http://www.orbsydia.org/forum/showthread.php?936-Monster-Stealables
1. Monster Stealables 

So, our Monster Stealables system.
For those who don't know what it is: http://www.uoguide.com/Monster_Stealables

Coded for polish shard and its only monster stealables system i know about. All credits goes to www.fantasyrealms.eu staff.

Installation:

Put attached files in your custom scripts folder. For all this to work you need to edit some old scripts.

1. in basecreature.cs add this:

Code:

...

...

     private bool m_IsPrisoner;

        #endregion

         ///Thieve items; 

        private bool m_HasBeenStolen;

        [CommandProperty(AccessLevel.Administrator)] 

        public bool HasBeenStolen

        {

            get { return m_HasBeenStolen; }

            set {m_HasBeenStolen = value; } 

        }

        //end 
...

...

2. In Stealing.cs add this:

Code:

...

...

                    if (pack != null && pack.Items.Count > 0)

                    {

                        int randomIndex = Utility.Random(pack.Items.Count);

                        root = target;

                        stolen = TryStealItem(pack.Items[randomIndex], ref caught);

                    }

                    // Monster Stealables 

                    if (target is BaseCreature && from is PlayerMobile )

                    {

                        drNO.ThieveItems.StealingHandler.HandleSteal(target as BaseCreature, from as PlayerMobile); 

                    }

                        //end 
...

...

3. In HarrowerTentacles.cs add this

Code:

...

...

                    m.FixedParticles( 0x374A, 10, 15, 5013, 0x455, 0, EffectLayer.Waist );

                    m.PlaySound( 0x1F1 );

                    int drain = Utility.RandomMinMax( 14, 30 );

           //Monster Stealables 

                    if (m is PlayerMobile)

                    {

                        PlayerMobile pm = m as PlayerMobile; 

                        drain = (int)drNO.ThieveItems.LifeShieldLotion.HandleLifeDrain(pm,drain);

                    }

                    //end 
...

...

4. In Succubus.cs add this:

Code:

...

...

                m.SendMessage( "You feel the life drain out of you!" );

                int toDrain = Utility.RandomMinMax( 10, 40 );

                //Monster Stealables

                if (m is PlayerMobile)

                {

                    PlayerMobile pm = m as PlayerMobile;

                    toDrain =  (int)drNO.ThieveItems.LifeShieldLotion.HandleLifeDrain(pm, toDrain);

                }

                //end 
...

...

5. In MonstrousInterredGrizzle.cs change this:

Code:

                //changed for Monster Stealables

                int dmg = 40;

                if (m is PlayerMobile)

                {

                    PlayerMobile pm = m as PlayerMobile;

                    dmg = (int)drNO.ThieveItems.BalmOfProtection.HandleDamage(pm, dmg);

                    AOS.Damage(m, dmg, 0, 0, 0, 100, 0); 

                }

                else 

                    AOS.Damage(m, 40, 0, 0, 0, 100, 0);

6. In DamagingRegion.cs change this:

Code:

            if ( m.NetState != null )

            {

                //changed for Monster Stealables

                int dmg = Utility.Random(2, 3); 

                if (m is PlayerMobile)

                {

                    PlayerMobile pm = m as PlayerMobile;

                    dmg = (int)drNO.ThieveItems.BalmOfProtection.HandleDamage(pm, dmg); 

                }

                AOS.Damage(m, dmg, 0, 0, 100, 0, 0);

Enjoy, i hope yuo will like it.

EDIT: StealingHandler.cs contains 'Faction Status Remover" stuff. It's custom addon to our modified faction items, wich i will post soon. If you dont want to use it, delete those lines. 

