343 Industries	Minigame: Battle Golf	Forge Scripts
FORGE: MINIGAME: “SANDTRAP RESORT” (BATTLE GOLF)
“Wield a mighty golf club and swing-away to victory in this frenetic team vs team Forge Minigame of Battle Golf!”
TAG LINE
· Tee it up, Spartan!
 
THE GAME OF BATTLE GOLF
· Work as a team to get your golf ball to the pin and into the cup to score.
· The first team to score in a round advances the match to the next round where new play elements unlock.
· Be the first team to win 3 rounds and be crowned Battle Golf champion!

MINIGAME FEATURES
· Forge Scripting: New script functions demonstrated: Screen Effects, Boundary volumes, Play Sounds, Nav Markers, multiple Script Actions, and more!
· Golf-themed objects: golf balls, golf tee, golf club melee weapons, pin and cup.
· Interactive objects, hazards, power ups and weapons appear for specific rounds adding layers of fun, challenge and depth to how the game can be played.
· Epic 4v4 Team-based gameplay. Matches can also be enjoyed 1V1, 2V2 and 3V3.

MAP DESIGN
· Sandtrap Resort map is a single course design that is duplicated and positioned head-to-head w/the cup [goal] in the middle for fair play.
· Obstacles include a variety of terrain objects and sand traps that use inverted Gravity Volumes that slow player and ball movement.
· Respawn: If a Team’s golf ball falls off of the island, it will automatically be reset at the tee. Killed players respawn at random locations.
· Location Names: Each Team’s side of the map is divided into 3 named sections that appear by the radar during play: Tee, Open and Landing. The putting green, home to the Pin and Cup, is named Green.  

GAME FLOW
1. Game Mode: Sandtrap Resort uses Custom Game Mode, “Battle Golf”
2. Match Start: Round-specific objects associated with Rounds 2 – 5 and Score Celebration are ‘hidden’ during Intro Cinematic.
3. Intro Cinematic: Intro Cinematic shots are unique for each Team.
4. Round 1: Nav Markers for both Team’s Golf Balls and the Cup appear. Round 1 play begins as players brandishing Golf Clubs are launched onto the course. Each Team’s goal is to maneuver their Golf Ball from the Tee and into the Cup in attempt to score before the opposing Team.
5. Reset Golf Ball: Not thrilled with your Team’s Golf Ball position? Use the terminal near your team’s Tee to reset the ball. 
6. Fast Track: Use the 1-Way Teleporters and Man Cannons located on top the hills, along the sides of the map, to quickly return to your Team’s Tee and other areas of the map.
7. Score & Celebration: First Team to get their Golf Ball into the Cup wins the Round. Nav Markers clear and celebration FX and Sounds are triggered. Round ends.
8. New Rounds: Round-specific objects appear that alter how the game can be played and strategized. Rounds 2 – 5 feature gameplay objects unique to the Round. Examples of Round-specific objects include Man Cannons, Land Mines, Gravity Slides, and more!
9. End Rounds:  Round time limit is 5 minutes. Match Results are posted at the end of each Round. 
10. Match End: The primary game mode setting for Battle Golf is designed as a best-of-five / first-to-win-three rounds match structure. Match victory triggers Outro Cinematic and Match End Results. 

[bookmark: _GoBack]SCREENSHOTS
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                                  Red Team launches towards the Tee!                                                                      Golf Balls are affected by Gravity Slides and Lifts!
[image: ]  [image: ]
                                   Cup, meet Ball. Ball, say hello to victory.                                                                             Battles will rage and fires will burn.
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Use Teleporters and Man Cannons to fast-travel to your Team’s Tee!



[bookmark: _GAME_FLOW][bookmark: _GAME_MODE_SETTINGS]MODE SETTINGS
	Battle Golf 
	Team V Team
	1 score per round, round-unique objects, first team to win 3 rounds wins the match


· Map: “Sandtrap Resort”
· Game Mode: “Battle Golf”
· Game Mode Options: Green Highlights are key customizations
· General
· General:
· Time Limit: 5 Minutes
· Overtime Duration: Off
· Round Settings:
· Round Limit: 5
· Rounds To Win: 3
· Tied Limit: Unlimited
· Lives Per: Unlimited
· Team:
· Friendly Fire: On
· Friendly Fire DMG: 40%
· Team Changing: Off
· Machinima: 
· Control: Off
· Minigame:
· Score to Win: Unlimited
· Teams: On
· Use ‘Minigame: Object’ (all): Include
· Score Per Kill: 0 Pts 
· Score Per Suicide: 0 Pts
· Score Per Betrayal: 0 Pts
· Respawn:
· Time: 3 Seconds 
· Suicide Penalty Time: 1 Second
· Betrayal Penalty Time: 3 Seconds
· Suppress Follow Camera: Off
· Visibility Check: On 
· Starting Weapons and Vehicles
· Weapons:
· Primary: Golf Club
· Primary Rounds: 200
· Secondary: None
· Secondary Rounds: Default
· Initial & Max Grenades (all types): 0 int, 2 max
· Spawning in Vehicles:
· Spawn in Vehicle: None
· Player Traits
· Grenades:
· Initial & Max Grenades (all types): 0 int, 2 max
· Shields: Defaults
· Health: Defaults
· Damage Resistance: Defaults
· Weapons: All Defaults except:
· Infinite Ammo: Off
· Weapon Dropping: Off
· Melee: Defaults
· Grenades: Defaults
· Motion Sensor: Defaults
· Thruster Pack: Defaults
· Spartan Charge: Defaults
· Ground Pound: Defaults
· Stabilizer: Defaults
· Base Movements: Defaults
· Sprint: Defaults
· Jump: Defaults
· Power Ups: Defaults
· Player Trait Configs
· Train Configs: All Defaults
· Map
· Map: All Defaults
· Team: Red Team
· Allow Observers: No
· Max Players: 8
· Privacy: Varies


REFERENCES
Quick reference guides for Channels, Colors and Objects:

CHANNELS
Quick reference chart for Channel usage:
	
	MESSAGE
	POWER
	NUMBER
	TEAM
	PLAYER
	LABEL

	Alpha
	{SPAWN RED SPARKS FOR TEAM 1 BALL RESET}
	
	
	
	
	

	Bravo
	{NAV MARKER ADD}
	
	
	
	
	{GOLF BALLS}

	Charlie
	{NAV MARKER ADD}
	
	
	
	
	{CUP}

	Delta
	{SPAWN BLUE SPARKS FOR TEAM 2 BALL RESET}
	
	
	
	
	

	Echo
	
	
	{NAV MARKER TEAM 1 RESET BALL}
	
	
	

	Foxtrot
	{SPAWN R5 FIRES}
	
	
	
	
	

	Golf
	{SCORE EVENTS}
	
	
	
	
	

	Hotel
	{SPAWN R2 LAND MINES}
	
	
	
	
	

	India
	{SPAWN R3 GRAVITY SLIDES}
	
	
	
	
	

	Juliet
	{SPAWN R4 ROCKS & BEAMS}
	
	
	
	
	

	Kilo
	{SPAWN R4 PIPES}
	
	
	
	
	

	Lima
	
	
	{NAV MARKER TEAM 2 RESET BALL}
	
	
	

	Mike
	
	
	
	
	
	

	November
	{SPAWN R5 FIRES & TELEPORTERS}
	
	
	
	
	

	Oscar
	
	
	
	
	
	

	Papa
	
	
	{PIN SPAWN/DESPAWN}
	
	
	{DESPAWN/SPAWN R5 ROCKET LAUNCHERS}

	Quebec
	
	
	
	
	
	

	Romeo
	
	
	{GLOBAL CHANNEL TO SPAWN POWER UPS}
	
	
	

	Sierra
	{DESPAWN R4 ROCKS & BEAMS}
	
	
	
	
	

	Tango
	{DESPAWN R4 PIPES}
	
	
	
	
	

	Uniform
	{DESPAWN R3 GRAVITY SLIDES}
	
	
	
	
	

	Victor
	{DESPAWN R2 LAND MINES}
	
	
	
	
	

	Whiskey
	{DESPAWN ALL ROUND POWER UPS & R5 FIRES & TELEPORTERS}
	
	{GLOBAL CHANNEL TO SPAWN RANDOM EASTER EGG OBJECT}
	
	
	

	Xray
	
	
	
	
	
	{DESPAWN/SPAWN R2 MAN CANNONS}

	Yankee
	
	
	
	
	
	{DESPAWN/SPAWN R3 GRAVITY SLIDE BOARDS & GRAVITY LIFTS}

	Zulu
	{DESPAWN SCORE CELEBRATION OBJECTS}
	
	
	
	
	



COLORS
Reference colors setup for easy global tuning
	USER
	COLOR
	USE

	TEAM 1
	Red
	Team 1 Golf Ball, Tee, Ball Nav Marker, and Course Territory

	TEAM 2
	Blue
	Team 2 Golf Ball, Tee, Ball Nav Marker, and Course Territory

	TEAMS
	Green
	Cup (goal) Nav Marker





OBJECTS
Key objects used in Battle Golf Minigame are listed in the table below.
NOTE – Sandtrap Resort was created using the Tidal map option.

	OBJECT TYPE
	OBJECT
	NOTES

	Player Object
	Golf Ball (heavy)
	One for each team. Color-coded to Team.

	Player Weapon
	Golf Club
	Each player begins each round with a Golf Club

	Player Weapon 
	Rocket Launcher
	Round exclusive weapon

	Player Power Up
	Speed Boost 2
	Round exclusive power up

	Player Power Up
	Armor Boost 2
	Round exclusive power up

	Player Power Up
	Active Camo 2
	Round exclusive power up

	Map Object
	Assorted Natural Terrain (Tidal)
	Hills, slopes, flats, etc.

	Map Object
	Assorted Natural Rocks (Tidal)
	Chunks, cliffs, etc.

	Map Object
	Assorted Natural Plants (Tidal)
	Grass, bushes, etc.

	Map Object
	Assorted Natural Trees (Tidal)
	Full trees, saplings, etc.

	Map Object
	Assorted Golf Objects
	Cup, pin, tee, etc.

	Map Object
	Assorted Primitives, Walls, etc.
	Used to create objects

	Map Object
	Assorted Lights
	Used to light areas

	Map Object
	Assorted Decals
	Used for branding and decoration

	Map Object
	Gravity Volumes
	Used in sand trap bunkers to apply downforce

	Gameplay Object
	Interactive Switches
	Used to despawn team’s ball once per round

	Gameplay Object
	Man Cannons
	Map and Round exclusive launcher (players & balls)

	Gameplay Object
	Land Mines
	Round exclusive hazard

	Gameplay Object
	Gravity Slides
	Round exclusive mover (players & balls)

	Gameplay Object
	Gravity Lifts
	Round exclusive launcher (players & balls)

	Gameplay Object
	Teleporters (1-way)
	Map and Round exclusive teleporters

	Gameplay Object
	Assorted Pipes
	Round exclusive obstacle

	Gameplay Object
	Assorted Natural Rocks
	Used with Pipes to create obstacles

	Gameplay Object
	Beams
	Used with Pipes to create structure

	Gameplay Object
	FX Fires
	Round exclusive fires

	Gameplay Object
	Location Name Volume
	Communicate to Players the zones of the map

	Misc. Object
	Player Spawn & Respawn Points
	Used to spawn and respawn players

	Misc. Object
	Animation Locations
	For use with cinematics

	Misc. Object
	Cameras
	For use with cinematics

	Misc. Object
	Assorted FX
	Provide feedback and environment ambiance

	Misc. Object
	Assorted Sounds
	Provide feedback and music

	Misc. Object
	Script Brains
	Objects that contain game scripts

	Prefab
	Golf Cart
	Mongoose dressing


GAME SCRIPTS
Sandtrap Resort/Battle Golf game scripts are covered in this section and listed in accordance to the Game Flow.

MAJOR SCRIPTS
Located near Team 1’s starting area (Man Cannon launchers) are 6 Script Brains that shoulder the majority of game logic: 

[image: ]


Other important game logic scripts are associated with the both Team’s Golf Balls and the Cup (goal):


[image: ]  [image: ]  



[bookmark: _MATCH_START:_HIDE]MATCH START: HIDE OBJECTS
In the game of Battle Golf, special objects appear on the map for specific Rounds of play and during Score Celebration. In order for these objects to function, they must exist (spawn) in the map. However, it is desired that these objects not be present during the game’s Intro Cinematic. Therefore, objects associated with Rounds 2 – 5 and Score Celebration are ‘hidden’ at startup via this object’s scripts. 
OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Green head w/white bulb


[image: ]


PURPOSE
· On Match Start, ‘hide’ all Round-specific and Score Celebration objects during Intro Cinematic.
· Despawn Music Sound objects so they do not play during Intro Cinematic.

	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	MATCH START: HIDE OBJECTS
	MATCH START: HIDE OBJECTS CONT.
	MATCH START: HIDE OBJECTS CONT.
	MATCH START: HIDE OBJECTS CONT.

	· On Match Start Despawn Round 4 Rocks and Beams (listening for {sierra})
· Wait, then Despawn Round 4 Pipes and Gravity Slides (listening for {tango})
	· When {tango}, wait, then Despawn Round 3 Gravity Slides (listening for {uniform})
· Wait, then Despawn Round 2 Land Mines (listening for {victor}) and inform Script 3 to start
	· When {victor}, wait, then Despawn Round 5 Fires & Teleporters & all Round Power Ups (listening for {whiskey})
· Wait, then Despawn all Score Celebration objects (listening for {zulu}) 
	· When desired time expires Despawn Round 3 Gravity Lifts & Gravity Slide Boards (via label {yankee})
· Wait, then Despawn Round 2 Man Cannons (via label {xray})
· Despawn Round 5 Rocket Launchers (via label {papa})

	CONDITION
	CONDITION
	CONDITION
	

	MATCH START
	MESSAGE
· {TANGO}
	MESSAGE
· {VICTOR}
	TIMER: CHECK
· 1.05
· 0.0

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	MESSAGE
· {SIERRA}
	WAIT
· 0.2
	WAIT
·  0.2
	DESPAWN
· OBJECTS: Label [add] {YANKEE}

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	WAIT
· 0.2
	MESSAGE
· {UNIFORM}
	MESSAGE
· {WHISKEY}
	WAIT
· 0.2

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {TANGO}
	WAIT
· 0.2
	WAIT
· 0.2 
	DESPAWN
·  OBJECTS: Label [add] {XRAY}

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	MESSAGE
· {VICTOR}
	MESSAGE
· {ZULU}
	DESPAWN
·  OBJECTS: Label [add] {PAPA}

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



	[bookmark: _OBJECT:_ROCKS]PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral


OBJECT: ROCKS
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· Used to create barriers during Round 4
· All have script 1 for Match Start and Round Start Message Receive {SIERRA} Despawn
· All have script 2 for Message Receive {JULIET} Spawn
· Total of 18
· NOTE – Because these objects are large, they are ‘hidden’ first to reduce chance that they may be seen during Intro Cinematic



OBJECT: BEAMS
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Used to support Pipes
· All have script 1 for Match Start and Round Start Message Receive {SIERRA} Despawn
· All have script 2 for Message Receive {JULIET} Spawn
· Total of 8
· NOTE – Because these objects are large, they are ‘hidden’ first to reduce chance that they may be seen during Intro Cinematic
[image: ]OBJECT: PIPES
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral




· Used during Round 4 gameplay as Golf Ball obstacles
· All have script 1 for Match Start and Round Start Message Receive {TANGO} Despawn
· All have script 2 for Message Receive {KILO} Spawn
· Total of 40
· NOTE – Because these objects are large, they are ‘hidden’ first to reduce chance that they may be seen during Intro Cinematic

OBJECT: GRAVITY SLIDES
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Used during Round 3 to swiftly move Golf Balls and Players
· All have script 1 for Match Start and Round Start Message Receive {UNIFORM} Despawn
· All have script 2 for Message Receive {INDIA} Spawn
· Total of 12

OBJECT: FX FIRES
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Used during Round 5 to add hazards to the map
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· ALl have script 2 for Message Receive {NOVEMBER} Spawn
· All cause damage to players
· Total of 24

OBJECT: LAND MINES
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Used during Round 2 to add hazards to the map
· All have script 1 for Match Start and Round Start Message Receive {VICTOR} Despawn
· All have script 2 for Message Receive {HOTEL} Spawn
· Total of 48

[image: ]OBJECT: 1-WAY TELEPORTERS
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral





· Used during Round 5 to allow quick travel to opposing Team’s starting position
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· All have script 2 for Message Receive {NOVEMBER} Spawn
· Total of 8

OBJECTS: SCORE CELEBRATION
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Used for Score Celebration
· All have script 1 for Match Start and Round Start Message Receive {ZULU} Despawn
· All have script 2 for Message Receive {GOLF} Spawn
· Includes: 1 Sound Object, 1 Script Brain, 1 FX Sparks, 3 Explosions, and 6 Confetti Bursts

[image: ]OBJECTS: MUSIC
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral





· Used to play music when Players are on putting green
· 1 type of Sound Object instanced several times that are positioned around Cup
· All have script 1 for Match Start Despawn self
· All have script 2 for Round Start timed Spawn
· All have script 3 for Despawn when message {GOLF} is received
OBJECT: MAN CANNONS
	PROPERTIES
	

	LABELS
	{XRAY}

	TEAM
	Neutral
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· Used during Round 2 to add swift travel for Players and Golf Balls
· All have label {XRAY} for Match Start Despawn
· All have label {XRAY} for Rounds 1, 3, 4 & 5 Despawn
· All will spawn for Round 2
· NOTE – This is an object that cannot have scripts programmed on it
· Total of 16
OBJECT: GRAVITY LIFTS
	PROPERTIES
	

	LABELS
	{YANKEE}

	TEAM
	Neutral
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· Used during Round 3 to propel Players and Golf Balls
· All have label {YANKEE} for Match Start Despawn
· All have label {YANKEE} for Rounds 1, 2, 4 and 5 Despawn
· All will spawn for Round 3
· NOTE – This is an object that cannot have scripts programmed on it
· Total of 10
OBJECT: GRAVITY SLIDE BOARDS
	PROPERTIES
	

	LABELS
	{YANKEE}

	TEAM
	Neutral
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· Used during Round 3 to propel Players and Golf Balls
· All have label {YANKEE} for Match Start Despawn
· All have label {YANKEE} for Rounds 1, 2, 4 and 5 Despawn
· All will spawn for Round 3
· NOTE – This is an object that cannot have scripts programmed on it
· Total of 4 (welded object groups)
[image: ]OBJECT: GRENADES
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral




· Spawned for Rounds 2 and 4
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· All have script 2 for Global Variable Check 2 on channel {ROMEO} Spawn
· All have script 3 for Global Variable Check 4 on channel {ROMEO} Spawn
· Total of 4

OBJECT: OVERSHIELD 2
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Spawned for Round 2
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· All have script 2 for Global Variable Check 2 on channel {ROMEO} Spawn
· Total of 2

OBJECT: SPEED BOOST 2 
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Spawned for Round 3
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· All have script 2 for Global Variable Check 3 on channel {ROMEO} Spawn
· Total of 2

OBJECT: ACTIVE CAMO 2 
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral
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· Spawned for Round 4
· All have script 1 for Match Start and Round Start Message Receive {WHISKEY} Despawn
· All have script 2 for Global Variable Check 4 on channel {ROMEO} Spawn
· Total of 2
OBJECT: ROCKET LAUNCHER
	PROPERTIES
	

	LABELS
	{PAPA}

	TEAM
	Neutral
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· Spawned for Round 5
· All have label {PAPA} for Rounds 1, 2, 3 and 4 Despawn
· All will Spawn at Round 5
· NOTE – This is an object that cannot have scripts programmed on it
· Total of 2

[bookmark: _ROUND_START:_HIDE]MATCH START: EASTER EGGS
There are three special objects that have a chance to appear during the Intro Cinematic.  
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Green head w/white bulb


OBJECT: SCRIPT BRAIN
[image: ]


PURPOSE
· On Match Start, roll a Global Variable for a specific Channel to determine what special object (if any) appears during the Intro Cinematic. 
· The three objects that have a chance to appear are: Crab, Whale and Pig
· Crab Scripts: Match & Round Start Despawn, Number Check {WHISKEY} = 2 DO Spawn
· Whale Scripts: Match & Round Start Despawn, Number Check {WHISKEY} = 3 DO Spawn & Rotate
· Pig Scripts: Match & Round Start Despawn, Number Check {WHISKEY} = 1 DO Spawn & Rotate, Wait then Despawn
	SCRIPT 1

	CHOOSE RANDOM VARIABLE

	· On Match Start set global variable to 0
· Wait a few seconds, then choose a random value between 0 and 11
· Easter Egg objects each have their own value that they are watching for. If their number is set they will respond.

	CONDITION

	MATCH START

	ACTION 1

	NUMBER: CHANGE
· Global
· {WHISKEY}
· Set
· Constant
· 0
· Off

	ACTION 2

	WAIT
· 7

	ACTION 3

	NUMBER: CHANGE
· Global
· {WHISKEY}
· Set
· Constant
· 11
· On

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On




INTRO CINEMATIC
Intro Cinematics for Teams 1 & 2 play directly after level load. The Match Start: Hide Objects scripts run to hide round-specific objects during this sequence. 
NOTE: For Team-specific cinematics to play, one Camera object is placed in the level that has a Neutral Team assignment and is set to Intro.
[image: ] [image: ] [image: ]
OBJECT: CAMERAS
	PROPERTIES
	

	LABELS
	None

	TEAM
	1 Neutral, 3 for Team 1, 3 for Team 2

	COLOR
	White (neutral), Red (Team 1), Blue (Team 2)


[image: ]


PURPOSE 
· Play Intro Cinematic.
· Each player on Team 1 views Team 1 camera sequence.
· Each player on Team 2 views Team 2 camera sequence.
· Each camera has settings for team, scene, shot, shot time, movement, and more


[image: ]OBJECT: ANIMATION LOCATIONS
	PROPERTIES
	

	LABELS
	None

	TEAM
	1 for Team 1, 1 for Team 2

	COLOR
	Red (Team 1), Blue (Team 2)





PURPOSE 
· Show Team Players for each Team during specific shot of Intro Cinematic.
· Each object has settings for team, scene and shot.


ROUND START: HIDE OBJECTS
The game automatically respawns objects at their original spawn positions when a new Round begins. Because the design of Battle Golf calls for certain objects to only appear for specific rounds of play and when Score Celebration occurs, these scripts ‘hide’ objects at the start of round play. 
Because there are 100+ objects to Despawn at Round Start, I’m using a few different Message Channels and a Timed Wait action to manage the task.
Scripts that manage the appearance of round-specific objects can be found in the Setup Round-Specific Objects section.
Round-specific objects that cannot contain programmed scripts such as Man Cannons and Gravity Lifts are despawned via Label for certain rounds via scripts checking for specific Global Number Variables. More on this can be found in the Round Start: Increment Rounds and Setup Round-Specific Objects sections.

	[bookmark: _OBJECT:_SCRIPT_BRAIN]PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Yellow head w/White bulb


[image: ]OBJECT: SCRIPT BRAIN


PURPOSE
· On Round Start, prepare Sandtrap Resort for unique Round gameplay by ‘hiding’ Rounds 2 – 5 objects and Score Celebration objects that contain scripts.
· All Rounds 2 – 5 and Score Celebration objects that can have scripts programmed into them are Despawned when specific Message Channels are received.
· All Rounds 2 – 5 objects that cannot have scripts programmed into them are Despawned via Label. These scripts are not contained in this Script Brain object; instead they are part of Setup Round-Specific Object’s scripts where Round-specific object appearances are managed.
	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	ROUND BEGIN OBJECTS CLEAR
	ROUND BEGIN OBJECTS CLEAR
	ROUND BEGIN OBJECTS CLEAR

	· On Round Start Despawn Round 4 Rocks and Beams (listening for {sierra})
· Wait, then Despawn Round 4 Pipes (listening for {tango}) and inform Script 2 to start
	· On Message {tango}, wait, then Despawn Round 3 Gravity Slides (listening for {uniform})
· Wait, then Despawn Round 2 Land Mines (listening for {victor}) and inform Script 3 to start
	· On Message {victor}, wait, then Despawn all Power Ups and Round 5 Fires & Teleporters (listening for {whiskey})
· Wait, then Despawn Score Celebration objects (listening for {zulu})

	CONDITION
	CONDITION
	CONDITION

	ROUND START
	MESSAGE
· {TANGO}
	MESSAGE
· {VICTOR}

	ACTION 1
	ACTION 1
	ACTION 1

	MESSAGE
· {SIERRA}
	WAIT
· 0.2
	WAIT
·  0.2

	ACTION 2
	ACTION 2
	ACTION 2

	WAIT
· 0.2
	MESSAGE
· {UNIFORM}
	MESSAGE
· {WHISKEY}

	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {TANGO}
	WAIT
· 0.2
	WAIT
· 0.2 

	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	MESSAGE
· {VICTOR}
	MESSAGE
· {ZULU}

	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



ADDITIONAL ROUND START: HIDE OBJECTS
For the list of objects hidden at Round Start, see Match Start: Hide Objects section. Note that objects such as Man Cannons and Gravity Lifts that cannot be directly programmed to ‘hide’ via Received Message are despawned via Label based on the Round Start: Increment Rounds Global Variable. See Setup Round-Specific Objects scripts for more info.

ROUND START: SET NAV MARKERS
This object’s scripts manage the application and reapplication of Nav Markers for Golf Balls and the Cup (goal). 
[bookmark: _OBJECT:_SCRIPT_BRAIN_3]OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Yellow head w/white bulb
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PURPOSE 
· On Round Start set Nav Markers for each Team’s Golf Balls and the Cup (goal).
· Reapply Nav Markers for Despawned Golf Balls.
· Reapply Nav Marker for Cup when removed for Score Celebration.
· Despawn Golf Balls at Round Start to ensure they Respawn at Tees (via each Golf Balls’ Despawn Scripts).


	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	SEND NAV-RELATED MESSAGE
	SET NAV MARKERS FOR GOLF BALLS
	SET NAV MARKER FOR CUP

	· On Round Start, wait, then send {bravo} and {charlie} messages for use by same Script Brain object
· Despawn Golf Balls to ensure they respawn at starting Tees
	· When {bravo} set Navs for players and each Team’s Golf Ball
· Will reapply Navs if Balls are despawned/destroyed
	· When {Charlie} set Navs for players and the Cup (goal)

	CONDITION
	CONDITION
	CONDITION

	ROUND START
	MESSAGE
· {BRAVO}
	MESSAGE
· {CHARLIE}

	ACTION 1
	ACTION 1
	ACTION 1

	WAIT
· 0.5
	NAV MARKER: CHANGE
· PLAYERS: Team [add] Team 1
· Add
· TARGETS: Label [add] {BRAVO}, Team [include] Team 1
· Base 1 (red)
· “BALL”
· 500
	NAV MARKER: CHANGE
· PLAYERS: Players [add]
· Add
· TARGETS: Label [add] {CHARLIE}
· Base 4 (green)
· “CUP”
· 500

	ACTION 2
	ACTION 2
	ACTION 2

	MESSAGE
· {BRAVO}
	NAV MARKER: CHANGE
· PLAYERS: Team [add] Team 2
· Add
· TARGETS: Label [add] {BRAVO}, Team [include] Team 2
· Base 2 (blue)
· “BALL”
· 500
	<none>

	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {CHARLIE}
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4

	DESPAWN
· OBJECTS: Label [add] {BRAVO}
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On


ADDITIONAL ROUND START: SET NAV MARKERS OBJECTS
See Score Celebration & Round End section to view Golf Ball and Cup scripts associated with Nav Marker events.

ROUND START: INCREMENT ROUNDS
After all round-specific objects are ‘hidden’ at Round Start, this object’s script increments a Global Number Variable on a specific Channel. This variable is checked by Setup Round-Specific Objects scripts and Set Round Screen Effects scripts to determine the objects that appear and the Screen Effects that are active for specific rounds.
	[bookmark: _OBJECT:_SCRIPT_BRAIN_2]PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Yellow head w/white bulb


OBJECT: SCRIPT BRAIN
[image: ]

PURPOSE 
· On Round Start, timed wait for all Round Start: Hide Objects scripts to run (hide objects). 
· Next, increment a Global Number Variable which will be checked by Setup Round-Specific Objects scripts to determine the round-specific objects that ‘hide’ and ‘unhide’ for play.
· The Variable incremented by this script is also referenced by Set Round Screen Effects scripts.

	SCRIPT 1

	INCREMENT ROUND VARIABLE

	· On Round Start, wait for all Script Brain #1 scripts to complete, then increment global variable (channel {romeo})
· This value is checked by other scripts to determine what round-specific objects should ‘unhide’ and ‘hide’ for play. 
· This value is also checked by scripts to determine Screen Effects and Play Sounds for rounds.

	CONDITION

	ROUND START

	ACTION 1

	WAIT
· 1.0

	ACTION 2

	NUMBER: CHANGE
· Global
· {ROMEO}
· Increment
· Constant
· 1
· Off

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[bookmark: _ROUND_START:_INCREMENT][bookmark: _ROUND_START:_INCREMENT_1][bookmark: _ROUND_START:_SETUP][bookmark: _SETUP_ROUND-SPECIFIC_OBJECTS][bookmark: _SETUP_ROUND-SPECIFIC_OBJECTS_1]SETUP ROUND-SPECIFIC OBJECTS
This object’s scripts check the Global Number Variable value incremented by Round Start: Increment Rounds script to determine the objects that should Spawn and Despawn for round-specific play.
[bookmark: _OBJECT:_SCRIPT_BRAIN_1][image: ]OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	White head w/white bulb





PURPOSE 
· Check the value of the Global Number Variable incremented by Round Start: Increment Rounds scripts to determine the round-specific objects that need to Spawn and Despawn for the active round.


	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	ROUND 1 SETUP
	ROUND 2 SETUP
	ROUND 3 SETUP
	ROUND 4 SETUP

	· When {romeo} global variable = 1, Despawn Round 2 Man Cannons (via label {xray})
· Wait, then Despawn Round 3 Gravity Lifts & Gravity Slide Boards (via label {yankee}) and R5 Weapons (via label {papa})
· NOTE: all remaining rounds 2 – 5 objects are despawned in Round Start: Hide Objects scripts

	· When {romeo} global variable = 2, set Round 2 (R2) objects for play:
· Spawn R2 Land Mines (listening for {hotel})
· Wait, then Despawn Round 3 Gravity Lifts & Gravity Slide Boards (via label {yankee}) and R5 Weapons (via label {papa})
· NOTE: R2 Man Cannons will spawn via Round Start. Grenades will spawn via their own scripts.
	· When {romeo} global variable = 3, set round 3 (R3) objects for play:
· Spawn R3 Gravity Slides (listening for {india})
· Wait, Despawn R2 Man Cannons (via label {xray}) and R5 Weapons (via label {papa})
· NOTE: R3 Gravity Lifts & Gravity Slide Boards will spawn via Round Start
	· When {romeo} global variable = 4, set round 4 (R4) objects for play:
· Spawn R4 Rocks and Beams (listening for {juliet})
· Wait, then Spawn R4 Pipes (listening for {kilo}) and inform Script 5 to begin
· Despawn R5 Weapons (via label {papa})
· NOTE: Grenades will spawn via their own scripts.

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 1
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 2
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 3
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 4

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	DESPAWN
· OBJECTS: Label [add] {XRAY}
	MESSAGE
· {HOTEL}
	MESSAGE
· {INDIA}
	MESSAGE
· {JULIET}

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	WAIT
· 0.2
	WAIT
· 0.2
	WAIT
· 0.2
	WAIT
· 0.2

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	DESPAWN
· OBJECTS: Label [add] {YANKEE}
	DESPAWN
· OBJECTS: Label [add] {YANKEE}
	DESPAWN
· OBJECTS: Label [add] {XRAY}
	MESSAGE
· {KILO}

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	DESPAWN
· OBJECTS: Label [add] {PAPA}
	DESPAWN
· OBJECTS: Label [add] {PAPA}
	DESPAWN
· OBJECTS: Label [add] {PAPA}
	DESPAWN
· OBJECTS: Label [add] {PAPA}

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On

	SCRIPT 5
	SCRIPT 6
	SCRIPT 7
	SCRIPT 8

	ROUND 4 SETUP CONT.
	ROUND 4 SETUP CONT.
	ROUND 5 SETUP
	ROUND 5 SETUP CONT.

	· When Message {kilo}, wait, then Despawn R2 Man Cannons (via label {xray})
· Wait, then inform Script 6 to begin
	· When Message {mike} Despawn R3 Gravity Lifts & Gravity Slide Boards (via label {yankee}) 
· Wait, then Despawn R5 Weapons (via label {papa})
	· When {romeo} global variable = 5, set Round 5 (R5) objects for play:
· Spawn R5 1-Way Teleporters & Fires (listening for {november})
· Despawn R3 Gravity Lifts & Gravity Slide Boards (via label {yankee})
· Wait, then Despawn R2 Man Cannons (via label {xray}) 
	·  When Message {November}, wait, then Spawn R5 Fires (listening for {foxtrot}
· NOTE: R5 Weapons will spawn via Round Start

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	MESSAGE
· {KILO}
	MESSAGE
· {MIKE}
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 5
	MESSAGE
· {NOVEMBER}

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	WAIT
· 0.2
	DESPAWN
· OBJECTS: Label [add] {YANKEE}
	MESSAGE
· {NOVEMBER}
	WAIT
· 0.2

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	DESPAWN
· OBJECTS: Label [add] {XRAY}
	WAIT
· 0.2
	DESPAWN
· OBJECTS: Label [add] {YANKEE}
	MESSAGE
· {FOXTROT}

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	WAIT
· 0.2
	DESPAWN
· OBJECTS: Label [add] {PAPA}
	WAIT
0.2
	<none>

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	MESSAGE
· {MIKE}
	<none>
	DESPAWN
· OBJECTS: Label [add] {XRAY}
	<none>

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On


ADDITIONAL OBJECTS
For the list of objects associated with round setup, see Match Start: Hide Objects section. 


[bookmark: _ROUND_START:_SET][bookmark: _SET_ROUND_SCREEN][bookmark: _SET_ROUND_SCREEN_1]SET ROUND SCREEN EFFECTS
This object references the Global Number Variable set by Round Start: Increment Rounds script to change Screen Effects for specific rounds. It also triggers VO and Sound.

OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	White head w/white bulb


[image: ]


PURPOSE 
· Set FX and Filter Screen Effect options for specific rounds.
· Play VO and Music Stinger during Round Start launch in (from Man Cannons).
· NOTE – Map default Lighting Them/Skybox is set to Paradise with Warm Filter and Dust [light] FX.

	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	ROUND 1 SCREEN EFFECTS
	ROUND 2 SCREEN EFFECTS
	ROUND 3 SCREEN EFFECTS
	ROUND 4 SCREEN EFFECTS

	· When Match Start set desired Screen Effect FX and Filter and play VO
· Wait, then play additional Sound
	· When {romeo} global variable = 2, set desired Screen Effect FX and Filter
	· When {romeo} global variable = 3, set desired Screen Effect FX and Filter
	· When {romeo} global variable = 4, set desired Screen Effect FX and Filter

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	· MATCH START
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 2
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 3
	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 4

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	SCREEN EFFECTS: CHANGE
· Crisp
· <none>
	SCREEN EFFECTS: CHANGE
· Nova
· Medium Rain
	SCREEN EFFECTS: CHANGE
· Nova
· Heavy Rain
	SCREEN EFFECTS: CHANGE
· Warm
· <none>

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	SOUND PLAY
· PLAYERS: Players [add]
· Round; Start [vo]
	SOUND PLAY
· PLAYERS: Players [add]
· Round; Start [vo]
	SOUND PLAY
· PLAYERS: Players [add]
· Round; Start [vo]
	SOUND PLAY
· PLAYERS: Players [add]
· Round; Start [vo]

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	WAIT
· 2.0
	WAIT
· 2.0
	WAIT
· 2.0
	WAIT
· 2.0

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	SOUND PLAY
· PLAYERS: Players [add]
· Dramatic; a [music]
	SOUND PLAY
· PLAYERS: Players [add]
· Dramatic; a [music]
	SOUND PLAY
· PLAYERS: Players [add]
· Dramatic; a [music]
	SOUND PLAY
· PLAYERS: Players [add]
· Dramatic; a [music]

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On

	SCRIPT 5

	ROUND 5 SCREEN EFFECTS

	· When {romeo} global variable = 5, set desired Screen Effect FX and Filter

	CONDITION

	NUMBER: CHECK
· Global
· {ROMEO}
· 0
· Equal
· Constant
· 5

	ACTION 1

	SCREEN EFFECTS: CHANGE
· Warm
· Heavy Embers

	ACTION 2

	SOUND PLAY
· PLAYERS: Players [add]
· Round; Start [vo]

	ACTION 3

	WAIT
· 2.0

	ACTION 4

	SOUND PLAY
· PLAYERS: Players [add]
· Dramatic; a [music]

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On


[bookmark: _SET_ROUND_MUSIC]
MUSIC
Music Sound Objects are placed around the putting green to spice up gameplay when near the Cup (goal).

[image: ]OBJECT: SOUND: MUSIC [MANTIS BATTLE]
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	Yellow





PURPOSE 
· Play music that can be heard by players near the Cup (goal).
· Each object has the three scripts listed below.
· Total of 9 objects.

	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	MATCH START DESPAWN
	ROUND START DESPAWN
	PLAY MUSIC

	When Match Start Despawn self so I don’t play during intro
	When Round Start, wait, then Spawn self
	When Message {golf} Despawn self 

	CONDITION
	CONDITION
	CONDITION

	MATCH START
	ROUND START
	MESSAGE
· {GOLF}

	ACTION 1
	ACTION 1
	ACTION 1

	DESPAWN
· OBJECTS: This
	WAIT
· 10.00
	DESPAWN
· OBJECTS: This

	ACTION 2
	ACTION 2
	ACTION 2

	<none>
	SPAWN
	<none>

	ACTION 3
	ACTION 3
	ACTION 3

	<none>
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[bookmark: _SCORE_FANFARE_&][bookmark: _SCORE_CELEBRATION_&][bookmark: _SCORE_CELEBRATION_&_1]RESET GOLF BALL
Opposing Team camping your Golf Ball? Not thrilled with your Ball’s position? Reset it! Each Team has the ability to reset their Golf Ball to the starting Tee by interacting with a special switch located near the Tee.
Each Team’s Interactive Reset Switch will display a “RESET” Nav Marker when their Golf Ball gets too deep into enemy territory.
[image: ]OBJECT: INTERACTIVE SWITCH: TEAM 1
	PROPERTIES
	

	LABELS
	None

	TEAM
	Team 1



PURPOSE 
· Interact to respawn Team 1’s Golf Ball at the starting Tee.
· Trigger audio and visual feedback when interacted.
· Display Nav Marker and “RESET” text if Team’s Golf Ball is deep in enemy territory.


	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	INTERACT TO RESET BALL
	RESET INTERACT SWITCH
	
	

	· When interacted (team 1 only) Despawn Team 1 Golf Ball to reset it at Tee (respawn script is on ball)
· Play VO Sound for Team 1 players
· Send message to Red Sparks FX and inform Script 2 to start
	· When {alpha} turn switch off, wait, then turn it back on
	· When Global Variable on Channel {echo} is not equal to 0, add Nav Marker for self
	· When Global Variable on Channel {echo} is equal to 0, remove my Nav Marker

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	INTERACTED
	MESSAGE
· {ALPHA}
	NUMBER: CHECK
· Global
· {ECHO}
· 0
· Not Equal
· Constant
· 0
	NUMBER: CHECK
· Global
· {ECHO}
· 0
· Equal
· Constant
· 0

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	DESPAWN
· OBJECTS: Label [add] {BRAVO}, Team This [include]
	SWITCH
· Off
	NAV MARKER CHANGE
· PLAYERS: Team: THIS [add]
· Add
· TARGETS: THIS [add]
· Yellow (Base 3)
· “RESET”
· 500.00
	NAV MARKER CHANGE
· PLAYERS: Players [add], Team: THIS [include]
· Remove
· TARGETS: THIS [add]

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	PLAY SOUND
	WAIT
· 2.0
	<none>
	<none>

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {ALPHA}
	SWITCH
· On
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	<none>
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[image: ]OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Team 1

	COLOR
	Red head w/yellow bulb



PURPOSE 
· Check boundary for Team 1’s Golf Ball and inform Team 1’s Reset Switch to display or remove Nav Marker based on Ball position.

	SCRIPT 1

	INTERACT TO RESET BALL

	· Timer Check for Global Variable on {echo} Channel to set Object Count to communicate location of Team 1’s Golf Ball
· NOTE: Team 1’s Reset Switch has scripts to control add or remove of Switch Nav Marker.

	CONDITION

	TIMER CHECK
· 0.0
· 0.5

	ACTION 1

	NUMBER CHANGE
· Global
· {ECHO}
· Set
· Object Count
· COUNT: 
· Label [add] {BRAVO}
· Team This [include]
· Boundary: THIS [include]
· 0
· Off

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[image: ]OBJECT: INTERACTIVE SWITCH: TEAM 2
	PROPERTIES
	

	LABELS
	None

	TEAM
	Team 2



PURPOSE 
· Interact to respawn Team 2’s Golf Ball at the starting Tee.
· Trigger audio and visual feedback when interacted.


	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	INTERACT TO RESET BALL
	RESET INTERACT SWITCH
	
	

	· When interacted (team 2only) Despawn Team 2 Golf Ball to reset it at Tee (respawn script is on ball)
· Play VO Sound for Team 2 players
· Send message to Blue Sparks FX and inform Script 2 to start
	· When {delta} turn switch off, wait, then turn it back on
	· When Global Variable on Channel {echo} is not equal to 0, add Nav Marker for self
	· When Global Variable on Channel {echo} is equal to 0, remove my Nav Marker

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	INTERACTED
	MESSAGE
· {DELTA}
	NUMBER: CHECK
· Global
· {LIMA}
· 0
· Not Equal
· Constant
· 0
	NUMBER: CHECK
· Global
· {LIMA}
· 0
· Equal
· Constant
· 0

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	DESPAWN
· OBJECTS: Label [add] {BRAVO}, Team This [include]
	SWITCH
· Off
	NAV MARKER CHANGE
· PLAYERS: Team: THIS [add]
· Add
· TARGETS: THIS [add]
· Yellow (Base 3)
· “RESET”
· 500.00
	NAV MARKER CHANGE
· PLAYERS: Players [add], Team: THIS [include]
· Remove
· TARGETS: THIS [add]

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	PLAY SOUND
· 
	WAIT
· 2.0
	<none>
	<none>

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {DELTA}
	SWITCH
· On
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	<none>
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[image: ]OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Team 2

	COLOR
	Blue head w/yellow bulb



PURPOSE 
· Check boundary for Team 2’s Golf Ball and inform Team 2’s Reset Switch to display or remove Nav Marker based on Ball position.

	SCRIPT 1

	INTERACT TO RESET BALL

	· Timer Check for Global Variable on {lima} Channel to set Object Count to communicate location of Team 2’s Golf Ball
· NOTE: Team 2’s Reset Switch has scripts to control add or remove of Switch Nav Marker.

	CONDITION

	TIMER CHECK
· 0.0
· 0.5

	ACTION 1

	NUMBER CHANGE
· Global
· {LIMA}
· Set
· Object Count
· COUNT: 
· Label [add] {BRAVO}
· Team This [include]
· Boundary: THIS [include]
· 0
· Off

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



SCORE CELEBRATION & ROUND END
The Cup and Team 1 & 2 Golf Balls manage Scoring, Score Celebration events, and Round End. 
[image: ]
The Cup (goal) performs Boundary Checks. The first Team’s Golf Ball to enter the Cup’s Boundary has its Object Variable incremented which triggers Scoring and Score Celebration events. Also, when the Cup receives the Celebration message, it waits for celebration objects to do their thing and then triggers Round End.
Additionally, there are scripts in place that determine what to do with Nav Markers and Golf Balls during Celebration. For example, Nav Markers for both Balls and the Cup are removed and the Golf Ball that scored remains in the Cup during Celebration while the other is reset at the Tee.
OBJECT: CUP
	

		PROPERTIES
	

	LABELS
	{CHARLIE}

	TEAM
	Neutral



PURPOSE 
· Check for a Golf Ball to enter Boundary in order to trigger Scoring and Score Celebration events.
· Object’s Label is used for adding and removing the Cup’s Nav Marker.
· Signal Round End when Score Celebration completes.



	SCRIPT 1
	SCRIPT 2

	BOUNDARY CHECK
	ROUND START DESPAWN

	· Check for objects to enter my Boundary
· When an object enters my Boundary increment its Object Variable by 1 and remove my Nav Marker
· Wait, then remove Nav Markers from Golf Balls
	· When {golf} message received, wait, then End Round

	CONDITION
	CONDITION

	BOUNDARY CHECK
	MESSAGE
· {GOLF}

	ACTION 1
	ACTION 1

	NUMBER CHANGE
· Object
· NUMBER: 
· ACTIVATOR [add]
· Label [include] {BRAVO}
· Players [exclude]
· Select: First (value 1)
· <none>
· Increment
· Constant
· 1
· Off
	WAIT
· 4.0

	ACTION 2
	ACTION 2

	NAV MARKER CHANGE
· PLAYERS: Players [add]
· Remove
· TARGETS: Label [add] {CHARLIE}
· <none>
	ROUND END

	ACTION 3
	ACTION 3

	WAIT
· 0.3
	<none>

	ACTION 4
	ACTION 4

	NAV MARKER CHANGE
· PLAYERS: Players [add]
· Remove
· TARGETS: Label [add] {BRAVO}
· <none>
	<none>

	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[image: ]OBJECT: GOLF BALL: TEAM 1 (RED)
	PROPERTIES
	

	LABELS
	{BRAVO}

	TEAM
	Team 1






PURPOSE
· The Team 1 Golf Ball is the object that Team 1 uses to score by maneuvering it from the starting position and into the Cup.
· This object’s Label and Team affiliation are used for adding and removing its Nav Marker.
· Respawn self if Despawned/Destroyed. This script also links the reapplication of the Ball’s Nav Marker.
· Trigger Score and Score Celebration. Despawn opponents Golf Ball when I score.
· Despawn self when Score Celebration event is completed.
· Play Sound to inform my Team that I have scored.
· Play Sound to inform opposing Team that they are scored on.



	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	RESPAWN AT TEE WHEN DESPAWNED
	CHECK TO SCORE AND TRIGGER SCORE CELEBRATION
	END CELEBRATION DESPAWN
	PLAY MUSIC

	· When I’m Despawned, Respawn at my original position and re-add my Nav Marker (via Script Brain listening for {bravo})
	· When my Object Variable is greater than 0, score 1 point for my team and send Score Celebration message (to objects listening for {golf})
· Play Sound for my team and Despawn opposing Team’s Golf Ball
	· When Score Celebration occurs, wait a tick, then set my physics to phased
· Wait for celebration events to end, then Despawn myself
	· When my Object Variable is greater than 0, play Sound for opposing team

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	DESTROYED/DESPAWNED
	NUMBER CHECK
· Object
· 0
· Greater Than
· Constant
· 0
	MESSAGE
· {GOLF}
	NUMBER CHECK
· Object
· 0
· Greater Than
· Constant
· 0

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	WAIT
· 0.1
	SCORE CHANGE
· Team
· SCORERS: This [add]
· Increment
· Constant
· 1
· Off
	WAIT
· 3.8
	SOUND PLAY
· PLAYERS: Team [add], Team 2
· Defeat [vo]

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	SPAWN
· On
	MESSAGE
· {GOLF}
	DESPAWN
· This [add]
	<none>

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {BRAVO}
	SOUND PLAY
· PLAYERS: Team [add], Team 1
· Nice [vo]
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	DESPAWN
· OBJECTS: 
· Label [add] {BRAVO}
· Team: THIS [exclude]
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



[image: ]OBJECT: GOLF BALL: TEAM 2 (BLUE)
	PROPERTIES
	

	LABELS
	{BRAVO}

	TEAM
	Team 2






PURPOSE
· The Team 2 Golf Ball is the object that Team 2 uses to score by maneuvering it from the starting position and into the Cup.
· This object’s Label and Team affiliation are used for adding and removing its Nav Marker.
· Respawn self if Despawned/Destroyed. This script also links the reapplication of the Ball’s Nav Marker.
· Trigger Score and Score Celebration. Despawn opponents Golf Ball when I score.
· Despawn self when Score Celebration event is completed.
· Play Sound to inform my Team that I have scored.
· Play Sound to inform opposing Team that they are scored on.



	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	RESPAWN AT TEE WHEN DESPAWNED
	CHECK TO SCORE AND TRIGGER SCORE CELEBRATION
	END CELEBRATION DESPAWN
	PLAY MUSIC

	· When I’m Despawned, Respawn at my original position and re-add my Nav Marker (via Script Brain listening for {bravo})
	· When my Object Variable is greater than 0, score 1 point for my team and send Score Celebration message (to objects listening for {golf})
· Play Sound for my team and Despawn opposing Team’s Golf Ball
	· When Score Celebration occurs, wait a tick, then set my physics to phased
· Wait for celebration events to end, then Despawn myself
	· When my Object Variable is greater than 0, play Sound for opposing team

	CONDITION
	CONDITION
	CONDITION
	CONDITION

	DESTROYED/DESPAWNED
	NUMBER CHECK
· Object
· 0
· Greater Than
· Constant
· 0
	MESSAGE
· {GOLF}
	NUMBER CHECK
· Object
· 0
· Greater Than
· Constant
· 0

	ACTION 1
	ACTION 1
	ACTION 1
	ACTION 1

	WAIT
· 0.1
	SCORE CHANGE
· Team
· SCORERS: This [add]
· Increment
· Constant
· 1
· Off
	WAIT
· 3.8
	SOUND PLAY
· PLAYERS: Team [add], Team 1
· Defeat [vo]

	ACTION 2
	ACTION 2
	ACTION 2
	ACTION 2

	SPAWN
· On
	MESSAGE
· {GOLF}
	DESPAWN
· This [add]
	<none>

	ACTION 3
	ACTION 3
	ACTION 3
	ACTION 3

	MESSAGE
· {BRAVO}
	SOUND PLAY
· PLAYERS: Team [add], Team 2
· Nice [vo]
	<none>
	<none>

	ACTION 4
	ACTION 4
	ACTION 4
	ACTION 4

	<none>
	DESPAWN
· OBJECTS: 
· Label [add] {BRAVO}
· Team: THIS [exclude]
	<none>
	<none>

	OPTIONS
	OPTIONS
	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



OBJECT: SCRIPT BRAIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral


[image: ]



PURPOSE
· Determine if Golf Balls and/or living Players are on the green.
· Inform Pin to Spawn if no Golf Balls and/or living Players on the green.
· Inform Pin to Despawn if Golf Balls and/or living Players are on the green. 

	SCRIPT 1

	CHECK BOUNDARY FOR OBJECTS AN D PLAYERS

	· Timed check to create Global Variable on Channel {papa}, checked by Pin for Spawn and Despawn 
· Count the number of living Players in my boundary
· Count the number of Golf Balls via Label {bravo}

	CONDITION

	TIMER CHECK
· 0.0
· 0.5

	ACTION 1

	NUMBER CHANGE
· Global
· {PAPA}
· Set
· Object Count
· COUNT:
· Players [add]
· Boundary: THIS [include]
· Dead [exclude]
· 0
· Off

	ACTION 2

	NUMBER CHANGE
· Global
· {PAPA}
· Increment
· Object Count
· COUNT:
· Label [add] {BRAVO}
· Boundary: THIS [include]
· 0
· Off

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



OBJECT: PIN
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral


[image: ]



PURPOSE
· Mark location of the Cup (goal).
· Remove self when Golf Balls and/or Players are on the green.




	SCRIPT 1
	SCRIPT 2

	SPAWN
	DESPAWN

	· Check Global Variable on Channel {papa}
· If equal to 0, Spawn self
	· Check Global Variable on Channel {papa}
· If not equal to 0, Despawn self

	CONDITION
	CONDITION

	NUMBER CHECK
· Global
· {PAPA}
· 0
· Equal
· Constant
· 0
	NUMBER CHECK
· Global
· {PAPA}
· 0
· Not Equal
· Constant
· 0

	ACTION 1
	ACTION 1

	SPAWN
· On
	DESPAWN
· OBJECT: This

	ACTION 2
	ACTION 2

	<none>
	<none>

	ACTION 3
	ACTION 3

	<none>
	<none>

	ACTION 4
	ACTION 4

	<none>
	<none>

	OPTIONS
	OPTIONS

	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On
	· Condition Interrupt: Off
· Round Interrupt: Off
· Always Run: On
· Enabled: On



CELEBRATION OBJECTS
[image: ]  [image: ]  [image: ]
Score Celebration objects include: 
· FX: Sparks, FX: Grunt B-Day, FX: Explosion
· Sound: Crowd Cheer
· All have script 1 for Match Start and Round Start Message Receive {ZULU} Despawn
· All have script 2 for Message Receive {GOLF} Spawn
· FX Explosions and associated FX Grunt B-Day have scripts to time Spawns and Despawns

  


MATCH END
Game Mode Settings determine when a match of Battle Golf ends. All Match End flow is handled automatically by these settings. No special scripting is necessary.
[image: ]


OUTRO CINEMATIC
Outro Cinematics for the winning Team plays directly after Match Results are posted. 
[image: ]OBJECT: CAMERA
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	White (neutral)





PURPOSE 
· Play Outro Cinematic featuring the winning Team.
· Each player on both Teams views the Outro for the winning team.
· The camera has settings for team, scene, shot, shot time, movement, and more.
· NOTE – Shot Time is set to 4 seconds.
OBJECT: ANIMATION LOCATIONS
	PROPERTIES
	

	LABELS
	None

	TEAM
	Neutral

	COLOR
	White (neutral)


[image: ]


PURPOSE 
· Show Players of winning Team during Outro Cinematic.
· Object has settings for team, scene and shot.


· END     -




MATCH START:         Hide Objects


ROUND START: Hide Objects


ROUND START: Nav Markers


ROUND START: Increment Rounds


ROUND SETUP: Unique Objects


ROUND SETUP: Effects & Sound









CUP:
Boundary Check


GOLF BALL:
Team 1 Score


GOLF BALL:
Team 2 Score












PIN: Scripted spawn/despawn
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