Bases
Aura fournit des alertes visuelles pour l’utilisateur selon les critères qu’il spécifie. Etre capable de voir rapidement quand une ou plusieurs cibles reçoivent un certain buff ou debuff,  le temps restant sur un buff, ou même savoir lorsqu’une capacité devient disponible peut renverser un combat. Cet addon se base sur celui écrit pour WoW : Power Aura
Aura peut vous alerter de: 

· Vous recevez un certain buff/debuff( "Enfeebling Strike", "Gork Sez Stop", etc ) 

· Vous obtenez suffisamment de resources de carrière( ie. "Aute magie", "Rancune", etc ) 

· Une capacité devient disponible( ie. Styles réactifs ) – NdT : coups après parade, block etc 

· Une capacité redevient disponible après cooldown (Toutes, même les morales) 

· Lorsque vous avez/n’avez pas une certaine tactique. 

· Lorsque votre cible passe sous X% de pdv
· Lorsque vos PA passent sous un certain seuil

Les types de notifications qu’Aura peut donner: 

· Afficher la texture de votre choix à l’écran
· Vous précisez l’emplacement, la taille, l’échelle, la rotation, et la couleur, incluant la nuance de l’animation
· Lire un son de votre choix 

· Afficher l’alerte textuelle de votre choix
· Affiche une minuterie sur des effets ou le cooldown d’une capacité 

· Vous précisez l’emplacement, la taille et la nuance de couleur de la minuterie. 

Débuter
Une fois Aura, Libslash installés et WAR lance vous pouvez configurer Aura. 
Utilisez /aura pour afficher l’écran de configuration et cliquez sur le bouton « Add Aura ». Cela ajoutera une nouvelle aura à Aura. Si vous passez la souris sur la nouvelle aura crée une infobulle apparaîtra vous indiquant d’utiles informations sur les actions possibles sur cette aura.
Le premier est le click gauche. Il vous permettra de prévisualiser l’aura comme si elle avait été déclenchée. C’est pratique si vous cherchez à paramétrer plusieurs auras dans la même zone de l’écran pour déterminer l’espacement etc. Note : alertes textuelles d’Activation et de Désactivation ne sont pas affichées.
Le second est le click droit. Il affichera l’écran de configuration individuel de l’aura. Nous y reviendrons plus tard.
Le troisième est le click g/d simultané. Il permet d’activer/de désactiver une aura. En créant une aura elle sera désactivée par défaut afin de la tester d’abord hors combat.

Le quatrième est le shift+click droit (maj+click droit). Il permet de supprimer une aura. Une confirmation sera demandée afin d’éviter de les effacer par erreur.
Alors éditons votre nouvelle aura ! Placez la souris sur la nouvelle aura et clickez droit, vous verrez la fenêtre de modification. Quel type d’aura voulez vous créer ? Pour cet exemple nous en ferons une qui indique lorsque vous avez ‘Enfeebling Strike’ donc vous pouvez arrêter de courir et rendre plus facile la vie de vos heals !
Commencez par paramétrer le nom de l’aura : ‘Enfeebling Strik – Self’. J’essaie de nommer mes aura de sorte à indiquer ce qu’elles font et qui le fait. Ainsi je peut rapidement et facilement identifier ce que chacune d’entre elles fait. Pour celle-ci, je ne veux pas d’image affichée sur l’écran donc je coche ‘hide (cacher) image’ .

-----------------------------------------------------------------------------------------------------------
On the Trigger tab set the Aura Triggered By to "Effect". This brings up the configuration options for an Effect Trigger. In this particular case we want to enter the Effect Name of "Enfeebling Strike" and set the Type to "Ailment". Seeing I know the exact name of the effect I am looking for I can check "Exact Match" which speeds up auras ability to determien if this aura needs to be displayed. Seeing Im looking to know if I have Enfeebling Strike on myself Ill want to check "On Yourself". Thats it for this tab, so click the Activation tab. 

On the Activation tab, Ill set the Sound to "RvR Flag Off" this way Ill get an audible notification when this aura is triggered. Sound wont be the only way I know to stop running, so set the Alert Text Type to whichever you fancy. I tend to use "Achievements Renown" and set the Alert Text to "You are enfeebled!". You can use the Test button to see what it would look like. 

At this point the aura is configured as I need it so I can click the X in the upper right hand corner of the Modify Aura window or right click aura in the Aura configuration window. Also make sure that you have enabled the individual aura by shift left clicking it. The name will be in red if its disabled and green if its enabled. 

Clicking the "Close" button on the Aura configuration window starts the Aura Engine and you are ready rumble! 

VERY IMPORTANT: If you spend several hours setting up your Auras, PLEASE PLEASE PLEASE make sure you /reloadui or logout and login to make sure the Aura settings get saved, otherwise you are SOL! 

Partager les auras
Aura Shares serves 2 very important purposes. The first Aura Shares lets you copy Auras between characters this way you only have to create them once and then copy them as needed. The second is the ability to export and import Auras, so you can share them with friends! 

To copy the Auras from one character to another, login to the character who doesnt have the auras. Bring up the Aura Shares window by clicking the "Shares Auras" button on the Aura configuration window. You will be given a list of auras configured on your machine, with 2 filter options on the bottom. You can use them as needed to get the aura you want. Once you find the aura you would like on this character you can shift left click the aura and it will appear in your Aura list. It will be an exact copy of the original except it disables when you copy it so make sure you enable it before going to hack up some orcs. 

To export an Aura, you bring up the "Aura Shares" window, find the aura you wish to export and shift right click. This will bring up a window where you can copy (Control-C) the text of the Aura to your clipboard. From there you can paste it (Control-V) to a message board, email, etc so your friends or enemies can import it. 

So you were the recipient of a new uber aura and you need to know how to import it? Bring up the Aura Shares window and click the "Import Aura" button. You will be presented with a text box where you can paste the text of the Aura. Once you click "Ok" the Aura is validated. If there is any erroneous information you will get an error message letting you know. If this repeatedly happens you will want to make sure the text you are pasting looks like the text below: 

{{'general-triggertype':5,'general-version':20300,'general-name':"Divine Favor",'texture-offsety':-400,'texture-scale':1.5,'texture-offsetx':600,'ability-abilityid':694,'texture-id':4646,'texture-circledimage':t,'texture-alpha':0.69999998807907}}P1 

If the validation is successful, the Import window disappears and the aura appears in your Aura list! 

Paramétrer Aura
Lignes de commandes
To bring up the Aura configuration window you can use "/aura" on the command line. 

You can use /aura <option> <value> with the following options to change the throttling settings for Aura 

· general-effect-timers 

· Default is .4 

· This is the amount of delay between updating a timer for an Effect aura 

· general-ability-timers 

· Default is .4 

· This is the amount of delay between updating a timer for an Ability aura. 

Général
· Aura Name: The name given to the aura by the user. This is to help the user know what the aura does. 

· X: The x-coordinate relative to the center of the screen where an aura is displayed. 

· Y: The y-coordinate relative to the center of the screen where an aura is displayed. 

· Rotation: This allows the user to rotate an aura on the screen. 

· Scale: This allows the user to increase the size of the aura on the screen 

· Circle Image: This crops the aura from a square to a circle. 

· Mirror Image: This mirrors the image. Note: This will not work if "Circle Image" is checked. 

· Hide Image: This setting allows a user to not display an aura when it becomes activated. This is useful if you would only like sound/alert text/etc when the aura activates. 

General Trigger

The following settings are used for all trigger types. Whenever an aura is checked to see if it going to be displayed, these are checked first: 

· Only In Combat: The aura will only be displayed when the user is in combat. 

· Only Out of Combat: The aura will only be displayed when the user is out of combat. 

· Only In Group: The aura will only be displayed when the user is in a group. 

· Only In War Party: The aura will only be displayed when the user is in a warparty. 

· RvR Flagged: The aura will only be displayed when the user is flagged for RvR combat. 

· Not RvR Flagged: The aura will only be displayed when the user is not flagged for RvR combat. 

Ability Triggers

This trigger is used to let the user know when an ability is available or on cooldown. Drag and drop the ability from your Abilities Window to the square within the configuration window. This will set the ability for the trigger. 

· Show When Not Active: The aura will only be displayed when the ability is on cooldown. 

· Require Explicit Active Check: This forces Aura to perform an explicit check with the client to see if the ability is active. You will want to check this if the ability is reactionary, or want to make sure you have enough AP to use a style. 

· Require LoS/Range/Valid Target Check: This forces Aura to perform a LoS/Range/Valid Target check on the ability. 

Action Point Triggers

This trigger is used to have an aura display based upon your current action points. 

· Operator: This is the mathematical operator used when comparing your current action points to the configured amount. 

· Action Points: This is the number of action points used for the primary comparison. 

· Enable Secondary: By checking this, you are enabling the secondary operator. This allows the user to perform a range check. 

· Secondary AND/OR: This allows the user to specify the logic used when comparing ranges. 

· Secondary Operator: This is the operator used when performing the secondary check. 

· Secondary Action Points: This is the number of action points used for the secondary comparison. 

· Maximum: This displays the characters current maximum number of action points. 

Career Resource Triggers

This trigger is used to have an aura displayed based upon your current career resources. It should be noted that not all classes have career resources. 

· Operator: This is the mathematical operator used when comparing your current resources to the configured amount. 

· Resource Amount: This is the number of resources used for the primary comparison. 

· Enable Secondary: By checking this, you are enabling the secondary operator. This allows the user to perform a range check. 

· Secondary AND/OR: This allows the user to specify the logic used when comparing ranges. 

· Secondary Operator: This is the operator used when performing the secondary check. 

· Secondary Action Points: This is the number of resources used for the secondary comparison. 

Effect Triggers

This trigger is used to display an aura based on effects on yourself, friendly target, or enemy target. 

· Effect Name: This is the name of the effect the aura will be triggered off of. You can put multiple names here separated by a forward slash, and Aura will attempt to find all the names in an effect. You can leave the name blank, and Aura will not attempt to match names, only validate the rest of the settings. 

· Type: This is the type of effect for the aura to trigger off of. If its left to *"-Any-" this check is not performed. 

· Stacks: This enabled stack checking on an effect. 

· Operator: This is the operator used when performing the stack check. 

· Value: This is the value used when performing the stack check. 

· Show When Not Active: The aura will only be displayed when the effect is not present. 

· Exact Match: This forces the effect name comparison to an exact comparison, rather than searching an effect for the name. 

· Self Cast: This forces Aura to perform a check to see if you were the one who cast an effect. 

· On Yourself: This tells Aura to check effects on yourself. 

· Target Friendly: This tells Aura to check effects on your friendly target. 

· Target Enemy: This tells Aura to check effects on your enemy target. 

Hit Point Triggers

This trigger is used to have an aura displayed based upon the percent hit points of yourself, friendly target or enemy target. 

· Unit Type: This lets you select which unit Aura will use the percent hit points from for comparisons. 

· Operator: This is the mathematical operator used when comparing hit points to the configured amount. 

· % Hit Points: This is the number of resources used for the primary comparison. 

· Enable Secondary: By checking this, you are enabling the secondary operator. This allows the user to perform a range check. 

· Secondary AND/OR: This allows the user to specify the logic used when comparing ranges. 

· Secondary Operator: This is the operator used when performing the secondary check. 

· Secondary Hit Points: This is the number of resources used for the secondary comparison. 

Exemples
This section contains information used to setup some example auras. Some will require a few minor changes based upon your class and needs, so feel free to experiment. 

· I would like to know when I do not have the "Prismatic Shield" enchantment on me 

· Aura Triggered By: Effect 

· Effect Name: Prismatic Shield 

· Type: Enchantment 

· Show When Not Active checked. 

· On Yourself checked. 

· I would like to know when I have "Gork Sez Stop" on me 

· Aura Triggered By: Effect 

· Effect Name: Gork Sez Stop 

· Type: Damaging 

· Exact Match checked. 

· On Yourself checked. 

· I would like to know when my friendly target has a hex, so I can dispel them. 

· Aura Triggered By: Effect 

· Effect Name: ~leave this blank~ 

· Type: Hex 

· Target Friendly checked. 

· I would like to know when my morale level X ability is active 

· Aura Triggered By: Ability 

· Drag your morale ability to the Ability Trigger window. 

· I would like to know when my morale level X ability is not active(with a cooldown timer) 

· Aura Triggered By: Ability 

· Drag your morale ability to the Ability Trigger window. 

· Show When Not Active checked. 

· Display Timer checked. (optional) 

