1. “RACE "+str(raceID)+" FLEET ENCOUNTERED "+str(raceID)
	DESCRIPTION:
When one Race encounters a new fleet (either newly created, or newly seen) of another race
Note – current implementation is quite weak, so this event can be thrown for one fleet a number of times – each time it disappears from view and appears again. Also after load all fleets are considered as new!

PARAMS
INT – Fleet ID

2. “FLEET “+str(raceID)+” ENTERED ORBIT”
	DESCRIPTION:
When any non-stealth fleet of some Race enters some orbit

PARAMS
INT – Fleet ID
INT – Star ID

3. “HIDDEN FLEET “+str(raceID)+” ENTERED ORBIT”
	DESCRIPTION:
When any stealth fleet of some Race enters some orbit

PARAMS
INT – Fleet ID
INT – Star ID

4.  “ALLOW RACE “+str(raceID)
	DESCRIPTION:
Race is to present in a current scenario 

5. TIMER
	DESCRIPTION:
Month passed

6. TIMER1
	DESCRIPTION:
Abstract “AI Interval” passed. Average duration of this interval can be set by UFSetAICheckInterval userfunc. By default it is 64 ticks (month is 10 ticks). This event is good for setting a general AI handler.

7. TIMER2
	DESCRIPTION:
Real time second passed. This event is thrown only if it was switched on by the call UFSwitchSecondTimer(Yes).

8.  “SET PLAYER RACE"
	DESCRIPTION:
This race is to be Player race

PARAMS
INT – Player Race ID

9. “BATTLE FINISHED”
	DESCRIPTION:
Player has just had a battle, reporting results
Will not be thrown after PhantomBattle

PARAMS
INT – Result (0 if Player won, 1 if Player lost)
INT – Enemy Race ID
INT – Star ID

10. “BRIEF BATTLE FINISHED ”+str(raceID)
	DESCRIPTION:
Two AI Players have just had a battle, reporting results
Note – there are two such event after each AI fight – for both sides

PARAMS
INT – Result (0 if this first AI player won, 1 if lost)
INT – Enemy Race ID
INT – Star ID


11. “START WAR”
	DESCRIPTION:
If decision to start war was taken outside of E1P

PARAMS
INT – Race ID 1
INT – Race ID 2

12. “START WAR ANNOUNCE”
	DESCRIPTION:
If decision to start war to Player was taken outside of E1P and need to be announced

PARAMS
INT – Race ID 1

13. “CREATE ALLIANCE”
	DESCRIPTION:
If decision to make an alliance was taken outside of E1P
This works only for AI races 

PARAMS
INT – Race ID 1
INT – Race ID 2

14. “KILLED RACE "+str(raceID)	
	DESCRIPTION:
Race raceID is completely exterminated

15. “START NEW LOGANS”	
	DESCRIPTION:
At game start-up, if config says we need to start with New Logans first encounter

16. “PREPARE ARTIFACTS”	
	DESCRIPTION:
At game start-up, if config says we need to seed the galaxy with random artifacts 

17.  “SET PIRATES”	
	DESCRIPTION:
A call from the Code to enable pirate attacks. Also sets average delay between attacks (uses Config:: value)
PARAMS
INT – Average delay between attacks in months		

18.  “ADD PLAYER INITIAL FLEET”	
	DESCRIPTION:
A call from the Code to add some initial ships for Player if needed
PARAMS
none		

19. “GALAXY STARTED”	
	DESCRIPTION:
A call from the Code that indicates galaxy is fully loaded.
PARAMS
none		
20.  “BREAK ALLIANCE REQUESTED ”+str(raceID)	
	DESCRIPTION:
A call from the Code when some race needs to break alliance with another race. The primary reason is an attempt to attack.
PARAMS
INT – Race ID		

21. “GET TALKER ID”	
	DESCRIPTION:
Code asks to return the raceID value of the current talker

22. “GET RACE DESCRIPTION ”+str(raceID)
	DESCRIPTION:
Code asks to return the description text of raceID race

23. “IS WAR BLOCKED ”+str(raceID)
	DESCRIPTION:
Code asks to return if raceID race can attack race in Parm
PARAMS
INT – Potential Enemy Race ID

24. “TECHNOLOGY AVAILABLE ”+str(raceID)
	DESCRIPTION:
Indicates some race discovered some technology
PARAMS
STRING – Tecnhology ID

25. “REGISTER BONUSES”
DESCRIPTION:
The first time call, during the game start-up
PARAMS
none

26. “INIT RACIAL BONUSES ”+str(raceID)
	DESCRIPTION:
Means this is the right time to set racial bonuses and relations
PARAMS
none

27. “INIT PLAYER RACIAL BONUSES”
	DESCRIPTION:
Means this is the right time to check what bonuses the player selected and implement them
PARAMS
none

28. “RESET RACIAL BONUSES ”+str(raceID)
	DESCRIPTION:
This event should clear the selected racial options and set default ones for this race
PARAMS
none

29.  “REQUEST PARTNERSHIP ”+str(raceID)
	DESCRIPTION:
Some race wants partnership with another race (possibly, player)
PARAMS
INT – Race ID		
INT – Partnership level		

30. “CHECK FOR ABUSE ”+str(raceID)
	DESCRIPTION:
Called after a battle controlled by Player when there are some capital ships of ally destroyed.
PARAMS
INT – Number of Player’s ships destroyed
INT – Number of Ally’s ships destroyed

31. “GET ALLOW INVASION PROB ”+str(raceID)
	DESCRIPTION: OBSOLETE!
Code request a specific value that determines how “sure” in a win a race should be to start invasion. Value must be in 0-999 range, meaning 0% to 99.9%. Default value is 700.

32. “RACE ”+str(raceID)+” UPDATE AI INFO“
	DESCRIPTION:
Updates colonization and investigation status information.
This is used for taking decision on starting a war.
INT – (0,1) – is there any not investigated star	
INT – number of non-colonized stars available

33. “GET MAY ATTACK ”+str(raceID)
	DESCRIPTION:
Code requests to check if this Race can start a war with somebody.
E1P code should place non zero value into E1PExchange.Value if war can be started. If this event is not handled, code considers a war can be started.

34. “GET HONESTY ”+str(raceID)
	DESCRIPTION:
Code requests to return the Honesty attribute for a race.
E1P code should place Honesty value into E1PExchange.Value. If this event is not handled, code honStandard honesty.

35.  “GET MAY BOMBARD ”+str(raceID)
	DESCRIPTION:
Code requests to check if this Race can bombard the requested race.
E1P code should place non zero value into E1PExchange.Value if bombarding is possible. If this event is not handled, code considers bombarding IS possible.
PARAMS
INT – Race to bombard ID
		
36. “PLANET BOMBED ”+str(raceID)
	DESCRIPTION:
Is thrown when some race bombed some planet
PARAMS
INT – Race ID – who bombed
Yes:No – whether the colony was completely destroyed

37. “ORBITAL STRUCTURES DESTROYED ”+str(raceID)
	DESCRIPTION:
Is thrown when some race (raceID) has just destroyed orbital structures of some planet
PARAMS
INT – Planet ID

38. “GET MAY BUILD”
	DESCRIPTION:
Code requests to check if this Building can be built at this Planet. 
E1P code should place non-zero value into E1PExchange.Value if construction can be started. If this event is not handled, code considers a building construction can be started. 
Basically, E1P should request information on buildings already present at this planet and check all dependencies.
Note that this is an additional check, code first checks itself for simple constraints like “maximum buildings allowed” and do not call E1P if these checks fail.
For this event to be ever generated for a building, it must set ExtendedCheck value to Yes by calling UFBldSetExtendedCheck userfunc.
Avoid using this feature due to performance issues! Try MayBuildRules instead.
PARAMS
INT – Planet ID
INT – Building ID

39. “DESTROY BUILD BLOCKERS”
	DESCRIPTION:
Code requests to detect what building blocks the construction of this Building at this Planet and destroy them. 
E1P code should place 1 into E1PExchange.Value, or -1 if nothing blocks construction. If this event is not handled, code considers nothing blocks construction. 
This event is considered to be more time-demanding than “GET MAY BUILD” and is called more rare.
For this event to be ever generated for a building, it must set ExtendedCheck value to Yes by calling UFBldSetExtendedCheck userfunc.
Avoid using this feature due to performance issues! Try MayBuildRules instead.
PARAMS
INT – Planet ID
INT – Building ID

40.  “GET BUILDING DESCRIPTION” obsolete!
	DESCRIPTION:
Code asks to return the description text of a building
PARAMS
INT – Building ID

41. “GET RESOURCE DESCRIPTION”
	DESCRIPTION:
Code asks to return the description text of a resource
PARAMS
INT – Resource ID
 
42. “GET PLANET TYPE DESCRIPTION”
	DESCRIPTION:
Code asks to return the description text of a planet type, passing a planet type sting ID from PlanTypes.INI file
PARAMS
STR – Planet Type strID
 
43.  “GET STD PLANET VALUE”
	DESCRIPTION:
Code requests to calculate an abstract value for a given Planet. This value should not be influenced by any building at this planet, but only by Planet’s own parameters.
E1P code should place value into E1PExchange.Value. If this event is not handled, code calculates planet value as a sum of available resources.

PARAMS
INT – Planet Handle

44. “IS SHIP ALLOWED”
	DESCRIPTION:
Code requests to check if this ship type is allowed (politically) for this race.
E1P code should place non-zero value into E1PExchange.Value if it is allowed. If this event is not handled, code assumes ship is allowed.

PARAMS
INT – ship body id
INT – ship type id
INT – race

45. “CREATE HOMEWORLD ”+str(raceID)
	DESCRIPTION:
Code requests to create a homeworld for a raceID race using transferred Planet handle.

PARAMS
INT – Planet handle

46. “GET NEW COLONY NAME ”+str(raceID)
	DESCRIPTION:
Code requests to plane a race-specific colony name into E1PExchange.StrValue. If event is not handled, code will assign planet a default name “Star Name ”+ RomeNumber[num_in_system]

47. “JOURNAL EVENT”
	DESCRIPTION:
Need to print some text to the Journal according to event Code.

PARAMS
INT – Journal Code
Other parameters vary according to Code

48. “GET MARINES NUMBER TO INVADE”
	DESCRIPTION: OBSOLETE!
Code expects to get from E1P an estimation of marines necessary to capture the given planet. 
E1P code should place a number of marines into E1PExchange.Value. If this event is not handled, code considers value of 1000. 

PARAMS
INT – Planet Handle

49. “GET BOMBS NUMBER TO DESTROY”
	DESCRIPTION: OBSOLETE!
Code expects to get from E1P an estimation of space bombs necessary to destroy the colony at the given planet. 
E1P code should place a number of bombs into E1PExchange.Value. If this event is not handled, code considers value of 1. 

PARAMS
INT – Planet Handle

50. “GET INVASION RESULT”
	DESCRIPTION: OBSOLETE!
Code expects E1P to calculate the result of an invasion attempt of a given planet by a given fleet. 
E1P code should place into E1PExchange.Value a number of marines that survived the invasion. If the value is 0 or negative, invasion is supposed to fail. If this event is not handled, code considers value of 1000. 

PARAMS
INT – Planet Handle
INT – Fleet Handle

51. “GET BOMBING RESULT”
	DESCRIPTION: OBSOLETE!
Code expects E1P to calculate the result of a bombing attempt of a given planet by a given fleet. Should handle ONE bomb per event.
E1P code should place into E1PExchange.Value either 1 (bombing successful, or 0 – not successful). If this event is not handled, code considers value of 1. 

PARAMS
INT – Planet Handle
INT – Fleet Handle

52. “AI HANDLE EXTERNAL “+str(raceID)
	DESCRIPTION:
If some AI race has “HandledExternally” flag set, then code throws this  event instead of processing AI internally. Some internal AI calculations are available via appropriate UserFuncs.

53. “ADD PIRATE PLANET”
	DESCRIPTION:
Code asks to convert a given planet into pirates one. 

PARAMS
INT – Planet Handle
INT – Original Race ID
INT – Convert fleets?

54. “FLEET DESTROYED”
	DESCRIPTION:
One of the fleets that has fleetReportKill set is destroyed.

PARAMS
INT – Fleet ID


55. “FLEET DESTROYED ”+str(ID)
	DESCRIPTION:
One of the fleets that has fleetReportKillUnique set is destroyed.

PARAMS
none

56. “CONFLICTING STAR ”+str(raceID)
	DESCRIPTION:
Star has colonies of at least two different races. It will be thrown two times, for each race, to give each race a chance to claim the star.
If there are more than two races, event will be thrown more than two times
If conflict is not handled in this cycle, next time this event will be thrown in 10-20 years time period.

PARAMS
INT – Star ID 
INT – second Race – this can be Player
INT – if a war must be started when conflict cannot be resolved (Yes or No)

57. “PROPOSE JOINT ATTACK ”+str(raceID)
	DESCRIPTION:
AI race is ready to start attack and asks Player to support it with the existing fleet in the system.

PARAMS
INT – Star to attack ID 
INT – Start Star ID 

58. “COLONIZATION BORDER BREACH ”+str(raceID)
	DESCRIPTION:
Star was colonized by the race that is not allowed to settle a colony here by the existing agreements (too low cooperation level). Usually it’s a Player, as AI races should not break this rule by default...

PARAMS
INT – Star ID
INT – second Race – this can be Player

59. “REQUEST TRIBUTE ”+str(raceID)
	DESCRIPTION:
Race has just created an invasion plan against the Player. We should decide if to give player a chance and avoid attack by paying some tribute

60. “CANCEL TRADE AGREEMENT ”+str(raceID)
	DESCRIPTION:
Race has just found a particular trade agreement to be not profitable and wants to cancel it.

INT – Trade Agreement Handle

61. “START TUTORIAL”
	DESCRIPTION:
Means the request to switch to the tutorial mode. 

62. “START EXTERNAL THREAT”
	DESCRIPTION:
Player has developed enough for external threat to appear.

INT – External threat home star

63. “GET SPECIAL CONTAINER ID”
	DESCRIPTION:
Code requests to return the Race and ShipType for the special container body. This body will be used to create a special design that is showed for all special containers (e.g. those, that contain resources or knowledge)

E1P code should place Race value into E1PExchange.Value and ShipType in E1PExchange.Value1. If this event is not handled, code assumes (9, 11) as values.

64. “EXPLORE CONTAINER ”+str(raceID)
	DESCRIPTION:
The event is generated by code when some race tries to explore some container

PARAMS
INT – Fleet Handle
INT – Container Handle

65. “EXTERNAL THREAT ACTIVE CHECK”
	DESCRIPTION:
Code expects to get from E1P an information on whether External Threat was started and is still active.
 
E1P code should place a value of 1 (if positive) or 0 (if negative) into E1PExchange.Value. If this event is not handled, code considers value of 0. 

66. “CHECK MILESTONE”
	DESCRIPTION:
Code sees one of the milestone events and informs E1P on it.
 
PARAMS
INT – Milestone event code
INT – Parameter, different for different codes. Usually, star handle or Race ID

67. “GET RELATION REASONS”
	DESCRIPTION:
[bookmark: _GoBack]Creates and returns the string containing the list of reasons why the relations with the race improves or degrades. Returns Positive reasons in E1PExchange.Text and Negative in E1PExchange.Text1
 
PARAMS
INT – Race ID


68. “TRY INVADE”
	DESCRIPTION:
This even is sent before the invading force grounds to the planet. 

E1P code should place a value of 0 (if invasion is possible) or 1 (if not possible for some reason) into E1PExchange.Value. If this event is not handled, code considers value of 0. 

If the invasion is not possible, the E1P code should also place a value of 0 (if the negative invasion result is to be reported) or 1 (if should not report) into E1PExchange.Value1. 

 
PARAMS
INT – Planet Handle
INT – Fleet Owner race
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