
Subject: Help with .lua script changing
Posted by jimjam2 on Tue, 17 Dec 2013 03:34:11 GMT
View Forum Message <> Reply to Message

So I decided to play Fable 3 again and noticed this script stuff which sounds good.

I followed Keshire's tutorial on script editing to the letter and got everything working with the
following code:
Quote:ScriptActivation[ScriptCode.QU000].AbleToRun = function(

Debug.GiveAllMeleeWeapons(
Debug.GiveAllRangedWeapons(
Debug.GiveAllSpellGauntlets(
Debug.AddAllInventoryItemsF2(
Debug.AddAllInventoryItems(
Debug.AddAllClothingF2(
Debug.AddAllClothingAccessories(
Debug.AddAllClothingSuits(
Debug.AddAllDLC1Items(
Debug.AddAllDLC2Items(
Debug.AddDLCDogBreedPack(

return nil

end

It all works fine and show up ingame, but if I save my game, then reload it the doors in Sanctuary
are locked (tried starting a new game but it hangs with modified scripts). I added a modded scripts
folder made no changes to the dir.mainifest or startup files, the save worked (with saving and
loading) fine, no locked doors but also no effect from the script, nothing was changed.
So I modded the dir.manifest file with the suggested changes from the tutorial. O loaded up the
savegame and the changes from the script were present but if I saved the game and loaded it, the
doors were locked!

So I think it's either because of changes to the dir.manifest file or because of the activation of
scripts. Even removing any and all changes I made to the files and/or replacing them with the
original/vanilla copies, I still get the locked doors issue, so it must be corrupting the save game
somehow.

Fell like i've tried everything, could anyone give me a hand with this?

Any help is appreciated, thanks a lot!
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