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AGS Script Quick Reference (v1.01)
for AGS 2.6SP1

Keywords

char else export function if int return short string struct while

Global variables

gs_globals[50];

GetGraphicalVariable (string variableName);

SetGlobalInt(int globalInt, int value);

GetGlobalInt(int globalInt);

SetGlobalString(int stringID, string newValue);

GetGlobalString(int stringID, string buffer);

Speech/Display functions

Display(string message, ...);

DisplayAt(int x, int y, int width, string message, ...);

DisplayAtY (int y, string message);

DisplayMessage(int messageNumber);

DisplayMessageAtY(int messageNumber, int y);

DisplaySpeech (CHARID, string message, ...);

DisplaySpeechBackground(CHARID, string message);

DisplaySpeechAt (int x, int y, int width, CHARID, string message);

DisplayThought (CHARID, string message, ...);

DisplayTopBar(int y, int textColor, int backColor, string title, string text, ...);

DisplayMessageBar(int y, int textColor, int backColor, string title, int message);

SetTalkingColor(CHARID, int colour);

InputBox(string prompt, string buffer);

SetVoiceMode(int newMode);

SetSkipSpeech(int skipFlag);

#define SPEECH_SIERRA 1

#define SPEECH_SIERRABKGRND 2

#define SPEECH_LUCASARTS 0

#define SPEECH_FULLSCREEN 3

SetSpeechStyle (int newStyle);

GetTextWidth(string text, int font);

GetTextHeight(string text, int font, int width);

SetSpeechFont(int font);

SetNormalFont(int font);

SetTextWindowGUI (int gui);

GetMessageText (int messageNumber, string buffer);

Interaction functions

ProcessClick(int x, int y, int mode);

IsInteractionAvailable (int x, int y, int mode);

IsInventoryInteractionAvailable (int item, int mode);

RunCharacterInteraction (CHARID, int mode);

RunHotspotInteraction (int hotspot, int mode);

RunInventoryInteraction (int item, int mode);

RunObjectInteraction (int object, int mode);

RunRegionInteraction (int region, int event);

ClaimEvent();

Load/save functions

RestoreGameDialog();

SaveGameDialog();

RestartGame();

SaveGameSlot(int slot, string description);

RestoreGameSlot(int slot);

DeleteSaveSlot(int slot);

SetRestartPoint();

GetSaveSlotDescription(int slot, string buffer);

LoadSaveSlotScreenshot(int saveSlot, int width, int height);

StartRecording (int);

Dynamic image functions

LoadImageFile(string filename);

DeleteSprite(int spriteSlot);

SaveScreenShot(string filename);

Game functions

QuitGame(int promptUser);

SetGameSpeed(int framesPerSecond);

GetGameSpeed();

SetGameOption(int option, int value);

GetGameOption(int option);

Debug(int command, int data);

RunAGSGame(string filename, int mode, int data);

IsGamePaused();

SetMultitaskingMode (int mode);

GetGameParameter(int parameter, int data1, int data2, int data3);

SaveScreenShot(string filename);

PauseGame();

UnPauseGame();

What is under mouse? functions

GetLocationName(int x, int y, string buffer);

GetLocationType(int x, int y);

GetHotspotAt(int x, int y);

GetWalkableAreaAt(int x, int y);

GetObjectAt(int x,int y);

GetCharacterAt(int x,int y);

GetRegionAt (int x, int y);

GetScalingAt (int x, int y);

GetInvAt(int x,int y);

Walkable area functions

GetWalkableAreaAt(int x, int y);

GetScalingAt (int x, int y);

RemoveWalkableArea(int area);

RestoreWalkableArea(int area);

SetAreaScaling(int area, int min, int max);

Region functions

GetRegionAt (int x, int y);

RunRegionInteraction (int region, int event);

SetAreaLightLevel(int area, int lightLevel);

SetRegionTint(int area, int red, int green, int blue, int type);

DisableRegion(int region);

EnableRegion(int region);

Hotspot functions

GetHotspotAt(int x, int y);

RunHotspotInteraction (int hotspot, int mode);

GetHotspotPointX(int hotspot);

GetHotspotPointY(int hotspot);

GetHotspotProperty(int hotspot, string property);

GetHotspotPropertyText(int hotspot, string property, string buffer);

DisableHotspot(int hotspot);

EnableHotspot(int hotspot);

Object functions

GetObjectAt(int x,int y);

RunObjectInteraction (int object, int mode);

GetObjectProperty(int object, string property);

GetObjectPropertyText(int object, string property, string buffer);

AnimateObject(int object, int loop, int delay, int repeat);

AnimateObjectEx(int object, int loop, int delay, int repeat, int direction, int blocking);

ObjectOff(int object);

ObjectOn(int object);

SetObjectBaseline(int object, int baseline);

SetObjectFrame(int object, int view, int loop, int frame);

SetObjectGraphic(int object, int spriteSlot);

SetObjectView(int object, int view);

SetObjectTransparency(int object, int amount);

MoveObject(int object, int x, int y, int speed);

MoveObjectDirect(int object, int x, int y, int speed);

AreObjectsColliding(int object1, int object2);

GetObjectX(int object);

GetObjectY(int object);

GetObjectGraphic(int object);

IsObjectAnimating(int object);

IsObjectMoving(int object);

IsObjectOn (int object);

SetObjectClickable(int object, int clickable);

SetObjectIgnoreWalkbehinds (int object, int ignore);

StopObjectMoving(int object);

AreCharObjColliding(CHARID,int object);

SetObjectPosition(int object,int x,int y);

Character functions

#define NARRATOR -1

GetCharacterAt(int x,int y);

RunCharacterInteraction (CHARID, int mode);

GetCharacterProperty(CHARID, string property);

GetCharacterPropertyText(CHARID, string property, string buffer);

FollowCharacter(CHARID sheep, CHARID shepherd);

#define FOLLOW_EXACTLY 32766

FollowCharacterEx(CHARID sheep, CHARID shepherd, int dist, int eagerness);

AnimateCharacter (CHARID, int loop, int delay, int repeat);

AnimateCharacterEx (CHARID, int loop, int delay, int repeat, int direction, int blocking);

MoveCharacter(CHARID, int x, int y);

MoveCharacterDirect(CHARID, int x, int y);

MoveCharacterPath(CHARID, int x, int y);

MoveCharacterStraight(CHARID, int x,int y);

MoveCharacterToHotspot(CHARID, int hotspot);

MoveCharacterToObject(CHARID, int object);

MoveCharacterBlocking(CHARID, int x, int y, int direct);

MoveToWalkableArea(CHARID);

FaceCharacter(CHARID, CHARID toFace);

FaceLocation(CHARID, int x, int y);

SetCharacterView(CHARID, int view);

#define ALIGN_LEFT    1

#define ALIGN_CENTRE  2

#define ALIGN_CENTER  2

#define ALIGN_RIGHT   3

SetCharacterViewEx(CHARID, int view, int loop, int align);

SetCharacterViewOffset(CHARID, int view, int x_offset, int y_offset);

ReleaseCharacterView(CHARID);

ChangeCharacterView(CHARID, int view);

SetCharacterSpeechView(CHARID, int view);

SetCharacterBlinkView(CHARID, int view, int interval);

SetCharacterIdle(CHARID, int idleView, int delay);

StopMoving(CHARID);

AreCharObjColliding(CHARID, int object);

AreCharactersColliding(CHARID, CHARID);

SetCharacterSpeed(CHARID, int speed);

SetCharacterSpeedEx(CHARID, int x_speed, int y_speed);

SetTalkingColor(CHARID, int colour);

SetCharacterTransparency(CHARID, int transparency);

SetCharacterClickable(CHARID, int clickable);

SetCharacterBaseline(CHARID, int baseline);

SetCharacterIgnoreLight (CHARID, int ignoreLight);

SetCharacterIgnoreWalkbehinds (CHARID, int ignoreWBs);

SetCharacterProperty (CHARID,int property,int value);

Time/Timer functions

GetTime(int whichValue);

GetRawTime();

SetTimer(int timerID, int timeout);

IsTimerExpired(int timerID);

SetMultitaskingMode (int mode);

Inventory functions

GetInvAt(int x,int y);

IsInventoryInteractionAvailable (int item, int mode);

InventoryScreen();

GetInvProperty(int invItem, string property);

GetInvPropertyText(int invItem, string property, string buffer);

GetInvName(int item, string buffer);

 GetInvGraphic(int item);

SetInvItemPic(int item, int spriteSlot);

SetActiveInventory(int item);

AddInventory(int item);

LoseInventory(int item);

UpdateInventory();

Room functions

NewRoom(int roomNo);

NewRoomEx(int roomNo, int x, int y);

ResetRoom(int roomNo);

GetRoomProperty(string property);

GetRoomPropertyText(string property, string buffer);

SetBackgroundFrame(int frame);

GetBackgroundFrame();

MergeObject(int object);

Viewport control functions

SetViewport(int x, int y);

ReleaseViewport();

GetViewportX();

GetViewportY();

Mouse Cursor functions

#define MODE_WALK   0

#define MODE_LOOK   1

#define MODE_USE    2

#define MODE_TALK   3

#define MODE_USEINV 4

#define MODE_PICKUP 5

GetCursorMode();

SetCursorMode(int mode);

SetNextCursorMode();

SetDefaultCursor();

SetMouseCursor(int newCursor);

SetMouseBounds(int left, int top, int right, int bottom);

SetMousePosition(int x, int y);

ShowMouseCursor();

HideMouseCursor();

RefreshMouse();

DisableCursorMode(int mode);

EnableCursorMode(int mode);

ChangeCursorGraphic(int mode, int slot);

ChangeCursorHotspot(int mode, int x, int y);

GUI functions

DisableInterface();

EnableInterface();

IsInterfaceEnabled();

IsButtonDown(int button);

InputBox(string prompt, string buffer);

InterfaceOn(int gui);

InterfaceOff(int gui);

GUIOn (int gui

GUIOff (int gui);

SetGUIPosition(int gui, int x, int y);

SetGUIObjectPosition(int gui, int object, int x, int y);

SetGUIObjectSize(int gui, int object, int width, int height);

SetGUISize(int gui, int width, int height);

CentreGUI(int gui);

IsGUIOn (int gui);

GetGUIAt (int x, int y);

GetGUIObjectAt (int x, int y);

SetGUIBackgroundPic (int gui, int spriteSlot);

SetGUITransparency(int gui, int amount);

SetGUIClickable(int gui, int clickable);

SetGUIZOrder(int gui, int z);

SetLabelColor(int gui, int object, int colour);

SetLabelText(int gui, int object, string text);

SetLabelFont(int gui, int object, int font);

SetButtonText(int gui, int object, string text);

SetButtonPic(int gui, int object, int which, int spriteSlot);

AnimateButton(int gui, int object, int view, int loop, int delay, int repeat);

SetSliderValue(int gui, int object, int value);

GetSliderValue(int gui, int object);

SetTextBoxFont(int gui, int object, int font);

GetTextBoxText(int gui, int object, string buffer);

SetTextBoxText(int gui, int object, string text);

SetInvDimensions(int width, int height);

ListBoxClear(int gui, int object);

ListBoxAdd(int gui, int object, string text);

ListBoxGetSelected(int gui, int object);

ListBoxGetItemText(int gui, int object, int listIndex, string buffer);

ListBoxSetSelected(int gui, int object, int listIndex);

ListBoxSetTopItem (int gui, int object, int listIndex);

ListBoxDirList (int gui, int object, string fileMask);

ListBoxGetNumItems (int gui, int object);

ListBoxSaveGameList (int gui, int object);

ListBoxRemove (int gui, int object, int listIndex);

SetTextWindowGUI (int gui);

FindGUIID(string);

Walkbehind functions

SetWalkBehindBase(int area, int baseline);

Raw draw functions

RawClearScreen(int colour);

RawDrawCircle(int x,int y,int radius);

RawDrawImage(int x, int y, int spriteSlot);

RawDrawLine(int x1, int y1, int x2, int y2);

RawDrawRectangle(int x1, int y1, int x2, int y2);

RawDrawTriangle(int x1, int y1, int x2, int y2, int x3, int y3);

RawPrint (int x,int y,string text,...);

RawPrintMessageWrapped (int x, int y, int width, int font, int messageNumber);

RawSetColor(int colour);

RawSetColorRGB(int red, int green, int blue);

RawDrawFrameTransparent (int frame, int transparency);

RawSaveScreen ();

RawRestoreScreen ();

Message functions

DisplayMessage(int messageNumber);

DisplayMessageAtY(int messageNumber, int y);

DisplayMessageBar(int y, int textColor, int backColor, string title, int message);

GetMessageText (int messageNumber, string buffer);

Player functions

GiveScore(int points);

GetPlayerCharacter();

SetPlayerCharacter(CHARID);

Sound/Music functions

IsChannelPlaying(int channel);

IsSoundPlaying();

IsMusicPlaying();

GetMIDIPosition();

SeekMIDIPosition(int position);

GetMP3PosMillis();

SeekMP3PosMillis(int offset);

SetChannelVolume(int channel, int volume);

StopChannel(int channel);

StopMusic();

SetFrameSound (int view, int loop, int frame, int sound);

CDAudio(int command, int data);

PlayMusic(int musicNumber);

PlayMusicQueued(int musicNumber);

PlaySilentMIDI(int musicNumber);

PlayMP3File(string filename);

PlaySound(int soundNumber);

PlaySoundEx(int soundNumber, int channel);

PlayAmbientSound (int channel, int sound, int volume, int x, int y);

StopAmbientSound (int channel);

PlaySpeech(int,int);

IsVoxAvailable();

IsMusicVoxAvailable();

GetCurrentMusic();

SetMusicRepeat(int repeat);

SetMusicVolume(int volume);

SetSoundVolume(int volume);

SetSpeechVolume(int volume);

SetMusicMasterVolume(int volume);

SetDigitalMasterVolume(int volume);

SeekMODPattern(int pattern);

IsSpeechVoxAvailable();
Dialog functions

SetDialogOption(int topic, int option, int newState);

GetDialogOption(int topic, int option);

RunDialog(int topic);

StopDialog();

String functions

StringToInt(string);

StrCat(string main, string newbit);

StrCaseComp(string str1, string str2);

StrComp(string str1, string str2);

StrCopy(string dest, string source);

StrFormat(string dest, string format, ...);

StrLen(string);

StrGetCharAt (string, int position);

StrSetCharAt (string, int position, int newChar);

StrToLowerCase (string);

StrToUpperCase (string);

StrContains (string haystack, string needle);

File functions

#define FILE_WRITE "wb"

#define FILE_APPEND "ab"

#define FILE_READ  "rb"

#define WRITE FILE_WRITE

#define READ  FILE_READ

FileOpen(string filename, string mode);

FileWrite(int fileHandle, string text);

FileWriteRawLine(int fileHandle, string text);

FileRead(int fileHandle, string buffer);

FileClose(int fileHandle);

FileWriteInt(int fileHandle, int value);

FileReadInt(int fileHandle);

FileReadRawChar(int fileHandle);

FileReadRawInt(int fileHandle);

FileIsEOF (int fileHandle);

Delay functions

PauseGame();

UnPauseGame();

Wait(int waitLoops);

WaitKey(int waitLoops);

WaitMouseKey(int waitLoops);

Cutscene functions

StartCutscene(int skipType);

EndCutscene();

Keyboard functions

IsKeyPressed(int keycode);

Palette functions

FadeIn(int speed);

FadeOut(int speed);

CyclePalette(int start, int end);

SetPalRGB(int slot, int r, int g, int b);

GetPalette(color*);

SetPalette(color*);

UpdatePalette();

TintScreen (int red, int green, int blue);

SetAmbientTint (int red, int green, int blue, int saturation, int luminance);

Screen Effect functions

FadeIn(int speed);

FadeOut(int speed);

SetAmbientTint (int red, int green, int blue, int saturation, int luminance);

ShakeScreen(int amount);

ShakeScreenBackground(int delay, int amount, int length);

#define TRANSITION_FADE     0

#define TRANSITION_INSTANT  1

#define TRANSITION_DISSOLVE 2

#define TRANSITION_BOXOUT   3

#define TRANSITION_CROSSFADE 4

SetScreenTransition(int transition);

FlipScreen(int way);

Video functions

PlayFlic(int flcNumber, int options);

PlayVideo (string filename, int canSkip, int flags);

Math/number functions

Random(int max);

Overlay functions

CreateGraphicOverlay(int x, int y, int slot, int transparent);

CreateTextOverlay(int x, int y, int width, int font, int colour, string text, ...);

SetTextOverlay(int overlayID, int x, int y, int width, int font, int colour, string text, ...);

RemoveOverlay(int overlayID);

MoveOverlay(int overlayID, int x, int y);

IsOverlayValid(int overlayID);

Text parser functions

CallRoomScript(int value);

ParseText (string);

Said (string text);

SaidUnknownWord (string buffer);

Translation functions

GetTranslation (string originalText);

IsTranslationAvailable ();

GetTranslationName (string buffer);

Global script functions

on_event (int event, int data) 

#defines for event…

ENTER_ROOM: DATA = new room number

LEAVE_ROOM: DATA = room number left

GOT_SCORE: DATA = points added

GUI_MDOWN: DATA = GUI number

GUI_MUP: DATA = GUI number

ADD_INVENTORY: DATA = inventory item

LOSE_INVENTORY: DATA = inventory item

RESTORE_GAME: DATA = slot restored

dialog_request (int parameter)

game_start ()

interface_click (int interface, int button) 

on_key_press (int keycode) 

repeatedly_execute () 

on_mouse_click (int button) 

button poss values:

LEFT, RIGHT, MIDDLE, LEFTINV, RIGHTINV, WHEELNORTH, WHEELSOUTH 

unhandled_event (int what, int type) 

WHAT TYPE Description

 1    1   Look at hotspot

 1    2   Interact with hotspot

 1    3   Use inventory on hotspot

 1    4   Talk to hotspot

 1    7   Pick up hotspot

 1    8   Cursor Mode 8 on hotspot

 1    9   Cursor Mode 9 on hotspot

 2    0   Look at object

 2    1   Interact with object

 2    2   Talk to object

 2    3   Use inventory on object

 2    5   Pick up object

 2    6   Cursor Mode 8 on object

 2    7   Cursor Mode 9 on object

 3    0   Look at character

 3    1   Interact with character

 3    2   Speak to character

 3    3   Use inventory on character

 3    5   Pick up character

 3    6   Cursor Mode 8 on character

 3    7   Cursor Mode 9 on character

 4    1   Look at nothing 

 4    2   Interact with nothing

 4    3   Use inventory with nothing

 4    4   Talk to nothing

 5    0   Look at inventory

 5    1   Interact with inventory

 5    2   Speak to inventory

 5    3   Use an inv item on another

 5    4   Other click on inventory
Global structures

struct color {

  char r,g,b;

  char filler;

  };

struct GameCharacter {

  int   defview;

  int   talkview;

  int   view;

  int   room,prevroom;

  int   x,y,wait;

  int   reserved[5];

  int   activeinv;

  int   talkcolor;

  int   reservedex[10];

  short loop,frame;

  short walking,animating;

  short walkspeed,animspeed;

  short inv[MAX_INV];

  short actx,acty;

  char  name[40];

  char  scrname[20];

  char  on;

  };

struct MouseState {

  int  x,y;

  };

struct SystemInfo {

  int  screen_width,screen_height;

  int  color_depth;

  int  os;

  int  windowed;

  int  vsync;

  };

struct GameState {

  int  score;

  int  used_mode;

  int  disabled_user_interface;

  int  gscript_timer;

  int  debug_mode;

  int  globalvars[50];

  int  messagetime;   // for auto-remove messages

  int  usedinv;

  int  top_inv_item;

  int  num_inv_displayed;

  int  num_inv_items;

  int  items_per_line;

  int  text_speed;

  int  sierra_inv_color;

  int  talkanim_speed;

  int  inv_item_wid;

  int  inv_item_hit;

  int  text_shadow_color;

  int  swap_portrait;

  int  speech_text_gui;

  int  following_room_timer;

  int  total_score;

  int  skip_display;

  int  no_multiloop_repeat;

  int  roomscript_finished;

  int  inv_activated;

  int  no_textbg_when_voice;

  int  max_dialogoption_width;

  int  no_hicolor_fadein;

  int  bgspeech_game_speed;

  int  bgspeech_stay_on_display;

  int  unfactor_speech_from_textlength;

  int  mp3_loop_before_end;

  int  speech_music_drop;

  int  in_cutscene;

  int  fast_forward;

  int  room_width;

  int  room_height;

  int  game_speed_modifier;

  int  score_sound;

  int  previous_game_data;

  int  replay_hotkey;

  int  dialog_options_x;

  int  dialog_options_y;

  int  narrator_speech;

  int  ambient_sounds_persist;

  int  lipsync_speed;

  int  close_mouth_end_speech_time;

  int  disable_antialiasing;

  int  text_speed_modifier;

  int  text_align;

  int  speech_bubble_width;

  int  min_dialogoption_width;

  int  disable_dialog_parser;

  int  anim_background_speed;

  int  top_bar_backcolor;

  int  top_bar_textcolor;

  int  top_bar_bordercolor;

  int  top_bar_borderwidth;

  int  top_bar_ypos;

  int  screenshot_width;

  int  screenshot_height;

  int  top_bar_font;

  };

import GameCharacter character[20];

import GameCharacter player;

import MouseState mouse;

import SystemInfo system;

import GameState  game;

import color palette[256];

ASCII codes

1..26     Ctrl+A .. Ctrl+Z

 8         Backspace 

 9         Tab 

 13        Enter 

 27        Escape

 32        Space

 48..57    '0' key .. '9' key

 65..90    'A' .. 'Z'  (upcased)

 359..368  F1 .. F10

 371       Home (numeric pad)

 372       Up arrow

 373       PgUp (numeric pad)

 375       Left arrow

 376       '5' (numeric pad)

 377       Right arrow

 379       End (numeric pad)

 380       Down arrow

 381       PgDn (numeric pad)

 433..434  F11 .. F12

IsKeyPressed only:

 403       Left shift

 404       Right shift

 405       Left ctrl

 406       Right ctrl

 407       Alt

information extracted from AGS.CHM and ROOMEDIT.CLB by Andrew MacCormack
