Bot Characteristics Editing Guide

By

The_Slug
In this document, I have elaborated on Mr.Elusive’s documentation and explained all of the variables in the botname_c.c files as well as the settings available for each and the effects of these settings.  Print it for use as a reference and guide when editing bots.  Each of my lines of text describes the part of the file that is shown directly below them.
“Wouldn’t it be easier to put the comments after the part they cover, Slug?”

Yeah, probably, but MrElusive does it this way and I guess I must have picked up a bad habit from him while digging through these bot files.
The double slashes preceding the text below are comment lines.  It tells the computer to ignore everything that follows.  (Note each new line needs its own set of dual slashes.  Don’t forget this when making your own comments.)  This top part, therefore is just to let us (the user) know which file it is associated with, what the function is, and who did the work on it.

//===========================================================================

//

// Name:


sarge_c.c

// Function:

Sarge, rank 1

// Programmer:

MrElusive (MrElusive@idsoftware.com)

// version:


1

// Tab Size:

4 (real tabs)

//===========================================================================

This next little line tells the computer to include the chars.h library when running this file.  The chars.h library defines all the variables that you will be altering below so don’t mess with this line and don’t leave it out of a new bot.

#include "chars.h"

Skill 1 is the section that contains the easy settings for the bot.  There is also a skill 4 (hardcore) and a skill 5 (nightmare).  The in between difficulties are done by the game internally, I assume, by altering these files.  You can alter some or all of these for any bot.  You will notice the brackets surrounding the variables here.  Every opening bracket must have a closer and vice-versa.  Leaving out a bracket or accidentally deleting one will cause you major headaches.

I have explained each variable and listed the possible settings for them below direct from the chars.h file.  These settings are pretty much written in stone.  If I say the max setting is 1.0, then it is and if you go over that...well we won’t worry about that.  Also, all number settings are floats (see below Characteristic_Gender) unless otherwise specified.
skill 1

That’s an opening bracket below.

{

This is the name of your bot.  Type this as you want it to appear onscreen.  (Caps are allowed, but no funnames here.  Make sure it’s in quotes.)

CHARACTERISTIC_NAME






"Sarge"

This is the bot’s gender.  It can be male, female, or it.  The gender is used in determining which random and reply chats the bot has access to.  (Don’t forget the quotes.)
CHARACTERISTIC_GENDER





"male"

This is the bot’s general attack skill.  As with most of the number settings in this file, it’s a float, which means it is (or can be) a decimal.  Any setting between 0.0 and 1.0 is applicable here with 0.0 being low and 1.0 being high.  (avoid using 0.0) In case you hate math and actively try to forget it, the following are read:

“0.4 is lessthan or equal to ‘setting’ and setting is lessthan 1.0”

Here’s the breakdown:

0.0 <  and < 0.2 = a bot that stands still to shoot

0.3 <  and < 1.0 = a bot who will aim at their enemy during retreat

0.0 <  and < 0.4 = a bot that will only move forward/backward

0.4 <= and < 1.0 = a bot who circle strafes

0.7 <  and < 1.0 = a bot who randomly strafes and randomly changes direction

You can see how this single setting can affect your bot’s style greatly.  Use that table to help you get what you want.
CHARACTERISTIC_ATTACK_SKILL




0.5
This tells the computer where to look for the bot’s personal weaponweight file.  The weaponweights file states which weapons a bot prefers and how much so.  Replace sarge_w.c with the name of your bot’s weaponweights file.
CHARACTERISTIC_WEAPONWEIGHTS



"bots/sarge_w.c"

This is the bot’s aiming skill.  Set between 0.0 and 1.0.  Here’s the table:

0.0 < and <  0.9 = the bot’s aim is affected by enemy movement

0.4 < and <= 0.8 = the bot leads its enemy on a linear heading

0.8 < and <= 1.0 = the bot leads its enemy on an exact heading (i.e.  up and down as well as side to side.)

0.5 < and <= 1.0 = prediction shots when enemy is not visible (sound tracking and random fire)

0.6 < and <= 1.0 = splash damage by shooting nearby geometry (they aim at floors and walls with rockets…wicked.)

CHARACTERISTIC_AIM_SKILL




0.25

This is how well the bot aims in general.  Set between 0.0 and 1.0.

CHARACTERISTIC_AIM_ACCURACY




0.25

View angle difference to angle change factor.  If you don’t know what that means, don’t mess with it.  If it makes sense to you, the min/max is 0.0 to 1.0 again.  Higher settings make for tougher bots, but I generally leave it at the default of 0.25 for most bots.
CHARACTERISTIC_VIEW_FACTOR




0.75

The maximum view angle change in degrees.  Set between 1 and 360 for obvious reasons.  I generally set this at 180 for most of my bots.  (It is a float number.)
CHARACTERISTIC_VIEW_MAXCHANGE



180

The bot’s reaction time in seconds.  Can be 0.0 to 5.0.

0.1 = The Flash

5.0 = Slow as me on a cold morning.

CHARACTERISTIC_REACTIONTIME




2.0

This tells the computer where to find the specific chats for this bot.  Point it to your bot’s ‘botname_t.c’ file.

CHARACTERISTIC_CHAT_FILE




"bots/sarge_t.c"

This is the name of the chat character.  (Not the bot’s chat name, though.  I’ll explain this later.)  Make it all lower case and keep it the same as the bot’s chat file name for ease of reference. (The ‘botname’ part of the ‘botname_t.c’ file for your character.)

CHARACTERISTIC_CHAT_NAME




"sarge"

Characters Per Minute chat speed.  How fast your bot appears to type while in combat.  (Characters per minute, not words per minute, keep that in mind.)  Set between 1 and 4000.  Note:  This is an integer, not a float.  Use only whole numbers.
CHARACTERISTIC_CHAT_CPM





400
0.0 The following group is how often your bot likes to use its chat lines.  The extension on each points out which lines you’re working with.  (Ex.  chat_insult is how often the bot uses its Insult lines from the botname_t.c file.)  All are set between 0.0 and 1.0.

1.0 =  A cold and ruthless bot.  “I’m just here for the killing, thank you.”

1.0  =  A blabbering idiot.
CHARACTERISTIC_CHAT_INSULT




0.45

CHARACTERISTIC_CHAT_MISC




0.5

CHARACTERISTIC_CHAT_STARTENDLEVEL


0.5

CHARACTERISTIC_CHAT_ENTEREXITGAME


0.5

CHARACTERISTIC_CHAT_KILL




0.5

CHARACTERISTIC_CHAT_DEATH




0.5

CHARACTERISTIC_CHAT_ENEMYSUICIDE


0.5

CHARACTERISTIC_CHAT_HITTALKING



0.15

CHARACTERISTIC_CHAT_HITNODEATH



0.5

CHARACTERISTIC_CHAT_HITNOKILL



0.5

CHARACTERISTIC_CHAT_RANDOM




0.5

This is the one exception to botchat.  It functions like the ones above and has the same settings, but it points to the shared rchat.c file instead of the bot’s personal botname_t.c file.  For more on this, read the chatdocs.doc file.
CHARACTERISTIC_CHAT_REPLY




0.525

This is your bot’s tendency to crouch.  Set between 0.0 and 1.0.

0.1 = ‘Crouching gives you bad posture.’

1.0 = ‘I’m a Crouchin’ fool.’ (Emphasis on the ‘fool’ part…)

CHARACTERISTIC_CROUCHER





0.0

This is your bot’s tendency to jump. (For any reason.) Set between 0.0 and 1.0.

0.1 = ‘Only if I have to…’

1.0 = ‘The wonderful thing about tiggers…’

CHARACTERISTIC_JUMPER





0.0

Can you say Rocket Jump?  Yeah, I thought so.  This sets your bot’s tendency to rocket propel itself about the arena.  At high settings, coupled with a low Self-preservation setting, this can be hilarious.  Note:  The calculations for which jumps they can make and which they can’t are done when the map is compiled, so you won’t see them trying to blast up to a ledge that’s too high.
0.1 = ‘Do what?!  Are you crazy?!’

1.0 = ‘I am the Pogo King!’

CHARACTERISTIC_WEAPONJUMPING



0.75

Quiet down already.  This is here, but it’s not been implemented yet.  In future mods which have grapples, this will set your bot’s tendency to do just that.  As for right now it’s useless, but kudos to the id guys for having the foresight to include it.

0.1 = ‘Q2 CTF sucked.’

1.0 = Monkey man! (or woman, or it…geez)

CHARACTERISTIC_GRAPPLE_USER




0.5

This tells the computer where to find your bot’s itemweights file.  Like the weaponweights above, point it to your bot’s ‘botname_i.c’ file.  (I don’t have to remind you about the quotes anymore, right?  Good.)
CHARACTERISTIC_ITEMWEIGHTS




"bots/sarge_i.c"

This is your bot’s aggressiveness.  Set between 0.0 and 1.0.

0.1 = ‘Don’t hurt me.’  (Yes, they’ll run away from a gauntlet-wielding maniac while holding a RL, themselves.)

1.0 = ‘I AM THE DESTROYER!’

CHARACTERISTIC_AGGRESSION




0.75

This tells the bot how much to value its own life.  Set between 0.0 and 1.0.  Notice that with this one, a lower setting makes the bot suicidal while a high setting generates a bot that is so cautious it can sometimes make a human hypochondriac look normal.

0.1 = ‘Hug of Death! Hug of Death!’

1.0 = ‘Whoa, I’d better stay away from that ledge.’

CHARACTERISTIC_SELFPRESERVATION



0.25

This is how likely the bot will be to take revenge on someone…very cool.  High settings create bots with a mission in life.  Set between 0.0 and 1.0.

0.1 = ‘Who cares? Back to killing.’

1.0 = ‘You are SO FREAKIN’ DEAD for that!’

CHARACTERISTIC_VENGEFULNESS




0.5

This is how much your bot likes the great outdoors.  Sadly, camp spot choice seems to be random.  Set 0.0 to 1.0.

0.1 = ‘Time’s a wastin’, We gotta move!’

1.0 = ‘Mmm…Marshmallows.’

CHARACTERISTIC_CAMPER





0.15

This is your bot’s tendency to get easy frags.  (Gauntlet users, talkers, etc.)  Set between 0.0 and 1.0.

0.1 = ‘Oops, he’s busy, guess I’ll go find myself a challenge.’

1.0 = ‘Talk icon!  Free frag!  Free frag!’
CHARACTERISTIC_EASY_FRAGGER




0.5

This is how alert your bot is.  Basically, it’s the bot’s view distance.  If the value is low, the bot will ignore most everything.  Higher and they’ll fire at you from across the map.  Set between 0.0 and 1.0.

0.1= ‘I wonder where this grenade came from?’

1.0 = ‘Just call me Eagle Eyes.’

CHARACTERISTIC_ALERTNESS




0.5
This is a closing bracket.  It signifies the end of this block of code.  The skill 4 block will appear just below it in the actual file.
}

NOTE:  Skills 4 and 5 include the settings above, but also add the following settings.  All are set between 0.0 and 1.0.  The aim_accuracy setting is for dead on hits while the aim_skill settings are for splash damage aim.  (For best results with aim_skill settings, make sure your CHARACTERISTIC_AIM_SKILL setting is 0.6 to 1.0.)

Firethrottle sets how often your bot will fire its weapon.  0.0 is slow and 1.0 is fast.  (As far as I can tell, they don’t exceed the normal player firing rates, so don’t worry about the bot ‘cheating’ on you.)


CHARACTERISTIC_AIM_ACCURACY_MACHINEGUN

0.6


CHARACTERISTIC_AIM_ACCURACY_SHOTGUN


0.8


CHARACTERISTIC_AIM_ACCURACY_ROCKETLAUNCHER
0.8


CHARACTERISTIC_AIM_ACCURACY_GRENADELAUNCHER
0.8


CHARACTERISTIC_AIM_ACCURACY_LIGHTNING

0.8


CHARACTERISTIC_AIM_ACCURACY_PLASMAGUN

0.8


CHARACTERISTIC_AIM_ACCURACY_RAILGUN


0.8


CHARACTERISTIC_AIM_ACCURACY_BFG10K


0.8


CHARACTERISTIC_AIM_SKILL_ROCKETLAUNCHER

0.8


CHARACTERISTIC_AIM_SKILL_GRENADELAUNCHER
0.8


CHARACTERISTIC_AIM_SKILL_PLASMAGUN


0.8


CHARACTERISTIC_AIM_SKILL_BFG10K



0.8


CHARACTERISTIC_FIRETHROTTLE




0.9
