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Chapter 1. Introduction

Progress bars are always useful in games and other applications, in order to indicate to the user how long
they will need to wait until a long task has finished.

These tasks may be initialising the game, or loading the world around a player when they either log in the
game or teleport to another part of the world.
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Chapter 2. The Script and GUI Files

Creating a progress bar using BigWorld technology is a straightforward task. In this document, we will
implement a progress bar using a GUI script in Python, which will in turn generate a GUI file in XML format.

2.1. Script for generating the GUI file

For this example, we will be using the FantasyDemo scripts.

Open the f ant asydeno/ res/ scri pts/cli ent/PyGQJ . py, and include the following lines:

This class is a sinple Progress Bar.

cl ass ProgressBar( PyGU Base ):
factoryString="PyGU . ProgressBar"

def __init__( self, conmponent ):
PyGUI Base. __init__( self, conponent )

def setProgress( self, value ):
pass

Progress bar script PyGUl . py

The example given in this document uses PyGUl Base, which is the base class for GUI components, and
is described in file f ant asydeno/ res/ scri pts/ cli ent/ hel pers/ PyGJ . py. The use of this class to
implement the progress bar is optional.

The class attribute f act or ySt ri ng tells the GUI library which class to instantiate when we load our GUI
from the XML file. The XML will contain a <scri pt > entry with the value "PyGUl . Pr ogr essBar "

The method set Pr ogr ess() is called by the user to set the current progress level. Our script will respond
by moving the bar to the appropriate place.

.2. Generating the GUI file

It is easier to create a GUI at runtime if you use the in-game Python console. So, first launch the FantasyDemo
executable, then press DEBUGHP to open the Python console. The code below defines the GUI for our progress
bar:

i mport GUI

progress = GU .Wndow( "naps/gui/gui_bar_back. dds" )
progress. bar = GUJ . Si npl e( "naps/gui/gui_bar.dds" )
progress. bar.clipper = QU .d i pShader()

progress. hei ght = progress. bar.height = 0.1

progress. material FX = progress. bar. materi al FX = "BLEND'
progress. bar. col our = (128, 128, 255, 255)

GUl . addRoot ( progress )

Script for generating GUI file (Defining visual elements)

The file above defines a bitmapped border component for the bar, and a bitmapped bar component hooked
up to a Clip GUI Shader.

Given that the specified border component is the image below:
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The Script and GUI Files

Border component

And given that the bar component is the image below:

Bar component

Note that we have created the progress bar as a Window. This enables us to reposition the whole progress
bar simply by moving the root component.

For example, to move the entire progress bar to the top middle of the screen, we would write:
progress. position = (0,0.8,1)

Script for generating GUI file — Positioning bar on top middle screen

The final attribute we need to set on the progress bar component is its script. We do this simply by instanti-
ating the appropriate Python class, as illustrated below:

from Hel pers inport PyGU
progress.script = PyGJ . ProgressBar ( None)

Script for generating GUI file — Defining bar's script

To generate the progress bar GUI file, hook up the script to the GUI component and save it to disk, as illus-
trated below:

progress. save( "gui s/ progress_bar.gui" )

Script for generating GUI file (Generating the bar's GUI file)

2.3. The generated GUI file

The generated file gui s/ pr ogr ess_bar . gui will look something like this:

<pr ogr ess_bar. gui >

<W ndowGUl Conponent > 301410224

<posi tion> 0. 000000 0. 000000 1.000000 </ position>

<wi dt hI nCl i p> true </w dt hI nC i p>

<wi dt h> 0. 500000 </ wi dt h>

<hei ght I nCl i p> true </ hei ghtl nd i p>
<hei ght > 0. 100000 </ hei ght >

<col our > 255.0 255.0 255.0 255.0 </ col our >

<angl e> 0 </ angl e>

<flip> 0 </[flip>

<vi si bl e> true </ vi si bl e>

<hori zont al Anchor> 1 </ hori zont al Anchor >
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<vertical Anchor >
<t ext ur eNanme>
<mat eri al FX>

1
maps/ gui / gui _bar _back. dds
1

The Script and GUI Files

</vertical Anchor>
</t ext ur eNanme>
</ materi al FX>

<tiled> fal se </tiled>
<tileWdth> 16 </tileWdth>
<til eHei ght > 16 </til eHei ght>
<scri pt> "PyGQUl . ProgressBar" </scri pt>
<chi | dren>

<bar > 301291568 </ bar >
</ chil dren>
<scroll> 0. 000000 0. 000000 </scrol |l >

<m nScrol | >
<mexScrol | >
</ W ndowGUl Conponent >
<Si npl eGUI Conponent >

<posi tion>

0. 000000 0.000000
0. 000000 0.000000

301291568

0. 000000 0.000000 1.000000

</ m nScrol |l >
</ maxScrol | >

</ position>

<wi dt hl nCl i p> true </ wi dt hl nd i p>

<wi dt h> 0. 500000 </ wi dt h>

<hei ght I nd i p> true </ hei ghtI nd i p>
<hei ght > 0. 100000 </ hei ght >

<col our > 128.0 128.0 255.0 255.0 </ col our >

<angl e> 0 </ angl e>

<flip> 0 </flip>

<vi si bl e> true </ vi si bl e>

<hori zont al Anchor> 1 </ hori zont al Anchor >
<vertical Anchor> 1 </verti cal Anchor >

<t ext ur eNanme>
<mat eri al FX>

maps/ gui / gui _bar . dds
1

</t ext ur eNane>
</ mat eri al FX>

<tiled> fal se </tiled>
<tileWdth> 16 </tileWdth>
<til eHei ght> 16 </til eHei ght>
<shader s>
<cl i pper > 301215592 </ cli pper>

</ shader s>

</ Si npl eGUI Conponent >

<Cd i pGUI Shader > 301215592
<node> 0 </ node>
<val ue> 1. 000000 </val ue>
<speed> 0. 000000 </ speed>
<del ay> 0. 000000 </ del ay>
<sl ant > 0. 000000 </ sl ant >

</ i pGUJ Shader >

</ progress_bar. gui >

GUI file pr ogr ess_bar . gui

Now that we know the names of the components, we can implement the GUI script. The script controls the
progress bar via its method set Pr ogr ess:

def setProgress( self, value ):
clipper = self.frame.bar.clipper
if value > clipper.val ue:

sel f.frane. bar.clipper.value = val ue

Progress bar script file PyGUI . py (Controlling the progress)

bIgW@RLD" 9



The Script and GUI Files

This method simply maps the incoming progress value (between 0.0 and 1.0) to the clip value on the GUI
Clip shader. The Clip shader will smoothly clip the component to the new value over a set amount of time.
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Chapter 3. Implementing Progress Bars

Once the bar's GUI file has been generated, you can incorporate it to your game, both at the loading screen
or during the transition due to a teleport.

3.1. Using the progress bar
Once the GUI file has been created, it is a simple task to display it in your game, and update its value.

3.1.1. Displaying the progress bar

The first step to have your game display the bar is to associate it with its GUI file, as illustrated below:

i mport GUI
progressBar = GU .| oad( "guis/progress_bar.gui" )

And display it via method GUI . addRoot () :
@Ul . addRoot ( progressBar)

If you derived your script from the class Py GQUI Base, then you can also display the bar via the script's active
method, as illustrated below:

progressBar. script.active(l)

3.1.2. Updating the progress bar

In order to update the progress bar, all you have to do is call the script method set Pr ogr ess:
progressBar. script.setProgress( 0.18 )

The script will perform the relevant actions on the underlying GUI component.

3.2. Creating a progress bar for the game startup

Built into the client engine is a progress bar for tracking start-up. This can be used directly in your game,
or just used as example code.

3.2.1. To enable the GUI-based application progress bar

Place the following entry in file <r es>/ r esour ces. xml (where <r es> is the first folder specified in en-
vironment variable BW RES_PATH):

<syst enp
<l oadi ngScreenGUJl > fol der/ | oadi ng_screen. gui </|oadi ngScreenGUl >
</ systenp

<res>/ r esour ces. xm —Defining file for the loading screen

3.2.2. What must my GUI script support?

The application will invoke your GUI script as it initialises. The loading screen/progress bar file must have
the following interface:
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Implementing Progress Bars

def setProgress( self, value ):
#change the progress bar here
pass
def addMessage( self, str ):
#di spl ay a | oadi ng nessage on-screen
pass

Loading screen/progress bar file f ol der /| oadi ng_scr een. gui

3.3. Creating a player teleport progress bar

There is a method called spacelLoadSt at us( ), which returns the percentage of the world that has been
loaded. This feature can be used to update a progress bar when the player is teleporting to another part of
world.

The method's signature is illustrated below:
Bi gWor | d. spacelLoadSt at us( di stance )
To link your progress bar up to the chunk loading, you will have to poll this method, as illustrated below:

def progressCheck( self, endTine ):
finished = (endTinme < Bigwrld.tine())
if not finished:
status = Bi gWirl d. spaceLoadSt at us( sel f. di stance )
finished = (status > 0.95)
i f finished:
sel f.set Progress(1.0)
sel f. conponent. fader.value = 0.0
if self.callbackFn:
Bi gWor | d. cal | back( sel f.conponent.fader. speed, self.callbackFn )
el se:
sel f.setProgress( status )
Bi gWor | d. cal | back( sel f.checkRate, Functor( self.progressCheck,
endTinme ) )

Updating the progress bar with chunk loading status

While you have a space loading loading screen displayed, it is recommended that you
disable rendering of the world by calling Bi g\Wr | d. wor | dDr awEnabl ed( Fal se) .
You can re-enable world rendering once the progress bar has completed by calling
Bi gWor | d. wor | dDr awEnabl ed( Tr ue) . Besides disabling rendering while loading,
it will also suppress warnings when files are accessed from the main thread (which is
bad during game play, but is generally acceptable during the loading screen phase -
see How To Avoid Files Being Loaded in the Main Thread).
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Chapter 4. Troubleshooting

4.1. My game's personality script takes a while to initialise

The application will call method set Pr ogr ess until it reaches 100%. Once this value is reached, the per-
sonality script i ni t method is called.

If you want to seamlessly incorporate the loading of the application with the loading of the personality script,
then make your loading bar GUI script rescale the incoming values.

For example in f ant asydeno/ res/ scri pts/client/ Hel pers/ ProgressBar. py, here are the code
snippets that perform this task:

def

def

def

def

setM nMax( self, min, max ):
self.mn nmn
sel f. max max

set Progress( self, value ):

#remap value into the correct range
range = self.nmax - self.nin

value = self.mn + val ue*range

sel f. conmponent . bar. cl i pper.val ue = val ue

onLoad( self, section ):
sel f. phaselRati o = section.readFl oat( "phaselRatio", self.phaselRatio )

start Phase( self, num):
if num ==

sel f.setM nMax( 0.0, self.phaselRatio )
el se:

sel f.set M nvax( sel f.phaselRatio, 1.0 )

Incorporating the loading of application with loading of personality script

FantasyDemo's loading bar loads a value from the . gui file called phaselr at i 0. Thisis set to 0.66, meaning
that the application's initialisation goes up to 66% of the progress bar. Therefore 33% of the time will be used
by the personality script to load chunks.
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