
Hidden commands:

These are the list of commands that are deprecated, but still exist in the code. Players may have to 

find them by analyzing the Monitor code or by reverse engineering the Monitor binary file.

Command Name Description Result

SYNTHESIZE ARG1 This command is used to 

synthesize a complex resource. 

The complex resources are 

WEAPONS, COMPUTERS, and 

VEHICLES. ARG1 should be the 

resource to synthesize. Be sure 

that the name of the resource 

matches the name given by 

the PLAYER_STATUS 

command.

The result is RESULT: 

SYNTHESIZE ARG1 which is 

sent in the Message Group 

following the command 

invocation. ARG1 is a message 

indicating successful synthesis 

of requested complex 

resource. A 

COMMAND_ERROR is sent if 

the resource could not be 

synthesized for any reason.

WAR_DECLARE ARG1 ARG2 

ARG3 ARG4 ARG5

This command is used by a 

Client, called the aggressor, to 

declare war on another Client, 

called the defender. ARG1 is 

the identity of the defender. 

ARG2 is the host where the 

defender lives, ARG3 is the 

port on which the defender is 

listening. ARG4 is the number 

of weapons that the aggressor 

commits to this war, and ARG5 

is the number of vehicles that 

the aggressor commits to this 

war. If this host and/or port for 

the defender is wrong, the 

aggressor will automatically 

lose some percentage of the 

weapons and vehicles 

committed, and the war will 

not be started (iso, the 

aggressor must be pretty sure 

of the whereabouts of the 

defender before declaring 

war). Finally, note that the 

given weapons and vehicles 

will be tied up in that war until 

end of the war. A 

The result is RESULT: 

WAR_DECLARE War begun 

with ARG1



COMMAND_ERROR will be in 

the resulting Message Group if 

the defender cannot be found, 

or if the aggressor has fewer 

weapons and/or vehicles than 

were specified.

WAR_DEFEND ARG1 ARG2 This command is used to 

declare defending parameters 

for a war that was declared via 

a WAR_DECLARATION: 

directive. ARG1 is the number 

of weapons the defender 

wishes to use in this war. 

ARG2is the number of vehicles 

the defender wishes to use in 

this war. This command is 

most probably used in 

response to a Message Group 

that contained the 

WAR_DECLARATION: directive 

(and probably a REQUIRE: 

WAR_DEFEND command as 

well).

The result is RESULT: 

WAR_DEFEND

WAR_TRUCE_OFFER ARG1 to 

ARG3 ARG4 ARG5 ARG6 ARG7 

to ARGN

This command is used by the 

aggressor or defender to ask 

the Monitor to confirm a 

truce, by making a truce 

request to the opponent. The 

arguments to 

WAR_TRUCE_OFFER are, the 

name of the truce-initiator 

(ARG1), the name of the truce-

subject (ARG3), ARG4 and 

ARG5 are the name of the 

resource offered and the 

quantity offered respectively. 

ARG6 to ARGN are used to 

offer multiple resources.

The result is RESULT: 

WAR_TRUCE_OFFER ARG1 

ARG1 is either ACCEPTED, 

REJECTED, NOT_ALIVE, or 

WAR_OVER. If ARG1 is 

ACCEPTED, then the offerer 

can expect its wealth to be 

changed to reflect the truce 

terms. A COMMAND_ERROR 

occurs if a war is not active 

between the two parties, an 

invalid resource name is given, 

or if the Client that has offered 

the truce does not have 

sufficient resources. Note that 

weapons and vehicles already 

tied up in the war cannot be 

used in a war trade 

agreement.

WAR_TRUCE_RESPONSE ARG1 This command is used to The result is RESULT: 



either accept or reject a truce 

request. This command is most 

probably used in response to a 

Message Group that contained 

the WAR_TRUCE_OFFERED: 

directive (and probably a 

REQUIRE: 

WAR_TRUCE_RESPONSE 

directive as well). ARG1 is 

either ACCEPT or DECLINE.

WAR_TRUCE_RESPONSE 

Depending on whether the 

Client accepted or declined the 

truce offer (and, if Monitor 

approval was given), the 

offerer's wealth will be 

changed

WAR_STATUS ARGX This command is used to find 

the status of current or 

recently fought wars. ARG1 is 

the identity of the Client with 

which the requestor is at war. 

A COMMAND_ERROR is sent in 

the resulting Message Group if 

the requestor is not at war 

with the named Client.

The result is RESULT: 

WAR_STATUS aggressor ARG2 

defender ARG4 winner ARG6 

battles ARG8 status ARG10 

weapons ARG12 vehicles 

ARG14 ARG2 is the identity of 

the aggressor in this war. 

ARG4 is the identity of the 

defender in this war. ARG6 is 

the identity of the winner, 

TRUCE if a truce was 

negotiated, or NONE if the war 

still continues. ARG8 is an 

integer that represents the 

number of battles fought thus 

far in this war. ARG10 is 

COMPLETED if the war is over, 

or ACTIVE if the war is still 

active. ARG12 is the number of 

weapons that the requestor 

has committed to this war. 

ARG14 is the number of 

vehicles that the requestor has 

committed to this war. Note: 

the number of vehicles and 

weapons committed to wars 

are not part of the 

PLAYER_STATUS total.

TRADE_REQUEST ARG1 ARG2 

ARG3 for ARG5 ARG6 ARG7

This command is used by a 

Client (called the trade-

initiator) to request the 

Monitor to broker and confirm 

a trade with another Client or 

The result is RESULT: 

TRADE_REQUEST ARG1 where 

ARG1 is either ACCEPTED, 

REJECTED, or NOT_ALIVE. All 

of which refer to the status of 



the Monitor (called the 

subject). ARG1 is the identity 

of the trade-initiator, ARG2 

and ARG3 are the resource 

and quantity that the trade-

initiator offers to trade. ARG5 

is the identity of the subject. 

ARG6 and ARG7 are the 

resource and quantity that the 

trade-initiator is asking the 

subject to trade. Note that 

ARG5 may be the Monitor. In 

this case, the trade initiator is 

requesting a trade with the 

Monitor itself. If the Monitor 

has the requested resource 

available in the quantity 

requested, the Monitor will 

approve trades only at current 

market values plus a 

percentage mark-up.

the subject. If ARG1 is 

ACCEPTED, then the trade 

initiator can expect its wealth 

to be changed to reflect the 

trade.

TRADE_RESPONSE ARG1 This command is used to 

either accept or reject a trade 

request. This command is most 

probably used in response to a 

message group that contained 

the TRADE: directive (and a 

REQUIRE: TRADE_RESPONSE 

directive as well). ARG1 is 

either ACCEPT or DECLINE.

The result is RESULT: 

TRADE_RESPONSE Depending 

on whether the Client 

accepted or declined the trade 

(and, if a Monitor approval 

was given), the Client's wealth 

will be changed.


