README

Content Description

The Shimmering Horizon and Cursed Blacksmith Scripts

Scripts intended for the C# application, Edi, created by dimnogro: https://discuss.eroscripts.com/t/e
asy-device-integration-for-games-edi-game-selection-fix-assets-multi-channel-12-2025/10
38186

Connects to your devices and forwards commands from the game to play the appropriate scripts.

The Shimmering Horizon and Cursed Blacksmith

The files enabling the game to send commands for device integration.
The following elements are scripted:

* Animations
A script will play when the player is knocked down and pinned by an enemy.
Configuration

Options can be configured in the “FunscriptModConfig.json” file located at the root folder.

¢ erosionBasedFiller: True/False
If enabled, the filler intensity will vary based on the character’s erosion level.
Shortcut Keys
* 1: Pause script playback.
* 2 Resume script playback.
* 5: Set script playback range to 40%.
* 6: Set script playback range to 100%.
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Installation

Inside the Scripts folder you'll find an “EdiConfig.json” file and a “Gallery” folder containing the scripts next
to it. Please download Edi from the link above and use the “Select Game” button to select the included “Edi-
Config.json”. Then make sure the game is active in the drop-down below it.
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Inside the included “The Shimmering Horizon and Cursed Blacksmith” folder, copy the contents to where
the game is installed. Merging and overwriting the “resources” folder.
The “Edi.js” and “FunscriptMod.js” files should be in the “resources/app/src/js/plugins/” folder:

MName . Date modified

W axv G

B BMSP_MapFog.js /1/202 y JSFi 11KB
!{ CHIRI_KoreanParticles.js 7 PM JSFi 5KB
!’ Community_Basic.Js /1,20 W J5 File 5KB
E C mizeErrorScreen.js /1,20 W] JSFi 9 KB
B Edijs 126,20 :23 PN ISFi 2KB
B EisLivezD.js /1202 W] JSF 32 KB
B Ener /1/20 JSFi 12 KB
!’ FitterController.js /1,20 08 PM J5 File 148 KB
B FPsLimit.js /1/2025 PM J5Fi 2 KB
!’ fuku_EventTremble.js /1,20 07 PM ISR 6 KB
B Funscripthv 3 .16 PM J5F 8 KB
!’ GALV_BasicEventShadows.js 1720 07 PM ISR 23 KB

!’ Gahe_MNewltemIndication.js 0 : J5 File 15 KB

B Galv_Scree Js /1/20 I5Fi 9KB



The “Plugins.js” file, found in the “resources/app/src/js” folder, needs to contain references to the above
two files:
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Launch Edi, making sure the game’s “EdiConfig.json” is selected, connect your device, and then launch

the game.



