1. Take the file qb2edit.exe from the archive. This file is the Quick Battle 2 editor. Copy the file to any folder you like. The Quick Battle 2 editor doesn’t need any special DDL and is able to run from everywhere. So you may want to copy the file to your main ka folder, but this is just a suggestion. Use any folder you like.

2. If you have already a qb2sys.txt file in your scripts folder, you don’t need to copy this file from the archive. There is no change in the format from version 1.2 or older to version 1.3 and you might have modified this file already. Otherwise, take the file qb2sys.txt from the archive and copy it to the scripts subfolder of your main ka folder. This file contains a list of all available systems and planets. Refer to section 4 to see how you can add your own mod systems and planets to that file.

3. If you already have a qbships.txt file in your scripts folder, the copy action is now complete. The Quick Battle 2 editor uses the standard qbships.txt file from Quick Battle to offer you a list of available ships. If you don’t have this file (e.g. because you have no mods installed), you can copy the clean version provided in the archive to the scripts folder.

4. Now you have to do a single configuration step: the editor needs to know the path to your main ka folder. To do this, start the editor. As long as the editor in unconfigured, you directly will be guided to the configuration dialog:
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Figure 1: the configuration dialog

Use the list box to set the path. Set the path to the main ka folder, not to the scripts subfolder. So if e.g. your ka is located in f:\games\ka, take this as the path. Don’t select f:\games\ka\scripts. Press ok to finish the selection (in the above picture it would be the right action to press ok now). To verify or to modify the path selection, you can choose the item ‘Configure’ of the main menu at any time.

As soon as you have finished this configuration step, the path is stored in the windows registry
. The installation of the editor is complete now, you should be able to use it.

Note: if you have already installed and configured a previous version of the qb2edit, you don’t need to do the configuration step again. Qb2edit version 1.3 reads the configuration data from the previous version.

3. How to use the Quick Battle 2 editor

When you start the configured Quick Battle 2 editor, you should see the screen depicted in figure 2. To start select File->Start from the main menu. This should guide you to the starting dialog. If you get an error message like ‘Cannot open qb2.txt file’ or ‘Cannot open qb2sys.txt file’ or ‘Cannot open qbships.txt’ file check first if your path to the main ka folder is configured properly. See if you have QB2 installed and if the requested files are in the right place. More possible errors might occur, e.g. if your qb2.txt file is corrupted. For a description of all error messages refer to section 5 of this manual.

Other possible selections in the main screen are File->Exit. This will close the editor. Configure allows you to set the path to ka and Help->About displays an about box.
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Figure 2: the main screen

3.1 The starting dialog

After selecting File->Start from the main menu you should see the starting dialog:
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Figure 3: the starting dialog

The list box in the dialogs shows you all available QB2 battles found in the qb2.txt file. You can now:

· create a new battle by pressing the Create Battle button. Your are asked to enter the name of the new battle.

· edit an existing battle. The Edit Battle button is enabled as soon as you have selected a battle in the list box. You get the same result by doubleclicking a battle in the list box.

· delete an existing battle. The Delete Battle button is enabled as soon as you have selected a battle in the list box. An additional dialog will ask you to confirm deletion.

· rename an existing battle. The Rename Battle button is enabled as soon as you have selected a battle in the list box. If a battle with the new name already exists, an additional dialog will ask you to confirm an overwrite.

· check a battle for syntax errors and missing ships, systems and planets. See section 3.5 for a detailed description. The Check Battle button is enabled as soon as you have selected a battle in the list box. You can check a battle as well while editing, see section 3.3

· import a battle from anywhere on your computer by pressing the Import Battle button. See section 3.6 for a detailed description.

· close the starting dialog by pressing the Close button.

· reorder the battles using the ( and ( buttons. These buttons are enabled as soon as you have selected a battle in the list box. The order of the battles in the list box is the same you get in the selection screen of the QB2 script. With the ( and ( buttons you can modify the position of a battle. These buttons have an auto-repeat functionality. If you keep a button pressed, the selected battle will continuously move up or down.

The following dialogs are the same for creating a new battle or editing an existing battle. The only differences are:

· When you create a new battle all the dialogs will contain empty fields. When you edit a battle the fields will be filled with the parameters of the edited battle.

· When you create a new battle with the same name as an existing battle, you will get a warning. Creating a new battle with the same name as an existing battle does not override the existing battle immediately. It is overwritten in the end when you save the new battle. You have the opportunity to save the new battle under a different name.

· When you edit an existing battle, the configuration file is checked for syntax errors. If you have created the battle configuration with the Quick Battle 2 editor, those errors should never occur. But if you edit a hand-written configuration, you may get all of the error messages known from the Quick Battle 2 script. Editing an invalid battle configuration is refused. So you can use the Quick Battle 2 editor as well as a syntax checker for hand-written battles. If you want to have a more detailed check use the Check Battle feature. It not only checks for syntax errors, but also warns you about probably missing ships, systems and planets.

· When you edit an existing battle, which was not created by the Quick Battle 2 editor you will get a warning that you may lose all your hand-written remarks. You can edit any battle with the Quick Battle 2 editor, even hand-written ones. But the editor places his own remarks and removes most of the user remarks. Only the first block of remarks starting after the ‘File Format Version 1.3’ up to the first blank line or keyword is preserved. So the following remarks would be preserved:

QB2 Battle 

File Format Version 1.3

// This is my remark

// Another line of remark

Player = ...

The following remarks would be preserved as well:

QB2 Battle 

File Format Version 1.3

//

// This is my remark

// Another line of remark

Player = ...

But the following remark will not be preserved, because the 3. line is blank and sampling of remarks stops on the first blank line:

QB2 Battle 

File Format Version 1.3

// This is my remark

// Another line of remark

Player = ...

You can edit and add a starting block of remarks with the Quick Battle 2 editor, see section 3.2.1.

3.2 The general dialog

When selecting Create Battle or Edit Battle in the starting dialog you will see the general dialog.
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Figure 4: the general dialog

The left list box shows all available ships. The ships are taken from the same file used for the standard Quick Battle. So all ships available for standard Quick Battle are also available for Quick Battle 2. Each line represents a ship class. The name in brackets is the Quick Battle ship name. This name is given for information only and not used in Quick Battle 2. 

This dialog allows you to:

· select the player ship. As soon as you have selected a ship in the Available Ships list box, the Select--> button is enabled. Pressing the button takes the selected ship as the new player ship. The player ship is shown in the Player Ship box. A previously selected player ship is overwritten.

· add escorts. Escorts are friendly ships that follow you through all the systems. As soon as you have selected a ship in the Available Ships list box the Add--> button is enabled. Pressing the Add--> button adds the selected ship to your escort. The currently chosen escort ships are shown in the Escort list box

· remove escorts. If you have selected an escort ship in the Escort list box, the <--Remove button is enabled. Pressing this button removes the ship from the escort.

· give a name to the player ship and the escort ships. To do so, just doubleclick in the Player Ship box or the Escort box on the ship you want to assign a name. A dialog will be shown that allows you to enter or edit a name for the ship. If a name is assigned to a ship, this is shown in the listbox using an arrow, e.g.

KFBC IKS piH --> My fine shipname

If you don’t specify a name for a ship, the Quick Battle 2 script will automatically derive a name from the ship class. The editor checks for duplicate ship names. Ship names in ka must be unique, so you will get an error message when you try to assign an already existing name. Names are case sensitive.

· cancel all you have done so far. You will be queried to confirm the cancel operation. If you do so, you will leave the edit mode and the battle configuration is left unchanged.

· finish and save. The Finish button is only active if you have defined the player ship and at least one system. How to define a system will be shown in section 3.3. When you press the Finish button, a dialog will allow you to save your battle, to save it using a different name or to go back to the edit mode.

· go to the next dialog, which will allow you to define systems. The Next--> button is only enabled when you have defined a player ship.

· define general options for the whole battle like the title, the ship change mode, etc. This can be done by pressing the Options button.

3.2.1 The options dialog

When you press the Options button in the general dialog, you will get the general options dialog shown in figure 5.

This dialog allows you to:

· enter a title for the battle. The title can be up to 50 characters and is shown in an introducing in-game-movie

· enter any number of title lines. Each line entered in the Title Lines edit box will show as a separate dialog line in the introducing in-game-movie. Each line can have up to 200 chars. If you enter more characters, the line will be automatically truncated and you will get a warning when leaving the general options dialog. A special feature is the possibility to define an ACM voice file for each title line. If you want to setup a voice file for a line, just put the name of the file (without the extension .acm) in square brackets before the text it should be applied to, e.g.:

[myvoice] Welcome to my first battle.
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Figure 5: the general options dialog

The corresponding voice file (myvoice.acm in the above example) must be placed in the voice folder of the KA main directory. If you don’t have this folder, make one. A lot of voice files are provided with the KA distribution. They are hidden in the .dat file, but still accessible. You can create your own voice files as well. A .wav to .acm converter (acmpack) is available in the download section of klingonacademy.com. Just read the instructions provided with this converter. If you define a voice file and the file is not present, this will cause no crash. You will just not hear the voice.

· enter any number of epilog lines. Each line entered here will show as a separate dialog line in an in-game-movie at the end of the battle. The rules for these lines are the same as for the title lines.
· set the ship change mode. You can select Off, which means no ship change is allowed for the whole battle. This is the default selection. If you select Manual, you can switch to any friendly ship closer than 25000k by using the VOS 3-4 command. If you select Automatic, you will be automatically transferred to the next friendly ship in case of your death.

· set the warp out mode. You can select Anytime, which means you can leave every system at any time you want (if there are no local warp disables for that system, see section 3.3.4). This is the default selection. If you select When Cleared, you have to stay in each system until all enemy ships are killed. Then you can proceed to any system you like. If you select Sequential, you have to stay until a system is cleared and you have to visit the systems in the order they are define, see next section.

· set the collisions mode. You can select On, which means collisions are checked for all ships. This is the default selection. You can select Off for Player, which means no collisions are checked for the player ship. This is an interesting option if you don’t want to get rammed to death. The third possible option is Off for All. This means no collisions are checked for all ships in the battle. This is interesting if you have a large number of escorts. Sometimes the AI is not able to prevent a large number of escort ships from colliding and thereby reducing your escort.

· set the perfect cloak mode. If the player ship has a cloaking device, this selection affects the efficiency of this device. You can select Off, which means the standard cloak is used. This is the default selection. The standard cloak still allows other ships to detect you. If you select On, your cloaking device will work perfectly. You never will be detected by enemies while being cloaked. 

· set up the extended self destruct. This feature is described in the next section. By pressing the Setup button you will get the corresponding dialog. 

· define general remarks for the script. These remarks are stored as a comment in the beginning of the battle configuration. You can add any number of lines you like. For example, you can give a list of mods needed for the battle.

Ok stores all your selections and brings you back to the general dialog. Cancel discards all modifications.

3.2.2 The extended self destruct dialog

KA supports a simple form of self destruct. You can go to the engineering screen and press the self destruct button. Ten seconds later your ship is history. QB2 gives you the possibility to define an extended self destruct sequence. Unfortunately, it is not possible to override the self destruct button in the engineering screen. So using this button will always engage the simple self destruct. If you have defined the extended self destruct, you can activate it by VOS 8-9. The extended self destruct allows you to configure several options. This is done using the extended self destruct dialog shown in figure 6. 

The mode lets you select the general options for the extended self destruct:

· None disables the extended self destruct

· Standard enables the extended self destruct in standard mode. This means, the self destruct will destroy the player ship, that’s all.

· Overkill enables a special self destruct, where not only the player ship is destroyed, but all other ships closer then a given distance. This distance can be specified in the Range field

· Selective Overkill is similar to overkill. The difference is only enemy ships in the given range are destroyed. Friendly and neutral ships are not harmed.
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Figure 6: the extended self destruct dialog

These modes allow to make self destruct a real weapon. You can try to attract the enemies attention to your ship, start the self destruct and switch to another friendly ship. If you use the selective overkill mode, all enemy ships within the specified distance will be killed. To make it more difficult, you can use the overkill mode. This means, you have to escape before your old ship explodes.

Another feature of the extended self destruct is a code needed to start the self destruct sequence. The Code field in the extended self destruct dialog allows you to enter this code. The code is restricted to a maximum length of ten digits or upper case characters. Qb2edit takes care that this rule is obeyed.

3.3 The systems dialog
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Figure 7: the systems dialog

When you press the Next--> button in the general dialog, you will proceed to the systems dialog. This dialog allows you to define solar systems for the battle.

The list box on the left shows all available systems. These systems are taken from the qb2sys.txt file (Section 4 shows you how to add more systems, e.g. mod systems, to this file). You can:

· add a new system to your battle by pressing the Add--> button. This button will be enabled as soon as you have selected a system in the Available Systems list box. You can add up to 6 systems to a battle. The selected systems are shown in the Systems list box together with a quick info about the number of friends, enemies, neutral ships, hulks and jump gates in this system, e.g.

Sol

(3 Friends, 4 Enemies, 2 Neutrals, 0 Hulks, 0 Gates)

· replace a system by another system by pressing the Replace--> button. This button will be enabled as soon as you have selected a system in the Available Systems list box and in the . Systems list box. If you replace a system by another one, all elements of the old system (friends, enemies, neutrals, hulks, options, ...) are preserved except for planetary positions. It does not make sense to change e.g. from Baumeister to Bradley but keep the friends located at Baumeister I. So the editor automatically deletes all positions based on planets for this system. Positions based on coordinates are not affected. A dialog will ask you to confirm the replace operation.

· remove a system from the battle by pressing the <--Remove button. The <--Remove button is enabled as soon as you have selected a system in the Systems list box. The A dialog will ask you to confirm the deletion. If you delete a system from a battle, all ships and other parameters defined for that system are lost.

· edit a system, which means adding ships to the system and selecting options. You can edit a system either by doubleclicking on that system in the Systems list box or by selecting a system in the Systems list box and pressing the Edit or the Next--> button.

· reorder the systems by selecting a system and pressing the ( or ( button. The sequence of systems is important if you have selected the Sequential warp mode in the general options dialog. Both buttons are auto-repeat buttons. 

Furthermore, you can check the battle configuration for missing ships, systems and planets by pressing the Check button. See section 3.5 for more details. 

You can finish and save the edit session by pressing Finish. This button is only enabled if you have at least one system defined for your battle. You can leave the edit session and cancel all what you have done by pressing the Cancel button. A dialog will ask you to confirm this. The <-- Previous button brings you back to the general dialog. The Next--> button is the same as the Edit button and will bring you to the enemy friend dialog for the system selected in the Systems list box. 

3.3.1 The enemy friend dialog

This dialog allows you to add friendly and enemy ships to a system and to select positions and options for that system. The Available Ships list box is the same as for selecting the player ship and the escort. You can

· add friendly ships by selecting a ship in the Available Ships list box and pressing the Add--> button next to the Friends list box. You can add any number of ships you like. The difference between friends and escorts is that escorts are following you through the systems while friends are system resident.

· add enemy ships by selecting a ship in the Available Ships list box and pressing the Add--> button next to the Enemies list box. You can add any number of ships you like.

· remove friendly ships by selecting a ship in the Friends list box and pressing the <--Remove button next to this list box.

· remove enemy ships by selecting a ship in the Enemies list box and pressing the <--Remove button next to this list box.

· assign names to the ships by doubleclicking the desired ship in the Friend or Enemy list box.
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Figure 8: the friend enemy dialog

· define options like stardate, starting and ending dialogs, etc. for the system by pressing the Options button. See section 3.3.4 for details.

· define actions friends and enemies by pressing the Actions button. See section 3.3.6 for details.

· define positions for the friends, enemies, the neutral ships and the hulks by pressing the Positions button. See section 3.3.5 for details.

You can finish and save the edit session by pressing Finish. You can leave the edit session and cancel all what you have done by pressing the Cancel button. A dialog will ask you to confirm this. The <-- Previous button brings you back to the systems dialog. The Next--> button brings you to the neutral hulk dialog for this system.

3.3.2 The neutral hulk dialog

This dialog allows you to add neutral ships and hulks to a system and to select positions and behavior for that system. The Available Ships list box is the same as for selecting the player ship and the escort. 
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Figure 9: the neutral hulk dialog

You can:

· add neutral ships by selecting a ship in the Available Ships list box and pressing the Add--> button next to the Neutrals list box. You can add any number of ships you like. Neutral ships are initially not friends nor enemies. The further actions and behavior of such ships can be defined using the Actions/Beh. button.

· add hulks by selecting a ship in the Available Ships list box and pressing the Add--> button next to the Hulks list box. You can add any number of ships you like. Hulks are wrecked ships tumbling around and losing plasma. So they don’t affect the battle, but they can be used to make a battle more realistic.

· remove neutral ships by selecting a ship in the Neutral list box and pressing the <--Remove button next to this list box.

· remove hulks by selecting a ship in the Hulks list box and pressing the <--Remove button next to this list box.

· assign names to the ships by doubleclicking the desired ship in the Neutrals or Hulks list box.

· define positions for the friends, enemies, the neutral ships and the hulks by pressing the Positions button (this is the same dialog as in the friend enemy dialog). See section 3.3.5 for details.

· define the actions and the behavior of the neutral ships by pressing the Actions/Beh. button. See section 3.3.7 for details.

You can finish and save the edit session by pressing Finish. You can leave the edit session and cancel all what you have done by pressing the Cancel button. A dialog will ask you to confirm this. The <-- Previous button brings you back to the friend enemy dialog. The Next--> button brings you to the jump gate dialog for this system.

3.3.3 The jump gate dialog
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Figure 10: the jump gate dialog

Jump gates give you the possibility to travel from system to system in a single moment without using your warp drive. The jump gates available in QB2 can be configured in a wide range, so these gates can serve as wormholes, anomalies or temporal rifts too. A jump gate will be activated as soon as you get within a critical distance. Another possibility is the activation by hailing the gate. Both features can be configured. When the gate is activated, your ship will be ‘sucked in’ and you will find yourself in another system. There is a maximum of one jump gate per system allowed. 

The jump gate dialog allows you to define jump gates. The first step is to select an object that serves as a gate. Any KA ship can be used. To define a gate, select the desired object in the Available Jump Gates listbox and press the Select-->  button. If you want to replace a gate by another one, just select the new gate and press the Select--> button. The current gate will be overwritten by the new gate.

If you want to give your gate an individual name, double click the gate in the Jump Gate box. Like for ships, you will be asked to enter a name.

You can remove a jump gate by selecting the jump gate object and pressing the Remove <-- button.

The jump gate definition is not complete with only defining the gate itself. A gate additionally needs:

· a destination. This is the system you will arrive after passing the gate. You can define the destination system by pressing the Destination button. Defining the destination is described in section 3.3.9. Note that only systems contained in the battle can be used as a destination.

· a position and/or an appearance time. The position defines where the gate is located in the solar system. You can define this by pressing the Position button, for details see section 3.3.5. The appearance time defines at what time the gate shows up in the system. You can define this time in the Jump Options dialog, see section 3.3.8. Note that at least one of the both values must be defined to have an active gate. If you define only the position, the gate will be located at that position from the beginning. If you only specify the time, the gate will appear next to the player ship at the given time. If you specify both, the gate will appear at the given position and time.

To show you the current state of the gate, a status window is provided. In this window you can see if there is an active gate, an incomplete gate or no gate at all. If there is an incomplete gate, you will be told what is missing or wrong.

Finally, you can define dialogs on the appearance and the activation of a jump gate. This can be done in the Jump Options dialog as well.

The <--Previous button leads you back to the neutral hulk dialog.

3.3.4 The options dialog

The system options dialog allows you to define several options for a specific solar system.
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Figure 11: the system options dialog

You can:

· enter a stardate for the system.

· disable warp for friends, enemies, neutrals and the player (including his escort) in this system. Disabling warp means the group is almost fixed to its location. A remark on disabling warp for the player: This means the player cannot do in-system nor out-system warps. To allow the player (and his escort) to proceed after the system is cleared, the player warp disable is automatically removed when all enemies are killed in the system. You can use this local warp disable in conjunction with the global warp mode (see section 3.2.1) e.g. to allow the player to warp to any system at any time unless he reaches this system. In this system you can pin him with a warp disable.

· select the battle mode. Normally AI is used to fight a battle. I would not recommend to change this unless you want to have a big number of ships fighting each other and you notice the frame rate is going down. In this case Statistics would be a good battle mode. This battle mode doesn’t use AI but statistic evaluations to determine the amount of damage and thereby reduces the computational load. But this has drawbacks. Due to statistical battle mode limitations you cannot define a position for the friends or the enemies or the neutrals in the system at the same time. You can only select one of these positions. Furthermore, you must define at least one friendly and one enemy ship. You cannot use warp in actions and join escort actions for friends. These restrictions are checked by the Quick Battle 2 editor when you finish the edit session. In case of a violation you will get a warning message and the battle mode is automatically set back to AI.

· enter starting and ending dialogs for the system. A starting dialog is a sequence of HUD messages shown when you enter the system for the first time. A ending dialog is a sequence of HUD messages shown when you have cleared the system. Each line in the two edit boxes represents a HUD message and must have the following format:

Speaker: Text

e.g.

First Officer: We have reached the Sol system. Starbase I is hailing us.

The speaker for a line can have up to 40 characters, the text for a line can have up to 200 characters.

This format is checked when you leave the system options dialog. If the format is not correct, the format is corrected automatically (e.g. by inserting a default speaker if no speaker is defined for a line or by truncating if a text or a speaker is too long) and a warning about the corrections is displayed.

Like for title lines, you can add an optional ACM voice file for a dialog line by placing the voice file name in square brackets before the dialog line it shall be applied, e.g.:

[fovoice1] First Officer: We have reached the Sol system. Starbase I is hailing us.

This would play the fovoice1.acm file while this dialog line is shown. See section 3.2.1 on more information of placing and creating ACM voice files.

Ok stores all your selections and brings you back to the systems friend enemy dialog. Cancel discards all option modifications.

3.3.5 The position dialog

The positions dialog allows you to define positions for the friends, the enemies, the neutrals, the hulks, the jump gate and the player in a system. If this is not the first system, the player position defines the warp-in coordinates for the player. You can select positions either by giving coordinates or by defining a celestial body. In case of a celestial body the group or object is placed nearby this body.

[image: image12.png][Actions and Behavior of the Neutral Ships in Sol

Neutral Warp In Neuiral Behavior
& Iniialy in the system & Enemy when attacked
€ Werp n fter seconds | | € Enemy afte
€ Fiiend after seconds

s € Random
Dislogs

Neural arp Out

& Never warp out

€ Warp out after secands

€ Werp out afte cleared

_osoge | cancel | [[0R









Figure 12: the positions dialog

The left list box gives you a list of the available celestial bodies (planets, moons or the sun). You can assign a position near a celestial body for a group by selecting an object in the Available Planets list box and pressing the Player-->, Friends-->, Enemies-->, Neutrals-->, Hulks--> or Jump Gate--> button. If you want to enter xyz-coordinates, press the according XYZ-Coord button for the group. A dialog box will open and allow you to enter the coordinates. You can clear a position by pressing the Clear button for a group.

Ok stores all your selections and brings you back to the systems friend enemy or system neutrals hulk dialog. Cancel discards all modifications.

3.3.6 The enemy friend action dialog

This dialog allows you to define actions for friendly and enemy ships.

The Friend Warp In group lets you define a warp in action for the friendly ships in the system. You have two choices: Initially in the system means the friends are in the system from the beginning. They don’t need to warp in. This is the default selection. Warp in after allows you to let the friendly ships warp in the system after the given time in seconds. So initially there will be no friends in the system, you will get your reinforcement after the defined time. The time refers to the player’s first occurrence in the system. The Dialogs button allows you to define a customized sequence of dialogs on friend warp in, see figure 14. The format of these dialogs (Speaker, text, optional ACM file) is the same as for all other dialogs, see section 3.3.4.
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Figure 13: the enemy friend action dialog
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Figure 14: the friend warp in dialog

The Enemy Warp In group lets you do the same for the enemy ships in the system.

The Friend Warp Out & Escort group allows you to define a warp out and escort actions for the friendly ships in the system. You have five choices: Never warp out or join escort  means the enemy ships will never leave the system and never become your escort. This is the default selection. Warp out after allows you to let the friendly ships warp out of the system after the given time in seconds. Note that it is not very useful to define the warp out time to be shorter than the warp in time for the same group. In that case the editor creates a warning. If you do not change the time, the script will execute the warp out immediately after the warp in. Warp out after cleared makes the friendly ships leave the systems as soon as there are no more enemies left in this system. Join escort after makes the friendly ships become your escort after the given time. This is very useful, because from now on these ships will follow you to the other systems in the battle and they will listen to your commands. Using this action it is possible to ‘grab’ an escort later in the battle, e.g. in the second or the third system. Like for the warp out time the join escort time should always greater than the warp in time. Join escort after cleared makes the friendly ships become your escort as soon as the system is cleared of enemy forces. Note that it is not possible to define a warp out action and a join escort action at the same time. Either your friends warp out or they become your escort. Nevertheless, you can define a customized dialog for both cases by pressing the Dialogs button in this group, see figure 15.

The Enemy Warp Out group lets you define a warp out action and the appropriate dialogs for the enemies in the system. Like for friend warp out you can define the enemies to never warp out and to warp out after a given time. Note that you do not have a choice warp out after cleared, because this will never happen for enemy ships. A system is cleared as soon there are no more enemies left!

Please note, that if you do not define a customized dialog for the above described actions, the script will show a standard dialog for each action.
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Figure 15: the friend warp out and join escort dialog

A final word on warp out actions: a warp out will not work in any case. A ship with a disabled warp engine cannot warp out. It will stay in the system. Furthermore, a ship tractored in the moment of the warp out will not leave. For warp out the QB2 script selects a lead ship (the one with the best warp drive). If the lead ship is tractored or destroyed in the moment of the warp out, the whole group will stay. Finally, there is a bug in ka which results in warping ships will not accept AI commands. So if a group of ships designated to warp out is on an in-system warp in the moment of the warp out (e.g. following you to another planet in the system), the ships will not leave the system.

3.3.7 The neutral action behavior dialog

This dialog allows you to define actions and the behavior of the neutral ships in the system.

Like for friends and enemies you can define a warp in action for neutral ships and a customized dialog on this action. You can as well define a warp out action for neutral ships with the options Never warp out, Warp out after and Warp out after cleared. These options have the same meaning as the corresponding friend actions. Also you can define a customized dialog on this action.
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Figure 16: the neutral action and behavior dialog

Finally, the behavior of the neutral ships can be defined. You can chose between four possibilities:

· Enemy when attacked is the default behavior. The neutral ships stay neutral unless you attack one of the neutral ships. In this case all neutral ships in the systems become enemies.

· Enemy after makes the neutral ships to become enemies after a given time. You have to enter the time in seconds.

· Friends after makes the neutral ships to become friends after a given time. You have to enter the time in seconds.

· Random tells the Quick Battle 2 script to randomly select the neutral behavior. So the neutrals may stay neutral, may become enemies or may become friends after a random time.

Regardless of which option you have selected, neutrals always become enemies when you attack them. But the neutrals only become enemies if there are other enemy ships left in the system. If you have selected e.g. Enemy after 120 seconds and you kill all enemies before these 120 seconds, the neutrals will stay neutral. This allows you to bring some additional thrill in the game. You can assign a superior neutral force and tell this force to become enemies after a given time. In that case the player has to kill the original enemies before that time or he will be dust.

Like for actions you can define a customized dialog on a behavior change by pressing the Dialogs button of the group. You can define two dialog sequences, one for the neutrals becoming enemies and one for the neutrals becoming friends. Depending on what happens the script will show the corresponding dialog. If you do not define a dialog, the script will show a standard dialog on a behavior change.

3.3.8 The jump options dialog 

This dialog allows you to define several options for the jump gate in the system.

· The Time check box allows you to set the appearance time for the gate. This defines the time in seconds when the gate appears in the system. Note that at least a position or an appearance time must be defined for a gate to work properly.

The next group of check boxes sets up several different options:

· Hidden jump gate: This option allows you to use an invisible jump gate. You will never see the gate, only notice the effects. This feature can be used for interesting scenarios: you e.g. might define an invisible jump gate in combination with an appearance time, but no position for the gate. In that case, your ship will be attracted suddenly at the given time by something mysterious and invisible.

· Clear system after jump: If this option is set, all remaining enemy ships in the system will be removed and the system will be set to the state 'cleared', as soon as you use the jump gate to leave the system.

· Animate activation: This is an option enabling modders to create nice graphical effects for jump gates. If this option is set, the jumpgate object (whatever you have defined for this) will start firing all weapons and raise shields when the jumpgate is activated. Fire is ceased and shields are dropped again when the jump is done. Modders can use this feature to create open animations correlated to weapon fire or shields. 

· Change activation distance to : Normally, a jump gate is activated as soon as you are closer then 10000k. With this option you can modify this distance.

· Destination only reachable by gate: If this option is set, the destination system of the jump gate cannot be reached by warp. The jump gate will be the only way to get there.

· No spin when leaving gate: Normally, when you pass a jump gate, you will lose control for a short time and your ship will spin around a little bit. If this option is set, your ship will not spin and you will not lose control after leaving the gate.

· Gate must be hailed: A jump gate is normally activated as soon as you get closer then the activation distance, usually 10000k. If this option is set, you additionally have to hail the gate to activate it. This gives the user control over the jump gate activation.
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Figure 17: the jump gate options dialog

The last two edit fields allow you to enter two dialogs. The first dialog is shown when the jump gate appears in the system. If no appearance time is defined, this dialog is ignored. The second dialog is shown as soon as the gate is activated. The rules and the format for these dialogs are the same as for all the other dialogs (starting dialog, ending dialog, ...)

3.3.9 The jump destination dialog 
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Figure 18: the jump gate destination dialog

This dialog lets you select the destination of the jump gate in a system. Since only systems contained in the battle are valid jump gate destinations, the selection list box initially shows you these systems. You can select a system as destination by clicking on it and pressing the Select--> button. You can overwrite the destination just by selecting a new one. You can remove the destination by clicking on the selected system in the Jump Destination System box and by pressing the <--Remove button.

Sometimes you might want to select a system as a destination which you just haven’t added yet. You can do this by selecting “Show all available systems”. In that case you will get a list of all available KA systems (listed in the qb2sys.txt file) for selection. If you select a system not part of the battle yet, you will see a message in the dialog. This message tells you that you have to add this system to your battle before you can finish it. An appropriate status message is as well displayed in the jump gate status overview of the main jump gate dialog (section 3.3.3).

3.4 Saving a battle

When you press the Finish button in any of the previously mentioned dialogs, you will see the following finish dialog.
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Figure 19: the finish dialog

You can:

· save the battle by pressing the Save button. 

· save the battle under a different name by pressing the Save under button. A dialog box will open to let you enter the new name. If the new name exists already, you will be warned and you will get the opportunity to reenter the battle name.

· go back to the dialog where you come from by pressing the Back button.

3.5 Checking a battle

This feature looks for syntax errors in the .qb2 file and for missing objects like ships, systems and planets. As long as you create a battle with your QB2 editor, this is not necessary because the editor takes care that the .qb2 file is correct and offers you only ships, systems and planets that are registered in your qbships.txt file and qb2sys.txt file.

But when you get a battle from someone else, you do not know this. The battle may contain syntax errors. This is not very critical, because your QB2 script will report these errors immediately. But if this battle uses ships or systems you not have installed, this is more embarrassing. You might get the corresponding error in the last system after a one hour fight. 

To avoid this situation, the QB2 editor allows you to check a battle for missing objects. You can start this check by pressing the Check Battle button in the starting dialog (see section 3.1) or while editing by pressing the Check button in the systems dialog (see section 3.3). This is useful when you have decided to edit a battle with missing objects and you want to know if you have managed to remove all these missing objects without leaving the edit mode. Furthermore, the check is done automatically when importing a battle, see next section.

Figure 20 shows the result of a check:

The check first takes all ships used in the battle and compares them to the ships defined in your qbships.txt file. All ships not found in the qbships.txt file are listed as missing. The Details-Box reports you where and how these ships are used. Then the check takes all systems used in the battle and compares them to the systems defined in your qb2sys.txt file. All systems not found are listed as missing. Finally, for the known systems the planets used for position definition are compared to the available planets of these systems. Missing planets are reported and a detailed list is provided where and how these planets are used.
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Figure 20: a check result

This check should allow you either to get the missing objects or to replace these objects in the battle file.

3.6 Importing a battle

This feature allows you to import a battle located anywhere on your computer to your current battle list. A dialog box lets you select a .qb2 file somewhere on your disk. In a first step the battle is checked for syntax errors. A battle with syntax errors is not imported. In a second step the battle is checked for missing objects as described in the previous chapter. If the battle contains missing ships you have to confirm if you want to import the battle. Then the battle file is copied to your KA scripts folder and the qb2.txt file is updated automatically. If a battle with the same name exists already, you have to confirm an overwrite action. Importing battles is a useful feature when getting battles from another person or when downloading them. You don’t need to deal with the qb2.txt file any longer and the battles are checked for errors.

4. Adding mod ships and systems

Adding mod ships is simple. Since Quick Battle 2 uses the same file qbships.txt like the original Quick Battle script, every mod available for Quick Battle is available for Quick Battle 2 as well. If you want to enter a new ship, just follow the instructions in the ship’s readme file. A line in the qbships.txt file has the following structure:


Ship name = Ship class

e.g.

K Fek'lhr Class MSDN = Kfek'lhr IKS Fek'lhr

The name is not important. This is what you see when you select a ship in Quick Battle. Quick Battle 2 displays the name for info purpose in brackets in the Available Ships list box (see section 3.2) This name is not used for anything else in Quick Battle 2. The important thing is the class. The class must match the ship name given in the .shp file of the ship. So take care when you enter a new ship. If you use a wrong ship class, this will lead to ‘cannot load ship’ errors when executing Quick Battle and Quick Battle 2.

To add new systems you have to modify the qb2sys.txt file. Here the qbsys.txt file from standard Quick Battle is not used, because it does not contain planet information. If you want to add a new system for the Quick Battle 2 editor, you must add an appropriate line in the qb2sys.txt file. A line in the qb2sys.txt file has the following structure:


System Name = Sun Name = Planet Name 1 = Planet Name 2 = Planet Name 3 = ....

e.g.

Boggas = Boggas = Boggas I = Boggas II

Normally the system name and the sun name are identical, except for systems containing no sun and no planets like e.g. Argelius. For such a system a line contains only the system name:


Argelius

A note: the qb2sys.txt file delivered with the Quick Battle 2 editor contains all systems, that are available for standard Quick Battle as well. But even without mod systems there are more systems available. I would recommend to look at KAF-Thor’s excellent system survey to get more systems and their planet. This survey was a big helper for me to create the qb2sys.txt file.

5. Messages and Errors

This section gives a list of possible error or warning messages and some explanations about the reasons.

Error messages while starting the editor

The following errors may occur when starting the editor:

Cannot open qb2.txt file!

The editor was not able to open the qb2.txt file. This file is part of the Quick Battle 2 installation and contains the list of available battles. The editor looks for this file in the scripts subfolder of the main ka folder you have entered during the configuration phase. If you get this error, verify that you have Quick Battle 2 installed and the path to the main ka folder is setup properly. This is the standard error that occurs when the configured path is wrong.

No valid qb2.txt file!

The editor has found the qb2.txt file, but the file was corrupted! See the Quick Battle manual on how this file has to look like.

Invalid version of qb2.txt file!

The editor has found the qb2.txt file, but the file has the wrong version number! See the Quick Battle manual on how this file has to look like.

Cannot open qbships.txt file!

The editor was not able to open the qbships.txt file. This file is part of standard Quick Battle, but if you have no mods installed, you may not have it. In this case copy the clean qbships.txt provided with this distribution to the scripts subfolder of your main ka folder.

Cannot open qb2sys.txt file!

The editor was not able to open the qb2sys.txt file. This file is part of the Quick Battle 2 editor installation and contains the list of available systems and planets. The editor looks for this file in the scripts subfolder of the main ka folder you have entered during the configuration phase. Verify that you have copied this file to the proper folder.

General memory error messages

The following error message can occur any time when you run out of memory

Out of memory!

There is not enough memory left to continue. Check your operating system installation and the size of your swap file.

Error messages while editing

The following errors may occur when creating or editing a configuration.

Ship name <xxxx> already used for the player ship/an escort ship/a friendly ship/an enemy ship/a neutral ship/a hulked ship/a jump gate in system <yyyy>

This error may occur during entering a ship name. Ship names in ka must be unique. You have already used the name for another ship of the given group in the given system.

This system is already contained in your battle configuration!

This error may occur when adding a new system or replacing a system. You can have a system only once. The given system is already contained in your battle.

Invalid coordinates!

You have entered non-numeric position coordinates for a group.

You have not specified a time for the behavior change!

You have selected ‘Enemy after’ or ‘Friend after’ as neutral behavior but not specified a time when this should happen.

You have not specified a warp in time!

You have selected ‘Warp in after’ for neutrals but not specified a time when this should happen.

You have not specified a warp out time!

You have selected ‘Warp out after’ for neutrals but not specified a time when this should happen.

You have not specified a warp in time for enemies!

You have selected ‘Warp in after’ for enemies but not specified a time when this should happen.

You have not specified a warp out time for enemies!

You have selected ‘Warp out after’ for enemies but not specified a time when this should happen.

You have not specified a warp in time for friends!

You have selected ‘Warp in after’ for friends but not specified a time when this should happen.

You have not specified a warp out time for friends!

You have selected ‘Warp out after’ for friends but not specified a time when this should happen.

You have not specified a join escort time for friends!

You have selected ‘Join escort after’ for friends but not specified a time when this should happen.

You have not specified an appearance time!

You have selected ‘Jump gate appears after’ in the jump gate options dialog, but you have not specified the time.

You have not specified an activation distance!

You have selected ‘Change activation distance to’ in the jump gate options dialog, but you have not specified the distance.

The self destruct code contains invalid characters. Only upper case letters and digits are allowed!

Your self destruct code contains non-digits or non-letters. Lower case letter are automatically transformed to upper case (see warnings).

You have not specified an overkill or selective overkill distance!

You have selected the ‘overkill’ or the ‘selective overkill’ option in the extended self destruct dialog, but you have not specified the corresponding distance.

Warning messages while editing

The following warnings may occur when creating or editing a configuration.

This configuration was not created by the Quick Battle 2 editor. You can proceed without problems, but you may lose most of your hand-written comments when saving the configuration file!

The configuration you are opening to edit was not created by the Quick Battle 2 editor. It probably was hand-written. This is no problem, you can edit hand-written configurations with the Quick Battle 2 editor as well. But the editor places his own comments and removes most of the user comments, see section 3.1. So this warning is just to tell you that you may lose comments.

A configuration with the same name exists already. As soon as you save the new configuration the existing one will be overwritten. But you can still cancel or save it under a different name.

This warning occurs when you create a new configuration and a configuration file with the same name exists already. The existing configuration will be overwritten as soon as you save the new configuration. But you can chose a different name using ‘save under’. So this is just a warning.

At least one title line/epilog line was longer than allowed. Line has been truncated.

One or more of the title or epilog lines you have entered in the general options dialog were longer than 200 characters. The editor has automatically truncated these lines.

At least one title line/epilog line contained a voice file, but no text. Line has been removed.

One or more title lines or epilog lines you have entered contained no text, but a voice file. The editor has removed these lines.

The title/a title line/an epilog line contained a # sign. This sign has been replaced by a *.

This warning occurs when you have entered a title, a title line or an epilog line in the general options screen and at least one of these lines contains a # sign. This sign is not allowed because it is used by the ka engine as a list terminator. So introducing this sign in a text may confuse the ka engines list management. The editor has replaced all # signs by * signs.

At least one speaker or dialog line was longer than allowed. Object has been truncated.
This warning occurs when you have entered starting or ending dialogs in the system options screen and either a speakers you have defined was longer than 40 characters or a dialog line was longer than 200 characters.

The neutral warp out time you have specified is less than the warp in time. Under these circumstances the script will execute the warp out immediately after the warp in!

As the message tells you the warp out time you have given is less than the warp in time. This is not fatal, because the QB2 script recognizes and corrects this error. It executes the warp out as soon as possible after the warp in. Nevertheless, you get warned because you may want to change this.

The enemy warp out time you have specified is less than the warp in time. Under these circumstances the script will execute the warp out immediately after the warp in!

As the message tells you the warp out time you have given is less than the warp in time. This is not fatal, because the QB2 script recognizes and corrects this error. It executes the warp out as soon as possible after the warp in. Nevertheless, you get warned because you may want to change this.

The friend warp out time you have specified is less than the warp in time. Under these circumstances the script will execute the warp out immediately after the warp in!

As the message tells you the warp out time you have given is less than the warp in time. This is not fatal, because the QB2 script recognizes and corrects this error. It executes the warp out as soon as possible after the warp in. Nevertheless, you get warned because you may want to change this.

The time for the behavior change you have specified is less than the warp in time. Under these circumstances the script will execute the behavior change immediately after the warp in!

As the message tells you the behavior change time you have given is less than the warp in time. This is not fatal, because the QB2 script recognizes and corrects this error. It executes the behavior change as soon as possible after the warp in. Nevertheless, you get warned because you may want to change this.

The join escort time you have specified is less than the warp in time. Under these circumstances the script will execute the join escort immediately after the warp in!

As the message tells you the join escort time you have given is less than the warp in time. This is not fatal, because the QB2 script recognizes and corrects this error. It executes the join escort as soon as possible after the warp in. Nevertheless, you get warned because you may want to change this.

At least one dialog line had no speaker definition. Default speaker inserted.

This warning occurs when you have entered dialogs (starting dialog, ending dialog, etc.) and at least one of these lines contains no speaker. A speaker is specified by Speaker: Text. The editor has inserted the default speaker named ‘Speaker’ for all lines with a missing speaker.

At least one dialog line contained a speaker or voice file, but no text. Line has been removed.

This warning occurs when you have entered dialogs (starting dialog, ending dialog, etc.) and at least one of these lines contains a speaker or a voice file or both, but no text. The editor has removed all lines with no text.

At least one speaker or dialog line contained a # sign. This sign has been replaced by a *.

This warning occurs when you have entered dialogs (starting dialog, ending dialog, etc.) and at least one of these lines contains a # sign. This sign is not allowed because it used by the ka engine as a list terminator. So introducing this sign in a text may confuse the ka engines list management. The editor has replaced all # signs by * signs.

The self destruct code is too long. Code has been truncated!

The self destruct code was longer then the allowed ten characters. The code has been truncated automatically.

The self destruct code contains lower case characters. These characters have been converted to upper case!

No lower case letters are allowed for the self destruct code. These letters have been converted to upper case automatically.

Warning and error messages while saving a configuration

When you save a configuration, a final check is performed to detect errors or warning conditions which become visible only when examine the overall finalized configuration. Furthermore, saving the configuration may result in disc errors.

Using the statistical battle mode for a system introduces some restrictions (no player-, enemy- or friend-position at the same time, at least one friend and enemy, no warp-in or join-escort for friends). These restrictions are violated in the following system(s): <system list>. The Battle mode has been automatically forced to AI for these systems!"

When you use the statistical battle mode for a system, there are restrictions. See section 3.3.4 for more information about these restrictions. At least one restriction has been violated in the listed systems. The editor automatically has reset the battle mode to AI for these systems.

Your player ship name/escort ship name/friend ship name/enemy ship name/neutral ship name/hulk ship name/jump gate name <xxxx> defined in system <yyyy> conflicts with a default player ship name/escort ship name/friend ship name/enemy ship name/neutral ship name/hulk ship name/jump gate name in system <zzzz>. Please change this name!"

When you assign no name to a ship, the Quick Battle 2 script creates a default name. This name is constructed from the ship class as follows:


<Ship Class> P

for the player ship


<Ship Class> Ex

for the escort number x


<Ship Class> Fx.y

for the friendy ship number y in system number x


<Ship Class> Ox.y

for the enemy ship number y in system number x


<Ship Class> Nx.y

for the neutral ship number y in system number x


<Ship Class> Hx.y

for the hulked ship number y in system number x


Jump Gate x


for the jump gate in system number x

Now you have entered a ship name which is identical to one of these default names. The error message gives you group and system for the name you have entered and group and system for the conflicting default ship name. You must select a new name.

The jump gate destination system <xxxx> is not included in your battle! You should either add the system or modify the destination of the jump gate located in <yyyy>

You have selected a jump gate destination which is not part of the battle. Only systems contained in the battle are valid destinations. <xxxx> is the name of the destination system not contained in the battle. <yyyy> is the system where the jump gate with the invalid destination is located. You have only the choice to add the destination system or to modify the jump gate destination.

The jump gate definition in the system(s) <system list> is not complete. Please refer to the jump gate screen for more details!

In the given systems there are jump gates with missing specifications. This happens, if you have not defined a destination for a jump gate or if you have not specified a position nor an appearance time. When you look at the jump gate status overview in the jump gate dialog for the given systems, you will see what is missing.

Cannot create file!

An error has occurred while creating the new configuration file. Please check your file system and devices. Maybe your output file or device is full or write protected.

Cannot write file!

An error has occurred while writing the new configuration file. Please check your file system and devices. Maybe your output file or device is full or write protected.

Errors while renaming, deleting or importing a configuration:

Cannot rename the file!

The file operation to rename the file has failed. maybe the file is protected.

Cannot delete the file!

The file operation to delete the file has failed. maybe the file is protected.

This battle is already included in your battle list!

The battle you want to import is already part of your battle list. This means not only a battle with the same name, it means the identical battle. The .qb2 file you have selected for import is located in the KA script folder and the battle is already part of your qb2.txt file.

Errors while parsing an existing configuration:

When you edit an existing configuration, the configuration file is checked for errors. If you have created the configuration using the Quick Battle 2 editor, this should never happen. But hand-written configurations may contain errors. The error messages are the same as known from the Quick Battle 2 script. Furthermore, the line number of the error in the configuration file is reported. So you can use the Quick Battle 2 editor as a syntax checker for hand-written battles.

Cannot open file!

The editor was not able to open the configuration file. Check if the file or your file system is corrupted. 

Invalid version of qb2 battle file

The selected battle configuration has not the right file version number (line 2 of the file)

Unknown keyword in line <x>
Line x of the battle file contains an unknown keyword (none of the keywords specified above, e.g. check upper and lower case letters)

Invalid line <x>
Line x of the battle file is invalid, it contains no keyword = parameter statement and is not empty or a comment line

Parameter expected in line <x>
Line x of the battle file contains a valid keyword, but no parameter for the keyword

" not allowed in line <x>
“ are not allowed for parameters

System redefinition in line <x>
You have defined a specific solar system the second time in the given line, e.g. you have defined the Q’onoS system twice.

Maximum number of systems exceeded in line <x>
You have tried to define more systems than allowed (6 systems)

System definition expected in line <x>
The keyword in line x needs a previous definition of a system, e.g. like Enemy, Friend, EnemyPosition, FriendPosition, PlayerPosition, BattleMode. No system has been defined yet.

Invalid stardate in line <x>
The given line contains a non numeric stardate

No system defined
Your battle configuration file contains no system. You have to define at least one system.

Stardate redefinition for the current system in line <x>
You have tried to define a second stardate for the same system

Player position redefinition for the current system in line <x>
You have tried to define a second player position for the same system

Friend position redefinition for the current system in line <x>
You have tried to define a second friend position for the same system

Enemy position redefinition for the current system in line <x>
You have tried to define a second enemy position for the same system

Hulk position redefinition for the current system in line <x>
You have tried to define a second hulk position for the same system

Neutral position redefinition for the current system in line <x>
You have tried to define a second neutral position for the same system

Jump gate position redefinition for the current system in line <x>
You have tried to define a second jump gate position for the same system

NeutralBehavior redefinition for the current system in line <x>
You have tried to define a second neutral behavior for the same system

Invalid NeutralBehavior in line <x>
The NeutralBehavior mode definition in line x contains an unrecognized parameter.

Too many parameters in line <x>
The keyword in line x contains more parameters than expected

Invalid position parameters in line <x>
The position parameters of a PlayerPosition, FriendPosition, EnemyPosition, NeutralPosition or HulkPosition definition in line x are invalid

Player ship redefinition in line <x>
You have tried to define more than one player ship for the battle. Only one player ship is allowed. If you want to have more, activate ShipChange

No player ship defined
Your battle configuration file contains no player ship definition. You must define one player ship

Ship name <name> redefinition in line <x>
The ship name assigned in line x collides with a previously defined ship name. Ship names must be unique!

Invalid battle mode in line <x>
The battle mode definition in line x contains an unrecognized parameter.

BattleMode redefinition for the current system in line <x>
You have tried to define a second battle mode for the same system

You cannot define FriendPosition, EnemyPosition or NeutralPosition at the same time when using statistic battle mode in system <system name>
When using statistical battle mode for a system, you are only allowed to define one of friend position, enemy position or neutral position. This is due to ships must be closer than 100000 k to participate in the battle

At least one system resident friend and enemy must be defined when using statistic battle mode in system <system name>
When using statistical battle mode for a system, you must define system resident friendly and enemy ships.

FriendAction = WarpInAfter not allowed when using statistic battle mode in system <system name>

When using statistical battle mode for a system you are not allowed to let the friends warp in later. Friends and enemies must be present from the beginning.

FriendAction = JoinEscortAfter not allowed when using statistic battle mode in system <system name>

When using statistical battle mode for a system you are not allowed to let the friends become your escorts.

WarpOut redefinition in line <x>
You have tried to redefine the warp mode in line x. The warp mode can only be defined once in the battle configuration file.

ShipChange redefinition in line <x>
You have tried to redefine the ship change mode in line x. The ship change mode can only be defined once in the battle configuration file.

Collision redefinition in line <x>
You have tried to redefine the collison mode in line x. The collision mode can only be defined once in the battle configuration file.

WarpDisable = Friend redefinition in line <x>
You have disabled warp for friends the second time in the same system

WarpDisable = Enemy redefinition in line <x>
You have disabled warp for enemies the second time in the same system

WarpDisable = Neutral redefinition in line <x>
You have disabled warp for neutrals the second time in the same system

WarpDisable = Player redefinition in line <x>
You have disabled warp for player and escort the second time in the same system

Invalid parameter in line <x>
The keyword in line x contains an invalid parameter

Invalid = in line <x>

Line x contains an invalid = sign or an = sign at an improper position

Title redefinition in line <x>
You have tried to define more then one title for the battle

Title too long in line <x>

The title specified in line x is longer than the allowed 50 characters

TitleLine or EpilogLine too long in line <x>

The title line or epilog line specified in line x is longer than the allowed 200 characters

TitleLine or EpilogLine contains a voice file, but no text in line <x>

The title line or epilog line specified in line x contains the definition of a voice file in square brackets, but no other text like a speaker or a text line

No speaker defined in line <x>

The dialog definition in line x contains no speaker

No dialog line defined in line <x>

The dialog definition in line x contains no text line

Speaker to long in line <x>

The speaker defined for a dialog in line x is longer than the allowed 40 characters

Dialog line to long in line <x>

The text line defined for a dialog in line x is longer than the allowed 200 characters

# not allowed in line <x>

It is not allowed to specify a # sign in speakers, dialog lines, titles and title lines

Too long line <x>

The length of a configuration file line is limited to 255 characters. Line <x> is longer

Invalid action in line <x>

The action define in the give line is unknown or not valid

FriendAction = WarpInAfter redefinition for the current system in line <x>

EnemyAction = WarpInAfter redefinition for the current system in line <x>

NeutralAction = WarpInAfter redefinition for the current system in line <x>

FriendAction = WarpOutAfter redefinition for the current system in line <x>

EnemyAction = WarpOutAfter redefinition for the current system in line <x>

NeutralAction = WarpOutAfter redefinition for the current system in line <x>

FriendAction = JoinEscortAfter redefinition for the current system in line <x>

The mentioned action has been defined a second time for the same system

JoinEscortAfter cannot be specified for EnemyAction or NeutralAction in line <x>

The action JoinEscortAfter is only allowed for friends

FriendAction = WarpOutAfter and FriendAction = JoinEscortAfter cannot be defined at the same time in system <system name>

Only one of the actions WarpOutAfter and JoinEscortAfter can be defined for the friends in the system. It is not possible to define both at the same time.

PerfectCloak redefinition in line <x>

The perfect cloak option has been specified a second time for the battle

SelfDestruct redefinition in line <x>

You have defined a second self destruct sequence in the given line

Invalid self destruct definition in line <x>

The self destruct definition in the given line contains an invalid parameter

Nor position nor time defined for the jump gate in system <system>

You have defined a jump gate object in the given system, but you have not defined JumpPosition or JumpTime. You have to specify at least one of the two.

No destination defined for the jump gate in system <system>

You have not specified JumpDestination for the jump gate in the given system.

JumpGate redefinition for the current system in line <x>

You have defined a second JumpGate in the same system

JumpDestination redefinition for the current system in line <x>

You have defined a second JumpDestination in the same system

The following JumpDestination is not defined as a system: <system>

You have specified the given system as a jump destination, but you have not defined the system itself. You can only specify those systems as jump destinations, which are part of the battle (defined with the system keyword)

JumpTime redefinition for the current system in line <x>

You have defined a second JumpTime in the same system

Invalid JumpTime in line <x>

The JumpTime definition in the given line does not contain a proper time value

JumpOption = JumpOnly redefinition for the current system in line <x>

JumpOption = ClearOnJump redefinition for the current system in line <x>

JumpOption = ShowActivation redefinition for the current system in line <x>

JumpOption = ActivationDistance redefinition for the current system in line <x>

JumpOption = ActivateOnHail redefinition for the current system in line <x>

JumpOption = NoSpin redefinition for the current system in line <x>

JumpOption = HiddenGate redefinition for the current system in line <x>

You have defined this jump option a second time for the same system
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� For more info on Quick Battle 2 see the Quick Battle 2 manual delivered with the Quick Battle 2 script.


� The registry key used is: HKEY_LOCAL_MACHINE\SOFTWARE\QB2Edit\KAPath\
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