Guide to SendTrigger();





Note: This is guide is only meant for experienced cog programmers who wish to make higher quality cogs. It is not recommended that you attempt this unless you have a very high confidence if you cog skills.





Well, there has been an overabundance of MP levels released, and for the most part, they need work. Many of the levels’ cogs are shabby and bandwidth hogs. This doc will take you through the process of writing cogs that work much more effectively.





Part 1: Intro to Triggers





Unlike SP cogs, MP cogs must be as quick as possible or else the game will run slowly.  A nice example of a laggy level (do to cogs) is the Bespin Mining Station. It has many cogs in the level that are running on the server (The server is the host machine). Granted, some part of the script must be run on the server or else nobody will know when something happens. The goal here is to make as little data as possible to be sent over the bandwidth. The “SendTrigger();” function is the best way to achieve this. The function works by sending an ID along with user specified parameters (Ints, Things, etc). This information can be picked up by any cog specified to receive it. The receiving cog (client) can be a local one, therefore reducing bandwidth greatly. 





Part 2: How to use the function:





SendTrigger(); is very complex and it must be used exactly according to specifications or else it will fail miserably. Here is the basic syntax of the function:





SendTrigger(IntRef, TriggerId, Param0, Param1, Param2, Param3);





IntRef:  This is a reference to who can the trigger is sent to. Here are the values:





-1:  All clients (host included)








TriggerId: This is an Integer value and it must be unique to the cogs using it.





Param0-4 : These params are filled in by the user. Basically, you put what you want the clien
