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Initializing...

Compiling all global variables...
Exporting strings...

Exporting skills...

Exporting tracks...

Exporting animations...

Exporting meshes...

Exporting sounds...

Exporting skins...

Exporting map icons...

Creating new tag_uses.txt file...
Creating new quick_strings.txt file...
Exporting faction data...

Exporting item data...

Exporting scene data...

Exporting troops data

Exporting particle data...
Exporting scene props...

Exporting tableau materials data...
Exporting presentations...
Exporting party_template data...
Exporting parties

Exporting quest data...

Exporting info_page data...
Exporting scripts...

Exporting mission_template data...
Exporting game menus data...

exporting simple triggers...



exporting triggers...
exporting dialogs...
Checking global variable usages...

Exporting postfx_params...

Script processing has ended.

Press any key to exit. . .
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Each item record contains cthe following fields:
1) Item id: used for referencing items in other files,
The prefix itm_is au*““:n"i“a"ly added before each item id.

2) Item name. Mame of item as it'll appear in inventory window
3) List of meshes. Each mesh record is a tuple containing the following fiel
3.1} Mesh name.
3.2} Modifier bits that this mesh matches. 2 ‘I’tE% ﬂ% ﬁq:
Hote that the first mesh record is the defaul
4) Item flags. See header items.py for a list of -..1.-.J.11ubl-. flags.
%) Item capabilities. Used for which animations this item is used with., See |
&) Item value,
7)) Item stats: Bitwise-or of warious stats about the item such as:
weight, abundance, difficulty, head armor, body armor, leg armor, etc...
8) Modifier bits: Modifiers that can be a[:p_ie:l to this item.
%) [Optional] Triggers: List of simple triggers to be associated with the ite
10} [optional] Factions: List of factions that item can be found as merchandi
SR R I e S R R R R R R R R R R R ]
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# Some constants for ease of use.

imodbits_none = 0 a Ei—t@%
imodbits horse basic = imodbit swaybdeked}ik J lame |imodbit spirited|imodbit_
imodbits cloth = imodbit tattered | imodbit ragged | imodbit sturdy | imodbit t

imodbits armor = imodbit rusty | imodbit battered | imodbit crude | imodbit thi
imodbits plate = imodbit cracked | imodbit_rusty | imodbit battered | imodbit ¢
imodbits polearm = I1modbit cracked | imodbit bent | imodbit balanced
imodbits_shield w imodbit cracked | imedbit battered |imedbit _thick | imodbit_1
imedbits_sword = imedbit rusty | imodbit chipped | imodbit_balanced |imeodbit_t
imodbits_sword high = imedbit rusty | imedbit_chipped | imodbit _balanced |imoc
imodbits_axe = imodbit_ruscy | imodbit_chipped | imodbit_heawy

imodbits mace = imodbit_rusty | imodbit_chipped | imodbit_heawvy

imodbits pick = imodbit rusty | imodbit chipped | imodbit balanced | imodbit F
imodbits bow = imodbit cracked | imodbit bent | imodbit strong limodbit masterwc
imodbits crosshow = imodbit cracked | imodbit _bent | imodbit ; masterwork
mndblts_m;sm.le = imodbit _bent | imedbit larg\e _bag

imodbits_thrown = JJﬂDI:i.b:I.'t b-enr. | JJ'H.Dd.blt- heav’yl ].I]l':ld.l:llt balanc\edl ]..I]].'Cld.i:llt larl:
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