Pirates of the Caribbean Weapon Codes
This document just tells you how to add weapons to the game by pressing F12.

This is only for the Post Build Mod 12.
To give your self these swords and guns while in the game, go to 

Pirates of the Caribbean\PROGRAM
Then go to the text file console, in there it should look like this near the top:

// ccc Building Kit  ____________________________________________________

// thanks to Nathan Kell the following code is executed during the game if you press F12


// the next line erects a building in front of you if you uncomment it:


// Build_here(pchar, "workshop", "distillery", true);


// you can replace the buildingtype "mansion" with "box"; "fence"; "bastion"; "keep"; "house"; "workshop"; "farm"; "forest" or "observatory"


// you can replace the interiortype "office" with "mine"; "foundry"; "distillery"; "dock"; "cannon"; "marketstall"; "luxurious furniture"or "boudoir"


// the next line erects a building at a certain position in a certain location if you uncomment it (takes effect after next location reloading):


// Build_at("Oxbay_port", "mansion", "office", 10.0, 2.8, 45.0, 0.2, LAI_GROUP_PLAYER);

//the variables are locationID, buildingtype, interiortype, x coord, y, z, viewangle, aigroup which owns the building

// you get the necessary data if you go to the position you want and press F12

// the Positionviewer code below then displays location id, YOUR position coordinates and viewangle


ref lcn = &Locations[FindLocation(pchar.location)];


float x,y,z,ay;


GetCharacterPos(GetMainCharacter(), &x, &y, &z);


GetCharacterAy(pchar, &ay); 


Logit("Location id: "+pchar.location)


Logit("Your Coords x: " + x+"  y: "+y+"  z: "+z );


Logit("Viewangle ay: "+ay)

// ccc Building Kit end ____________________________________________________ 

Now copy in to there the following text (I usually put it in between the


// Build_here(pchar, "workshop", "distiller……
and the

// you can replace the buildingtype "mansion" with "box"; "fen……):
TakeNItems(&pchar, "blade19+3", 1);
Now what you can do is change the red bit to the type of gun or sword,

Change the blue bit to the quality you want (what to type is bellow).
Last change the green bit to the number of them you want.

Quality
Excellent - +3
Fine - +2
Good - +1
Worn - -1
Badly Worn - -2
Swords

Saber – blade1
Rapier – blade2

Badelaire – blade3
Cutlass – blade4
Dagger – blade5

Schiavona - blade6
Yataghan – blade7
Maltese Knight – blade8
Silver Leaf – blade9
Piranha – blade10
Highlander – blade11
Dragon’s Tongue – blade12
Needle – blade13
Conquistador – blade14
Brazo de Colon – blade15
Tizona – blade16
Flamigera – blade17
Saber of Nicholas Sharp – blade18
Vagrant – blade19
Squall – blade20
Falchion – blade21
Corsair’s Pride – blade22
Windmill Slayer – blade23
Atwood F100 – blade24
Cardinal's Guard – blade25
Solingen Rapier – blade26
Bosun's Choice – blade27
Guns

Short Pistol – Pistol1
Long Pistol – Pistol2
Grapeshot Pistol – Pistol3
Quad-Shot Pistol – Pistol4
Scrapper Pistol – Pistol5
Double-Shot Pistol – Pistol6
Brace of Small Pistols – Pistol7
Brace of Mid-size Pistols – Pistol8
Brace of Large Pistols – Pistol9
vassal Musketoon - pistolmtoon
vassal Musket – pistolmket
Here are some other usefull stuff:
TakeNItems(&pchar, "pistol8+3", 1);

TakeNItems(&pchar, "spyglass4", 1);

TakeNItems(&pchar, "powderflask", 1);

TakeNItems(&pchar, "ammopouch", 1);

TakeNItems(&pchar, "powderbarrel", 1);

TakeNItems(&pchar, "ammobag", 1);

TakeNItems(&pchar, "gunpowder", 18);

TakeNItems(&pchar, "pistolbullets", 18);

TakeNItems(&pchar, "pistolgrapes", 18);

TakeNItems(&pchar, "musketbullets", 18);
TakeNItems(&pchar, "goldarmor", 1);
