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EQ2UIElements Tutorial

NPC Conversation Tutorial
This is a brief tutorial on how to access information about NPC conversation and using those in your scripts.

First, let's look at the first few lines of the xml file that contains the information about NPC conversation windows:
eqg2ui_proxyactor.xml:

<?xml version="1.0" encoding="utf-8"7?>

[DEVL]Tell me more about the person who stole your sword.

[DEVL]This is a sample chat bubble with word wrapping.

Now, the information that really interests us is the "Composite" Ul Type called 'Replies'. A composite is, for lack of a better
description, a dynamic 'page' that can contain its own children without the need for a seperate xml file.

The other thing that interests us is the "Text" Ul type called 'MessageText' (you'll also notice that it's embedded underneath a
sub-page). A "Text" Ul type is simply any type of text that's displayed on the Ul. It can include things such as labels or the actual
data. In this instance, "MessageText" is actually the text that the NPC is telling you (in other words, that big white chat bubble)

Now, we can begin to utilize functionality provided by [[ISXEQ2]]:

e ${EQ2UIPage[ProxyActor,Conversation].Child[Text, ChatPage.MessageText] .Label}
o This would be the last thing the NPC said to you.
¢ ${EQ2UIPage[ProxyActor,Conversation].Child[composite,replies]. NumChildren}
o This would be the number of children contained within the composite 'replies'. In this case, we know that all of the children
are going to be buttons that we click on to give the NPC our response. So, if there are two possible responses to the NPC's
last statement, then this will return "2".
* ${EQ2UIPage[ProxyActor,Conversation].Child[composite,replies].Child[button,1].Label}
o This would return the label text of the first button/response.
¢ EQ2UIPage[ProxyActor,Conversation].Child[composite,replies].Child[button,1]:LeftClick
o This would click on the first button/response!
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