Part one: "Before" – a single, unmodified encounter.

The file "Bandit encounter.doc" actually contains two closely related encounters, one with bandits and one with bandit-soldiers.  They're virtually identical (though the troops you end up fighting will probably be different) and I've looked at only one of them here. Here's the text you'd see coming in:

3ð3Suddenly, $ChosenOneName holds up $his hand.

µ"I think someone, or something, is hidden up ahead," $he whispers.

µYou respect $his perceptions, ($he's the best in the party for this sort of thing) and decide to...

µµ§...ignore $his warning and press onward.

µ§...stop, speak up and try to talk your way past whatever is out there.

µ...try to flush the ambush out with a potion.

µ...pray that a saint can help you pass peacefully. 

µ§...cry out that you surrender.

µ§...try to quietly sneak away and avoid any fighting.

§6

µ§...sneak around and see what's there.3
3ð3Suddenly, a band of ragged but determined bandits leaps from ambush, yelling, "Drop your weapons or die!"

µQuickly, you...

µ§0

µ§...try to talk your way out of this fight.

µ2

µ...pray that a saint can stop their assault and let you pass peacefully. 

µ§...throw down your weapons and cry out that you surrender to their mercy.

µ§5

µ...draw your weapons and fight!

3
3ð3With a ringing bellow, $ChosenOneName shouts, "What's going on here?" Then, in a virtuoso display of commanding presence, $he succeeds in completely intimidating the bandits, until they feel lucky to be allowed to leave before you consign them to some unimaginably horrible fate.

µ"Well, they believed me," is all $ChosenOneName says to explain $his surprising performance.3
3ð3The bandits barely stop to hear your attempts, then surge forward again with the cry, "Gold or blood!" Unfortunately, it seems that they're seeking both. You have no choice but to fight.3
3ð3With unerring aim, $ChosenOneName hurls the potion directly into the middle of the ambush. Surprised bandits flee screaming. $ChosenOneName bows briefly to the rest of the party, grinning from ear to ear.

µ"A touch of 'wizardry' finished that, eh?" $he remarks, and you all laugh.

µThe way is clear; you travel onward.3
3ð3Unfortunately, $ChosenOneName's throw goes wide. The potion explodes, but some distance away from the ambush.

µHowever, the potion does produce one effect. A group of ragged but determined bandits leap from cover and charge, swinging weapons and screaming.3
3ð3Quietly, $ChosenOneName utters a brief prayer. $He neither sees nor feels anything. The way ahead seems as dangerous as ever.

µ"Friends, I'm afraid my prayer is unanswered," $he says.3
3ð3As $ChosenOneName finishes $his prayer, a strange sense of peace seems to pervade the area. Around you, ragged men get up, stretch, and clump together in casual conversation. A few give you a friendly wave or smile.

µSurprised, you move through them, exchanging hellos. Nothing happens, and soon they are behind you.

µ"A miracle of peace," whispers $ChosenOneName. You all nod in agreement.3
3ð3As $ChosenOneName finishes $his prayer, a great light illuminates the area around you. Bandits leap up from ambush, as if bitten by ants, and dash away. You all shrug, and continue onward safely.3
3ð3Carefully, $ChosenOneName prays to Saint Hubert, saying, "Saint of the forests, please aid us."

µSuddenly, a huge stag appears ahead. The sky echoes with the sound of great hunting horns. Surprised and fearful of a trap, the ragged bandits leap up and run. In less than a minute, all are gone, allowing you to continue peacefully.3
3ð3You throw down your weapons and raise your arms in surrender.

µRagged bandits surround you, muttering, "Blood or gold, blood or gold." Soon they have stripped you of all obvious items of value, including weapons and armor. Fortunately, their search is inexpert, and certain small items remain unnoticed.

µ"Thank you for your largess, kind sirs," smirks the bandit leader as he disappears into the brush.

µYou may be poorer now, but at least you're alive.3
3ð3With the bandits disposed of, you resume your journey.3
3ð3You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely. 3
3ð3You awaken in a gully, stripped of arms, armor and all obvious valuables. However, the bandits failed to find a few small items. You bind up the worst wounds with scraps of cloth.

µ"Well, now what?" asks $ChosenOneName. You all consider the possibilities.3
3ð3You creep up to a spot that overlooks the road and see a group of dirty, ragged bandits. You decide to...

µµ§...just bull forward straight into them, as if they weren't there.

µ§...use charisma and speaking skill to bluff your way past.

µ...try to flush them out and maybe scare them away with a potion.

µ...pray that a saint can help you pass peacefully. 

µ§...cry out that you surrender yourselves to their mercy.

µ§...sneak around them and avoid any fighting.

µ...attack them!3
3ð3You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely. During the night, $ChosenOneName staggers into your camp. $He was stripped of arms, armor, and valuables, and then left for dead.3
3ð3You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely. During the night those left behind stagger into your camp. They were stripped of arms, armor and valuables, then left for dead.3
3ð3Ragged but determined bandits leap from ambush positions, swinging weapons and screaming, "Blood or gold!"3
Part two: "Pseudocode" – same encounter.

Note how I've cleaned out the garbage characters, and also converted double-quotes within text blurbs into single quotes.  (We may also be able to escape out a double quote within a string, I'm not sure, but this will do for now.)

###############

"bandit_enc_spotted"

Suddenly, $ChosenOneName holds up $his hand. 'I think someone, or something, is hidden up ahead,' $he whispers. 

You respect $his perceptions, ($he's the best in the party for this sort of thing) and decide to...
Options:

"bandit_enc_spot_onward" ...ignore $his warning and press onward.  Go to "bandit_enc".

"bandit_enc_spot_persuade" ...stop, speak up and try to talk your way past whatever is out there.  Test Persuade.  Success, go to "bandit_enc_persuaded".  Fail, go to "bandit_enc_unpersuaded".

"bandit_enc_spot_usepotion" ...try to flush the ambush out with a potion.  Ask which potion, then check holder's Power Throw (easy diff).  Success, go to "bandit_enc_potionworked".  Fail, go to "bandit_enc_potionfailed".

"bandit_enc_spot_pray" ...pray that a saint can help you pass peacefully.  Ask which saint and attempt prayer.  Success, go to "bandit_enc_prayerworked".  Fail, go to "bandit_enc_prayerfailed".

"bandit_enc_spot_surrender" ...cry out that you surrender.  Go to "bandit_enc_surrendered".

"bandit_enc_spot_sneakaway" ...try to quietly sneak away and avoid any fighting.  Test Stealth (easy).  Success, go to "bandit_enc_sneakedaway".  Fail, go to "bandit_enc_sneakfail".

"bandit_enc_spot_sneakup" ...sneak around and see what's there.  Test Stealth.  Success, go to "bandit_enc_sneakedup".  Fail, go to "bandit_enc_ambush".

End of options.

###############

"bandit_enc"

Suddenly, a band of ragged but determined bandits leaps from ambush, yelling, 'Drop your weapons or die!'  Quickly, you...  Options:

"bandit_enc_persuade" ...try to talk your way out of this fight. Test Persuade.  Success, go to "bandit_enc_persuaded".  Fail, go to "bandit_enc_unpersuaded".

"bandit_enc_pray" ...pray that a saint can stop their assault and let you pass peacefully.  Ask which saint and attempt prayer.  Success, go to "bandit_enc_prayerworked".  Fail, go to "bandit_enc_prayerfailed".

"bandit_enc_surrender" ...throw down your weapons and cry out that you surrender to their mercy.  Go to "bandit_enc_surrendered".

"bandit_enc_fight" ...draw your weapons and fight!  Go to the combat prep screen (buff prayers and so forth).

End of options.

################

"bandit_enc_persuaded" With a ringing bellow, $ChosenOneName shouts, 'What's going on here?' Then, in a virtuoso display of commanding presence, $he succeeds in completely intimidating the bandits, until they feel lucky to be allowed to leave before you consign them to some unimaginably horrible fate.  

'Well, they believed me,' is all $ChosenOneName says to explain $his surprising performance.  Encounter over.

"bandit_enc_unpersuaded" The bandits barely stop to hear your attempts, then surge forward again with the cry, 'Gold or blood!' Unfortunately, it seems that they're seeking both. You have no choice but to fight.  Go to the combat prep screen (buff prayers and so forth).

"bandit_enc_potionworked" With unerring aim, $ChosenOneName hurls the potion directly into the middle of the ambush. Surprised bandits flee screaming. 

$ChosenOneName bows briefly to the rest of the party, grinning from ear to ear. 'A touch of 'wizardry' finished that, eh?' $he remarks, and you all laugh. 

The way is clear; you travel onward.  Encounter over.

"bandit_enc_potionfailed" Unfortunately, $ChosenOneName's throw goes wide. The potion explodes, but some distance away from the ambush.

µHowever, the potion does produce one effect. A group of ragged but determined bandits leap from cover and charge, swinging weapons and screaming.  Go to the combat prep screen (buff prayers and so forth).

"bandit_enc_prayerfailed" Quietly, $ChosenOneName utters a brief prayer. $He neither sees nor feels anything. The way ahead seems as dangerous as ever.

'Friends, I'm afraid my prayer is unanswered,' $he says.  Go back to the preceding menu, with prayer no longer an option.

"bandit_enc_prayerworked" variant 1. As $ChosenOneName finishes $his prayer, a strange sense of peace seems to pervade the area. Around you, ragged men get up, stretch, and clump together in casual conversation. A few give you a friendly wave or smile.

Surprised, you move through them, exchanging hellos. Nothing happens, and soon they are behind you.

'A miracle of peace,' whispers $ChosenOneName. You all nod in agreement.  Encounter over.

"bandit_enc_prayerworked" variant 2. As $ChosenOneName finishes $his prayer, a great light illuminates the area around you. Bandits leap up from ambush, as if bitten by ants, and dash away. You all shrug, and continue onward safely.  Encounter over.

"bandit_enc_prayerworked" variant 3. Carefully, $ChosenOneName prays to Saint Hubert, saying, 'Saint of the forests, please aid us.'

Suddenly, a huge stag appears ahead. The sky echoes with the sound of great hunting horns. Surprised and fearful of a trap, the ragged bandits leap up and run. In less than a minute, all are gone, allowing you to continue peacefully.  Encounter over.

"bandit_enc_surrendered" You throw down your weapons and raise your arms in surrender.

Ragged bandits surround you, muttering, 'Blood or gold, blood or gold.' Soon they have stripped you of all obvious items of value, including weapons and armor. Fortunately, their search is inexpert, and certain small items remain unnoticed.

'Thank you for your largess, kind sirs,' smirks the bandit leader as he disappears into the brush.

You may be poorer now, but at least you're alive.  Lose a buch of items, encounter over.

"bandit_enc_battlewon" With the bandits disposed of, you resume your journey.  Encounter over.

"bandit_enc_sneakedaway" You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely.  Rest for a couple hours, encounter over.

"bandit_enc_battlelost" You awaken in a gully, stripped of arms, armor and all obvious valuables. However, the bandits failed to find a few small items. You bind up the worst wounds with scraps of cloth.

'Well, now what?' asks $ChosenOneName. You all consider the possibilities.  Rest 'til morning, encounter over.

################

"bandit_enc_sneakedup" You creep up to a spot that overlooks the road and see a group of dirty, ragged bandits. You decide to... Options.

"bandit_enc_snk_onward" ...just bull forward straight into them, as if they weren't there.  Go to "bandit_enc".

"bandit_enc_snk_persuade" ...use charisma and speaking skill to bluff your way past.  Test Persuade.  Success, go to "bandit_enc_persuaded".  Fail, go to "bandit_enc_unpersuaded".

"bandit_enc_snk_usepotion" ...try to flush them out and maybe scare them away with a potion.  Ask which potion, then check holder's Power Throw (easy diff).  Success, go to "bandit_enc_potionworked".  Fail, go to "bandit_enc_potionfailed".

"bandit_enc_snk_pray" ...pray that a saint can help you pass peacefully.  Ask which saint and attempt prayer.  Success, go to "bandit_enc_prayerworked".  Fail, go to "bandit_enc_prayerfailed".

"bandit_enc_snk_surrender" ...cry out that you surrender yourselves to their mercy.  Go to "bandit_enc_surrendered".

"bandit_enc_snk_sneakaway" ...sneak around them and avoid any fighting.  Test Stealth (easy).  Success, go to "bandit_enc_sneakedaway".  Fail, go to "bandit_enc_sneakfail".

"bandit_enc_snk_fight" ...attack them!  Go to the combat prep screen (buff prayers and so forth).

End of options.

################

"bandit_enc_sneakfail"  You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely. During the night, $ChosenOneName staggers into your camp. $He was stripped of arms, armor, and valuables, and then left for dead.  One char is low-HP and lost much gear; rest 'til morning; end encounter.

"bandit_enc_sneakbotch"  You quietly duck into the brush, move through a series of gullies, and finally elude the bandits entirely. During the night those left behind stagger into your camp. They were stripped of arms, armor and valuables, then left for dead. Multiple chars are low-HP and lost much gear; rest 'til morning; end encounter.

"bandit_enc_ambush" Ragged but determined bandits leap from ambush positions, swinging weapons and screaming, 'Blood or gold!'  Go to combat prep screen, possibly even an 'ambush screen' which offers no chance to use prayers or alchemy.

Part three: Real code – just the first section of the encounter.

Obviously this code references things that exist elsewhere or simply don't exist yet, like the potion and prayer codes.  But after we parse and put into syntax the above, the first menu and its options will look something like this:

("bandit_enc_spotted",0,

"Suddenly, $Acting_char holds up $his hand. 'I think someone, or something, is hidden up ahead,' $he whispers.  You respect $his perceptions, ($he's the best in the party for this sort of thing) and decide to...",

"none",[(call_script,"script_load_pronouns")],

[

("bandit_enc_spot_onward",[],"...ignore $his warning and press onward.", [(jump_to_menu,"mnu_bandit_enc")]),

("bandit_enc_spot_persuade",[],"...stop, speak up and try to talk your way past whatever is out there.", 

[(call_script,"script_test_persuade"),

(try_begin),


(ge,"$Succ",1),


(jump_to_menu,"mnu_bandit_enc_persuaded"),

(else_try),


(jump_to_menu,"mnu_bandit_enc_unpersuaded"),

(try_end)]),

("bandit_enc_spot_usepotion",[],"...try to flush the ambush out with a potion.", 

[

(assign,"$Potion_task",potion_for_distracting),

(call_script,"script_select_potion"), # Sets $Acting_char.

(assign,"$Diff",easy_skill_difficulty),

(call_script,"script_roll_power_throw"),

(try_begin),


(ge,"$Succ",1),


(jump_to_menu,"mnu_bandit_enc_potionworked"),

(else_try),


(jump_to_menu,"mnu_bandit_enc_potionfailed"),

(try_end)

]),

("bandit_enc_spot_pray",[],"...pray that a saint can help you pass peacefully.",

[

(assign,"$Saint_task",saint_for_bandits),

(call_script,"script_initiate_prayer"),

(try_begin),


(ge,"$Succ",1),


(jump_to_menu,"mnu_bandit_enc_potionworked"),

(else_try),


(jump_to_menu,"mnu_bandit_enc_potionfailed"),

(try_end)

]),

("bandit_enc_spot_surrender",[],"...cry out that you surrender.",[(jump_to_menu,"mnu_bandit_enc_surrendered")]),

("bandit_enc_spot_sneakaway",[],"...try to quietly sneak away and avoid any fighting.",

[(call_script,"script_test_stealth_easy"),

(try_begin),


(ge,"$Succ",1),


(jump_to_menu,"mnu_bandit_enc_sneakedaway"),

(else_try),


(ge,"$Succ",-1),


(jump_to_menu,"mnu_bandit_enc_sneakfail"),

(else_try),


(jump_to_menu,"mnu_bandit_enc_sneakbotch"),

(try_end)]),

("bandit_enc_spot_sneakup",[],"...sneak around and see what's there.",

[(call_script,"script_test_stealth"),

(try_begin),


(ge,"$Succ",1),


(jump_to_menu,"mnu_bandit_enc_sneakedup"),

(else_try),


(jump_to_menu,"mnu_bandit_enc_ambush"),

(try_end)]),

]

),

