Current Customizable MMBN Scripts – Update 16B
Scripts listed here are divided into four types, Action, Checking, Reaction and Constants.  Action scripts define an action to be performed by the engine.  Constants can be used as values for some Action scripts. 

Examples of constant scripts are CURRENT, RANDOM, ADD, and SUBTRACT.  Constants usually will be in all capitals.

Action Scripts
Create Battle Object
Create Entity – {Entity Name} – {Starting Script Name} – {Row Number} – {Column Number}
Create Entity On Side – {Side Number: 0 for left, 1 for right} – {Entity Name} – {Starting Script Name} – {Row Number} – {Column Number}
You can use either Create Entity or Create Battle Object currently, but in later versions only Create Entity will remain.  This creates an entity at the row and column you specify.  The script name points to the script bar you want the entity to perform.  If you don’t want an action performed for the entity, use the constant NONE.  You can use number constants for row and column.  Create Entity On Side is used for the start of the battle to set the side before gathering animations.  By default, when an entity creates another entity, they have the same side.
Create Entity At – {Entity Name} – {Starting Script Name} – {Row Number} – {Column Number} – {Offset X} – {Offset Y}
Create Action – {Action Name}
This creates a separate action from the entity’s collection of actions to run.
Cancel Other Entity Actions

This cancels any other actions this entity is performing if possible.  
Set Action Group – {Action Name}
Set Action – {Action Name}
This replaces this current action with another action.  Both forms do the same thing, but Set Action Group will be eliminated in future versions.
Take Damage

This script makes the entity take any damage it may have accumulated.  Needed in damaging reaction scripts in order to receive damage.
Move – {Direction Constant}
This script moves (teleports) the entity in a given direction.

Pan – {Direction Constant} – {Number of Updates} – {Msec. between updates}

This script pans the entity in a given direction.  You can control the speed and smoothness of the panning by setting the number of updates and milliseconds between the update.  The time it takes an entity to reach its next position is (Num. of Updates X Msec between updates) milliseconds.

Move To – {Row Number} – {Column Number}
This script moves (teleports) the entity to a given position.  You can use number constants for row and column.

Pan To – {Row Number} – {Column Number} - {Number of Updates} – {Msec. between updates}
This script pans the entity to the given row and column.
Pan Offset – {X Offset} – {Y Offset} – {Number of Updates} – {Msec. between updates}
This script pans the entity offset to the given X and Y offset.
Add HP Display – {Entity Name} – {HP Text Name} – {Follow: True/False}

Add HP Display – {Entity Name} – {HP Text Name} – {Follow: True/False} – {X} – {Y}
This script adds and HP display for an entity.  If you want follow to be false, you have to add in the X and Y position you want the HP to display at.
Destroy Owner

This destroys the entity that uses this script.
Freeze – {Freeze Constant}
Unfreeze – {Freeze Constant}
These scripts pause or unpause what you specify.

The constants are:

Other Actions = all actions except the one running this.

Other Entities = all entities except the one using this.
Controller = the controller (Key presses).

Set Visible – {True/False}
This script makes the entities sprite visible or invisible.

Set Damageable – {True/False}
This script sets whether the entity is damageable or not.

Set Ignore Move Collision - {True/False}
This sets whether the entity should ignore collision when moving.

Set Ignore Move Location - {True/False}
This sets whether the entity should ignore location when moving.

Set Check Move Location - {True/False}
This sets whether the entity should ignore other’s moving checks.

Reset Counters
This script goes back to the beginning of the script bar.  Name of this script may be changed.

Increase Action Counter

This script increase the action counter, which is used for checking if you want something to occur a number of times.

Reset Action Counter

This script sets the action counter to 0.

Set Phase – {Phase Constant}
This script sets the phase of battle to the given phase.
Set Controller – {Entity Name}
This script sets the controller to a given entity.

Set Animation – {Animation Name}
This script changes the animation for the entity to the given animation.

Pause Animation

This script pauses the entity’s current animation.
Resume Animation

This script resumes the entity’s current animation.
Set Offset Y - {Number}
Set Offset X – {Number}
These scripts set the offset position for the sprite.  This is used for things like an attack from the air (AntiDmg).  Warning with this:  Make sure there isn’t a space between the negative and the number incase you happen to use a negative.
Use Chip

This script allows the entity to use it’s currently held chip.
Notify – {Notification Name}
This sends out a notification script to the entity at the current position.  If a reaction script has the same name as the notification script, then its action is run.
Notify At – {Row} – {Column} - {Notification Name}
This sends out a notification script to the entity at the given position.  If a reaction script has the same name as the notification script, then its action is run.
Set Side Of – {Entity Name} – {Left or Right}

This script sets what side of the field you want to set the entity to belong to.  Entities on opposite sides can damage each other.
End
This script finishes and destroys the action.

Add Attachment – {Attachment Name} – (Animated Image Name) – {General/Entity’s Attachment Point} – {Animated Image’s Attachment Point}
This script attaches an animation to the current entity at the given attachment points.  You can name the attachment name whatever you want.

Remove Attachment – {Attachment Name}
This script removes the given attachment from the entity.
Pause Attachment Animation – {Attachment Name}
This script pauses the animation of the given attachment.
Resume Attachment Animation – {Attachment Name}
This script resumes the animation of the given attachment.

Remove All Attachments

This script removes all attachments from an entity that aren’t marked to be directly removed. 

Mark Attachment – {Attachment Name}
This script marks an attachment to only be directly removed.  This prevents the attachment from being removed by “Remove All Attachment” script.  With this, you can only remove the script through the “Remove Attachment- {Attachment Name}” script.
Initialize Left Field – {Frame Name} – {Filling Name}
Initialize Right Field – {Frame Name} – {Filling Name}
These scripts are needed to initialize the battle field at the beginning of the battle.  You can set the frame and starting filling for the panels to whatever you want.
Set Panel Filling At – {Row Number} – {Column Number} – {Filling Name}

Set Panel Filling – {Filling Name}
These scripts change the panel filling at the current or given position.  Set Panel Filling is only usable in panel reaction scripts, while Set Panel Filling At can be used anywhere.

Set Panel Frame At – {Row Number} – {Column Number} – {Frame Name}

Set Panel Frame – {Frame Name}
These scripts change the panel frame at the current or given position.  Set Panel Frame is only usable in panel reaction scripts, while Set Panel Frame At can be used anywhere.

Start Screen Flash – {Red Number} – {Green Number} – {Blue Number} – {Alpha Number}

This script flashes the screen a certain color. 
Stop Entity Flash
This script stops the screen’s flashing. 
Start Entity Flash – {Red Number} – {Green Number} – {Blue Number} – {Alpha Number}

This script flashes the entity a certain color.
Stop Entity Flash
This script stops the entity’s flashing. 
Start Panel Flash – {Red Number} – {Green Number} – {Blue Number} – {Alpha Number}

Start Panel Flash At – {Row Number} – {Column Number} - {Red Number} – {Green Number} – {Blue Number} – {Alpha Number}

This script flashes the panel filling a certain color.   Start Panel Flash is only usable in panel reaction scripts, while Start Panel Flash At can be used anywhere.
Stop Panel Flash

Stop Panel Flash At – {Row Number} – {Column Number}
This script stops the panel’s flashing. Stop Panel Flash is only usable in panel reaction scripts, while Stop Panel Flash At can be used anywhere.
Change Panel Side At – {Row Number} – {Column Number} 

Change Panel Side

These scripts change the side of the field the panel belongs to.  This is useful for chips like AreaGrab.  Change Panel Side is only usable in panel reaction scripts, while Change Panel Side At can be used anywhere.

Set Custom Bar Update Time – {Number}
This script sets the update time of the custom bar.
Set Custom Bar Frozen – {True/False}
This script sets whether the custom bar is frozen or not.

Start Time Freeze Action

This script performs 7 scripts:
Set Custom Bar Frozen – TRUE ; Freeze – Other Entities ; Freeze – Other Actions ; Freeze – Controller ; Start Screen Flash – 0 – 0 – 0 – 100 ; Show Held Chip Display – FALSE ; Show Used Chip Display - TRUE

Stop Time Freeze Action

This script performs 7 scripts:

Set Custom Bar Frozen – FALSE; Unfreeze – Other Entities ; Unfreeze – Other Actions ; Unfreeze – Controller ; Stop Screen Flash; Show Held Chip Display – TRUE ; Show Used Chip Display – FALSE

Show Held Chip Display – {True/False}
This script sets whether the currently held chip’s name display is visible or not.
Show Used Chip Display – {True/False}
This script sets whether the last used chip’s name display is visible or not.

Mark For Battle – {Entity Name}
This scripts marks the entity as important to the outcome of the battle.  If all marked entities on a certain side are destroyed, then the battle will be over.  
Remove Mark

This script notifies the engine that this entity has been defeated.  When all entities on a certain side have their mark removed, the battle is over.

End Battle

This script ends the battle.  This should only use in the Left End Phase or Right End Phase battle reaction scripts.
Mark Row – {Number}
Sets the marked row to a given number or number constant.
Mark Column – {Number}
Sets the marked column to a given number or number constant.

Set Chip Folder – {Folder Name}
This script sets the players folder to the given folder.
Play Sound – {Sound Name}
This script plays the given sound.

Notify Creator – {Notification}
This script sends a notification to the entity’s creator.

Checking Scripts

All checking scripts are used with this script:
Check – {Checking Script} – {Action Script when True} – Check End – {Action Script when False}
Move – {Direction Constant}
This script checks to see if the entity can move in this direction.

Damage – {Amount}
Damage At – {Row} – {Column} – {Amount}

This script checks to see if there is an entity that can be damaged at the current or given location.  If so, it damages them by the damage amount given.

Recover - {Amount}
This script checks to see if there is an entity that can be recovered at the current location.  If so, it recovers them by the recovery amount given.  Sends of reaction scripts: NOT DECIDED YET
Off Field All
This script checks if the entity is off of the battle field.
Row – {Number}
This script checks to see if the entity is at a specific row. 

Column – {Number}
This script checks to see if the entity is at a specific column.

Custom Bar Filled

This script checks to see if the custom bar is filled.

Entity Frozen

This script checks to see if the entity is frozen.

Panel Movable On – {Row} – {Column}
This script checks to see if the given panel is movable on.

Panel Empty At – {Row} – {Column}
This script checks to see if the given panel is empty (No entities).

Panel Side At – {Row} – {Column} – {Side Number}
This script checks to see if a panels side is the same as the given number.
Panel Filling At – {Row} – {Column} – {Filling Name}
This script checks to see if a panel’s filling is the same as the given filling name.

Constants
Number Constants

These can be used on any script where a number is required.
CURRENT
This constant gets the current Row/Column of the entity.

RANDOM

This constant chooses a random Row/Column on the entity’s side.
ADD – {Number} – {Number}
This constant adds two numbers.  You can use Number Constants as well.
SUBTRACT – {Number} – {Number}

This constant subtracts two numbers.  You can use Number Constants as well.

CLOSEST ENEMY PANEL COLUMN

This constant returns the column of the closest enemy panel.  Good for chips like AreaSteal.

ENTITY SIDE

This constant returns the entities side.  Usually used with Panel Side checking script.
MARKED
This constant returns the marked row/column.
General Reaction Scripts
These are general reaction scripts you should use for certain occurrences.  You can actually create and use your own reaction scripts as well, but the scripts listed here you should use for their given action to keep everything consistent with other creator’s entities.

 Light Damage

Generally used for attacks that do minor damage.
Heavy Damage

Generally used for attacks that do heavy damage.
0 HP

This reaction script is called when the entity’s HP reaches 0.  This is called by the engine, and must be used when dealing with 0 HP.
Victory

This reaction script is called when the opposite side’s mark entities are deleted.

