Script Editor Menu Buttons 

(listing of some details on the not as intuitive menu commands)
· Loaded Scripts – lists all the currently loaded scripts

· File

· New (Blank File) (CTRL + N) – creates a new script file (.bhs extension) that is entirely blank.

· New Scenario Script (CTRL + SHIFT + N) – creates a new scenario script file that already has some formatting to it, as well as help text.
· Edit

· Insert Trigger Function (F1) – brings up a list of the trigger functions.  Lists the syntax, parameters, and what is returns for all functions.  Select a function and click on “Insert Selected Function” to insert a function into a script.  Only the function name and the parenthesis will be inserted.  Parameters and a closing semi-colon must be inserted by the user.
· Insert Trigger Block (F2) – inserts a trigger block.  The user will be prompted for a name, although it can be left blank to leave the trigger without a name.  Help text will be inserted with the trigger.  
· View

· Output Log (CTRL + SHIFT + O) – opens up the output log at the bottom of the script editor, which shows if the scripts being run during the game compiled, or if they did not, what the problem is.
· Game Script Log (CTRL + ALT + X) – opens up the game script log overtop of the script editor, which shows if the scripts being run during the game compiled, or if they did not, what the problem is.
· Scroll to Trigger – lists all triggers in the script being edited.  Click on a trigger name to scroll to that trigger.
· Scroll to Script – lists all scripts in the script being edited (more than one script can be contained in a script file, just be sure to close out the scenario {} brackets for each script.  Click on a script name to scroll to that script.
· Breakpoints – when there are breakpoints in the script, they are also listed in this menu, for example “At Line 4”.  Click on “At Line 4” to scroll to that breakpoint.
· Toggle Breaks (F9) – toggles the on/off status of breakpoints in the script. 
· Remove All Breaks (SHIFT + F9) – removes all breakpoints from the script.
· Compile – compiles the current script so that the game can run it and to make sure there are not any errors.  If there are any errors, they will be listed upon the script trying to be compiled.
· Run – runs the script that is being edited.  A single player game needs to be open to do this.
· Step Into – steps into a script at the point at which it is currently located.  Only works when the script is running.

· Debug – only shows when breakpoint is reached and the script has been stepped into.
· Run (F5) – runs the script from the current breakpoint (or the beginning if no breakpoint is set).
· Step Into (F11) – steps into the script at the current breakpoint (or the beginning if no breakpoint is set).
· Step to Trigger (F8) – steps to the next trigger
· Run to Line (CTRL + F10) – runs script to current line.
· Step Over (F10) – steps over a line of script.
· Step Out (SHIFT + F11) – steps out of script.
· Stop (CTRL + F5) – stops the debugging of script.
· Watch Windows

· Show Static Vars (CTRL + 1) – brings up a watch window that tracks static variables.
· Show Local Vars (CTRL + 2) – brings up a watch window that tracks local variables.
· Show Triggers (CTRL + 3) – brings up a watch window that shows all triggers and whether they are enabled or disabled.
· Show Custom Watch (CTRL + 4) – brings up a watch window that allows the user to customize what is being watched.
· Show Return Values (CTRL + 5) – brings up a watch window that displays the return value of function calls after they are run.
· Stop – stops the debugging of script.
