Note: All changes to the scripts have been entered into the .sln in one of two ways: Brand new scripts are filed under Custom\Whatever, modifications to existing scripts have been moved from their original directory into Mods\Whatever, and this applies separately to the scripts and core files. This is very important otherwise in the event of losing change log or neglecting to enter something in the change log we would be screwed, recreation of this change log is a case in point! Furthermore, changes are always marked /Ph.Edit – Comment and /End Ph.Edit.
Core changes:
(Mod)(Clientversion.cs)
 Set client version to 4.0.10.0
(Mod)(Item.cs)
Custom save flags to show crafter names
Start versioning at 10.000 for Ph item versions (including changes to deserialization to include the custom save flags)
(Mod)(Main.cs)
Custom console logging (we wanted to log more stuff to avoid the sort of staff cheating that happened on IN2)
(Mod)(ScriptCompiler.cs)
Made it possible to upload a Scripts.dll update to make updating the server by proxy a bit quicker and easier
Script changes:
Custom
Commands:
(Custom) (Dif Freezer)
Includes: (DifFreezer.cs)(StaPatch.cs)(StaPatchGump.cs)(StaticBlock.cs)(StaticTile.cs)
Purpose: Freezing and creating statics quickly and easily
(Custom)(Bounce.cs)
Purpose: Like .bounce command from Sphere 0.51a; Picks up an item from anywhere (Staff only)
(Custom)(CounsyCommands.cs)
Purpose: Normally Counselors (the lowest staff level) cannot do much, this script adds the ability to decorate things
(Custom)(DecoSupport.cs)
Purpose: Improved commands for decorating in-game
(Custom)(MiscCommands.cs)
Purpose: Two new commands, one to see what skill a player last used (staff only) and a second to allow players to rename bags
(Custom)(Ride.cs)
Purpose: GM command to ride a mount, like bounce, saves being near something or setting it to tamed in order to use it.
(Custom)(XEmote.cs)
Purpose: Force target to emote.
(Custom)(XSay.cs)
Purpose: Force target to say.
External:
These are all public scripts we can probably find the work around for 2.1 online.
(Custom)(OrbServer)
Purpose: Server for using UOArchitect.
(Custom)(RegionControl)
Purpose: Superior tools for setting and customising regions.
(Custom)(ShrinkSystem)
Purpose: Shrink pots, hitching posts
(Custom)(XMLSpawner)
Purpose: The default spawner is completely useless, XMLSpawner is vastly superior.
Gumps:
These are also all public.
(Custom)(MessageBoxGump.cs)
Purpose: Generic message box, also required for other derived gumps.
(Custom)(MOTDGump.cs)
Purpose: The message of the day.
(Custom)(PasswordGump.cs)
Purpose: Let people change their password ingame.
(Custom)(PlayerInfoGump.cs)
Purpose: Lets players look at information (e.g. stats, guild etc.) in gump form.
Items:
Containers:
(Custom)(GenericContainer.cs)
Purpose: Generic container which has a gump allowing you to change its appearance to that of any other container.
(Custom)(PersonalChest.cs)
Purpose: Allows players to have a personal chest/lockbox that only they can access.
(Custom)(PhChest.cs)
Purpose: A lockable chest, GM can change its appearance to that of any container through properties.
(Custom)(QuestCauldron.cs)
Purpose: A quest item where players must use the correct items to satisfy the quest.
Doors:
(Custom)(CSwitch.cs)
Purpose: Required for the multi switch.
(Custom)(MultiSwitch.cs)
Purpose: A switch which works with lockable and re-lockable doors in order to create puzzles or doors which can only be opened by 2+ players and so on.
(Custom)(SpecialDungeonDoorPad.cs)
Purpose: A trap that closes and/or locks a door.
(Custom)(SpecialDungeonDoor.cs)
Purpose: Lever to release trapped door.
(Custom)(NewbieDungeonTele.cs)
Purpose: Pad for teleporting players to the newbie area, checks newbie status and prevents abuse by people in PvP etc.
(Custom)(PhTele.cs)
Purpose: A teleporter which can be customised ingame, much like the one on Sphere (but better!)
(Custom)(CraftableHouseDoors.cs)
Purpose: Lets players construct interesting types of doors for their houses.
(Custom)(SelfLockingDoor.cs)
Purpose: A door for use with the CSwitch and MultiSwitch in order to create logic puzzles.
(Custom)(SpecialDungeonDoor.cs)
Purpose: For use with the SpecialDungeonDoorPad/Lever to make trap rooms.
(Custom)(MultiTable.cs)
Purpose: A fancy table which can be flipped using a gump.
(Custom)(WeddingRing.cs)
Purpose: Registers players as married.
(Custom)(BadgeMarker.cs)
Purpose: Badges, like in the scouts, exploration etc.
(Custom)(DungeonRegionController.cs)
Purpose: So that the rules regarding a dungeon can be changed in-game without requiring a reboot/changes in the scripts.
(Custom)(HouseCustomizer.cs)
Purpose: To allow customization of houses that aren’t owned (for pre-building “suburbs” which players can buy into later).
(Custom)(Webstone.cs)
Purpose: Redirect to a website on double click.
(Custom)(MovingAddon.cs)(MovingAddonSwitch.cs)
Purpose: Not 100% sure but I think it is for moving groups of players, mobiles or items around during quests.
(Custom)(Innumerable scripts to do with new types of rock, wood and ore in some cases similar to ones from IN1 these will only work properly with the Phantasya Hues file or if we redo the hues).
Misc:
(Custom)(AccountLimiter.cs)
Purpose: 1 account per IP unless the account names are both listed in the appropriate XML file on the server.
(Custom)(Badges.cs)
Purpose: Things you can get badges (see above) for.
(Custom)(ClearRunes.cs)
Purpose: Target a region, all runes which lead to that region will be wiped, good for setting up a quest in a previous not special area.
(Custom)(GenericPropmpt.cs)(sic)
Purpose: A generic prompt (required for other scripts).
(Custom)(GenericTarget.cs)
Purpose: For calling back a state or property (base class).
(Custom)(GuildChat.cs)
Purpose: Guild chat system which also lets you see how many of your guild mates are online.
(Custom)(Mailer.cs)
Purposes: Allows messages to be sent straight to e-mail from inside the game. Without a new server this won’t work.
(Custom)(Naming.cs)
Purpose: Stops players having totally ridiculous or reserved names.
(Custom)(ObjectCreation.cs)
Purpose: Makes it so that only important people like Carding can spawn certain things or make restricted items.
(Custom)(OnlineStaff.cs)
Purpose: Helps staff find and interact with each other. Also allows staff to spy on lower-level staff and players in new and funderful ways.
(Custom)(SkillGain.cs)
Purpose: A file which makes changing the skill gain rate very very easy, so easy even a moron can do it without having to poke at other scripts.
(Custom)(ThiefRoaster.cs)(sic)
Purpose: Keep track of players doing thief-related stuff for purposes of allowing regions to block it and so on (e.g. for events).
Mobiles:
(Custom)
Not going to go into massive detail here, they are all fairly simple to understand and probably all worth including. Note slight change to vendors in that a Necromancer vendor has been added (rather than there just being a Mage vendor which sells Necro stuff as well).
Quest:
(Custom)(Treasure Hunt)(TreasureHuntChest.cs)
Purpose: An automated treasure hunt quest which gives a clue which needs solving which will lead the player to the next chest and so on until the end. Can be implemented in various ways in-game.
Races:
(Custom)
Not going through ever file. In summary: There are a number of races available; Wood, Drow and High Elf, Dwarf, Merfolk, Human, Orc and Goblin. Some of these include new items (masks) and each has a range of possible skin tones and hair styles and types (e.g. Dwarf must have beard) and it is impossible to get around this with dying or cutting later. The only race that retains freedom over all aspects of appearance are humans. The scripts are set up such that a range of dummies will be set up in the new spawn area, here the player will choose a dummy (race), then a skin colour and hair style  and (if applicable) the mask and other forced features are applied.  The Commands.cs file includes the commands for generating the system in-game. Some races have access to unique resources (types of wood) although there is no huge advantage it is mostly stylistic.
Regions:
(Custom)Ilshenar:
MistasRegion.cs – Region for Mistas. It contains code for faction-only housing and so on which we may want to borrow from for new regions in Trammel.
(Custom)Towns:
GLCRegion.cs – Region for GLC (no longer exists if we don’t use Malas).
Rest of the towns, if used, contain code for reassigning the colour palette for vendors and decorations, we may wish to use this for towns in Britannia.
(Custom)CharacterCreationRegion.cs
Purpose: Special region to prevent problems in the character creation region (where name and race are picked and then player transports to GLC – we have to change that of course).
(Custom)DungeonRegion.cs
Purpose: For our dungeons in Malas, not necessary if we don’t include Malas but we may wish to make a similar file for new dungeons we add.
(Custom)IFactionRegion.cs
Purpose: Certain vendors will only sell to certain factions, this is determined using the region they are in (i.e. which faction it belongs to).
(Custom)IHousingRegion.cs
Purpose: Required for setting the rules for who can own, build or rent property in certain faction-aligned regions.
(Custom)ISkillGainRegion.cs
Purpose: Required in order to make regions which have altered skill gain rates.
(Custom)NewbieDungeonRegion.cs
Purpose: Sets the rules regarding stealing, looting, PvP, summoning and recalling in the newbie dungeon. 
(Custom)OuterArenaRegion.cs
Purpose: Rules for the area the crowd sits in at the arena. Depends on whether EventMode is ON or not.
(Custom)PvPArenaRegion.cs
Purpose: A region for PvP arena, stops abuses and restricts some spells.
(Custom)PvPRegion.cs
Purpose: Region for PvP testing, special rules apply such as no KCs etc.
System:
A lot of Arya’s scary things. Rather than going through in detail I will list the folders and some general details.
Auction – Auction system for players to sell goods. Script was made public.
Battle Chess – A chess game, she may have scripted it but I won every game! Also public.
Box Server – Support for Pandora’s Box, useful for the staff. Also public.
Cartography – Custom cartography system for Malas (default supports only Britannia) may be unnecessary now if we do not use Malas.
CTF – A CTF game. I am not sure if this was ever actually tested whilst Arya and I were still on Phantasya.
Harassment – A way for players to report harassment (a command) after which a log will start (on the server) and log everything happening around the player and the harasser for a staff member to assess at a later time and, if necessary, dish out the pain.
Housing – A few things…
DecayHouseClaimTool and DecayHouseContainer: Certain types of housing decayed on Phant (houses inside city walls) the tool would allow players to reclaim things they may have lost (which end up in the container) if I remember correctly.
HouseCommands.cs – Superior commands for staff to check the properties of a house and/or force it back into a deed etc.
PhHouse.cs – The Phantasya base house type, required for all the other housing related scripts. Applies to houses in special housing areas only (inside the walls of GLC, Luna, Mistas and Umbra). The houses are controlled by the staff and players can rent them and other things. We may wish to keep this to allow players to get housing for cheap early on, or to have pre-made player towns which players can rent and buy out over time. 
RentHouseDeed.cs – Required item to rent a house.
Jail – Improvements to the jail system, also we needed a jail in Malas.
StaffPack – A brilliant set of staff tools which each staff member can customise and choose to use or not use as they please, all details are saved. It also allows admin to grant special powers to specific members of staff (I think, didn’t see the script for this when speed reading through but I remember doing it once!)
Tourney – Rules for activating and running a tournament event. I think this script was also made public. Includes a roster for showing off etc.
Town – System by which players can create their own towns with a town stone (like IN1) and elect a mayor, register as citizens and so on. Staff have to set a region and so on but the scripts (hopefully) do almost all the hard work. The idea was to allow for something like LC to be created by players if they wanted.
Other:
(Custom)Phantasya.cs – The server file holds stuff like which items are hidden (by staff), what is the E-mail server, blah blah blah.
(Custom)PhMobile.cs – This is the playermobile file for Phant, players that spawn are PhMobiles not just playermobiles, includes all the stuff to do with races and so on. Also required in order for lots of the new commands and staff abilities to function correctly.
Mods
Accounting:
AccessRestrictions.cs – Changes to allow for our own method of restriction (see custom).
Account.cs – Players are only allowed 2 characters in order to restrict the number of crafts per player and help the economy. We might want to change this. Staff can have the normal number (6) characters although I have no idea why they’d need it!
AccountHandler.cs – If statement added to prevent new accounts being created by the same IP (see custom for more). Also added a line to record when each account was last used.
IPLimiter.cs – Line to prevent a player being incorrectly blocked from logging in by the IP limiter when trying to log back in after a crash etc.
Commands:
Add.cs – If statement added for the might Overlords (Arya and Carding) to give (or remove) the power to add (certain) items from a staff member.
Handlers.cs – Edited to give players the power to use [where. 
Statics.cs – Prevent invisible items or light sources being added to statics files (this causes bugs and problems).
Engines:
BaseAI.cs – Summons can no longer be used in PvP. Summons now actually run (no more waiting for the bastards to catch up!)
BaseCreature.cs – A lot of changes:
Pets now have a variable under properties which tells you if they are resurrectable/how many times they may be resurrected. 
Bonus to drops in Felucca has been disabled (because there was no Felucca). 
Serialisation has been changed to reflect these changes. 
Call a different custom algorithm for shoving (stop players being able to shove until they are stamed out at 0 and can’t move). 
Monsters lured too far from their spawn will go back.
Reds/monsters are only guard whacked if BOTH the target and red are inside the guard zone, not like default AoS where if you attack someone in a guard zone (or an NPC does) and you are outside you still get whacked.
Speedinfo.cs – This holds the speeds for all creatures, therefore the speed for all new mobiles (see custom) are added in here.
ChampionSpawn.cs – Record the number of corpses and remove them when it gets above 30 in order to reduce lag, this only applies to the monsters.
(CRAFT): Added all the new types of materials and craftables (see custom) to the Def files for the relevant crafts. New crafting materials added to CraftItem.cs
(HARVEST): Added new materials to the harvesting skill lists.
HelpGump.cs – No more young player transport system.
PageQueue.cs – Changes to make the paging system compatible with Arya’s staff pack (see custom).
Party.cs – Improved party chat and allow staff to listen to party chat if they want (see HearAll).
OrangePetals.cs – Duration reduced to 1 minute.
(RemoteAdmin) – For remote admining Phantasya of course!
Spawner.cs – Haven’t managed to spot what was changed but I think we stuck to using XMLSpawner. (Someone was naughty and didn’t use /Ph.Edit in the comments)
RewardSystem.cs – Removed some of the more retarded rewards I think. (Someone was naughty again)
Gumps:
GuildAbbrvPrompt.cs – Now allow longer guild names.
AdminGump.cs – No idea, but something was changed, probably to allow for Arya’s staffpack.
HouseGumpAoS.cs – Added Server.Regions, added ability to buy a bank for your house, prevent players moving, demolishing etc. a rented house and add maintenance for rented houses (i.e. the rent).
ReportMurderer.cs – Differentiate between aggression by attacking and aggression by stealing for purposes of the thief roster. Prevent murders being reported in certain areas (e.g. PvP testing).
RessurectGump.cs (sic) – Fix fame loss to something more sensible than default (not sure if we finished this though). Default fame loss is too little.
RunebookGump.cs – Fixed rune books to let Paladins use them in the same way that mages do.
Items:
BaseAddon.cs – Change made so that special coloured deed items (e.g.furniture) don’t lose their colour when deeded (I think).
BaseAddonDeed.cs – See above.
BaseArmor.cs – Added new metals. Changing armour whilst hidden reveals you. Removed the bonus item-destroying for maces.
Head.cs – Use the old-style (IN1) head instead of the new AoS one that looks like a shrivelled testicle.
BaseBook.cs – Something to do with the XML spawner (not sure).
Hats.cs – Fixed an abusable bug involving Wizard Hat, I didn’t comment it though because I am naughty, I remember doing it.
OuterTorso.cs – Res robes are not newbied and when they are removed they disappear.
BaseDoor.cs – Counselors can link doors (useful for doing fancy questy things and fixing houses and setting up guild doors).
Ankhs.cs – Only res blues (but don’t worry we have evil healers as well).
HairRestylingDeed.cs – Restrictions included to prevent violation of the race appearances.
(Minor Artifacts)(sic) – All nerfed to some degree or another to bring them in line with an insurance-free system.
Corpse.cs – Instead of looting being locked to only the person who got the killing blow (on certain creatures) it now includes all players who did damage. Also fixed a bug where notoriety was not properly applied when looting a corpse (when appropriate).
ExecutionersCap.cs – Made stackable.
PublicMoongate.cs – Support added for non-localized entries.
Teleporter.cs – Must stay on a teleporter for it to work instead of being to run on it and then run away and teleport afterwards.
Ore.cs – Added new ores.
ProspectorsTool.cs – Now has more uses.
Moongate.cs – Reds can now use moongates.
PotionKeg.cs – Coloured kegs.
BaseCurePotion.cs, CurePotion.cs, GreaterCurePotion.cs, LesserCurePotion.cs – Changed so that greater cures are better and lesser/normal cures are worse (i.e. so greater cures are actually worth bothering with).
BaseExplosion.cs – Need a free hand to use an explosion pot.
LesserHealPotion.cs – Allow drinking whilst holding a 2 handed weapon.
RefreshPotion.cs, TotalRefreshPotion.cs – Allow drinking whilst holding a 2 handed weapon.
StrengthPotion.cs, GreaterStrengthPotion.cs  - Reduced amount of STR gained.
BasePotion.cs – Added a variable for holding 2 handed weapons in order to allow certain potions to be drunk “without a free hand” when holding such a weapon. Fixed bug whereby the drinking animation makes the player momentarily appear as if their mount disappeared.
NightSight.cs – Can drink when holding a 2 handed.
Bandage.cs – Bandages capped at 5 seconds to stop “uber dex” build becoming invincible without insurance-level damage.
GlassblowingBook.cs – Increased book weight.
SandminingBook.cs – Increased book weight.
DisguiseKit.cs – Changes to prevent clashes with race appearance requirements. 
InfectiousStrike.cs – Fixed bug where infectious strike was also doing extra damage when poison was applied.
WeaponAbility.cs – Restrictions on certain abilities depending on region (see custom also).
ShepherdsCrook.cs – Cannot herd if you have 0 skill. Cannot herd ghosts.
BaseWeapon.cs – Again, to balance the uber dex build with no insurance weapon speed is capped at 1 attack per second (most players will never reach this cap). Normally a dex below 80 will cause penalties to parrying, this has changed to 50 to allow for the removal of stat scrolls. Area attacks are disabled in the PvP arena. Macing no longer destroys opponents weapons and shields. Weapons can be made from the new custom metals.
Misc:
AOS.cs, Autorestart.cs, Autosave.cs – Not sure if anything has changed here.
CharacterCreation.cs – Players are PhMobiles.cs (see custom). Players are sent to Malas. Disabled the 2 new professions (Samurai and Ninja). Fixed the fact that Necromancers spawn with the wrong equipment. Paladins now spawn with a book of chivalry.
Cleanup.cs – Not sure
ClientVerification.cs – Make sure they are using the right client.
CrashGuard.cs – Not sure
DataPath.cs – Custom Mul path.
Email.cs – Arya’s email set as Admin etc (would need changing).
LootPack.cs – Default loot drops are ridiculous, I nerfed most of them but not as much as they were on IN2.
MapDefinitions.cs – Not sure
OreInfo.cs – New ores added
RegenRates.cs – Horrific beast regen rate halved (again… to bring in line with no insurance levels)
ServerList.cs – Some stuff for Arya to have some info stored on her own computer instead of the server, probably won’t need this.
SkillCheck.cs – No training healing in lich form. Added region dependency and skill gain region support (see custom). Made the stat gain rate limiter lower (i.e. can get stats a little faster). Something to do with blocking camping gains below 50, though I cannot remember why we did this, I’m sure there was a reason though.
Titles.cs – Max fame is now 10,000 instead of 15,000 – note this means if you die whilst Lord you lose the title (like IN) whereas at 15,000 you can die many times and remain Lord which we decided we didn’t like.
BaseMount.cs – Cannot bond any ridables.
Nightmare.cs – Added the Whitemare, a positive karma white version of the nightmare.
SilverSteed.cs  - Improved appearance and added a favourite food.
BaseFamiliar.cs – Improved AI but cannot attack players.
ShadowWisp.cs – Mana regen nerf to bring in line with other non-insurance changes.
EvilHealer.cs, EvilWanderingHealer.cs – Made them both invul.
Treefellow.cs – Drops less logs but they include the magic log types.
WandererOfTheVoid.cs – Only drops 1 magic map.
Succubus.cs – No comments.
BladeSpirits.cs – No comments.
EnergyVortex.cs – No comments. But I suspect something to do with them not being able to attack players, or perhaps we had old code and removed it.
AncientWyrm.cs – Not sure but probably a loot change.
Added badges and changed the PS drop rate for all champs and the harrower.
Banker.cs – Played with the range of the banker, think we increased it and added faction check (if in the right region, see custom).
AnimalTrainer.cs – Faction check.
CustomHairstylist.cs – Stop people with special races breaking the race appearance.
Glassblower.cs – This vendor was kinda broken in runuo 1.0 so we fixed it.
SBSpeakForkWeapon.cs – Added War fork (it appeared to be spuriously excluded).
SBArchitect.cs – Support for the new house-related items (see custom).
SBGlassblower.cs – Fixed stock problem with this vendor.
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