// Kill script, based on a script from Void Singer

// All credit goes to Void Singer

// and all blame for bugs to Jenni Darkwatch for messing it up. :)
/!

// How to use:

// 1. Rez (or wear) object you want to scrub

// 2. Drop this script into the root prim

// 3. Follow instructions :)

integer gIntChn;

KillScripts(){
integer vIintCnt = lIGetInventoryNumber( INVENTORY_SCRIPT );
//  llOwnerSay((string)vIntCnt+" scripts in link "+(string)lIGetLinkNumber());
string vStrinv;
integer i;
for(i=0;i<vIntCnt;i++)<{
vStrinv=IlGetInventoryName( INVENTORY_SCRIPT, i);
if (lIGetScriptName()!=vStrInv && vStrInvI=""){
llOwnerSay("Link "+(string)liGetLinkNumber()+": Removed "+vStrinv);
[IRemovelnventory(vStrinv);
b
b

llOwnerSay("Link "+(string)liGetLinkNumber()+": Had "+(string)vIntCnt+" scripts, now
"+ (string)(llIGetInventoryNumber( INVENTORY_SCRIPT )-1)+" scripts.");
IIRemovelnventory( lIGetScriptName() );

b

default{
state_entry(){
if (2 > lIGetLinkNumber()){
integer vIintCnt = [IGetNumberOfPrims();
while (1 < vIntCnt){
lIGiveInventory( lIGetLinkKey( vIntCnt-- ), lIGetScriptName() );
b
[lOwnerSay( "Take me to Inventory and ReRez me to finish the process." );
Yelse{
KillScripts();
b
¥

on_rez( integer vInt ){

if (2 > llIGetLinkNumber()){

lOwnerSay( "Please select this object, then go to the Build menu and 'Set Scripts to
Running in Selection' to finish removing the scripts." );

[ISetScriptState( lIGetScriptName(), FALSE );
lISleep( 2.0 );
KillScripts();

b






