KING OF THE HILL
King of the Hill was an important classic mode to build because many of the features necessary to make the mode work are foundational and necessary to make several other types of additional game modes. A design goal when building this mode was to make it modular so it supported a wide variety of configurations that could easily be switched on/off in the minigame settings to change the gameplay (see Mode Settings).

REVISIONS
	VERSION
	NOTES

	1.0
	First version of the doc
· Support for:
· Single: Sequential
· Single: Crazy King (random)
· Single: First
· Single: Random
· Multi Hill (all hills active)

	1.1
	Updated support for more functionality and tuning
· Support for:
· Diminishing: Sequential
· Diminishing: Random
· Players score in hills
· Team & Player score multipliers

	1.2
	Added boundary info to Hills

	1.5
	Good refactoring to better support mode and variants
· Hills respond quicker to players entering/exiting
· Team Score is now 10 per second and Player Score is 1 per 1/10th of a second
· Better logic for spawning individual or all
· Added Update Terminal
· Split up objects a bit more for more modularity and ease of managing the scripts

	1.55
	Bugs
· Fixed issue with mode recac



MODE SETTINGS
	Sequential
	SINGLE
	One hill at a time, cycles through the hills in order
	· minigame:1:objects = include
· minigame:2:objects = include
· minigame:3:objects = exclude
· minigame:4:objects = exclude
· minigame:5:objects = exclude

	Crazy King
	SINGLE
	one hill at a time, randomly picks hills
	· minigame:1:objects = include
· minigame:2:objects = exclude
· minigame:3:objects = include
· minigame:4:objects = exclude
· minigame:5:objects = exclude

	First
	SINGLE
	one hill, the first hill (set with spawn order)
	· minigame:1:objects = exclude
· minigame:2:objects = include
· minigame:3:objects = exclude
· minigame:4:objects = exclude
· minigame:5:objects = exclude

	Random
	SINGLE
	One hill, selected at random
	· minigame:1:objects = exclude
· minigame:2:objects = exclude
· minigame:3:objects = include
· minigame:4:objects = exclude
· minigame:5:objects = exclude

	All Hill
	MULTI
	All the hills are active at once
	· minigame:1:objects = exclude
· minigame:2:objects = exclude
· minigame:3:objects = exclude
· minigame:4:objects = include
· minigame:5:objects = exclude

	Diminishing: Sequential
	MULTI
	All hills active but removes one in order ever timer hill update until they are all gone
	· minigame:1:objects = include
· minigame:2:objects = exclude
· minigame:3:objects = exclude
· minigame:4:objects = include
· minigame:5:objects = exclude

	Diminishing: Random
	MULTI
	All hills active but removes a random one ever timer hill update until they are all gone
	· minigame:1:objects = include
· minigame:2:objects = exclude
· minigame:3:objects = exclude
· minigame:4:objects = exclude
· minigame:5:objects = include


REFERENCES
In the designs rather than refer to specific channels, labels, etc. we found it easier to sometimes reference them by a more descriptive name. Additionally, having this matrix let us work out what each channel was to prevent them from getting used differently in multiple places and creating conflict.
[bookmark: _GoBack]KEY
· Hardcoded value – Script must be updated in some instances for this behavior to work correctly
CHANNELS
These are the channels referenced in the rest of the document. Generally, we try to use the same first letter for the {REFERENCE NAME} as the Channel so it generally isn’t too hard to reference what it is when setting up scripts below.
	
	MESSAGE
	POWER
	NUMBER
	TEAM
	PLAYER
	LABEL
	TRAIT

	Alpha
	{ALL SPAWN}
	
	{ACTIVE HILL}
	
	
	
	

	Bravo
	
	
	
	
	
	{TEAM 2}
	

	Charlie
	
	
	{HILL COUNT}
	
	
	
	

	Delta
	
	
	
	
	
	
	

	Echo
	
	
	
	
	
	
	

	Foxtrot
	
	
	
	
	
	
	

	Golf
	
	{GAME}
	
	
	
	
	

	Hotel
	{HEARTBEAT}
	
	
	
	
	{HILL}
	

	India
	{INIT}
	
	
	
	
	
	

	Juliet
	
	
	
	
	
	
	

	Kilo
	
	
	
	
	
	
	

	Lima
	
	
	
	
	
	
	

	Mike
	
	
	{MAX HILLS}
	
	
	
	

	November
	
	
	{NEXT HILL}
	
	
	
	

	Oscar
	{ORDER SPAWN}
	
	{OWNED HILLS}
	{OWNED HILLS}
	
	
	

	Papa
	
	
	{PLAYER VALUE}
	
	
	
	

	Quebec
	
	
	
	
	
	
	

	Romeo
	
	
	
	
	
	{TEAM 1}
	

	Sierra
	{SCORE}
	
	{SCORE INC/MOD}
	
	
	
	

	Tango
	{TIMER}
	
	{TEAM VALUE}
	
	
	
	

	Uniform
	{UPDATE}
	
	
	
	
	
	

	Victor
	
	
	
	
	
	
	

	Whiskey
	
	
	
	
	
	
	

	Xray
	
	
	
	
	
	
	

	Yankee
	
	
	
	
	
	
	

	Zulu
	
	
	
	
	
	
	



COLORS
Reference colors setup for easy global tuning.
	
	
	COLOR
	USE

	{RED HILL}
	BASE 1
	Red
	Red Hill color

	{BLUE HILL}
	BASE 2
	Blue
	Blue Hill color

	{NEUTRAL HILL}
	BASE 3
	White
	Neutral/Contested Hill color

	{RED MARKER}
	USER 1
	???
	Red Nav Marker color

	{BLUE MARKER}
	USER 2
	???
	Blue Nav Marker color

	{CONTESTED}
	USER 3
	White
	Neutral/Contested Nav Marker color



OBJECTS/GAME SCRIPTS
These are the objects that manage the majority of the logic/scripting of the mode. 
GAME MANAGER
Manages general game events. This is general and reusable between game modes.
	[image: ]
		OBJECT TYPE

	Script Brain [colorable] – 1x

	· Handles generic Match and Round Start events
· Sends the {HEARTBEAT} message



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	COLORS
	

	PRIMARY
	White

	SECONDARY
	White



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	MATCH
	ROUND
	GAME: OFF
	GAME: ON

	Match is starting; initialize
· Turn {GAME} Off
· Send {INIT} Message to tell other scripts to initialize
	Starts the game mode
· Turn {GAME} On
	Init/{GAME} Off; General
· Clear all Nav Markers
· Clear all Player Traits
· Reset Screen FX
	{GAME} has been turned On
· Spawn to enable scripting

	CONDITION
	
	
	

	MATCH: START
	ROUND: START
	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On

	ACTION 1
	
	
	

	POWER: SET
· Channel: {GAME}
· State: Off
	POWER: SET
· Channel: {GAME}
· State: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· [NOTHING]
	SPAWN
· Force: On

	ACTION 2
	
	
	

	MESSAGE
· {INIT}
	<none>
	TRAITS: CLEAR
· PLAYERS
· Players [add]
	<none>

	ACTION 3
	
	
	

	<none>
	<none>
	SCREEN EFFECTS: SET
· PLAYERS
· Players [add]
· Filter: Default
· FX: Default
	<none>

	ACTION 4
	
	
	

	<none>
	<none>
	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	<none>

	OPTIONS
	
	
	

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

	

	SCRIPT 5

	HEARTBEAT: SEND

	Send heartbeat message to trigger synchronized events across the other script
· Send {HEARTBEAT} Message

	CONDITION

	TIMER
· Initial: 0
· Repeat: 0.1

	ACTION 1

	MESSAGE
· {HEARTBEAT}

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

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



MODE MANAGER
Manages mode specific settings, etc. specific to the game mode.
	[image: ]
		OBJECT TYPE

	Script Brain [colorable] – 1x

	· Initializes score defaults
· Puts neutral/contested Nav Markers on the Hills
· Sends an event every second that triggers the hills to score players



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include

	SPAWNING
	

	ORDER
	<number of hills on the map>

	COLORS
	

	PRIMARY
	White

	SECONDARY
	Black Light



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	INIT
	GAME: OFF
	GAME: ON
	NAV MARKER: NEUTRAL

	Initialize mode values
· Store max Hill count in {MAX HILLS}

NOTE: If you want multiple Hills to spawn per index you can just hard code the {MAX HILLS} value below to the maximum Spawn Order on the map
	Init/{GAME} Off
· Despawn to disable scripting
	{GAME} has been turned On
· Spawn to enable scripting
· Set score value {PLAYER VALUE}
· Set score value {TEAM VALUE}
	Updates neutral Nav Markers
· Updates neutral hill Nav Markers on {HEARTBEAT}
· Count hills owned by each team
· Update the total number of hills

	
	CONDITION
	
	

	MESSAGE: RECEIVED
· Channel: {INIT}
	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	MESSAGE: RECEIVED
· {HEARTBEAT}

	
	ACTION 1
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {MAX HILLS}
· Operation: Set
· Source: Game Value
· Game Value: Spawn: Order
· Randomize: Off
	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Add
· TARGETS
· Label [add]
· {HILL}
· Label [exclude]
· {TEAM 1}
· Label [exclude]
· {TEAM 2}
· Color: {CONTESTED}
· Text: <none>

	
	ACTION 2
	
	

	<none>
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {PLAYER VALUE}
· Operation: Set
· Source: Constant
· Value: 1
	NUMBER: CHANGE
· Scope: Global
· Channel: {OWNED HILLS}
· Operation: Set
· Source: Number
· Scope: Team
· Team: Team 1 [defender]
· Channel: {OWNED HILLS}
· Randomize: Off

	
	ACTION 3
	
	

	<none>
	<none>

	NUMBER: CHANGE
· Scope: Global
· Channel: {TEAM VALUE}
· Operation: Set
· Source: Constant
· Value: 1
	NUMBER: CHANGE
· Scope: Global
· Channel: {OWNED HILLS}
· Operation: Set
· Source: Number
· Scope: Team
· Team: Team 2 [attacker]
· Channel: {OWNED HILLS}
· Randomize: Off

	
	ACTION 4
	
	

	<none>
	<none>
	MESSAGE: SEND
· Channel: {SCORE}
· Transfer: ACTIVATOR
	NUMBER: CHANGE
· Scope: Global
· Channel: {HILL COUNT}
· Operation: Set
· Source: Object Count
· COUNT
· Label [add]
· {HILL}

	
	OPTIONS
	
	

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

	
	

	SCRIPT 5
	SCRIPT 6

	SCORE: SEND
	ROUND: END

	Send the score message to trigger synchronized scoring across the other script
· Wait 1 second
· Send {SCORE} Message
	Send the score message to trigger synchronized scoring across the other script
· Turn off the game

	CONDITION
	

	MESSAGE: RECEIVED
· Channel: {SCORE}
	ROUND: TIME
· Time: 0.1

	ACTION 1
	

	WAIT
· Time: 1.0
	POWER: SET
· Channel: {GAME}
· State: Off

	ACTION 2
	

	MESSAGE: SEND
· Channel: {SCORE}
· Transfer: THIS
	<none>

	ACTION 3
	

	<none>
	<none>

	ACTION 4
	

	<none>
	<none>

	OPTIONS
	

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



TEAM MANAGER
Manages team logic.
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		OBJECT TYPE

	Script Brain [colorable] – 1x/Team Supported

	· Creates Nav Markers for Hills held by this team for both enemies and allies
· Scores Team every {SCORE} update as well as players marked to score



	PROPERTIES
	

	TEAM
	Team 1 [defender] or Team 2 [attacker]

	LABELS
	· minigame:include
· {TEAM}

	COLORS
	

	PRIMARY
	Base 1 [reference] or Base 2 [reference]

	SECONDARY
	Base 1 [reference] or Base 2 [reference]



	NUMBER: OBJECT

	Team Score calculation






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	SCORE: TEAM
	SCORE: PLAYERS

	Init/{GAME} Off
· Despawn to disable scripting
	{GAME} has been turned On
· Spawn to enable scripting
	Manages the team score event
· Calculate the Team Score; (Hill Controlled Count X Team Hill Multiplier)
· Increment Team score
	Manages the team players score event
· Score players on the team in the hill
· Remove the label from them so they have to get re-stamped to score again

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	MESSAGE: RECEIVED
· Channel: {SCORE}
	MESSAGE: RECEIVED
· Channel: {SCORE}

	ACTION 1
	
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Object Count
· COUNT
· Label [add]
· {HILL}
· Label: THIS [include]
· THIS [remove]
· Randomize: Off
	SCORE: CHANGE
· Type: Player
· SCORERS
· Players [add]
· Team: THIS [include]
· Label: THIS [include]
· Dead [exclude]
· Operation: Increment
· Source: Number
· Scope: Global
· Channel: {PLAYER VALUE}
· Randomize: Off

	ACTION 2
	
	
	

	<none>
	<none>
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Multiply
· Source: Number
· Scope: Global
· Channel: {TEAM VALUE}
· Randomize: Off
	LABEL: CHANGE
· OBJECT
· Players [add]
· Team: THIS [include]
· Label: THIS [include]
· Remove
· Label: {TEAM}

	ACTION 3
	
	
	

	<none>
	<none>
	SCORE: CHANGE
· Type: Team
· SCORERS
· THIS [add]
· Operation: Increment
· Source: Number
· Scope: Object
· Number: Object
· Randomize: Off
	<none>

	ACTION 4
	
	
	

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

	OPTIONS
	
	
	

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

	

	SCRIPT 5

	NAV MARKER: TEAM

	Update Team Nav Markers
· Mark ally controlled hills
· Mark enemy controlled hills

	CONDITION

	MESSAGE: RECEIVED
· {HEARTBEAT}

	ACTION 1

	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Team: THIS [include]
· Change: Add
· TARGETS
· Label: THIS [add]
· Label [include]
· {HILL}
· THIS [remove]
· Color: {TEAM MARKER COLOR} 
· Text: DEFEND

	ACTION 2

	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Team: THIS [exclude]
· Change: Add
· TARGETS
· Label: THIS [add]
· Label [include]
· {HILL}
· THIS [remove]
· Color: {TEAM MARKER COLOR}
· Text: ATTACK

	ACTION 3

	NUMBER: CHANGE
· Scope: Team
· NUMBER
· THIS [add]
· Channel: {OWNED HILLS}
· Operation: Set
· Source: Object Count
· COUNT
· Label: THIS [add]
· Label [include]
· {HILL}
· THIS [remove]
· Randomize: Off

	ACTION 4

	NUMBER: CHANGE
· Scope: Team
· NUMBER
· THIS [add]
· Channel: {SCORE}
· Operation: Set
· Source: Game Value
· Source: Team [score]
· Object: THIS
· Value: 0
· Randomize: off

	OPTIONS

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



TIMER MANAGER
Manages the Timer that triggers hill changes.

	[image: ]
		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:1:object

	COLORS
	

	PRIMARY
	White

	SECONDARY
	Neon Blue



	NUMBER: OBJECT

	Timer Tick






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	GAME: OFF
	GAME: ON
	TIMER: EVENT

	Init/{GAME} Off
· Despawn to disable scripting
	{GAME} has been turned On
· Spawn to enable scripting
· Send {TIMER} Message to start the TImer
	Manages the {TIMER} event
· Wait <time>
· Send the {TIMER} & {UPDATE} Message
· Play a sound to signify hill change

	CONDITION
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	MESSAGE: RECIEVED
· Channel: {TIMER}

	ACTION 1
	
	

	DESPAWN
· OBJECTS
· THIS [add]
· Groups [exclude]
	SPAWN
· Force: On
	WAIT
· Time: 60

	ACTION 2
	
	

	<none>


	MESSAGE: SEND
· Channel: {TIMER}
	MESSAGE: SEND
· Channel: {UPDATE}
· Transfer: THIS

	ACTION 3
	
	

	<none>
	<none>
	MESSAGE: SEND
· Channel: {TIMER}
· Transfer: THIS

	ACTION 4
	
	

	<none>
	<none>
	SOUND: PLAY
· PLAYERS
· Players [add]
· Sound: Enemy Team Scored [sfx]

	OPTIONS
	
	

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



HILL
Manages hill control, hill spawning/despawning, etc.

	[image: ]
		OBJECT TYPE

	Any object – 1x/hill desired

	· Supports 1 to 64 hills (or 32 if you use 2 posts per hill)
· Spawning> Order for each HILL should be unique and sequential (0 not supported, use 1-max)
· Hill must have a boundary to function properly
· Some of the variants will spawn/despawn the HILL objects so depending on your design that can alter your level; use a Script Brain to avoid this



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· {HILL}

	COLORS
	

	PRIMARY
	{CONTESTED}

	SECONDARY
	Neon Green

	SPAWNING
	

	ORDER
	<UNIQUE SPAWN ORDER PER HILL, GROUP WITH SAME ID; 1-MAX HILLS>

	BOUNDARY
	

	SHOW
	On

	TYPE
	TBD; depends on location

	[size values]
	TBD; depends on location



	NUMBER: OBJECT

	Used to calculate the owning team:
· 0 – Neutral / Contested
· 1 – Team 1 [red]
· 1 – Team 2 [blue]






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	CONTROL: UPDATE
	CONTROL: NEUTRAL/CONTESTED
	CONTROL: TEAM 1 [RED]
	CONTROL: TEAM 1 [BLUE]

	Calculates who controls the hill
· Set value back to 0 to force it to dirty if currently not 0
· Set the Object Number with the count of players on Team 1 inside of its boundary
· Subtract the number of Team 2 players from the Object Number
	Identify Hill as Neutral/Contested
· Set the color of the hill
· Remove scoring labels from any players in the Hill boundary for both teams
	Identify Hill as Owned by Team 1
· Set the color of the hill
· Add scoring labels for players in the boundary on Team 1
· Remove scoring labels for players in the boundary on Team 2
	Identify Hill as Owned by Team 2
· Set the color of the hill
· Add scoring labels for players in the boundary on Team 2
· Remove scoring labels for players in the boundary on Team 1

	CONDITION
	
	
	

	MESSAGE
· Channel: {HEARTBEAT}
	NUMBER
· Scope: Object
· Operator: Equal
· Scope: Constant
· Value: 0
	NUMBER
· Scope: Object
· Operator: Equal
· Scope: Constant
· Value: 1
	NUMBER
· Scope: Object
· Operator: Equal
· Scope: Constant
· Value: -1

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Constant
· Value: 0
· Randomize: Off
	COLOR: SET
· OBJECT
· THIS [add]
· Primary: {NEUTRAL HILL}
	COLOR: SET
· OBJECT
· THIS [add]
· Primary: {RED HILL}
	COLOR: SET
· OBJECT
· THIS [add]
· Primary: {BLUE HILL}

	ACTION 2
	
	
	

	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Increment
· Source: Object Count
· OBJECT COUNT
· Players [add]
· Team [include]
· Team 1
· Dead [exclude]
· Boundary: THIS [include]
· Select: First
· 1
· Value: 0
· Randomize: Off
	LABEL: CHANGE
· OBJECT
· Players [add]
· Boundary: THIS [include]
· THIS [add]
· Change: Remove
· Label: {TEAM 1}
	LABEL: CHANGE
· OBJECT
· Players [add]
· Team [include]
· Team 1 [defender]
· Boundary: THIS [include]
· Dead [exclude]
· THIS [add]
· Change: Add
· Label: {TEAM 1}
	LABEL: CHANGE
· OBJECT
· Players [add]
· Team [include]
· Team 2 [attacker]
· Boundary: THIS [include]
· Dead [exclude]
· THIS [add]
· Change: Add
· Label: {TEAM 2}

	ACTION 3
	
	
	

	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Decrement
· Object Count
· OBJECT COUNT
· Players [add]
· Team [include]
· Team 2
· Dead [exclude]
· Boundary: THIS [include]
· Select: First
· 1
· Value: 0
· Randomize: Off
	LABEL: CHANGE
· OBJECT
· Players [add]
· Boundary: THIS [include]
· THIS [add]
· Change: Remove
· Label: {TEAM 2}
	LABEL: CHANGE
· OBJECT
· Players [add]
· Team [include]
· Team 2 [attacker]
· Boundary: THIS [include]
· THIS [add]
· Change: Remove
· Label: {TEAM 2}
	LABEL: CHANGE
· OBJECT
· Players [add]
· Team [include]
· Team 1 [defender]
· Boundary: THIS [include]
· THIS [add]
· Change: Remove
· Label: {TEAM 1}

	ACTION 4
	
	
	

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

	OPTIONS
	
	
	

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

	
	
	
	

	SCRIPT 5
	SCRIPT 6
	SCRIPT 7
	SCRIPT 8

	SETUP
	CLEANUP
	REQUEST: SPAWN
	REQUEST: ORDER

	Hill is spawned; setup
· Dirty & init Object Number (occupied state)
· Count all of the Hills and update {HILL COUNT}
	Hill is despawned; cleanup
· Remove all Nav Markers on this Hill
· Update the {HILL COUNT}
	Heard a message to Spawn
· Force spawn the Hill
	Heard a message to Spawn a specific Hill index
· Force Spawn the Hill
· Despawn the hill if it is not the correct index

	CONDITION
	
	
	

	SPAWNED
	DESTROYED / DESPAWNED
	MESSAGE: HEARD
· {ALL SPAWN}
	MESSAGE: HEARD
· {ORDER SPAWN}

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Constant
· Value: -1
· Random: Off
	NAV MARKER: CHANGE
· PLAYERS
· Players [add]
· Change: Remove
· TARGETS
· THIS [add]
	SPAWN
· Force: On
	SPAWN
· Force: On

	ACTION 2
	
	
	

	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Constant
· Value: 0
· Random: Off
	<none>
	<none>
	DESPAWN
· OBJECTS
· THIS [add]
· Order: ACTIVATOR Number [exclude]
· Groups [exclude]

	ACTION 3
	
	
	

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

	ACTION 4
	
	
	

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

	OPTIONS
	
	
	

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



VARIANT MANAGERS
Each of these will change how the mode behaves between Single/Diminishing and/or Sequential/Random depending on which object is enabled/disabled.
SINGLE: SEQUENTIAL
One hill at a time in sequential order.
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		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:2:object

	COLORS
	

	PRIMARY
	Neon Pink

	SECONDARY
	White



	NUMBER: OBJECT

	Next Hill Order index






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	NEXT: CHECK
	HILL: UPDATE

	Init/{GAME} Off
· Init Object Number
· Despawn the Hills
· Despawn to disable scripting
	{GAME} has been turned On
· Spawn to enable scripting
· Send {UPDATE} message to initialize the first Hill
	Make sure the Next Hill is not greater than Max Hills
· Reset {NEXT HILL} back to the first
	Update to the next Hill
· Set the Object Number with {NEXT HILL} for filtering
· Send Message {ORDER SPAWN} to spawn the next Hill
· Increment {NEXT HILL}

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {NEXT HILL}
· Operator: Greater Than
· Source: Number
· Scope: Global
· Channel: {MAX HILLS}
	MESSAGE: RECEIVED
· Channel: {UPDATE}

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Constant
· Value: 1
· Randomize: Off
	SPAWN
· Force: On
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Constant
· Value: 1
· Randomize: Off
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {NEXT HILL}
· Randomize: Off

	ACTION 2
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {SCORE MOD}
· Operation: Set
· Source: Constant
· Value: 0
	MESSAGE: SEND
· Channel: {UPDATE}
· Transfer: ACTIVATOR
	<none>
	MESSAGE: SEND
· Channel: {ORDER SPAWN}
· Transfer: THIS

	ACTION 3
	
	
	

	DESPAWN
· OBJECTS
· Label [add]
· {HILL}
· THIS [add]
· Groups [exclude]
	<none>
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Increment
· Source: Constant
· Value: 1
· Randomize: Off

	ACTION 4
	
	
	

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

	OPTIONS
	
	
	

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



SINGLE RANDOM
One hill at a time, random order, does not pick the same hill back to back.

	[image: ]
		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:3:object

	COLORS
	

	PRIMARY
	Neon Pink

	SECONDARY
	Neon Pink



	NUMBER: OBJECT

	Next Hill Order index






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	NEXT: CHECK
	HILL: UPDATE

	Init/{GAME} Off
· Force Object Number to dirty to make sure it runs the NEXT: CHECK
· Despawn the Hills
· Despawn to disable scripting
	{GAME} has been turned On
· Spawn to enable scripting
· Send {UPDATE} message to initialize the first Hill
	Make sure the Next Hill is a new one
· Set the Object Number to a random Hill Order
	Update to the next Hill
· Set the Object Number with {NEXT HILL} for filtering
· Send Message {ORDER SPAWN} to spawn the next Hill

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {NEXT HILL}
· Operator: Equal
· Scope: Global
· Channel: {ACTIVE HILL}
	MESSAGE: RECEIVED
· Channel: {UPDATE}

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Constant
· Value: -1
· Randomize: Off
	SPAWN
· Force: On
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Number
· Value: Global
· Channel: {MAX HILLS}
· Randomize: Off
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {NEXT HILL}
· Randomize: Off

	ACTION 2
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Number
· Value: Global
· Channel: {ACTIVE HILL}
· Randomize: Off
	MESSAGE: SEND
· Channel: {UPDATE}
· Transfer: ACTIVATOR
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Decrement
· Source: Constant
· Value: 1
· Randomize: Off
	MESSAGE: SEND
· Channel: {ORDER SPAWN}
· Transfer: THIS

	ACTION 3
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {SCORE MOD}
· Operation: Set
· Source: Constant
· Value: 0
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Increment
· Source: Number
· Scope: Global
· Channel: {NEXT HILL}
· Randomize: On
	NUMBER: CHANGE
· Scope: Global
· Channel: {ACTIVE HILL}
· Operation: Set
· Source: Number
· Value: Global
· Channel: {NEXT HILL}
· Randomize: Off

	ACTION 4
	
	
	

	DESPAWN
· OBJECTS
· Label [add]
· {HILL}
· THIS [add]
· Groups [exclude]
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Increment
· Source: Constant
· Value: 1
· Randomize: Off
	<none>

	OPTIONS
	
	
	

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



DIMINISHING: SEQUENTIAL
Starts with all hills but removes hills every time the update time fires. Removes the highest spawn order first.
	[image: ]
		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:4:object

	COLORS
	

	PRIMARY
	Neon Green

	SECONDARY
	White



	NUMBER: OBJECT

	Next Hill Order index






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	HILLS: GONE
	HILL: UPDATE

	Init/{GAME} Off
· Despawn the Hills
· Despawn to disable scripting
	{GAME} has been turned On
· Respawn all the Hills
· Wait a brief window to let the hills all spawn before enabling scripting
· Spawn to enable scripting
	When all the Hills are gone…
· End the Round
	Remove the next Hill
· Set the Object Number with {NEXT HILL} for filtering
· Despawn the Next Hill
· Increment {NEXT HILL}

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {HILL COUNT}
· Operator: Equal
· Scope: Constant
· Value: 0
	MESSAGE: RECEIVED
· Channel: {UPDATE}

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {SCORE MOD}
· Operation: Set
· Source: Constant
· Value: 2
	MESSAGE: SEND
· {ALL SPAWN}
· Transfer: THIS
	POWER: SET
· Channel: {GAME}
· State: Off
	NUMBER: CHANGE
· Scope: Object
· NUMBER
· THIS [add]
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {NEXT HILL}
· Randomize: Off

	ACTION 2
	
	
	

	DESPAWN
· OBJECTS
· Label [add]
· {HILL}
· THIS [add]
· Groups [exclude]
	 NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Set
· Source: Number
· Scope: Global
· Channel: {MAX HILLS}
· Value: 1
· Randomize: Off
	ROUND: END
	DESPAWN
· OBJECT
· Label [add]
· {HILL}
· Order: THIS: NUMBER [include]
· Groups [exclude]

	ACTION 3
	
	
	

	<none>


	 WAIT
· Time: 0.5
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {NEXT HILL}
· Operation: Decrement
· Source: Constant
· Value: 1
· Randomize: Off

	ACTION 4
	
	
	

	<none>
	 SPAWN
· Force: On
	<none>
	NUMBER: CHANGE
· Scope: Global
· Channel: {TEAM VALUE}
· Operation: Multiply
· Source: Number
· Scope: Global
· Channel: {SCORE MOD}
· Value: 0

	OPTIONS
	
	
	

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



DEMINISHING: RANDOM
Starts with all hills but removes a random hill every time the update time fires. 
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		OBJECT TYPE

	Script Brain [colorable] – 1x



	PROPERTIES
	

	TEAM
	Neutral

	LABELS
	· minigame:include
· minigame:5:object

	COLORS
	

	PRIMARY
	Neon Green

	SECONDARY
	Neon Pink



	NUMBER: OBJECT

	Next Hill Order index






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3
	SCRIPT 4

	GAME: OFF
	GAME: ON
	HILLS: GONE
	HILL: UPDATE

	Init/{GAME} Off
· Despawn the Hills
· Despawn to disable scripting
	{GAME} has been turned On
· Respawn all the Hills
· Wait a brief window to let the hills all spawn before enabling scripting
· Spawn to enable scripting
	When all the Hills are gone…
· End the Round 
	Remove the next Hill
· Despawn a random Hill

	CONDITION
	
	
	

	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER: CHECK
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}
	POWER: CHECK
· Channel: {GAME}
· State: On
	NUMBER: CHECK
· Scope: Global
· Channel: {HILL COUNT}
· Operator: Equal
· Scope: Constant
· Value: 0
	MESSAGE: RECEIVED
· Channel: {UPDATE}

	ACTION 1
	
	
	

	NUMBER: CHANGE
· Scope: Global
· Channel: {SCORE MOD}
· Operation: Set
· Source: Constant
· Value: 2
	MESSAGE: SEND
· Channel: {ALL SPAWN}
· Transfer: ACTIVATOR
	POWER: SET
· Channel: {GAME}
· State: Off
	DESPAWN
· OBJECT
· Label [add]
· {HILL}
· Groups [exclude]
· Select: Random
· 1

	ACTION 2
	
	
	

	DESPAWN
· OBJECTS
· Label [add]
· {HILL}
· THIS [add]
· Groups [exclude]

	WAIT
· Time: 0.5
	ROUND: END
	NUMBER: CHANGE
· Scope: Global
· Channel: {TEAM VALUE}
· Operation: Multiply
· Source: Number
· Scope: Global
· Channel: {SCORE MOD}
· Value: 0

	ACTION 3
	
	
	

	<none>
	SPAWN
· Force: On
	<none>
	<none>

	ACTION 4
	
	
	

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

	OPTIONS
	
	
	

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



TEST TERMINAL
Terminal used for testing the mode when playing in Forge.
	[image: ]
		OBJECT TYPE

	INTERACTIVE: SWITCH [4x3x6; TERMINAL]



	PROPERTIES
	

	LABELS
	· forge:include



	NUMBER: OBJECT

	n/a






	SCRIPT 1
	SCRIPT 2
	SCRIPT 3

	INTERACT
	COLOR: ON
	COLOR: OFF

	Toggles game on/off
	Change color to reflect {GAME} On
	Change color to reflect {GAME} Off

	CONDITION
	
	

	INTERACTED
	POWER: CHECK
· Channel: {GAME}
· State: On
	MESSAGE/POWER: MULTI
· Trigger Count: 1
· Condition 1: POWER
· Channel: {GAME}
· State: Off
· Condition 2: MESSAGE
· Channel: {INIT}

	ACTION 1
	
	

	POWER: SET
· Channel: {GAME}
· State: Toggle
	COLOR: SET
· OBJECTS
· THIS [add]
· Primary: Neon Green
· Secondary: Neon Green
· Tertiary: Neon Green
	COLOR: SET
· OBJECTS
· THIS [add]
· Primary: Neon Red
· Secondary: Neon Red
· Tertiary: Neon Red

	ACTION 2
	
	

	<none>
	<none>
	<none>

	ACTION 3
	
	

	<none>
	<none>
	<none>

	ACTION 4
	
	

	<none>
	<none>
	<none>

	OPTIONS
	
	

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



UPDATE TERMINAL
Fires an update message to test what happens when the hills are supposed to cycle.
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		OBJECT TYPE

	INTERACTIVE: SWITCH [4x3x6; TERMINAL]

	· Forces the Hills to cycle



	PROPERTIES
	

	LABELS
	· forge:include



	NUMBER: OBJECT

	n/a






	SCRIPT 1

	INTERACT

	Toggles game on/off

	CONDITION

	INTERACTED

	ACTION 1

	MESSAGE: SEND
· Channel: {UPDATE}
· Transfer: ACTIVATOR

	ACTION 2

	<none>

	ACTION 3

	<none>

	ACTION 4

	<none>

	OPTIONS

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