
List of Directives in iWars

Directives are messages sent by the Monitor to the Player.

The Monitor will send a directive to inform the Player about some action that it has taken or if it 

wants the Player to send a Command.

The following is the list of directives in iWars.

Command Name Description

WAITING: Indicates that the current Message Group is complete, and the 
Monitor awaits a command from the Client.

REQUIRE: ARG1 Indicates that the sender is demanding that the next Command 
from receiver be ARG1. If the Client sends some command 
besides ARG1, the most likely result will be a 
COMMAND_ERROR: directive, and another REQUIRE: ARG1 
directive in the next message group.

COMMAND_ERROR: STRING Indicates that an error occurred during the processing of the last 
command. This could be because of invalid arguments, incorrect 
number of arguments, an unexpected command (e.g., if a 
different command is currently REQUIREd), or because a   
command is not yet implemented. The STRING will be a 
diagnostic error message.  COMMAND_ERROR appears in a 
message group only if there was an error with the last 
command.

COMMENT: STRING This directive is used to give verbose output on the operation of 
various commands, and to give general feedback about a variety 
of things.  STRING is completely free-form, and more than likely 
will only be useful to human eyes for debugging. Not every 
message group has a COMMENT directive.

RESULT: ARG1 STRING This directive is used to return results from the last command 
issued by the receiver.  ARG1 will be the command for which 
these are results.  STRING, in this case, will be in the format as 
described by the result format for the command, ARG1. In many 
cases, particularly with those commands that generate no 
results, STRING will be the empty string.  Note that the RESULT: 
directive does not appear when there is an error executing a 
given command. See the COMMAND_ERROR directive.

PLAYER_PASSWORD_CHECKSUM: 

ARG1

This directive is sent by the Monitor to authenticate to the 

Client. ARG1 is a SHA-1 digest of the Client's password, 

represented in hexadecimal. This directive is most useful when 

the Client receives a connection on its Passive Server port. The 

Monitor will always have this directive in the first message group 

that it sends during an Active Client connection. However, it is 

up to the Client to verify that ARG1 does, in fact, authenticate 

the Monitor properly.  Note that some Clients will most surely 

be attempting to impersonate the Monitor!

WAR_DECLARATION: ARG1 This directive is sent by the Monitor to the Client that is named 

in a WAR_DECLARE, called the subject.  ARG1 is the identity of 



the Client that is declaring war.  Note that the subject will always 

be the receiver of the directive, otherwise the directive is 

basically meaningless. This directive usually occurs in a message 

group with a REQUIRE: WAR_DEFEND.

TRADE: ARG1 ARG2 ARG3 for 

ARG5 ARG6 ARG7

This directive is sent by the Monitor to a Client (called the 

subject) that is asked to trade with another Client (called the 

trade-initiator) who has made the trade request.  This is a 

response to a trade request that could have been made by any 

Client except the subject (Clients are not allowed to trade with 

themselves).  ARG1 is the identity of the trade-initiator.  ARG2 is 

the resource that the trade-initiator would like the subject to 

trade.  ARG3 is the amount (an integer) of that resource that the 

trade-initiator would like the subject to trade.  ARG5 is the 

identity of the trade-initiator.  ARG6 is the resource which the 

trade-initiator would like to trade.  ARG7 is the amount of that 

resource the trade-initiator would like to trade.

WAR_TRUCE_OFFERED: ARG1 to 

ARG3 ARG4 ARG5 ARG6 ARG7 ... 

ARGN

This directive is sent by the Monitor to the Client named in a 

WAR_TRUCE command (that Client is called the subject).  ARG1 

is the identity of the truce-initiator.  ARG3 is the identity of the 

subject. ARG4 is the string representing a resource, and ARG5 is 

the amount of this resource offered. This continues through the 

rest of the directive, where odd-number arguments are 

resources and even number arguments are amounts offered. If 

the truce is accepted, the amounts of those resources will be 

transferred from the truce-initiator to the subject.

PUBLIC_KEY:
ROUNDS:
AUTHORIZE_SET:
SUBSET_A:
SUBSET_J:
SUBSET_K:
CHALLENGE:
CHALLENGE_RESPONSE:

These directives are relayed verbatim from commands issued 
during ZKP or RSA authentication.  See the commands section 
for their description.

END_WAR_REQUEST: ARG1 

ARG2

This directive is sent by the monitor to a client named in an 

END_WAR command (that client is called the subject). ARG1 is 

the identity of the subject. That is the client who wishes to end a 

war and ARG2 is the territory ID where the war is being fought 

on. This directive is usually followed by a REQUIRE: 

END_WAR_RESPONSE directive where the receiver is expected 

to respond to the END_WAR command.

PRISONERS_RETURNING: ARG1 

ARG2

This directive is sent by the monitor to a client named in a 

RETURN_PRISONERS command (that client is called the subject). 

ARG1 is the identity of the subject. That is the client who wishes 



to return prisoners and ARG2 is the number of prisoners that are 

being returned. This directive is usually followed by a REQUIRE: 

RETURN_PRISONERS_RESPONSE directive where the receiver is 

expected to respond to the RETURN_PRISONERS command.

NOTIFICATION: This directive is sent by the monitor to a player to notify the 

player about anything that includes the player. A notification is 

usually sent when the client is not expected to respond to the 

monitor.


