3. HacTpounku nornku
3.1. Cucrema daaros path_walk, path_look

3.1.1. Bonee moapo0OHOE OnMCcaHUE IIYTEN.

3.2. CxeMBl HOBEACHUS CTAIIKEPOB
3.2.1. Walker
3.2.2. Remark
3.2.3. Sleeper
3.2.4. Kamp
3.2.5. Camper
3.2.5.1. Sniper
3.2.6. Follower (OTtxitouen)
3.2.7. Zoneguard
3.2.8. Wounded
3.2.9. Rest
3.2.10. Cxema heli_hunter
3.2.11. Patrol
3.3. Cexnuu
3.3.1. Combat
3.3.2. Death
3.3.3. Hit
3.3.4. Actors_dialog
3.3.5. Use
3.3.6. Combat_ignore

3.3.7. Cexnus dont_spawn_character_supplies

3.3.8. Cekuus no_smart
3.3.9. Treshhold

3.3.10. Danger

3.3.11. MicTopuu y KOCTpPOB
3.4. OBeppaiiabl
3.5. CxeMbl OBEJICHUS 11 MOHCTPOB

3.5.1. Mob_walker

3.5.2. Mob_ecluder

3.5.3. Mob_remark

3.5.4. Mob_combat

3.5.5. Mob_death

3.5.6. Mob_jump

3.5.7. Mob_camp

3.5.8. Mob_home

3.5.9. Mob_fake death
3.6. OBeppaliabl JUISI MOHCTPOB
3.7. Cekuusd criaBHED

3.7.1. Cr1aBH JITHEBHBIX U HOUHBIX MOHCTDOB

3.8. Ckpunt Logic
3.8.1. Cunrakcuc logic-a

3.8.2. IlpuMepbl 1O0CTATOYHO CJI0KHOU JIOTHKHU

3.9. Cxembl space_restictor

1/56



3.9.1. Sr_idle
3.9.2. Sr_no_weapon
3.9.3. Sr_sound

3.9.4. Sr_tip

3.9.5. Sr_light
3.9.6. Sr_territory

3.9.7. Sr_mapspot
3.9.8. Sr_particle
3.9.9. Sr_sound_act
3.9.10. Sr_timer
3.9.11. Sr_psy antenna
3.9.12. Sr_teleport
3.9.13. Sr_sleep u HacTpoiiKa CHOB
3.9.14. Sr_cutscene
3.10. JIonoaHUTEAbHbIE HACTPONKH JIOTUKH Y Pa3HbIX 0OBEKTOB
3.10.1. Ph_door
3.10.2. Ph_button
3.10.3. PaboTa npoxeKkTopa
3.10.4. Ph_code
3.10.5. Ph_gate
3.10.6. Ph_sound
3.10.7. Ph_force
3.10.8. Ph_on_death
3.10.9. Ph_car
3.10.10. Ph_heavy
3.10.11. Ph_oscillate

3.11. CMapTTEepENHEI U TyJIaru

3.11.1. CmapTTeppelitbl
3.11.1.1 CranmapTHeIH HA0ODP CMAPTTEPPEHHOB

3.11.2. I'vnarm.
3.11.3. HoBble 0COOEHHOCTH CMapTTEPEHHOB.
3.11.3.1. boaee 10cTYynHOE ONMCAHNUE HOBBIX CMapPTTEPPEHHOB
3.12. Jloruka BepToaera
3.12.1. Cxema heli_move
3.12.2. YuuBepcanbHas OoeBas cxema (OTKITI04ueH)
3.13. Meet_manager
3.14. OTMeTKH Ha MUHUMAIIE
3.15. Ilepenaya nmapamMeTpoB B QYHKIIMU.
3.16. HacTpoiika 3ByKOBBIX I'DYIIIL.

3.1. Cucmema ¢pnazoe (path_walk, path_look)

B Toukax myrteit MOKHO 3a/1aBaTh (pyiaru, M3MEHsOIIME oBeieHue nepconaxa. dnaru 3anatrcs
psMO B UMEHH waypoint-a, Hanpumep, Ui TOYKH ¢ umeHeM "wp00":
wp00|flagl|flag2
@naru Touek nmytu path walk:
a=state
Bribupaer coctosinue tena npu nepemenieHnu (Tosbko u3 pazaena —Xoag4ne COCTOSHUS)
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Criucok cocTostHUN MOXHO B34Th B gamedata\scripts\state lib.script
p=percent
BepositHocTh ocTanoBuThCs B Touke B npoueHTax (0 — 100). [To ymomuanuto 100, T.e. cTankep
HUKOTJIa HE MPOXOJIUT MUMO TOUEK OCTAHOBKH.
sig=name
VYcTaHOBUTH CUTHAI ¢ UMEHEM hame cpa3y Mo MPUOBITUIO B TOUKY (710 TOBOPOTA) IS MOCIEAYIOMEH
€ro MpPOBEPKH € IOMOIIBIO MO on_signal moruueckoii cxeMbl. Eciii Hy>)KHO yCTaHOBUTBH CHTHAJI TIOCIIE
MMOBOPOTA — UCTIOIB3YHTE COOTBETCTBYIOIIMK (iakok myTu path look.

®naru Touek nmytu path look:
a =state
Bribupaet coctosiHue Tena npu crosiHuM (viu cuiennn) Ha mecre. (M3 pasnenoB Crosure n
Cunsuue cocTosHHUS )
Cnmcok cocTOsSIHUN MOXHO B34Th B gamedata\scripts\state lib.script
t=msec
- BpeMsI B MIJITUCEKYH/IaX, KOTOPOE MEPCOHAX JOJDKEH CMOTPETh B 33JJaHHYIO TOYKY.
‘¥’ — GeckoHeuHoe BpeMs. Jlomyctumel 3HaueHus B auamazone [ 1000, 30000], mo ymomuanuto — 5000.
Jl1st KOHEYHBIX (TepMUHAIBHBIX) BepiiuH yTu path walk, y koTopbix He 6oiee 1-it
COOTBETCTBYIOMIEH ToukHU path look, 3HaueHue t Bcerga cuntaeTcss OSCKOHEUHBIM U €r0 SIBHO 33/1aBaTh HE
HYXHO.
sig=name
[Tocne moBopoTa B Touky path look, ycTaHOBUTE CUTHAN ¢ IMEHEM name.
syn
Hannaue ¢axcka 3aep>KUT YCTAHOBKY CUTHAA JI0 TEX TOP, TIOKa B TOYKY € (JIAYKKOM Syn He
npuOyAyT BCe MEPCOHAXKH C JAHHBIM team-oM (team 3aaeTcs B BUJE TEKCTOBOM cTpoku B customdata). [lo
TEX TP, IMOKA OCTAJIbHBIC IEPCOHAKU HE PUOYAYT, OKUIAFOIIEH MepCOHaK Oy/IeT OTHITPhIBATh CBOIO idle
aHMMAITHIO.
sigtm=signal
YcranaBnuBaeT CUTHAM MpH BbI3oBe time callback-a state manager-om. CooTBeTCTBeHHO, eciu t=0, To
CUrHaJI Oy/IET YCTAHOBJICH TI0CJIC OTHITPBIBAHHS init aHUMAIMU. DTO UCIIOJIb3YETCsI, HAIPUMED, C aHUMAaIUCH
press, KOTOpasi COCTOUT U3 JIBYX 4acTeil: 1 - Ha)kuMaeM Ha KHOIIKY, 2 - OITyCKaeM PYKY.
B nytu path_look moxHo cnenats: wp00|a=press|t=0|sigtm=pressed
A 3aTeM mepeKIIIounTh cXxeMy: on_signal = pressed | apyras_cxema

3.1.1. bonee noapo6Hoe onucaHue nyTemn.

Walker.

Hactpoiika:
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[ i [
Ha xapty ans kaxnoro walker-a Hy’HO MOCTaBUTb:

1) Ilyte path walk, no kotopomy walker xoaur.
2) Ilyts path _look, cocrosmuii u3 Touek, B kKoTopbie walker cMoTpur.

Walker-oB moxxeT ObITh 1 nu 60sb111e. OHM MOTYT JIEHCTBOBATh HE3aBUCUMO, UJIM B3aUMO/ICHCTBOBATH
ApYyr € Apyrom.

[walker]

team = ...
UMsI KOMaH/Ibl, IIPOU3BOJIbHAS TEKCTOBasi CTpoka. Bee walker-b1 B 0JTHOM KOMaH/IE JOJKHBI UMETh
OJIMH M TOT ke team. JKenarenpHO B team 3a7aBaTh UMs YPOBHS M UMSI MECTa, Iie CTosT walker-bl,
HanpuMep: escape_bridge, escape factory, 3TO yMEHBIIUT IMIAHC OMTUOUTHCS U AaTh Pa3HBIM
KOMaHJIaM 00111ee umsi.

path walk = ...
UMl ITyTH, OITUCAHHOTO B II. |

path_look = ...
(He 00s13aTEeNTFHO) UMS ITyTH, OIKCAHHOTO B 1. 2. Eciin mepcoHaxk J0KEH TOJIBKO XOAUTH I10
mapuipyty, path look Mo>xHO He 3a1aBaTh.

Ecnu mepcoHaxx JODKEH CTOATh Ha MECTE, TO €My 3a/1aeTcsl O/IHa Tovka myTu path walk u kak MUHEMYM

onHa Touka myTH path look

[TpaBuna paccTaHOBKH (DIa)KKOB B IYTSX PACCMOTPUM HA HECKOJBKUX MPUMEPAX:
ITpumep 1:

[Tepconax maTpyaupyeT TEPPUTOPHUIO BOKPYT ABYX JTOMHUKOB. MapHipyT CTPOUTCS CIEAYIONITUM
obOpazom:
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Kak cnenatb, 4T00BI MEpCOHAXK MEXKTY ONPECICHHBIMHI TOYKaMu Oexan win kpasucs? st aToro B
nyTH path walk cymecTByroT (hraxxku.

VY kaxpgoro BeitnounTa ectb umsi: wp00, wpO1l u T.1.

®naxxku 3a7al0Tcsl B UMEHU. VX Hy)KHO OTAENSITh OT CaMOTr0 MMEHHU € MTOMOIIbIO CUMBOJA ‘|.
[TumeTrses a=anim, TIe anim — Ha3BaHWE aHUMAIUK U3 TTyHKTa 2.4.4. HacTosIeH foKyMeHTanun. Eciau Mbl
HanuieM a=threat TO IepCcOHaXX MOWJET B COCTOSHUU JIaHXep, eciin a=raid To MOOeXHT ¢ OpyKUeM
HaW3TOTOBKY U T.JI.

NB: B toukax nytu path walk ucnonssytorcst anumaruu TOJIBKO u3 paznena «Xoasdue coCTOSHUD» !

[Tpumep 2:
@ »@® »®
wp00 mepcoHax uaer wpOlja=raid Oexur B danger-e

PasroBop nepconaxa.

YToObl MepCcoOHaX TOBOPUJI, IEPEMEILASCH [0 MAPIIPYTY, HY)KHO ONPEACIIUTh B KaXI0H TOUKE
CIIMCOK T€M, Ha KOTOPbIE OH MOXET rOBOPUTH. [[j1s 3TOro CcylecTByIOT ClIeAyOue IOIs:

S = UMS_3BYKOBOW CXeMbI (110 YMOJIYaHHIO 3BYK OTKJIIOUEH). HecKoIbKO TeM MOXKHO MEepEeUHCIsATh
qyepes 3arArTylo.

[Tpumep 3:
@ »@® »O >
wpO00|s=state|sc ToBOopur wp0l|s=state|sc rOBOpUT wp02 MOJTYHUT

B npumepe 3 ucnonb3yeTcs TOIBKO MOJIE S, YTOOBI 33aTh TEMY pa3roBopa, v (pIaxkxok Sc, YTOOBI
MOKa3aTh, YTO 3BYK MPOUTPHIBAECTCS HE Pa30BO, a MEPUOIHUUECKH.

OcranbHble mapameTpsi (sp, sf, st) 3amaBate HE PEKOMEH/IYETCS, 3nauenus nmo yMoJI4aHHIO
MIPUEMITUMBI JUI OOJIBIIMHCTBA CKPUIITOB.

[Tapamerp sa Taxke ucnonb3osats HE PEKOMEHJIYETCSI. Eciu Hy*HO cTapTOBaTh 3BYK
OJTHOBPEMEHHO C aHUMaIlMe, Jydilie BOCIOIb30BaThCs nojsimu myTH path look, o kotopom Oyner
HAIMCAaHO HIXKE B 3TOM JIOKYMEHTE.

Ecnu nepcoHax He TOJIBKO XOAMT MO MapIIPYyTy, HO IOJKEH TaK)K€ OCTAHABIMBATHCS U UTPATh
aHMMAalMK, HY>)KHO 3aJ1aTb emy nyTh path_look.
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[Tpumep 4: ycoBepuieHCTBYeM npumMep 1, YTOOBI MEPCOHAXK, MPOXOIT MUMO IIPOEMa MEX/1y TOMaMH,
OCTAaHABJIMBAJICS U 3aIJIAbIBaj B HETO:

@
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e e
A W W e
A W W e
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| |
I I y
— @ b
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UYro nobasmiiock B 3ToM npumepe? [1yte path_look ¢ nByms Toukamu. CBS3b MEXLy TOUKaMH 3TOTO
ITyTH PEKOMEHIyeTCs cpa3y K€ YAAINUTh B PEIAKTOPE, OCKOJIbKY OHA BCE PABHO HE HCIIOJIB3YETCS.

Hanee, B Toukax nyre path walk u path_look, koTopsie 00BeIcHBI Ha PUCYHKE TTyHKTUPHOM
JMHUEH, B pelakTope ctaBuM obuue (iaxxkku. Hanpumep, B BepxHeil mape Todek craBuM Quaxok 0, a B
HIDKHEH Tape Touek — ¢axkok 1.

Teneps nepconax OyJeT ocTaHaBIMBaTHCS B Toukax path walk, moMeueHHBIX riakkoMm, u
CMOTpeTh B Touky path_look, momedeHHyIO TeM e caMbIM (DITaXKKOM.

Ecnu Touka path_walk He momeueHa ¢1axKkoM, IEPCOHAX MPOXOANUT €€ HE OCTAHABIIMBASIC.

Opnoii Touke path_walk moxeT coorBeTcTBOBaTh HecKoyIbKO Touek path_look. Torna nepconax
BbIOEpEM CITyyailHO OJJHY U3 MOAXOAIIUX TOYEK.

I[To ananoruu ¢ path walk, B Toukax mytu path look MOXXHO HCTIONB30BaTh pa3IMUHbIE (IAKKH,
MEHSIOIIUE TIOBEICHUE:

p = 100 — BeposATHOCTB, C KOTOPOIl MEPCOHAX TOCMOTPUT UMEHHO B 3TY TOUKY. 3HAUEHUS P BCEX
MOJXOSIINX TOYEK CYMMUPYIOTCS, T.€. €clii Yy ogHoi Touku p = 100, a y apyroit 300, To nepcoHax
IIOCMOTPHUT B NIEPBYIO € BEPOATHOCTHIO 25%! (T.€. 100 u3 400).

Bo u3bexanue myTaHUIBI, pEKOMEHIyEeTCS 33]1aBaTh p Tak, YTOOBI MX cymma coctapisuia 100.

ITo ymomuanuto y Bcex Touek p = 100.

t = Bpems, Ha KOTOpO€E MEPCOHAX 3aAEpPKUTCA B 3TOU Touke (1o ymondanuto 5000 mcek)

IIpumep 5:

wp00
[ o

wp00|p=30 wpO01|p=70|t=10000

B stoMm mpumepe npoxoss yepes Touky wp00, nmepcoHax ¢ BepoaTHOCTHI0 30% MOCMOTPUT B TOUKY
wp00 B TeueHne 5 cekyHn, HO ¢ BepossTHOCTBIO 70% mocMoTput B Touky wp01 B Teuennn 10 cexyna.

[To yMom4aHuIO IpH OCTAaHOBKAX MEPCOHAXK UrpaeT aHumaluio idle, ecimv oH He B COCTOSIHUM crouch,
nr6o anuMaruio hide, eciu oH B coctossHuE crouch.

Ecnu tpebyercs npyrast aHuMaIus, MOKHO €€ yKa3aTh C IOMOIIBI0 (praxkka:
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a=wuMs_aHuManuu (1mo ymondanuio idle).

[Mumerbes a=anim, rjae anim — Ha3BaHUE aHUMAIIMU U3 TTyHKTa 2.4.4. HacTosIIel JoKyMeHTauu. Eciiy Mbl
HanumeM a=hide, To IepCOHaX CAMET B COCTOSTHUM JTaHXKeP, €clii a=guard, TO BCTAHET C OpPYKUEM
HAU3TOTOBKY U T.1I.

NB: B toukax mytu path_look ncnomns3ytorces anumarun TOJIBKO u3 paznena «Crosune u cuasune
COCTOSTHMSD» !

3.2. CxeMbI nogedeHuUs1 cmaJsiKepoe.

Ecth onpeneneHHbIii HAOOp cXeM, KOTOPbIE ONMUCHIBAIOT MOBEICHHE TIepcoHaxa. OHU MPOMUCHIBAIOTCS
y Hero B custom_data iy, B ciiydae ryjara, B COOTBETCTBYIOIIMX (hailyiaX, OMHMCHIBAIOIINX PA0OTHI TAHHOTO
rynara. Huwke npuBeeH epeUeHb ITUX CXEM.

B ¢aiine \gamedata\scripts\modules.script ykazaHbl Bce 3arpyKaeMbIe CXEMBI.

3.2.1. Cxema walker

Dt10 6a30Bas cxema, o0 KOTOPOU MEePCOHaXK, MepeMeIaeTcs o nmarpyjibHoMy nyta (path walk) u
OCTaHABJIMBACTCSI B OMPEICIICHHBIX TOUYKAX U BBIOJHIET COOTBETCTBYIOIINE ACHCTBHS.

[walker]

path_walk = <uMms myT>- OCHOBHOM ITyTh, 10 KOTOpOMY X01uT NPC
*path_look = <ums mytr>- myTh, Kyaa cMmotput NPC

*team - KOMaH/1a ISl CHHXPOHU3AIIH

B toukax path walk, koTopsIiM cOOTBETCTBYIOT TOUKH ITyTH path look (cTosAT ogrHAKOBBIE (IIAKKH)
MIEPCOHAXX OCTAHABIIMBACTCS U CMOTPHT B OTPECIICHHYIO TOUYKY, IIPH 3TOM OTBITPHIBasi (MJIK HE OTHITPHIBAsI)
OIIpEICIICHHYIO aHUMAIIUIO.

* def state_movingl = cocTosiHuE, B KOTOPOM CTaJIKep ABHKETCA K MEPBOIl TOUKE MyTH, €CIIM OHA
0sm3Ko (patrol Mo ymoryaHuto)

* def state moving2 = cocTosiHHE, B KOTOPOM CTaJIKEpP JIBUKETCS K TIEPBOI TOUKE MYTH, €CITU OHA HE
CJIMIIIKOM J1ajieko (rush mo ymoruanuto)

* def state moving3 = cocTosiHHE, B KOTOPOM CTaJIKEpP IBUKETCS K TIEPBOM TOYKE MYTH, €CITU OHA
JAJIeKo (Sprint MO0 YMOJTYAHHUIO)

* def state standing = nedonTHOE COCTOSIHME B KOTOPOM OH CTOUT ¥ CMOTPHUT Ha TOYKY, €CJIH B 3TOU
TOYKE HE 33aJlaHa JJPyroe COCTOSIHHUE.

@aiin: \gamedata\scripts\xr_walker.script

3.2.2. Cxema remark
CXCMa HCHOJ’IBSyeTCH JJISL CHHXpOHI/ISaLII/II/I\CBHSKI/I I[pyl"I/IX CXCM.

[remark]
*snd_anim_sync = true 1u6o false. [To ymomuanmio false. Yka3piBaeT Ha TO HEOOXOJUMO JIN
CHHXPOHHM3HPOBATH 3BYK C aHUMaIUEeH MO0 HeT
*snd = 3ByK pemapka, 1o yMoJI4aHuo nhil
*anim = aHUMAaIMs peMapKa, o YMOJTYaHUIO wait
*target = Kyzna cmotpur crankep. EcTp creayromue BapuaHThI
story id — yucioBoe 3HaUYCHHE
actor — 0e3 KOMMEHTapueB
nil — mo3unust BerarcienHas A aBToMaTHYECKU
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<ums paboOTH>,<UMS Iyjara> CMOTPETh Ha CTaJIKepa KOTOPbII HAaXOAUTCS Ha ONpeeIeHHON
pabote o rynarom (BTOpoil mapamerp Heobsi3aTesneH. B aTom ciydae GepeTcs rynar craiakepa, s
KOTOpOTO 3a/laHa JaHHas CEKLUs pemMapka).
[Tpumep:
target = logic(@cit_killers base guard, cit killers
<path _name>, <point number> - MOXHO yKa3bIBaTb CMOTPETh B BEPIIHMHY MMaTPYyJIbHOTO
yTd (<UMs DyTu>, <UMs TOUKK>).

Buumanwue, Tenephb eciy 3HaueHUe He 33JaH0, TO OHO paBHO nil a He actor, kak ObuT0 paHbiIe. To ecTh
€CIIM BBl XOTUTE YTOOBI IEPCOHAXK B PEMapKe CMOTpPEIT Ha akTepa - HEOOXOAUMO SIBHO MPONUCHIBATH 3TO.
Ecnu 3aano 3Ha4eHue nil, To mepcoHaxx pa3BepHETCs B MO3ULMIO, KOTOPYIO mocuutaer Al.

CranmapTHbIe CUTHAIIBI [T remark:

sound end — Mo OKOHYAaHUM MPOUTPHIBAHUS 3BYKOBOI CXEMBI

anim_end — M0 OKOHYaHWUHW TTPOUTPHIBAHUS aHUMAITUN

action_end — Mo OKOHYAHUH MTPOUTPBIBAHUS U TOTO U JIPYTOT0, €CIIM OHU CHHXPOHU3UPOBAHBI

[Tpumep cMHXpOHU3AIMM aHUMALIMHU 1 3ByKa B cxeme Remark:
[remark]

anim = aHUMAaIus

snd = 3ByK

snd_anim_sync = true

on_signal = action_end | ceayromias cxema

3.2.3. Cxema sleeper

Cxema cupsiero u crsniero NPC. Heo6xonumo noctaBuTh NaTpyabHbIN MyTh, MUHUMYM M3 1
nouHTa. Crisimuii OyAeT caiuTbes CraTh B HYJIEBOM TOYKE IyTH, U Pa3BOPAuYUBATHCS IPH TOM B CTOPOHY
[IEPBOM TOUYKH.

[sleeper]

path_main = <ums myTn>

*wakeable = true — MOXeT JI1 IPOCHYTHCS OBICTPO (€CIH true, TO CIHUT Ha KOPTOUKAX U BO CHE
6opmoueT)

NB: Eciii myTh COCTOUT U3 ABYX TOYEK, TO CBSI3b HY)KHO JIEJIaTh OT MEPBOM TOUKH K HYJIeBOU (JINOO
JIBYHAIIPaBJICHHYIO).

@aiin: \gamedata\scripts\xr_sleeper.script

3.2.4. Cxema kamp

Cxema cTankepa, CHISIIETO B ONPEISIIEHHOM pajiilyce BOKPYT YKa3aHHOM TOUKH (y KOCTpa), U
pacroiararoerocs J1IoM K 3TOH TOUKe.

[kamp]
center_point = kamp_center — umst Touku BOKpyr kotopoid NPC Oynet ycrpauBarbcsl.
*radius = 2 (HaCKOJIBKO JAJIEKO CTAJIKep Oy/IeT CUIETh OT IIEHTpa Jiareps, 2- o YMOJIYaHHUIO)
*def state_ moving = run (1edonaTHOE COCTOSIHHE, B KOTOPOM CTAIKEp OyJIeT UAETH K TOUKE KaMIia)

@aiin: \gamedata\scripts\xr_kamp.script
NB! Ecnu Touka kammna HaXOAUTCS B KOCTpe, TO B o ¢uiaiine cTankepa NpUiIyT Ha Hee, a KOTJa OHH

NIepeHIyT B OHJIAIH, TO OKaXKYTHCSl BHYTPU KOCTpA, TIIE M MOJTyvaT XUT. YTOOBI 3TOT0 HE CIy4aaoch B
CeKIMM KeMna yka3biBaTh path walk u3 onHoit Touke, Ha3BaHue kotopoil = <path kamp name> task
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*path walk = <path kamp name> task
Ecnu Touka kemma pacrosokeHa B yucToMm moJie To, path walk nmponuceiBaTh HE HaIO.

3.2.5. Cxema camper

CBoiicTBa KEMIIEPOB:

- KEMIIep CTOUT Ha TOYKE ¥ CMOTPUT B HampaBJIeHUH, KyJa Brl ero moctaBuin B pejakrope min
IEpPEAUTraeTCs 10 MaTPYIbHBIM IyTIM

- KeMIIephl MEPEKII0YAI0TCs Ha YHUBEPCaIbHBI KOMOAT, TOJIBKO €Cli BUAST Bpara Omke ueM B 30
MeTrpax. Eciau oH BBIXKUII, OH BO3paIaeTCsl B COCTOSIHHE KEMIIepa.

- B m100BIX ApyTrHX ciaydasx ASHCTBYIOT IO COOCTBEHHOM CKpUNTOBOM cxeMe. Eciu Buanm Bpara
-cTpensieM. Eciy ciiblmM I9HXKeEp - TO CMOTPUM B HallpaBjIeHUE B JaHxepe. Ecnu Buaum rpanary -
yOeraem ot rpaHatbl. Eciu Buienu Bpara, a Bpar uc4es, ToO CMOTPUM B TOUKY, TJle BUAEIN OCIEAHUN pa3
Bpara.

- KEMIIephl He CpaXkaloTcs B ABMKEHUU. Eclii OHM BUIAT Bpara - OHM OCTaHaBIMBAIOTCS, CTPENISIOT, a
MMOTOM IIPOJOJIZKAOT ABHUIKCHHUC.

[camper]
path_walk = patrol path
path_look = patrol path
*radius = number — paccrosiHue B METpax, €CJIM PACCTOSTHUE MEXKIY KIMIIEPOM U MPOTUBHUKOM
MEHBIIIE YKAa3aHHOTO, KIMIIEP YXOAUT B YHUBepcalbHbIA kKomOaT. [To ymoadanuto 3ToT paguyc paseH 20
MeTpam.
*no_retreat = true - mepcoHaxx Mpu BUE Bpara He Oy/eT JJIOMHUTHCS Ha Onvkaiiryto Touky path walk,
a cpa3dy nepeiier B pexxuM youBanus. Hy)kKHO 3TO B TOM cilydae, €CJId BbI XOTHTE C/IeaTh CIICHKY, KOT1a
oJHM pelsiTa Hae3KaroT Ha Ipyrux. CTaBuTe KEMIIEPOB C BBIIIEyKa3aHHBIM (prakkoM. OHU HIYT O CBOUM
NaTPYJIBHBIM ITYTSIM U BBIHOCST BParos.
*def state moving = cOCTOsSIHUE U3 CTEUT MEHEKepa
CocrosiHHe, B KOTOPOM MBI ABMKEMCS Ha OJIMDKANIITYIO TOUKY ITYTH IIPH Bpare
*def state moving_fire = cocrosiHue U3 cTelT MeHemkepa (sneak fire)
CocrosiHHEe, B KOTOPOM MBI OTCTPEIMBAEMCS OT Bpara, BO BpeMsl IBH)KCHUS Ha OJIVDKANIIIYIO TOUKY
MyTH.
*def state campering = cocrosiHue u3 credT MeHemkepa (hide)
CocrosiH1E, B KOTOPOM MBI 0KH/Ia€M Bpara, HaxosiCh Ha IyTH
*def state campering_fire = cocrosiaue u3 cteiit MmeHemkepa (hide fire)
CocrosiHHe, B KOTOPOM MBI OTCTPEIMBAEMCS OT Bpara, Haxo/sCh Ha MyTH
*attack sound = umsi_3BYKOBOM TEMBbI
Bo3MokHOCTB IepeonpeiensaTh CHaliliepam/kKemrepam 3ByK ataku. [1o nedonary oH paBeH 3ByKOBOM
teme "fight attack". MoxHO U3MEHUTH Ha JTF000€ Ipyroe (1S CIICHUYECKUX TOTPEOHOCTEH) 100 BOOOIIIe
OTKJIFOUUTh, IPOIUCAB B CEKIIUH Kemriepa: attack sound =
*shoot = Tum.
3agaeM TUn cTpenbObl. Bo3moxHbIe 3HaUeHH - always|none|terminal
always - 3HaYeHHE TI0 YMOJYaHHUIO, CTPEIISIET BCET1a, KOT1a MOYKHO
none - He CTpesieT BooOIIe.
terminal - cTpensieT TOJIBKO KOT/1a HAXOAUTCS Ha MOCIEAHEH TOYKU MaTPYJIBHOTO IMyTH. JTO CIIETaHO
1151 O0JIErYeHHsI TOCTPOSHHE aTaKyIOINX CIICH.

NB! V kemriepa ecTb 01uH OOJIBIION MUHYC — KOTJIa €My HaHOCUTCSI XUT U OH HE 3HAET OTKYy/Ja XUT
HAHOCUTCS (HE BUJIUT MPOTUBHUKA, HE CIBILIIUT BBICTPENA), TO OH TYIO MPOJOHKAET CTOATh HA CTAPOM
MECTE U XKAATh CICIYIOLICH IIyJIN.

BBuay 3TOro He CTOUT pacCcTaBIsATh KEMIIEPOB B CIy4dae, KOI/Ia CTAJKEphl TOJKHBI 3aIUIIATHCS U
JEPKaTh IMO3ULIMIO B TOM CIIy4ae, €CJIM €CTh HECKOJIbKO HAIIPaBICHUMN, OTKY/1a UTPOK WX CTEIKEPBl CMOTI'YT
aTakoBaTh MOCTAaBJIEHHOTO Kemnepa. Mcnomnp3yiite walkeroB B Takux citydasix, a KEeMIIEpOB CTOUTh CTaBUTh
JUISL ATaK 110 IyTSAM U KaK CHaHIIepoB.
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3.2.5.1. Cxema sniper

PasnoBugHOCTE Kemnepa. OTIMYalOTCA TEM, UTO CTPEISAIOT TOJBKO OJJMHOUYHBIMM BBICTPEIaMH U HE
CMOTPST 110 TOYKaM NaTPyJIbHOTO IIyTH, a CKAHUPYIOT IIPOCTPAHCTBO MKy HUMH. CKOpPOCTh
CKaHMPOBAHUS OT TOUKH K TOUKE (PMKCUpOBaHa U paBHA 20ceK.

NB! CraButh cHaiinepy Tosibko 2 Touku look

B xactom nare kemmiepa nponucaTh:
sniper = true

®aiin: \gamedata\scripts\xr camper.script

3.2.6. Cxema follower

B custom_data nponucan kak follower
NPC ugzer 3a NPC nunepom. Eciiu 1o nunepa paccrosiHue MeHee 5 METPOB, TO OH MJET, €CIIU OT 5 110
20 — 6exUT B pexxuMe run, ecyiu cBoite 20 — moroHseT B pexume sprint. [Tytu He 3amarorcs.

[follower]

leader = story id munepa u3 game.ltx (aucno!)

*formation_line = true (moctapaeTcst UATH COOKY OT JIUJepa, B MPOTUBHOM CiIydae OyIeT UATH C3aau

*distance = paccTosiHUE B METpax, Ha KOTOpoM OyzaeT uatu ot juzaepa attendant. ITo ymomuanuto — 1,5
MeTpa, eCJIM UJIET IETbI0, TO 5 METPOB.

*state if leader in meet. DT0 ecTh cTpOKa C UMEHEM COCTOSIHUS M3 state manager, KOTopoe OyaeT
HazHaudeHo follower-am, eciii komaHAMp MPEOBIBACT B COCTOSIHUN meet.

*anim_walk = state (cocTosiHuE, B KOTOpOM (OJUTOBEP UIET 32 JIUJEPOM)

*anim_run = state (cocTosiHEE, B KOTOPOM (POJIIIOBEp OSKUT 32 JTHIACPOM)

*anim_sprint = state (cocTostHHEEe, B KOTOPOM (DOJIIOBEP CIIPHHTYET 32 JIUACPOM)

®aiin: \gamedata\scripts\xr _ attendant.script

Ecam Bce 3TO MPOMCXOIMT MO/ TyJIaroM, TO BMeCTo story id mmaepa, Mbl IPOIIMCHIBAEM €T0 CEKIIUI0
noruku B (haitne ckpunra. [Ipumep:

t = { section = "logic@bar arena follower 2",
idle = 0,
prior = 7, state = {0}, squad = squad, group = groups[0],
in rest = "", out rest = "",
dependent = "logic@bar arena leader",
predicate = function (obj)
return obj:character community() == "dolg"
end
}

3.2.7. Cxema zoneguard

NPC ectb 1Be 30HBI (MOXKET OBITH OfHA). OH XOIUT IO MYTSM, HO KOTJ[a UTPOK 3aXOJIUT B 30HY,
OTPBIBAET OT JIeJI, TOJ0ETaeT K UTPOKY, HACTABIISIET HA UTPOKA OpYKHE (MOKET KpHUUaTh, MOXKET TOBOPUTb),
€CJIM UTPOK 3aXOJUT BO BTOPYIO 30HY — aTaKyeT UTPOKa

[zoneguard]

path_walk = myTs nepemernieHus

*path_look = myTs 0030pa

team = UMsI KOMaH/Ibl CHHXPOHU3UPOBaHHBIX zoneguard-oB (U3 BCeil KOMaH bl TOJBKO 1 OyneT
pearupoBaTh Ha UTPOKa)

*zone guard = UM 30HBI, B Ipefiesiax KOTOPOil UTPOK OyJeT aTakoBaH

zone warn = UM 30HBbI, B [IpeJiesiax KOTOPOH HAYMHATH Pa3roBOP C UTPOKOM
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*walker team = team nysi cXeMBbI IepeMerneHus ero B cocrostanu walker (ecnu He 3a71aH,
UCTIONB3YETCs 3HAYCHHE U3 TIOJIS team)

*no_move = eciu true, MEPCOHaX OKIMKHET UTPOKa ¢ MecTa M He OyleT moaderath K Hemy

*snd greet = UMsI 3BYKOBOM CXEMBI, U3 KOTOPOM Oy/IeT MPOUTPaH 3BYK MpHU OOHAPYKECHUU TIEPCOHAKA

*ignore friends = true, OyaeT UTHOPUPOBATH APYKECTBEHHBIX EMY MEPCOHAKEH.

*ignore cond = {+info -info =func !func} ycmoBus, npu kotopbix NPC urnopupyet urpoka

*no_danger = eciu true, TO HE OTHITPHIBACT YTPOXKAIOLIYI0 aHUMALIUIO, HEUTpaIaM.

**anim = KaKyl OTBITPBIBAE€T aHUMAIINIO, €CJIM UTPOK €My HE BpaxKJcOcH.

*snd_anim_sync = ecnu true, To npc Oy1eT CHHXPOHU3HPOBATH 3BYK C aHUMaleH

®aiin: \gamedata\scripts\xr zoneguard.script

3.2.8. Cxema wounded (paHeHbINn)

[logic]

active = walker

[walker]

wounded = wounded

[wounded]

hp state = HP|condstate@condsound|/HP|condstate(@condsound
hp state see = HP|condstate@condsound/HP|condstate@condsound
psy_state = PSY|condstate@condsound|PSY |condstate@condsound
hp_victim = HP|condvictim|HP|condvictim

hp cover = HP|condbool|HP|condbool

hp fight = HP|condboolHP|condbool

*syndata = state(@sound|state@sound

*help_dialog = story id
*help start dialog = story id

I'ne:

Condstate — KOHIIHCT, BO3BPAIIAIOLINIA COCTOSIHAE TIEpCOHaXa, Inbo true. Eciu oH Bo3Bparaer true
— HIIC OOMIIUTCS HAa UTPOKA

Condsound — KOHUIMCT, BO3BPAILAIOLIUI CayH] TEMY.

HP — noporoBsie 3Ha4Y€HHE 3I0POBbS MEPCOHAKA

PSY — noporoseie 3Hau€HUS TICH 310POBbs IEPCOHAXKA

Condyvictim — KOH/UTHCT, BO3BPAIIAIOIINIA HAMPaBIICHUE KyJla CMOTpeTh. Bo3mMoskHbBIE 3HaUeHus: nil,
actor, number. B ciaydae uncia — Oyzer CMOTpPETh Ha MEPCOHAXKA ¢ YKa3aHHBIMU CTOPH aiiIH.

Condbool — xormMCT, BO3Bpamaw3ui true mudo false.

3Ha4YeHHUsI NOJEH:

hp_state — moBeeHue epcoHaXka KOria OH He BUIUT UTPOKA

hp state see — moBeneHue MepcoOHaXKa, KOTAa OH BHIUT UTPOKA

psy_state — moBeaeHUe NEpCOHAXKA MPU IICHATaAKaX

hp victim — Kyza cMOTpeTh, B 3aBUCUMOCTH OT XI1

hp cover — uaTH B yKphITHE WM HET, B 3aBUCUMOCTH OT XII

hp fight — pa3pemeno BoeBaTh uin HET, B 3aBUCUMOCTH OT XI1

syndata — CHHXpOTapbl AJIs1 KPAaCOTHI.

help dialog — story id auanora Bmecto nedonrtHoro actor help wounded. Ecinu Bam 1o croxety
HE00XO0IMMO 3aMEHHTD JHAJIOT IPYTUM, TO BBl B 3TOM I0JIe ponuchIBaeTe id qpyroro quaiora.

Taxxe MbI BCTaBJISIEM CTApPTOBBIN uanor paHeHoro. Eciiu Mbl ero mponuceiBaeM, TO Bce aKTEPCKUE
JIMATIOTH JJIS PAHEHBIX JOJKHBI UIMETh Takoi precondition: dialogs.allow wounded dialog.

IIpumep. B xauecTBe npumepa B3sTa AeONTHAS HACTPOMKA.
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hp_state = 30|help me@help|10jwounded heavy@help heavy
hp state see = 30|wounded@help see|10|wounded heavy@help heavy
psy_state = 50|{=best_pistol}psy armed,psy pain@wounded psy|20)|
{=best pistol}psy shoot,psy pain@ {=best pistol}wounded psy shoot,wounded psy
hp victim = 30|actor|10|nil
hp cover = 30|true|10|false
hp_fight = 30jtrue|10|false
syndata = wounded@help

I'ne:
Best pistol — mpoBepka Ha To, uTo myuiiee opyxue HIIC sBnsieTcs muctomeTom.

®aiin: \gamedata\scripts\xr wounded.script

3.2.9. Cxema rest

UyBak TyJsieT, XaBaerT, CIUT.
[Toxa HOpMasIbHO HE paboTaerT.
®aiin: \gamedata\scripts\xr_rest.script

3.2.10. Cxema heli_hunter

XenuxaHTep MOKET CTPENATh MO0 HE CTPEINATH M0 BEPTOJIETY B 3aBUCUMOCTH OT YCJIOBHA. JlenaeTcs 3To
TakK:

[camper@bar freedom attack sniper 1]

path_walk = camper 1 walk

path_look = camper 1 look

on_info = {+bar freedom attack ecolog} camperl@bar freedom attack sniper 1
%=bar freedom_ angry actor%

meet talk enabled = true

meet_dialog = bar svoboda_dialog

heli_hunter = {-bar _ecolog crush heli_down} true, false

Ecnu pasbiie oBeppaiin xenuxanTepa MOHUMAIT TOJIBKO 3HaYeHus true oo false, To ceituac oH moHMMAaeT
KOHJIJIUCT, KOTOPBII €CITi BO3BPAIIAET true - TO CTpelib0a Mo BEPTOJIETY B IaHHOM cXeMe pa3pelieHa.

3.2.11. Patrol

Wtak, ecTb npenBaputenbHas cucremMa natpyis. [Ipeacrasnser coboit Bapuammio kamp Toapko B
COCTOSIHUM X01bObI. 151 ee pabOThI MPONKUCHIBAEM B KYCTOBOM JjaTe ClIeAyIOIIee:

[patrol]

path_walk = path walk

path_look = path look

*formation = back

*commander = true (Tuna Ha3HaYaT KOMaHIAPOM, JKEJIATEIBHO, YTOOBI TAKOW KPACUBBIN OH OBLIT OJIMH)

*move_type = 3aJjaeT U3HAYAIbHBIM PEKUM MEepEeMEIICHuUs, 110 yMoauaHuio patrol. Boobie, 3Hauenune
ATOTO TOJISl €CTh HAa3BaHUE XOJueii aHuManuu u3 state mgr lib

formation - ommMCHIBET CIIOCOO MOCTPOCHUS M HE SBIIETCS 00s3aTeIbHBIM. BO3MOXKHBI ciiemyromne
BApHUAHTHI:

back - MyXUKH UIYT 9yTh 1103311 KOMaHIMpa B ABa psiaa (110 YMOITYAHHUIO)

line - mepenra
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around - BOKpYr KOMaHIHpa
ITpu ocTaHOBKE KOMaH0pa B meet My>KUKH OCTaHABITUBAIOTCH.

Ecnu komanmop momupaet, To aBTOMaTUIECKU OyeT BeIOpaH aApyroit. KoMaHAMPOM CTaHOBUTCS TOT, KTO
nepBbIi nomai moa cxemy. CrocoObl MOCTPOCHHMS 33JAI0TCS B BEHTTOMHTAX CIEAYIOIIHMM 00pa3oM:

ret=0...2

0 - muHHsS

1 — Bokpyr crapiiero

2 — o 60kam

[Tpu nBmxeHNM KOMaHI0p paboTaeT kKak oObIYHBINA Walker ¥ CONTpOBOXKIAIOIINE €T0 KaJAPhl TOBTOPSIIOT €T0
neiictBusi. To ecTh, eciy B mapamMeTpax BEHIIOMHTA IPOMKUCAaHO a=assault, To KOMaHI0p MOMYHUTCS €
opyaueM yOuiicTBa Ha MepeBec, a OCTaJIbHbIE €r0 OTKOMUPYIOT.

Uro emie He clieaHO WIH TIIIOYUT:

- HET BO3MOKHOCTH aBTOMAaTHUYECKU MEPeCcTpouTh kKomaHay (HyxHo ot Lllypuka To, uyTo 3amucano B todo
JIUCTE)

- Bce UAyT Monda (korma Oyaetr MaHarep 06aek, TO clienaeMm)

- KOMaH0p TOKa HE OTJIaeT KOMaH/I (HET O3BYUYKH )

- HE PEKOMEH/IyeTCs BKJIIOYATh CIPUHT (TJIFOUUT)

3.3. Cekyuu.

3.3.1. Cekuusa combat

[Toka3siBaeT, uTo mpoucxoaut, korna NPC cpeiBaeTcst B OOH.
on_combat = combat

[combat]
on_info = %+info -info =func% >3ddexTrI, KOTOpBIE BBI3BIBAIOTCS HA KaXKI0M payHje 00sl.

JInst 3a1aHUs pa3InYIHBIX TUITIOB CKPUIITOBBIX 00EB IS pA3IMUHBIX CUTYAIIUH UCIIOJIB3YETCS MapamMeTp
combat _type.

B cnenyromem npumepe cTajakep Cpakaercs:

* I0-KeMIEePCKH, €CIIM Bpar=akTép U OH Janblie X METPOB
* I0-MOHOJIMTOBCKH, €CJIH JTF000# Bpar aanbiie Y METpoB
* YHaue - IBUKKOBBIA 001

[logic]
active = walker
on_combat = combat

[walker]
path walk = ...

[combat]
combat_type = {=fighting_actor =fighting_ge X meters} camper, {=fighting ge Y meters} monolith

[IprMep Takoi GpyHKIMK: HAM HAI0 YTOOBI HA PACcCTOSHHUH CBbIIe 20 METPOB NPC MEePEeXoaui Obl B
KEMIIEpCKUI KoMOarT.
function fighting_dist _ge 20(actor, npc)
return db.storage[npc:id()].enemy:position():distance to ( npc:position() ) >= 400
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end
400 — s10 20 . [prMeyaHue — MBI MUIIEM KBAJIPAT HY)KHOIO HAM PACCTOSHHMSA, JJIsl SKOHOMHHU
CUCTEMHBIX PECYPCOB.

Emé oqun npumep. Crankep XOIUT MO CUMYJISIIMEH, HO Y HEero 00il He IBI)KKOBBIM, a BCeTIa
30MOMPOBaHBIN:

[logic]
active = nil
on_combat = combat

[combat]
combat_type = zombied

Ecnu B pa3HbIX CeKIMIX Ui IEpCOHaxka TPEOYIOTCS pa3Hble TUIBI 00s WM pa3HbIe YCIOBUS, TO
MOKHO BOCIIOJIB30BaThCs OBeppaiiiom combat type.

[TomuuTE: OBEppaiin Beeraa OyAeT MepeKphIBaTh HACTPOIKY B ceKiuu combat. T.e., ecnu y Bac joruka
Ha 5 CeKUMH U B YETHIPEX HYKEH KEeMIIEPCKUI KOMOAT, a B MATOM MOHOJIUTOBCKHA, TO MOXHO 33/1aTh TaK:

[logic]

active = walkerl
on_combat = combat
[walkerl]

'[.\;valker2]

'[.\;valker3]

'[.\;valker4]

'[.\;valkerS]

&mbat_type = monolith
[combat]

combat type = camper
(scheme - 3amaer Tun 605 (monolith, camper, zombied), nHaye - yHUBEpcaNbHbINH O0M)

disable combat_handler — ¢pyHkms OTKITIO9arOIIas ceKuo combat.
®aiin: \gamedata\scripts\xr combat.script

3.3.2 Cekuunna death

Cxema mokasbIBaeT, 4To mpoucxoaut npu cmeptu NPC.
on_death = death

[death]

on_info = %+info -info =func%
@aiin: \gamedata\scripts\xr_death.script
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3.3.3. Cekuus hit

CxeMa NOKa3bIBaeT, YTO MPOUCXOAUT MpH, HaHeceHun noBpexaeHuss NPC. on_hit HE
CPABATBIBAET Ha 3ByK BbICTpea, TOJbKO Ha OMAaJaHue MO CTalKepy! ITo clesiaHo, MOTOMY 4TO
BBICTPEJ B BO3yX B O0IIEM CiIydae He JOJDKEH BOCIIPUHUMATHCS KaK arrpeccusi (MIpoK OTCTPEIUBAET,
CKa)keM, co0aK, a Ha HETO CPhIBACTCS OXpaHa).

on_hit = hit

[hit]
on_info = %+info -info =func%

®aiin: \gamedata\scripts\xr hit.script

3.3.4. Cekuma actor_dialogs

[Toka3piBaeT, Kakue TUAIOTH OYIyT HOCTYIHBI WM HEAOCTYIHBI UTPOKY MpH pasroope ¢ 3Tum NPC.
[TumeTcst mpakTUYeCcKH B J000i cxeme.
actor dialogs = actor dialogs

[actor dialogs]
id = JOCTyIHBIE TUAJIOTH Yepe3 3arATyIo.

disable = 3anpenieHHbIC TUATIOTH, TOXKE YEpe3 3arATyIO.
@aiin: \gamedata\scripts\xr_meet.script

3.3.5. Cekuusa use

Cxema mokas3bIBaeT, 4TO MPOU30MIET, €ciu Urpok r3uetr NPC.
on_use = use

[use]
on_info = %+info -info =func%

@aiin: \gamedata\scripts\xr_use.script

3.3.6. Cekuma combat_ignore

Ecmu NPC B 3101 cXeme TO OH, HE IepeXxouT B 00eBoi pexuM. B mo0oit apyroit cxeme:

[walker]

combat_ignore cond = {+info —info =func !func} — ycnoBust 11 urHopupoBanus 00s (€CiIM HATUCATh
always, TO B JaHHOH CXeMe UTPOK OyJeT UTHOPUPOBATh OO0 BCera, MoKa He MeperIeT B CXemy, re 00 He
UTHOPUpYETCS).

B cxeMe HEeT TONOJHUTEIBHBIX TTOJICH
[walker]
combat _ignore = combat ignore

[combat ignore]

OyHKINH, UCTIONIb3YEMbIE JJIs1 pabOTHI C KOHAJIMCTOM KOMOAT UTHOpa:
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fighting_dist _ge 20 -- Tekymuii Bpar Ha pacCTOSIHUM OOJIbIIe UK paBHOM 20M
fighting_dist ge(paccTtosiHre B MeTpax) — yHUBepcanbHas (yHKIMS 1Jis1 combat ignore, mpoBepka
paccTosiHUS JJIst HTPOKa

fighting_actor -- Tekymuii Bpar aktép?
check fighting -- mpoBepka (1o story id) Toro, 4TO HaIllMM BParoM €CTh XOTsI ObI KOTO-TO OIMH U3
CTIHCKa

®aiin: \gamedata\scripts\xr _combat_ignore.script

3.3.7. Cekuunna dont_spawn_character_supplies

Ecnu npornmcats 3Ty CeKIMIO B KACTOM JIaTy TIEPCOHAXKY, TO y HETO BHYTPH HE 3aCTIaBHUTHCS CTAHJAPTHBIN
Habop Oapaxia, NpONUCaHHBIHN B Ipoduie.

[dont_spawn_character supplies]

3.3.8. Cekumnsa no_smart

Ecnu mpomnucana sta cexius, To npc He OepeTcs Mo CMapTTeppeiH JaKe €ClId OH MOXOAMT M0 BCEM
napameTpam.
[no_smart]

3.3.9. Cekuusa treshhold

EcTb BO3MOXXHOCTh H3MEHSTH Y CTAJIKEPOB ITAPaMETPhI, M0 KOTOPHIM OHU aTaKyFOT MOHCTPOB. DTHX
napaMmerpa Jipa:

max_ignore monster distance (B qaHHbIIM MOMEHT nedont 15 metpoB). Ctankep OyneT Bceraa
ATaKOBATb MOHCTPOB, KOTOPBIC HAXOAATCSA BHYTPpU JaHHOI'O paanyca.

ignore_monstre threshold (B nanubiit MomenT aedoat 0). [Tapamerp ot 0 1o 1. Ecimu pyHKIMs onieHKH
MOHCTpa HIDKE, YeM ITOT MapaMeTp, U MOHCTP HaXOTUTCS 3a MpeesiaMy BhIIICyKa3aHHOTO paanyca - OH
Oynet arakoBaH. B JaHHBIIT MOMEHT BCe HACTPOCHO TaK, YTO CTAJIKEPHI BOOOIIE HE aTaKyI0T MOHCTPOB
HaxOJAIIMXCS Jaybliie 4eM 15 MeTpoB OT HUX.

B cekuuu noruku 1u0o B TEKyIIEH CXeMe YKa3bIBaeTe:
threshold = threshold@tratata

[threshold@tratata]

max_ignore distance = <number>

ignore_monster = <number>

Bropoit napamertp cienyer menats OYEHD octopoxHo.

3.3.10. Danger

Hactpolika MOXeT 3a1aBaThCs TOJIBKO B KAKOW-TO CXEME, HaPUMED:

[walker]
danger = danger condition
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[danger condition]

ignore distance = 50 (paccTrosiHre yKa3bIBaeTCsl B METPax)
ignore distance grenade =

ignore distance corpse =

ignore distance hit =

ignore distance sound =

MoKHO TaKXke YKa3bIBaTb BPCMs OXKUAAHUA OJId JCHIKECpPA B 3aBUCUMOCTHU OT THIIA:

danger inertion time grenade =
danger inertion time corpse =
danger inertion time hit =
danger inertion time sound =

JledonToBble HACTPOUKHU:

danger inertion time grenade = 20000
danger inertion_time corpse = 10000
danger inertion time hit = 60000
danger inertion _time sound = 15000

NB!!Taxxe 3T1 HACTPOMKHU TeNeph PACIPOCTPAHIIOTCA U Ha cxeMy kemiiepa. To ecTp B HacTpouKax
KeMmrepa nepecrano padorars none danger radius. Tenepb naHHbIe OepyTCsl U3 CEKIMU JCHKepa COTIACHO
0OIIUX MPaBHIL.

Anroputm paboThl Takoii: CriepBa MpoOBEPSIETCsl, YTO PACCTOSTHUE JI0 OMACHOCTU HE OTCEKAeTCsl 0

ignore danger. Ecnu onacHOCTB OJIMKeE, TO TOT/Ia aHAIM3UPYETCS €€ THIL, U IPOBEPSIETCS 110
COOTBECTBYIOILIEMY JIaHHOMY THUITY paccTOsiHUIO. Eciu onacHOCTh OiinKe - Tora pa3peniaeTcsl peakius Ha
Hee.

B naHHBII MOMEHT YCTaHOBIICHBI CJICAYIOIIHNE AS(ONTHI:

ignore_distance = 50

ignore distance grenade = 15
ignore_distance corpse = 10
ignore distance hit =50
ignore distance sound = 50

NB: ecnu Ha/10, YTOOBI B Pa3HBIX CIIyYasix CTAJIKEp UTHOPUPOBAI Pa3HbIC TUIIBI JAHKEPOB, CO3/1aETCS
HECKOJIbKO cekmuii mamkepa danger condition@]1, danger condition(@?2 u Tak nanee.

* danger expiration_time = Yepes CKOJIBKO BPeMEHH JICHKEP TepecTaHeT ObITh aKyTaIbHBIM.
Hedont 5000 mc.

* danger inertion_time = Yepe3 ckoIbKO BpeMEHHU MEPCOHAXK 3a0yAeT Mpo JACHKEp, Ha KOTOPBIN OH
orpearuposai. ledonr 10000 mc.

3.3.11. bauku u3 cknena (Uctopumn y Koctpa)

W3 HOBOTO: Temepsk arepsi aBTOMaTUYECKH paccKa3blBaTh HCTOPUH HE OymyT. JIJist 3TOro BbI JOIKHBI
TOT'0 WJIM MHOTO CTajikepa "Hay4yuTh" UCTOPHUH.
Jenaercs 3TO Tak: B KACTOM JIaT€ MUILIETCS CEKIIUS:

[game info]
stories = "story 01, legend 01"
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B kaBpIuKax CIMCOK UCTOPHI U JIETeH] uepe3 3amaTyro. [Ioka 4To CymecTByIOT Ciie1yrone HCTOPUU
U JIETE€HbI:

story 01 - ['panuna 30HbI ¥ rpaHaTa 3a 1 neicTaue.

story 02 - [Ipo TpaMIUIMH U PO KaMEUIKU

story 03 - IIpo To kak rpynna BuisHOBa BEpHYJIach

story 04 - ITpo to xak Koctst @enopun HaTKHYyINCS Ha apTeakT u mporai Ha paaape.
story 05 - [Ipo TO Kak 1yxMaHaMm C KOHTPOJIEPOM CTPaKaThCA.

story 06 - [Ipo aBepity, BOAKY 1 U30YyIIKY.

legend 01 - IIpo axcriepumeHT B 30HE, KOTOPHIN MPOU3BOIAT HHOIIAHETSIHE.
legend 02 - O6 0co60 3acekpeveHHBIX J1ab0paTOpUsIX B 30HE.

legend 03 - Jlerenma o mpoBOHUKE

legend 04 - Jlerenna o TEMHOM CTaJIKepe

legend 05 - Jlerenaa o Tom 4To T71y00KO B 30HE CIIaTh HEJIB3SI.

O TOM KaKue UCTOPHH U JIeTe/Ibl B KAKOM JIarepe Ha KakOM YPOBHSI MOYKHO M HEJIb3s F03aTh Y3HABATh O
[Tpoda.

3.3.12. dont_spawn_loot

Bcesikoro pona croskeTHbIE MEPCOHAKU KOTOPBIE JOJKHBI OBITh ITyCTHIMU TIOCJIE CMEPTH (Hanpumep
paHEHHBIE WU TUICHHBIC) OKa3bIBAIOTCS HE MYyCTHIMU. UTOOBI 3TO UCTIPAaBUTHh HEOOXOAUMO B KACTOM JaTe
MepPCOHaXKa MPOIUCATh CEKITUIO
[dont spawn loot]

3.4. Oseppaliosbi:

Hactpoiiku, KoTOpble MEHSIOT MOBEJIEHHE OOIUX CXEM, B 3aBUCUMOCTH OT aKTUBHOM B JTAHHBII

MOMEHT OOBIYHOM CXEMbI (BCE OHU HEOOS3aTEIIHHBI)

*meet_enabled = true (3amyckaer cxemy BCTPEUH)

*meet talk enabled = true (B AeHCTBYIONIYIO CXeMy MOBEICHUS T0OABIISIET BO3MOXKHOCTD JTUAJIOTA)

*meet_dialog = <Ha3BaHue amanora>, KOTOPBIA OYAET 3aMMyIICH MPH F03¢€.

*meet_state = <Ha3BaHUE COCTOSHHS™> OH ONPEACISICT, B KAKOM COCTOSIHUU OY/IeT HaXOIUThCS
MEPCOHAX, €CJIN OTKPBUIOCH JUAJIOTOBOE OKHO OOIICHHUSI M TOPTOBJIH

*wounded enabled = true (Bkitouaer NPC BO3MOKHOCTB HUCITOJIB30BATh CXEMY PAHEHOTO)

*combat_ignore cond = cM. BbIIIe

*combat ignore keep when attacked = true (urpox npoommkaeT UrHOpUPOBaATH OO, JTaXkKe eCIIN B
Hero crpemsitoT — TOJIBKO B CJIVUAE CTPEJIBBBI UTPOKA!!!!)

*combat type = {ycmoBue} scheme - Tur 600s1 KOTOPBIM Oy/IET MOJIB30BATHCS NPC U3 TAHHON CXEMBbI

*on_combat = cM. BbIIIE

*companion_enabled = true (cBOOOIHOXOSIINE CTANKEPBI MOT'YT HAHUMATHCS KaK KOMIIAHbOHBI (B
OyayieM oHu OyayT OpaTh 3a 3TO JIEHBIH)).

*{nvulnerable = true (DejlaeT nepcoHaxa HeYySA3BUMEBM) .

3.5. CxeMbI 051t MOHCMpOS

3.5.1. Cxema mob_walker.
PaGoraer ananornyno cxeme oobrunoro walker. Ho ects HexkoTopble oTiuuus

dnarn IMyTU OBUXKXCHUA
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s=3BykoBas_cxema (idle, eat, attack, attack hit, take damage, die, threaten, steal, panic, growling) c -
WITH JaJibIlie B IPUCSC T - Aaibllle OekaTh sig=signal name - ycTaHOBHUTH 3aJaHHBIN cUrHAT 11 Xr_logic

®naru myTH 0630pa:
t=BpeMs_MCEK - BpeMsi B MIUITUCEKYH/IaX, KOTOPOE HYKHO XJ/IaTh, CMOTPS B TOUKY a=anim_set - aHUMaIus
(stand idle, sit_idle, lie idle, eat, sleep, rest, attack, look around, turn)

B customdata nepconaka 3anmaiite (* oTMeueHbI 00s3aTeIbHBIE TIOJIA):

[walker]

path_walk = myTs nepemernieHus

path_look = mytb 0630pa

*no_reset = true/false - He cOpachIBaTh action MpeabIAYyIIEH CXEMBI (€CIH HY)KHO COXPaHUTh,
Harpumep, 3ByK). [lo ymonuanuto false.

*actor_friendly = true/false - MOHCTp HUKOTJa IEPBBIM HE HAIJAET HA UTPOKA, HO €CIIA UTPOK XOTh
pa3 aTakyeT MOHCTpa - 3TOT PEKUM HaBcerja oTkimtouutcs. [lo ymomuanmro false.

*npc_friendly = true/false - MOHCTp HUKOT/1a IEPBBIM HE HAMAECT HA IPYroro MOHCTpA (Jaxe
BpaKAeOHOT0).

*friendly = true/false - MOHCTp He HamagaeT HU Ha UTPOKA, HX HA MOHCTPOB. B ciyuae arpeccun ¢ ux
CTOPOHBI, HE 3alIOMHHAET WX KaK BParoB M OCTaeTCs APYKECTBEHHBIM KO BceM. [1o ymomyanmro false.

®aiin: \gamedata\scripts\mob walker.script

Y KpOBOCOCOCOB MOKHO YIIPABIISATH HEBHIUMOCTBIO:
[mob_walker]

state = vis

WA

state = invis

3agaeT 3HAYCHUE M0 YMOJIYAHHUIO.

Taxoke B prarax walk mytu mob_walker-a M0o>xHO HCTIOTB30BaTh (I1aXKOK b
(behaviour) ¢ Temu ke mapameTpamu:

wp00|b=vis

wp00/b=invis

3.5.2. Cxema mob_eluder

MoHCTp nepemMeniaeTcs o TOYKaM MaTpyJibHOTO MyTH (HE YYUTHIBAs CBSI3M MEXKy TOUKaMH), AepP>Kach
Ha PacCTOSIHUU OT UTPOKa, IPU 3TOM IPUAEP>KUBASACH CBOETO IyTH, BBIXOJIS U3 IO/ CXEMBI IIPU CIIUIIKOM
OIM3KOM MPHOIMKEHUN K UTPOKY, U BO3Bpallasch 00paTHO, KOTJa PaCCTOSIHUE YBEIHMYUTHCS.

path = ... pabotaeT kak oObruHO path walk. HaGop Touek marpynbHOTO ImMyTH.

*Time capture = .... (BpeMs B CEKyHJax) BpeMsi, KOTOPOE MOHCTP HaXOJUTCS MOJ] 3TOW CXEMOM.
Default — 10.

*Time release = .... (BpeMsl B CEKyHJaX) BpeMsi, KOTOPOE€ MOHCTP HaXOJIUTCA IM0J1 YHUBEPCAIbHOM
cxemoit. Default — 10.

*Min_dist = .... (paccTosiHUE B METpax, €CIIM PACCTOSTHHE JI0 Bpara MEHbIIIE 3TOT0, TO OH NEPEXOAUT
oJ1 yHUBEpcaabHy0 cxemy). Default — 5.

*Max_dist = .... (paccTosiHHE B METpax, €CIU PAaCCTOSIHUE J0 Bpara 00JbIIe 3TOT0, TO OH MEPEXOIUT
nox eluder). Default - 10

3amevanue — paboTaeT HECTaOMIBHO.

daiin: \gamedata\scripts\mob eluder.script

3.5.3. Cxema mob_remark
PeMapKOBaH CXCMa, TOJIBKO HE JIA CTAJIKCPOB, a JAJIsI MOHCTPOB.

*state = crierpUECKOe COCTOSHUE TaHHOTO KOHKPETHOT'O MOHCTpa (11 KPOBOCOCOB - HEBUMMOCTD)
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*dialog_cond = {+info, =func, -info, !func} ycioBus 1t OTKpbITHS OKHA JHajora
*anim = aHUMaIMU MOHCTPA, MEPEUUCIISTIOTCS YePe3 3aIsTYIO.

*anim.head = aHuMaIK roJ0BEI MOHCTPA, YEPE3 3AMATYIO MIEPEUUCIIAIOTCS

*tip = KaKO# 3HAYOK MOJICBETUTCS, IIPU HABEICHUH HAa HETO Kypcopa

*snd = kaKkoif 3ByK U3JacT

*time = BpeMsi IPOUTPHIBAHHS aHUMAIINH, HCIIOJIB3YETCS TOIBKO JIJIST OTIIAIKH.
daiin \gamedata\scripts\mob_remark.script

Ha s10ii cxeme caemnan Toproseil.

3.5.4. Cxema mob_combat, mob_death

PaboTaroT TOYHO TaKke KakK U y CTaJIKEPOB COOTBETCTBYIOIINE CXEMBI.
daiinel: \gamedata\scripts\mob_combat.script, \gamedata\scripts\mob_death.script

3.5.6 Cxema mob_jump (MOHCTpP-NPYXUHKA)

Cxema mob_jump. Tenepb mob_jump CIy>kKuT A7 3a1aHUSI IPHIKKOB MOHCTPOB 0€3 Kakux MO0
HPOBEPOK M OTPaHUUYCHUH (PACCTOSIHUE, YIIIBI U T.A.). YKa3bIBACTCS MO3UIHUS C TOMOIIBIO MATPYJIEHOTO
MYTH, CMEIIEHUE OTHOCUTEIBHO 3TOM MO3UIKHU U (pu3nUecKuii (pakTop mphIKKa.

IIpumep:

[logic]
active = mob_jump

[mob jump]

path_jump = path
ph_jump factor =2.8
offset =0,10,0
on_signal = jumped | nil

path_jump — myTh, C MOMOIIBIO KOTOPOT'O MBI 3371aeM | IIeJIeBYI0 TOUKY MPBDKKA (C HYJIEBBIM
uHIeKcoM). PeanbHas Touka yunTeiBaeT nosunuio path jump[0] + cmemenue, 3aganHoe ¢ momonibio offset.

offset — cMmeleHne No ocsAM X,y,Z COOTBETCTBEHHO, € TIOMOIIBI0 KOTOPOTO 33Ja€TCsl peanbHas TOUYKa B
IIPOCTPAHCTBE (MOYKET HE HAXOUTCS HA au-HOJE).

ph_jump_factor - BiusieT Ha BpeMs pbbKKa. BU3yaabHO C TOMOIIBIO HETO 3a7aeTCsl KpUBU3HA
TpaekTopuu mnosiéra. Yem oH Ooibliie, TEM NPBDKOK 0oJiee OCTPBIN, ObICTpHIH (MeHbIIe 1yra). C TOMOIIBI0
JAHHOM CXEMbI MOKHO JIeJIaTh: NEPENPhITMBaHUE CO 3/1aHUs Ha 3[JaHKE, BHIIPHITMBAHUE U3 OKHA,
nepenpbhIruBaHNe BHICOKUX OTpakaeHui u ap. JledontHoe 3Hauenue = 1,8

IIpumeuanue:

dakTUYECKH MOb_jump - 3TO HE COCTOSIHUE, a pa3oBoe AeiicTBue. [Ipu mepexoae B HET0O MOHCTP
pa3BopaunBaeTCsa B CTOPOHY MPBDKKA U MpBITaeT, mogHuMas currai jumped. T.e. "on_signal = jumped |
UMs_cxeMbl_uiu_nil" — sBisieTcst 00s13aTebHBIM MMAPaMETPOM B CXEME, UTOOBI 3HATH KyJ1a MEPEXOIUTh
JaIbIIe.

[Tpu BBIOOpE MO3UITMU UCTIOJIB3YETCS TIEpBasi TOUKA MaTpyabHOTo myTH (0-BOM WHIEKC)

3.5.7. Mob_camp

MexaHuka:

1. Cuaut Ha MO3ULIMHA, CMOTPUT B TOUKY

2. MoxHO 3a7aTh HECKOJIBKO MO3UIUN U BPEMsI CMEHBI TTO3UIUH.

3. [lepemMemaeTcst MKy MO3HIUSIMU OETOM

4. ITpu Buze Bpara nepexouT Mol YHUBEPCAIbHYIO cXeMy (KoMOaT/aHuKa U T.J)

5. 3agaroTcss MUHMMAaJbHAs U MaKCUMaJIbHAsl TUCTAHIIMKU OT Bpara J0 TeKyIlel camp-no3UuLliu
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6. Eciin Bpar yxoIuT JaJeKo - MOHCTP BO3BPAILIAETCs HA MTO3ULIUIO

HUcnons3oBanmue:

[logic]
active = mob_camp

[mob camp]

path_look = way look

path_home = way home

time change point = 30000

home min_radius =20

home max_radius = 50

skip transfer enemy — ecnu mpomnucaTh B KACTOM JaTy, TO MOHCTp HE OyJeT IpUHUMATh Bpara oT
APYLINX MOHCTPOB, €CIIU €r0 YBUAUT (U1 ATOTO HY)KHO BCEX MOHCTPOB B pa3HbIE group pa3HEeCTH)

Onucanue napameTposB:

*path_home - myTbh, cocTOSIIIMI W3 TOUEK, B KOTOPBIX OYJIET HAXOIUTHCS MOHCTP

path_look - myTb, cocTOSsIIIMIA U3 TOYEK, B KOTOPBIE OyJET CMOTPETh MOHCTP

*time change point - Bpemsi u3MeHeHHUs TeKymel camp-touku (mo-ymosrdanuto10000), mc

* home min_radius - MUHUMAaNBHBIN palyc OT Bpara J0 camp-ToukH (mo-ymonganuio 30), M

* home max_radius - MakKCUMaBHBIA paguyc OT Bpara 10 camp-Touku (1mo-ymondanuio 40), m

OcobenHocru:

MUHUMAaNBHBIA 1 MAKCUMAJIBHBIA paguyc HEOOXOIUMBI JJIs1 MTHOPUPOBAHUS Bpara, €Clid OH yoexa
JaJeKO | JJIs BO3BpaTa Ha TEKYUIYIO TO3UINIO. Y YUTHIBACTCS AUCTAHIMA OT Bpara 10 TeKyIIeH MO3UINH.
Ecnu nucrannus menbiie home min radius - aTakyem Bpara, IIOKa Bpar He MCUE3HEeT WU TUCTAHIIUS He
Oynet 6ombiie home max radius.

JlBe mucTaHIMM HEOOXOAUMBI JJIsl TOTO, YTOOBI M30€XKaTh CUTYalluH, KOTAa UTPOK CTOUT Ha TpaHHIIe
paauyca IeHCTBHS M BXOAUT/BBIXOAUT B 30HY M MOHCTp O€raeT TO B CBOIO camp-TIO3UIIMIO, TO Ha Bpara.

Br16op Texy1iel mo3uuu NpoU3BOAUTCS CIIydailHBIM 00pa3oM
Nunekcel Touek mytu 1yt path home u path look momkHBI coBnagaTh (T.€. MOHCTP CUIUT BO BTOPOM
Touke path_home u cMoTpuT Bo BTOpYI0o Touky path look)

EnuncTBEeHHBIM HEOOXOAUMBIM ITapaMeTpoM siBisiercs path _look
Ecnu He ycranosnen path_home, B kauecTBe KeMIEpPCKOH TOUKHM yUUTHIBACTCS MO3UIMS U HO/A
00BEKTa Ha CIlayHe.

J11st TOro 4ToOBl MOHCTP CMOTPEI B pa3HbIe TOUKU Ha KeMIIep-1mo3uluy, path look MoxeT cocTosTh u3
HECKOJIBKUX TOYEK.

O0s3arenbHbIE TPEOOBAHUS:

home min radius < home max radius

KonudectBo Todek myteit path look u path home nomxHO ObITH paBHBIM

P.S. Mob_Camp M0HO HCHIOJIH30BATh KaK aJIbTEPHATHBY K MOHCTPaM I10/1 PECTPUKTOPAMHU

3.5.8. Mob_home

Cxema sBiIsIeTCs eMI€ OJHUM PEIICHUEM TI0 3aMEHE PECTPUKTOPOB. PEKOMEHIyI0 BCE CIEAYIONTIE
ryJard MOHCTPOB JieJiaTh Ha mob_home, a cTapbie Tynaru nmocTeneHHo NepeBouTh, Ha mob home. Y koro
PECTPUKTOPHI padOTAIOT XOPOIIO U KPACHBO, UX MOKHO HE TPOTaTh.

IIpumep:

[mob home]
path_home = pathl
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home min_radius = 10
home max radius =30
aggressive_home - B Ha3HAYEHHYIO TOuKy path _home mMoHCTpHI OeryT a He HIyT.

Onwucanue:

MoHCTpBI AepKaTcs BOKpYT Todek myT path home. B atake OpocaroTcst Ha Bpara, €ciiu Bpar BHYTpH
home min paagunyca, uHaye npstayrest B ykpoeiTus. OTCroAa cieayeT, yTo home min -paguyc skenaTenbHo
JieNaTh TaKUM, 4TOObI BHUTPHU ObLIO TOCTAaTOYHO KaBepoB. B aliye Toxxe 00bIYHO pacXOAsTCs 10 KaBepam.
Home max paamnyc cienaH 1o NpuHUUIY OOIBIIOTO PECTPUKTEPA B CXEME «THE3I0N.

Jlo6aBneHa BO3MOXKHOCTh 3a/IaHUsI MUHUMAJIHOTO M MAaKCHMAJIBHOTO PainycoB JUIs cxeMbl mob _home B
(dnarax nepsoit Touku myTH (path _home). [{ns aToro BBeaeHs! (uiaru minr 1 maxr. B cimydae, eciu pagnycsl
3aJaHbl U B CCKIIUU U BO q)narax, TO 3HAYCHUC paanyca GCpeTCH U3 CCKIIHUM. Ecnu ne 3aJaHO HU TaM, HU TaM,
TO 6epytcs aedontubie 3HaueHus 20 u 40 COOTBETCTBEHHO.

3.5.9. Mob_fake_death

[MosiBumack cxema mob_fake death mist 3oM6u. HeoOxoaumo st CIICHOK, KOTIa UTPOK UIET, @ BOKPYT HETO
HAYMHAIOT [TOJTHUMATHCS 30MOHU...
Ucnosnb3oBanue:

[logic]
active = mob_fake death

[mob fake death]
on_actor dist le =5 |nil

ITpu BXOz€e B cxeMy 30MOM NaJlaeT, PU BBIXOJIE U3 CXEMbI BCTAET.

3.6. OeeppalidbI 05151 MOHCMPOSB:

actor_friendly = ecnu true, To MOHCTp HE aTaKyeT akTepa, A0 MEePBOU aTaKU HA HETO

npc_friendly = eciu true, To MOHCTp HE aTaKyeT CTAIKEPOB U MOHCTPOB, /10 TIEPBOM aTaKH Ha HETO
friendly = ecnu true, To MOHCTp HE aTaKyeT HUKOTO J0 MEPBOW aTaKH HA HETO

braindead = ecnu true, TO MOHCTP HTHOPHUPYET JIFOOBIC aTaKH.

Cekuu JjIst MOHCTPOB
[mob_death], [mob_hit]

3.7. Cekyusi spawner

Orta cexuus, KoTopas npucyrcTByeT kak y NPC, Tak 1 y MOHCTPOB, CIIaBHUT UX I10 OIPENEICHHOMY
YCJIOBHIO (BBIBOJUT B OHJIAiH). {715l TOro, 4TOOBI OHHM MOSBIJIMCH B JaHHOW TOYKE, UM HAJI0 IOCTABUThH B
Hactpoiikax B Level editor ¢maxkok no_move _in_offline u orkirouen can_switch _offline. CiaBHep
HPOIKCHIBACTCS B KACTOM JaTy 00BEeKTa mepej cekiuei logic

Paboraer spawner ciieyromumm oopa3om:

[spawner]
cond = {+info -info =func !func}

HpI/IMe‘{aHI/Ie. Ecmmn YCJIOBUA CIIaBHA HE 6y,I[eT BBINIOJIHATBHCA, TO 00BEKT HE 3aCIIaBHUTBCA, a €CJIN OH

3aCIaBHUJICS M YCJIOBHE TIEPECTACT BBHITIOJIHATHCS, TO 00BEKT Oy/IeT CIIaBHEPOM yBesieH B o daifH.
[Tpumep:
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[spawner]
cond = {=is_day}
(0OBEeKT 3aCIaBHUTHCS THEM U yHET B opdiiaitH HOUBIO)

[Tocne Toro, kak 0OBEKT 3aCTIaBHUIICS, €T0 OepeT Mol ynpasieHue ckpunt Logic

3.7.1. CnaBH MOHCTPOB AHEBHbIX U HOYHbIX.

[spawner]

cond = {=is_day} — cmaBHUTH MOHCTpa TOJILKO JTHEM (€CJIM Ha/l0 HOYbIO, TO TiueM {!is_day})

check distance = true — nmpoBepka Ha HaJIMYHUE MIEPCOHANKA PSAIOM.

min_distance = 100 — eciit urpok OJMKe yKa3aHHOW JUCTAHIIMN, TO MOHCTpP HE 3aCMIaBHUTHCS (110
nedonrty 150 MeTpoB, HO Ha CAaMOM JIeJIe 3TO MHOTO).

3.7.2. CnaBH npeamMeTa B OObLEKT

®DyHKIMS criayHa 00beKTa B 00BEKT
=spawn_object in(ums npeaMeTa:uMs crayHa)
=spawn_object_in(wpn_ak74:esc_story box)

3.8. Ckpunm logic

NB: ecnu x0oTHTE 3aCaBHUTH Y NPC YTO-TO U3 Bellel u3 custom data, To onucaHue TOro, Kak 3To
nenaercst HaxoauTes: B O01el yacTu B HaCTpoiike npoduiel nepcoHaxen (ToabKO Ter supplies nmucaTts He
Hajo!)

Ckpunr logic ynpaBiseT NepekIIIOYeHUEM CXEM.
B customdata ro60oro nmepconaxa (kpomMe CBOOOIHBIX ) JIOJKHA PUCYTCTBOBATH ceKius [logic].

OyHKIMH, HA KOTOPBIE CChUTAeTCs CeKIUs [logic] TOIKHBI HAXOTUTCS B
¢aitnax \gamedata\scripts\xr_effects.script unm \gamedata\scripts\xr _conditions.script.

B cexnmu 10KHO IPUCYTCTBOBATH OJTHO U3 TIOJICH:
active = akTHBHAasI CXeMa, 3aITyCKaIOIIasiCsl IEPBOH.
cfg =wums_ltx_daiina_c_HacTpolikamu

Ecnu 3amano none cfg, To B kKauecTBe HACTPOCK MEpPCOHaXKa OyIeT UCIOIB30BAHO COICPIKUMOE
yKa3zaHHOTO (aiina.
[Tpumep. Hactpoiiku npoctoro walker-a:

[logic]
active = walker

[walker]
path_walk = walk1
path_look = look1

[TepexmroueHne cXeM BBITIOTHSIETCS C IOMOIIBIO JOMOJIHUTEBHBIX YCIIOBUH cXeMbI logic, KOTophIe
MIPOIUCHIBAIOTCS B CEKIMH TEKYIIEeH akTUBHON cxeMbl. CyIIeCTBYIOT CIEAYIOIINE YCIOBUS MEPEKIIOUCHUS:

CHHCOK JOCTYITHBIX CXEM MEePEUNCIICH B IITaBE CXEMBI.

[Tpumeuanue: ecnu logic mepekoyaeT MEXKIy HECKOJIBKUMH OJHOMMEHHBIMU CXeMaMH (HampuMep
HeckonbkuMu walker), To nx MmoxxHO HymepoBath (walkerl, walker2) wiu uepes (@ naBatb Oosee
nHdopmaTuBHbIe Ha3BaHus walker@day, walker@alarm u T.1.
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on_actor_dist le = number | scheme - nucrannus 10 urpoka <= number

on_actor_dist le nvis = number | scheme - aucranmnus 10 urpoka <= number 0e3 MPOBEPKU HA
BUUMOCTh

on_actor dist ge = number | scheme - eciu nucTanys 10 UTpoka > number

on_actor_dist ge nvis = number | scheme - ecru AucTanIus 10 UTpoka > number 0e3 MPOBEPKU Ha
BHIUMOCTb

on_signal = signal | scheme - cpabGaTsiBaeT mo npuxoay curHaia signal ot TeKyIeil akTHBHOM CXEMbI

on_info = scheme - cpabGaTeiBaeT Bceraa

on_timer = msec | scheme - cpabaTeIBaeT uepe3 msec MC MOCIIe BKIIOYCHUS CXEMBI

on_game_timer = sec| scheme — cpabaTbIiBaeT 4epe3 sec CeKyH/T MTPOBOTO BPEMEHH, MTOCIIE BKITIOUEHUS
CXEMBI

on_actor _in_zone = restrictor name | scheme — ecnu aktep B 30He, (YKa3bIBa€TCs UMsI PECTPUKTOPA)

on_actor_not_in_zone = restrictor name | scheme — eciiu aktep He B 30He, (YKa3bIBACTCS UM
PECTPUKTOPA)

on_npc_in_zone = npc_story id | restrictor name | scheme — eciiu NPC B 30He, yka3wiBaetcs story id
NPC, u ums pectpukTopa

on_npc_not_in_zone =npc_story id | restrictor name | scheme - eciiu NPC He B 30He, yka3biBaeTcs
story_id NPC, u ums pectpukrtopa

on_actor inside = scheme - 30Ha rpoBepsieT, HAXOAUTCS JIM UTPOK BHYTPH HEe

on_actor_outside = scheme - 30Ha npoBepsieT, HAXOAUTCS JIM UTPOK 32 €€ TIpeeIaMu

NB: ¢ 100bIMHU M3 BBIIIETIEPEYMCICHHBIX TAPAMETPOB MOKHO PabOTaTh CCIYIOIIUM 00pa3oM:
on_info={....} %...%

on_info2 = {....} %...%

on_info3 = {...} %...%

M TaK JaJICC 10 NOCHMHCHUA

a TaKKC yCJIOBUA AJId MCPCKITOYCHNA Ha OIMMCAHHLBIC BBIIIC CCKIIUU.
combat_ignore cond =

on hit=

on_death =

on_combat =

on_use =

3.8.1. CuHTakcuc ckpunta Logic

[Tpumep: s Toro, 4TOOBI MepcoHaXX Xoar 1o myTy walk1, a mpu nmpubIMKEHUN UTPOKa Ha
JTUCTAHIMIO 5 METPOB, Mepekioyacs Ha myTh walk2 (HO TOJIBKO MpH yCIOBUH, YTO OH BUAUT UTPOKA),
HY>KHO HAaIlMCaTh CJIETYIOIIee:

[logic]
active = walkerl

[walkerl]

path walk = walk1

path_look = look1
on_actor dist le =5 | walker2

[walker2]
path_walk = walk2
path_look = look2

Brime paccmotpeno 6e3ycinoBHOe niepekiodeHue cekuuid. [lepen nmenem cekuu B GUTYPHBIX
c1<061<ax {} MOZKHO 3a/1aBaThb JOIMOJIHUTCIIBHLIC YCIIOBUS, a IOCJIIC UMCHHU CCKIIUHU - TaK HA3BIBACMBIC
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"3¢peKThl", KOTOpbIE 3aKIIOYUTh B 3HAKU TpoueHTa: %%. DddekTsr OyayT NpuMEeHEHBI TOJIBKO B CIIydae
aKTHUBAIMK CceKIuU. MOKHO He 3aJjaBaTh MMS CEKLUH, a 33JaTh TOJBKO yciIoBus n/mm 3¢ dexTsl. Torma
aKTHBHOM OCTaHETCsI cTapasi CeKIHs, HO ycaoBus U 3 dekTsl OyayT Bce paBHO 0OpaboTanbl. Eciiu Bce
yCII0BUS B (PUTYPHBIX CKOOKAaX HE BBIMOJIHSAIOTCS, CEKINS aKTHBUPOBaHA HE Oy/eT.

[Tpumep:
on_actor_dist le =5 {ycnoBue} walker2 %3 dextsi%
VYcnoBusg MOTYT OBITH CIEIYIOIIMMU:

+infoportion - TpeGyercst mpucyrcTBue infoportion y actor
-infoportion - TpeGyercst orcyrcTBHe infoportion y actor
=func - TpeOyeTtcs, 4yToOBI func BepHyna true

Ifunc - Tpebyercs, uroOsl func BepHycs false

D} dexTsr MOTYT OBITH CIETYIOIIUMU:

+infoportion - B cilyuae BKJIIOUEHHsI CEKLMH Y actor OyzaeT yctaHoBieH infoportion
-infoportion - B ciydae BKJIFOUEHHS CEKIIUU y actor Oynmet yopan infoportion
=func - B ciydae BKIIOUEHUS CeKLIMU cTapTyeT pyHKIms func

Heckonpko ycnoBus win 3pGeKToB pa3aeisoTcs npodiemMamu:
on_actor_dist le =5 | {+infol -info2 +info3} walker2 %+info4 =func%

Mo>HO 3a7aBaTh Cpa3y HECKOJIBKO CEKIIMH, pa3ieNieHHbIX 3amsaThiMU. [lopsnok 00xoa mpu 3Tom -
ciieBa Harpaso. [locne cpabaTeiBaHus EPBOro U3 YCIOBUH, 00X0/ Mpekpaiiaercs. B npumepe Huxe, eciu
ycraHosieH infol, Oyzner BkiroueHa cxema walker2, nnage, ecnu ycranosieH info2, Oyner BkIIoUeHa cxema
walker3, nnaue Oyner BkimrodyeH walker4:

on_actor dist le =5 | {+infol} walker2, {+info2} walker3, walker4

B onmcannoM BbIIIE oJie active ceknuu logic, MOYKHO TakXe 3aJ1aBaTh YCJIOBHS, HAIIPUMED:

[logic]
active = {=actor_friend} walker@friendly, walker@enemy

B mornueckux ycloBHsIX Tereps MPUHUMAETCS KIIFOUEBOE CJIOBO NEver, KOTOPOE 03HAYAET, YTO YCIOBUE
noxHo. Hammpumep:

combat ignore cond = {=actor_enemy =actor has suit} always, {=actor enemy} never
%...29PexTsl...%

BrimenpuBeeHHas KOHCTPYKITUS BKIIIOYAET UTHOpUpoBaHue 0051, ecii y NPC Bpar - urpok B
KOCTIOME, HO OTKJIFOUUT €T0, €CIIU BParoM sIBIISICTCSI UTPOK, HO 0€3 KOCTIOMA, TIPH 3TOM CpaboTaroT 3 HEeKThI
(%%) cexuuu never. Takum 00pa3oM, BEIOOp CEKLIUU Never paBHOCHUIIEH OTCYTCTBUIO CEKIIMH
(HecpabaTbIBaHHIO YCIOBHA), HO 3()(EeKThI B 3HAKaxX MPOLEHTA MPU ITOM cpadaTHIBAIOT.

ITpumep pabotsl ¢ cekrpeit nil. Cekuust nil BBIBOJUT W3-TI0J] CKPUIITOBBIX CXEM MEPCOHAXKA, MOHCTPA
W OOBEKT U OTITYCKAET €T 101 YIPABICHUE ABMKKA. JTO HAJI0 €I KaKoe-JIn0o yCcIoBUe
BBITIOJIHUBIINCE | pa3 0oJIbIle HE HYXKIAeTCsl B IPOBEPKE, MIPU ITOM SKOHOMSTCS pECYpChl MAIIUHBL,
KOTOpBIE Ha KOKIOM aIIeiTe IPOBEPSIIOT 3TO YCIOBHE.

[logic]
active = sr_idle
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[sr_idle]

on_actor inside = nil %+esc_actor_inside%

To ecTh, Ipu BXOJIE aKTEepa B PECTPUKTOP BBIIACTCS HHPOIIOPIIH U PECTPUKTOP YXOAMUT B CEKIHIO Nil,
OouibliIe HE TPOBEPSIS HATMYUE UTPOKA.

NB: O6patHo 13 cekiuu nil moa CKpunThl 00BEKT BEPHYTH YK€ HEBO3MOXKHO! YUHUTHIBaiTE 3TO,
UCIIOIb3Ys

ee.

3.8.2. BoT npumep AOCTAaTOYHO CJIOXKHOM NOTMUKMU:

[logic]

active = walker

combat _ignore = combat ignore
on_hit = hit

on_death = death

[hit]
on_info = %+alert%

[death]
on_info = %+alert +trup3%

[walker]

path_walk = walk svoboda3
path_look =look svoboda3
combat_ignore cond = {-alert}
on_timer = 25000 | remark

[remark]

anim = idle

snd = stalker talk kampfire
no_move = true

no_rotate = true

on_hit = hit

on_death = death
combat_ignore cond = {-alert}

[combat ignore]

Paccmotpum ee nmomaroso. BHauane crankep padotaet no cxeme walker-a. [Ipu 3TomM oH urHopupyer
0oii, moka He OyneT nmoctaByieH uHdonopiiH alert. OH xaeT 25 ceKyH/I, OCie YeTro IEPEXOANT B CXEMY
remark. B pemapke oH IpoHUTrphIBaeT WAJOBYIO aHUMAIMIO, TOBOPUT HA yKa3aHHbIE TEMBI, HE
MMOBOPAYMBACTCS M HE IBUTACTCS U TOYHO TakyKe urHopupyeT 00il. Ecnu mo Hemy momaayt (on_hit) wim
yObioT (on_death), OyneT nmocraBieH nHgonopiH alert 1 OH nepecTaHeT UTHOPUPOBATH 00 (OHATHO, YTO
ecii OH OyJIeT TPYIIOM, TO 3TO €My He TIOMOXET, HO MX B CIIEHKE TPOE, ¥ TOTJa COpBYTCs B 00ii Bce
octanbHble). Eciiu ero yObIOT, TO Takxke Oy/JeT mocTaBieH HHPOMOPIIH trup3 KOTOPBI COOOLIUT O TOM, 4TO
ATOT CTaJKep yOuT.

A BOT JIOTHKA €r0 MPOTHBHUKA!
[logic]
active = walker

combat _ignore = combat ignore

[walker]
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path_walk = soldier walk1
path_look = soldier lookl
combat ignore cond = always
team = assault group
on_signal = assault | camper

[camper]

path walk = soldier walkl 2

path_look = soldier lookl 2

radius =5

on_info = {+trupl +trup2 +trup3} walker2

[walker2]
path_walk = soldier walkl 3
path_look = soldier lookl 3

[combat ignore]

OH uznet B cxeme walker, urHopupys 0o (mpuueM UTHOPUPYS B JIF0OOM cuTyaruu). Mner B coctase
rpymnmnsl assault group. Korna oH mpuxoauT B KOHEUHYIO TOUKY MapuIpyTa (TaM OH CHHXPOHU3UPYETCS C
OCTAJIbHBIMHU M3 TPYIIIIBI, 3TO MPUITUCAHO B IYTAX) U NOJIy4aeT CUTHAJ assault, TO MEPEeXOaHT B CXEMY
camper. B aToii cxeme y Hero He mpomnucan combat ignore, TO3TOMY OH HAUWHAET CTPEJIATH IO
npoTuBHUKY. [lociie Toro, Kak Bce Tpoe MPOTHBHUKOB OYAyT YOUTHI, KQXKIIbI U3 HUX, YMHPAsk CTABUT
uHomnopiH trupl, trup2 nim trup3 1 Korza Bce Tpoe OyayT YOUTHI, TO OH MEPEKIToYUTCs Ha cxeMy walker2
(momoiAeT K KOCTpy).

3.9. Cxembl nio2uku space_restrictor

Oomee 3amevanue: UTOObI HCKITIOYHUTH CUTYAIINIO, KOTAa aKTEP MPOCKAKUBACT Yepe3 PECTPUKTOP U
TOT HE ycIieBaeT cpaboTaTh, CTapalTeCh CTABUTh PECTPUKTOP TaK, YTOO MUHUMAJIbHAS IIMPUHA ObLIa
0o0s1bIIe 2 METPOB.

3.9.1. Cxema [sr_idle]

[Ipenna3HaueHne 1aHHOM CXEMbI — BKIIOUUTH APYTYIO CXEMY IpU CpabaThIBAHUU OJHOTO U3
CTaHJAPTHBIX YCIOBUH JIOTHYECKOU CXEMBI.
Cama o cebe cxema HUUYETO He JelaeT.
[Tpumep HACTPOEK peCcTpPUKTOpA:

[logic]
active = sr_idle

[sr_idle]
on_actor_inside = nil %+esc_actor_inside%

OOparute BHUMaHKE, YTO MOCJIE CpabaThIBaHMS POBEPKH aKTHBHAS CXeMa IepeKirodaeTcs B nil,
4TOOBI HE TIPOJIOJKATH OECHOIE3HYIO TPOBEPKY HA KaXI0M arzeite. MoxxHO He 3a1aBaTh nil.
YacTto 3Ta cxema paboTaeT BMECTE CO CIIaBHEPOM, PECTPUKTOP BbIIaeT HH(MOIIOPIIH, TP BXO/IE B
30HY, a CHaBHEP 110 HEMY YK€ KOTO-TO CIIaBHMT.

¢aiin \gamedata\scripts\sr_idle.script

3.9.2. Cekumsa [sr_no_weapon]

JlanHast cxema youpaeT opy>Kue y UTpoKa Mpu BXOJIE B 30HY.
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[Ipumep HacTpoek pecTpUKTOpa:

[logic]
active = sr_no_weapon

[sr no weapon]

daiin \gamedata\scripts\sr no weapon.script

3.9.3. Cekuums [sr_sound],

snd = [lepeueHb UMEH 3BYKOB pa3I€ICHHBIX 3aMAThIMHU.

type = Tunsl 3ByKoB uepes 3amsthie. [ ynoOcTBa BBeIEHBI THITHI HAOOPOB 3BYKOB. T.e., Hanpumep,
4TOOBI HE TIEPEUNCIIATh KXK/IBIH pa3 BeCh HA0Op 3BYKOB CKPHIIA JEPEBSIHHOTO 101, MOXKHO YKa3aTh THII
floor wooden.

*delay = 3anepikka nepen mpourpbIBaHUEM 3ByKa B CEKYHIaX pealbHOIO BPEMEHHU, 10 ymMoadaHuio 0.

*idle = Jlymua meproaa HITHOPUPOBAHUS BXOJa B 30HY MOCJIE Havalla MOCJIEIHEr0 MPOUTPAHHOTO
3ByKa. Uto0, HanpumMep, 3aBbIBaHKE OBUIO HE Yallle, YeM pa3 B HECKOJIbKO MUHYT. B cekyHax urpoBoro
Bpemenu. [1o ymonuanuto 0.

*rmd = BeposATHOCTH (B IPOIIEHTax) TOTO, YTO 3BYK OThIrpaercs. [lo ymomganuto 100.

*position = 3aaeT UMs MyTH, B BEPIIMHAX KOTOPOT'O MOXET OTHITpaThes 3BYK. EcTh
3ape3epBupoBaHHOoe 3HaueHue random. OHO 03HayaeT caydaitHoe MecTo B paauyce 15...50 meTpoB oT
urpoka. Eciu 3ToT nmapamertp He 3a/1aH, TO MOJIpa3yMeBaeTcs MO3ULUS UTPOKa.

*slide_velocity = CkopocTh (M/C) epeIBHKEHHUS 3ByKa M0 TOYKaM MaTpyJbHOro myTH. 1o
YMOJYaHHUIO - 3

*slide_sound once = true\false
true - mpourpars 3ByK OJMH pa3, Jake €CJIM OH HE JOIIEII O MOCIEAHEH TOUKH ITyTH.
false — ecnm 3ByK 3aKOHUMIICA, @ JI0 MOCTIEIHEH TOUKM MyTH HE AOIIEN, 3aIyCTUTh ero emé pas. I1o
ymoiruanuto false.

*play at actor = true/false 3actaBiisieT 3ByK UTpaThCsl OT MO3UIIMM aKTepa mocTosiHHo. Eciu o Oynmer
paBeH true u OyJeT 3a/1aH IMyTh NepeMeIIeHus 3ByKa (WM PaHAOM), TO MBI TYIIO BBUICTHM.

[IpenHazHaueHne JaHHOM CXEMBI: OTBIIPATH 3BYK IIPU BXOJE aKTEPA B PECTPUKTOP.

[Monnepxusaercs sound_end.

O06s3arenbHO HYKHO 3a1aTh 100 snd, mubo type. MoxHO ux 3aaats BMecte. Ha 6asze aTux
IIapaMeTPOB COCTABJIACTCS CIUCOK 3BYKOB. [Ipy BXOz€ akT€pa B peCTPUKTOP OTBITPBIBACTCS CIIy4aliHbIN
3BYK U3 3TOT'0O CIIUCKA.

Mecto, U3 KOTOPOro MOXKET OTBIIPAThCA 3BYK, 3a1aETCA OOHUM U3 TPEX:

- CIIy4aifHOE;

- Clly4yailiHas BeplIMHA 3aJJaHHOTO IIyTH;
- TO3ULUA UI'POKA.
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[Ipumep HacTpoek pecTpUKTOpa:

[logic]
active = sr_sound

[sr_sound]

type = floor_ wooden

snd = ambient\wind1, ambient\sparks1
rnd = 50

position = random

idle = 120

delay =3

EcTh BO3BMOXHOCTH CHI€NIaTh «CKONB3AMUN 3ByK». Heo0X01uM naTpyabHbIN MyTh. 3BYK HAYWHAET
OTBHITPBIBATHCSA C Hayaja IIyTH U NIEPEMEILAETCS OT OJJHOM TOUKH IyTH K APYrod (110 Mepe UX YCTAaHOBKHU Ha
naTpyJaLHOM IyTH) cO cKopocThio slide velocity.

[logic]
active = sr_sound

[sr_sound]

type = random

position = way

slide velocity = 8

slide sound once = true

@aiin \gamedata\scripts\sr_sound.script

3.9.4. Cekuus [sr_tip]

[IpennasHaueHne JaHHOM CXEMBbI — 1aBaTh UTPOKY COOOIIeHKE (TT0ICKAa3Ky) MPU BXOJIE€ B PECTPUKTOP

name = Ha3BaHue HOBOCTH.

type = 10 YMOJIYaHUIO «NEWS)

Tun HOBOCTEH: «NeWs» — OTCBITIAECTCS KaK II00anbHast HOBOCTh, «tips» - OTChIIACTCS TO UMEHU
sender-a

*sender = ecnu THIT = «tips», TO OT sender 3aAaéT YCIOBHBIN CTPOKOBBIM MACHTU(PHUKATOP HKOHKH
MEPCOHAXka, OT KOTOPOTo SIKOOBI MpUILIIO cooduieHne. [1o ymoauaHuio 3T0 HKOHKa TOProBLa.

*cond = HeoOxoauMmble TOrHuecKue YCIOBUs, IPH KOTOPBIX MojcKa3ka cpadoTaeT. [lo nedonry,
cpaboTaeT npu BXOJIE B 30HY.

*single = true/false (mo ymonuanuio false). Ecnu nmapamerp B true, To THIIC Oy€T BBIJAH TOJIBKO OJUH
pas,

[Tpumep HACTPOEK PEeCTPUKTOpA:

[logic]
active = sr_tip

[sr_tip]
name = tips_esc_trader about pda

type = tips
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cond = {+infoportionl —infoportion2 }
*showtime = msec — BpeMsi B MWJUTUCEKYHaX, B TEYEHHUE KOTOPOTO COOOIIeHNE OyIeT HaXOIUTCS Ha
skpane. — [IOKA HE PABOTAET HOPMAJIbHO!

Ecnu HeoOxoauMo npourpaTh TOJIBKO 1 pas, a 3To ciiydaeTcs 4acTo, TO MOYKHO J00OABUTH CIIEAYIOIIYIO
CTPOKY:
on_actor inside = nil

daiin \gamedata\scripts\sr_tip.script

3.9.5. Sr_light

30Ha, B KOTOpOil (hoHapuKu y Henucei OyayT BKIIOUEHBI HE3aBUCHMO OT BPEMEHH CYTOK.
PaGoraer cienyromum obpazom:

[logic]
active = sr_light

[sr_light]
light on = true/false (cBeT BKIIIOYEH/BBIKIIOUEH )

Taxoxe pa60TaeT BMECCTC C KOHAJINCTOM:

[logic]
active = sr_light

[sr_light]
light on = true/false (cBeT BKIIIOYEH/BBIKIIOUEH )
on_info = {+infol} section %+info2%

3.9.6. Sr_territory

3aHMMaeTCs 3Ta CXeMa TeM, YTO OTJIAaBIIMBAET BCAKUE COOBITHS, TPOUCXOSIINE BHYTPU PECTPUKTOPA.
[Toka 4To OHa OTIaBIMBAET TOJBKO XUTHI U CMEPTH CTANKEPOB. IIpuMep rcnonb3oBaHus IPUMEPHO

CHEAYIOITUI:

[logic]
active = sr_territory(@outside

[sr_territory@outside]
on_actor_inside = sr_territory@inside

[sr_territory@inside]

on_actor_outside = sr_territory(@outside

territory hit = {-bar_dolg territory 1 hit} %+bar dolg_ territory 1 hit%, {-bar dolg territory 2 hit}
% tbar dolg territory 2 hit%, {-bar dolg territory 3 hit} %+bar dolg territory 3 hit%

territory death = {-bar dolg_territory kill} %+bar dolg territory kill%

To ecTh 34€CHh BUJIHO, YTO KOI'Z1a UTPOK HAXOJAUTCS BHYTPU PECTPUKTOPA, TO CUUTAETCS KOJIUYECTBO
HAHECEHHBIX XUTOB, a TAK)KE YUUTHIBAETCS ObLI JIM KTO-TO YOUT miu HeT. [lockonbky cxema paboTaer
TOJIBKO C UTPOKOM — TO XUTBI U CMEPTh 3aCUUTHIBAIOTCS TOJBKO OT UIPOKA.
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3.9.7. Sr_mapspot

[Tpu BXO/E B pECTPUKTOP OH caM ceOs MOICBEUNBALCT Ha KapTe.

[TapameTpsbl:
hint - id mozackasku B string table (00s13aTenbHbII mapameTp)
location - Ha3BaHME THIA MOJCBETKH (HE 00sA3aTeNbHBIN TapaMeTp, 1Mo ymordanuto "crlc_small")

[Tpumep:

[logic]

active = sr_mapspot
[sr_mapspot]

hint = “gar_swamp”
location = crcl_big

3.9.8. Sr_particle

JlaHHas cucTeMa OTHITPbIBAET MAPTUKIIBI KAK CTATUYHBIE TaK U JBMKYILUECS B yKa3aHHOM MECTE U B
ykazaHHoe BpeMsi. PaboteT oHa ciemyrommm oopa3zom:

1) a1 NapTUKIIOBOM CUCTEMBI C IIyTEM KaMEPBI:

[sr_particle]

name = explosions\campfire 03 -MMsI TAPTUKIOBON CUCTEMBI

path = particle test.anm -AMSI TIyTH KaMepbl

mode =1 (oOs3aTenbHO !!!)

looped = true/false -nar 3aIMKICHHOCTH TTAPTUKIIOB

(o6s3atenbHO ¢ pacmmpenueM ANM !!!) 3neck mapTukiIbl OyIyT MoJIYa IEPEMEIIAThCS IO My TH.

2) Ui NapTUKIIOBOM CUCTEMBI ¢ OOBIUHBIM MATPYIbHBIM MyTEM:

[sr_particle]

name = explosions\campfire 03 -UMS1 TITAPTUKIIOBOM CHCTEMBI
path = part_points -MMsl IaTPYJIBHOTO MyTH

mode =2 (o6s3arenpHO !!!)

looped = true/false -(pyar 3aIMKIEHHOCTH MAPTHUKIIOB

B BeiinonHTax MOXHO 3a/1aBaTh (rar S=UMsi_3BYKOBOHM_TeMbl 1 d=4HCIIO BpeMs 3a/I€pPKKU Nepe
IPOMUrpbIBAaHUEM (3a/1aeTcsl B MuIcekyHaax. Ecnu He 3agano, 1o 0). s - M 3ByKOBOH T€MBI B
sound themes.ph snd themes u3 koTopoii OyneT ciy4aifHO BBIOpaH 3BYK [UIS IPOUTPHIBAHHS BO BpEMs
IIPOUTPHIBAHMSI IAPTUKIIA. 3BYK HE 3alIMKIMBAETCSA U UTPAET TOJIBKO OAMH Pa3.. Pe3ynabpTaT = mapTUKIIbI
OTBITPHIBAIOTCS BO BCEX BEUITOMHTAX OJTHOBPEMEHHO (MIIU C 3aJICPKKOM CM. BBIIIIE).

[Tpu looped=true Mo okOHYaHUM MPOUTPHIBAHUS MMAPTUKIIOB, OHU OYIyT 3aIyCKaThCs CHavasa, HO
yke 6e3 3anepxek. Curnan particle end BeinaBathest He Oynert. [Ipu looped=false curnan Oyner BbiiaH,
KOTJ]a BCE MCTOYHHUKH MAPTUKIIOB OTHIIPAIOT.

[Monnep>xruBaeTcst KOHATUCT. ECIM pecTpUKTOpP MEPEeXOHT B APYTYIO CEKIUIO, TO aBTOMATHYECKU
MIEPECTAIOT OTHITPBIBATHCS MAPTUKIIBI M 3aMOJIKAIOT 3BYKH IPU HUX. DTOT PECTPUKTOP SABISETCS OOBEKTOM,
OTCJICKHMBAIOIIUM MAPTUKIIBI U HET HUKAKOW HEOOXOIUMOCTH YTOOBI HTPOK B HETO 3aXOIHII.

3.9.9. Sr_sound_act

Htoro, cxema, KOTOpasi UTpaeT CayH]l B ToJIOBe akTepa. Beskue Tam neperoBops 1o I1JIA u npoune ¢eiiku
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[sr_sound act]

snd = ambient\random\new_dronel  --ums 3BykoBoOTO (haiina

*delay = 2000 --3aJIepKKa Mepei MPOUrpbIBaHUEM

*delay _max = 4000 -- MEXy IPOUTPbIBAaHUEM 3BYKa OyJEeT B3AT CIy4alHBIA IPOMEKYTOK MEKIY
delay u delay max.

*on_signal = sound end | nil --T10 CUTHAJIY MO>KHO MEPEUTH B APYTYIO CEKIHIO.

theme = <ums temsl u3 ph_sound themes>
* stereo = true/false (mo ymomuanmio false). [Ipu ycranoske 3Toro napamerpa K (aiiny, KOTOpBIit

3ajaH napameTpoM snd WK B 3BYKOBOM TeMme OyayT 100aBisThCs (aBToMaTHuecku) cypdukcel ru | ans
3arpy3KH JIEBOTO U IPABOT0 KAHAJIOB U, COOTBETCTBEHHO, BCSI 3Ta (UTHS OyIeT urparbesl.

Ecnu ykaspiBaeTcst TeMa, TO 3ByK OyJeT UrpaTh 3allMKIEHO, CIy4aiiHbIM 00pa3oM BbIOMpast OJTUH U3 3BYKOB
IIPOIMCAHHBIX B TEME, €CJIN YKa3bIBACTCS 3BYK, TO OH OTBITPBHIBACTCA OAMH pa3. CxeMa MOoANEepKUBAET
KOH/JUJIUCT.

3.9.10 Sr_timer
[Ipumep ncnoib30BaHUS:

[logic]
active = sr_timer@]1

[sr_timer@]1]

type = dec

start_value = 10000
on_value =0 | sr_timer@?2

[sr_timer@?2]
type = inc
on_value = 15000 | nil %+infol%

Onucanus noneu:

type - TUIl CYeTYNKA, MHKPUMEHTUPYIOHUi(inc) wim gekpuMeHTupyrommuii(dec).

Ecnu nosne He 3a1aH0 - cU4eTYMK OyAeT MHKPUMEHTHPYIOIIHMA

start_value - HauanpHOe 3HaueHue cuetunka B PEAJIBHBIX munucekynaax. /s AeKpUMEHTUPYIOIIHUX
CUETYHMKOB 337aBaTh 00s13aTeNIbHO. [[J1s1 MHHKpUMEHTUPYIOUINX, €CJIU He 3a7aHo, TO cunuTaeTcs ¢ 0.

[Tepexopl u3 cekuu sr_timer MOTYT OBITh Kak MO OOBIYHBIM yCITOBUsAM (on_timer, on_info) Tak u 1o
cnenuduueckomMy ycioBuio on_value. B o6mem ciydae on_value MoKHO HCIIONIB30BaTh IS TPOU3BOJICTBA
KaKuX JIMOO IEUCTBUI B 3aBUCMOCTH OT COCTOSIHMSI cueTynka. Hampumep:

on_value = 5000| %+info1% | 1000| %+info2%

3.9.11. Sr_psy_antenna

30HBI C TAKOH CEKIUEH MO3BOJIAIOT YIPaBisaTh dddexramu oT nicu-Bo3aciicTBus (Ha SHTape n Pagape).
Ceiiuac MOKHO YIpaBJIATE MHTCHCUBHOCTBIO U3JTYYCHUA U HHTCHCUBHOCTBIO ITOJTYUCHU HOBpC)KIICHI/II\/'I.

Crioco6 mpuMeHeHus: PaccTaBUTh 30HBI, B KQXK/0M 30HE HANKCATh, CKOJIBKO MPOILIEHTOB K HHTEHCUBHOCTH
U3ITy4YEHUS U MOBPEXIEHUS OHA J00aBIsieT/0THUMAET. 30HbI MOTYT OBbITh BIIOKEHBI IPYT B ApyTa,
nepecekarb Ipyr apyra.

eff intensity = - yBeIMueHNe/yMeHbIIeHHEe B % OT 0230BOr0 3HaYEHUS! HHTEHCUBHOCTH U3TY4YCHUSI.
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hit_intensity = - yBeIMueHNe/yMeHbIIeHHE B % OT 0230BOr0 3HAYEHUSI HAHOCHUMOTO TTOBPEKICHHS.

[Tpumep 30HBI, KOTOpast nobasisteT 70% U3TydeHHS:

[logic]
active = sr_psy_antenna

[sr_psy antenna]
eff intensity =70
hit intensity = 70

[Tpumep 30HbBI, KOTOpast youpaet 30% uznydeHus:

[logic]
active = sr_psy_antenna

[sr_psy antenna]
intensity = -30

3.9.12. Sr_teleport

CoOcTBenHo, TenenopT. HactpauBarotes cieayonmmM odpa3om:

[logic]
active = sr_teleport

[sr_teleport]
timeout = 0

point] = pointl
look1 = look1
probl =10

point2 = point2
look2 = look2
prob2 =20

rae:

timeout - 3aiep>kKa B cpabaTbIBaHUU TEJIETIOPTa B MIJIJTUCEKYHIaX.
point - OTHOTOYEYHBIN MATPYIBHBIN MyTh KyJa MEPEMECTHTD

look - oTHOTOYEYHBIH MATPYIBbHBIN MYTh Ky/Aa IOBEPHYTh.

Jlanee uayT HaCTPOWKHM TOYEK Ha3HAYCHHS C YICIHbHBIMHU BecaMu. To €CTh B IEPEUNCICHHOM BBIIIIE IPUMEPE
BEPOSATHOCTH TEJICIIOPTHYTCS BO BTOPYIO TOYKY B [IBa pa3a BbILIE, YEM B IIEpBYI0. MaKkCUMaIbHOE
KOJIMYECTBO TOYEK HazHaueHwus - 10. TerenopTel HEOOXOIUMO CTAaBUTh COBMECTHO C 0CO00M aHOMAaTLHOM
30HOM, KOoTOpyIo ceituac nenaet [Ipod. 3oHa 106aBUT BU3yanu3anuio u co3aact 3(HeKT BTSITUBAHUS.

3.9.13. Sr_sleep n HacTpoMnKa CHOB.
IMTossBMi1ach BO3AMOXKHOCTE 3aaBaThb 30HBI CHA.

[sr_sleep]
*cond = <condlist>
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*type = nightmare/normal/happy/all - 3anaet Tun cHa pa3zpeneHHbII B JaHHOH 30HE (10 ymomyanuio all).
Bnusiet (rpynmupyeT) TOJIBKO Ha HECIICHAPHBIE CHBI.

*dream_prob = <uucino ot 0 10 100> - BEpOsATHOCTb MPOCMOTPA HECLIEHAPHBIX CHOBUICHHUH B JAHHOM 30HE
(o ymomuanuto 80). B mpoTuBHOM ciiydae OyJeT TOJBKO YEPHBINA IKpaH.

Heobs3arensHoe nosie cond 3amaet ycmoBue(s), Ipu KOTOPOM B 3TOM 30HE MOXKHO criaTh. Ceifuac
MIPOU3BOJIUTCS WHAMKALUS 30H, TJ€ pa3pelieH COH. B IeBOM HMKHEM YTy 0TOOpaskaeTcst MajeHbKast
MKOHKA JIETKUX IIPH BXOJIE B TaKyIO 30HY. BeposTHO, mo3xe OyaeT n3MeHeHa Ha IPYTYIO.

CHOBI/IIICHI/I}I TCICPb ACIIATCA HAa CLICHAPHBIC U OGBI‘-IHBIG. CueHaprIe CHOBUJCHUA OTBITPBIBAIOTCA
OJIH pa3 MPH BBITIOJTHEHUN HEOOXOAMMBIX yCIOBUH. OOBIYHBIC CHOBHICHHS MTPOUTPHIBAIOTCS, €CIIA HET
CICHAPHBIX WJIM HU OAHO YCJIIOBHUC BBINMOJIHCHUA CHCHAPHBIX HC cpa60TaJ10. MoxHO 3a1aBaTb BCPOATHOCTDb
OTBITPBIBaHUSI OOBIYHBIX CHOBHJICHHUH B IIEJIOM, a TAKXKE 33J]aBaTh BEPOSTHOCTh cpabaThIBAaHUS KaXKIOTO
KOHKPCETHOI'O CHOBUJACHUA B OTACIILHOCTH. O6BI‘IHI:IM CHOBHUJACHUAM MOKHO 3a1aBaTh TUII U IIOTOM
OTpaHUYMBATh 110 HEMY CHBI BOCIIPOU3BOAMMEIC B SI_sleep.

B ¢daiine misc\dream.ltx 3amaroTcst HACTPOHKH CHOB.

Cexkuus videos.
[Monsimu 3aatoTest MyTH K BuaeodaiiiaMm co CHaMH.

Cekmust dreams. [Toss:

regular probability = <gucyio ot 0 7o 100> - BepOSITHOCTb MPOUTPHIBAHUS OOBIYHBIX CHOBUJICHUH B
LEJI0M

regular - CIMCOK CEKIMiA ¢ HaCTPOMKAMU ISl OOBIYHBIX CHOBHJICHUA

scene - CIIUCOK CEKLUI ¢ HAaCTPOMKAaMHU JJIs CLIEHAPHBIX CHOBUICHUN

HacTtpoiiku 0ObIYHBIX CHOBHICHHIA:

dream - ums 1101 U3 ceknuu videos

probability = <umcno 6onbire 0> - uem Oosblie, TeM OOJIbIIE BEPOATHOCTH MPOUTPHIBAHUS CHA.
type = nightmare/normal/happy - Tun cHa.

HacTtpoiiku clieHapHbIX CHOBUACHUM:

dream - uMms oSt U3 cexuuu videos

cond = <condlist> - ycrnoBus cpabaTeiBaHUs

to_regular = <BepOsITHOCTb,THII> - HE0OsA3aTeNbHOE 10JIe. /laeT BO3SMOXKHOCTD MEPEBOAUTH
CIICHAPHBIH COH TMOCJIE MIEPBOTO OTHITPHIIIA B Pa3ps] OOBIYHBIX. <BEPOSITHOCTh, THIL> aHAJIOTHYHBI
probability u type U3 HacTpoeK OOBIYHBIX CHOBUJICHUN COOTBETCTBEHHO.

3.9.14. Sr_cutscene

Ota cxema npeHa3HayeHa il IPOBEICHHs aHUMAalli KaMephl ¢ HEKOTOPBIM AP PeKTOM
(pp_effector). [TocinenoBaTenbHOCTh ACHCTBUM, OCYIIECTBISEMBIX CXEMOM, COCTOMT U3 MTHOBEHHOTO
nepeMeIleH s UTPOKa B Ha4ajo MyTH point ¥ OPUEHTALIMU ero B3IJIs1a Ha Hadaio myTH look, motepu
YIIpaBJICHUS] ITPOKOM M Hayajla aHMMaIiu kamepsl cam_effector mo 3aBepIiieHnn KOTOPOH UTPOK BHOBb
MOJTy4aeT yIpaBIeHHE.

[sr_cutscene]

point = <uMs MyTH> - MyTh B NIEPBYIO TOYKY KOTOPOTO MEPEHOCUTCS] HTPOK

look = <ums myT> - MyTh B MEPBYIO TOUKY KOTOPOTO CMOTPHUT UTPOK

*pp_effector = <ums ¢aiina ¢ addexTom™> - daiin, pacrooKEHHBIA B MaMKe

gamedata\anims\ u conepxamuii 3pdext (MM ¢aitna numercs 6e3 pacIupeHs)
cam_effector = <ums (aiina ¢ anumanuen kamepbr> - (aiis1, pacroa0KEHHBIN B TANKe
gamedata\anims\camera_effects\ u conepkammuii anumanuio kamepsl (UMs ¢aiina numercs 6e3
pacIIpeHus)
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3.10. Habop dononHuUmMenbHbIX HaCMPOEK JI02UKU y pa3Hbix 06BbeKkmos.

Jliis Bcex pu3ndecknx 00beKTOB ecTh cekmus ph_idle, moanep:xuBaromas KOHIJIUCT B KOTOPYIO
MOYKHO TIPY HEOOXOJUMOCTH MEPEBOIUTH OOBEKTHI.

3.10.1. Cxema paboTtbl aBepu, cekuusa [ph_door]

NB! [l 1ByXCTBOpUYATBIX BOPOT 33Ja€TCSI BCE AaHAJIOTUYHO.

locked = false\true
3anepra au aBepb. [lo gedonrty — false.

Closed = false\true
3akpeiTa 11 aBeps. [lo gedonty - true

tip_open = (ecmu locked == false, To tip_door_open, unauge tip_door locked)
[Moackaska, KOTOpast MOSBJISIETCS OKOJIO MPHIIENia PH HABECHUH HA JIBEPh, €CJIN JIBEPh 3aKPhITA.

tip_close = (eciu locked == false, To tip_door close, nHade mycToe 3HaYCHHE)
[Toxckaska, KOTOpasi MOSBIISETCS OKOJIO MIPHIIETIa MPU HABEACHUU HA JIBEPh, €CIIU JIBEPh OTKPHITA.

snd_init = 3ByK, KOTOpPBIil OyIeT OTBITPaH cpasy NpU BKIIOUEHUH CXEMBI.
snd_open_start = 3Byk, KOTOPBIii OyJ€T OTBITPaH MIPH MOIMBITKE OTKPHITH ABEPb.

snd _close_start = 3Byk, KOTOPBIi OyJI€T OTBHITPaH MPH MOMBITKE 3aKPBITH ABEPb.
snd_close_stop = 3Byk, KOTOpBIil OyZET OTBIIPaH, KOT'/1a IBEPh 3aXJIOMHETCS 10 KOHIIA.

[Ipumepsr:
Ecnu HyxHO caenaTh JBepb, KOTOpPasi IPU KAaKOM-TO COOBITUHM OTKPBIBAETCS CO ILEITYKOM, TO MOYKHO
BOCTIOJIb30BaThCA mmoJieM snd_init ¥ mepexiIroueHueM cxeM. B mpumepe Hike Mpu BKIIFOYSHUN CXEMBI
ph_door@unlocked npourpaercs snd_init, T.e. trader door unlock:

[logic]
active = ph_door@locked

[ph_door@locked]

locked = true

snd_open_start = trader_door locked

on_info = {+esc_trader can leave} ph door@unlocked

[ph_door@unlocked]

locked = false

snd_init = trader door unlock

snd open_start = trader _door open_start

snd close start = trader door close start

snd close_stop = trader door close_stop
¢aiin \gamedata\scripts\ph door.script

3.10.2. Cxema paboTtbl KHONKU, cekumsa [ph_button]

HpI/I HaXXaTHH Ha KHOIIKY IIEPCKI0YACT CCKIIMU U BbIAACT I/IH(bOHOpI_HH.
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[logic]
active = ph_button@locked

[ph_button@locked]

anim_blend = false

anim = button_false

on_press = ph button@unlocked %-+cit _jail door opened%

on_press — 4TO MPOUCXOIUT MTPH HAKATHH
anim — aHUMaIMsl, KOTOpasi OTUTPHIBAETCS MPH HAXKATUU HA KHOTIKY
anim_blend — rutaBans, criaxeHHas aHuManus. MoxxeT IpuHUMaTh 3HaeueHus true\false

®aiin \Gamedata\scripts\ph_button.script

*tooltip - gpenHa3HAYEHO ISl TOTO, YTOOKI 3371aBaTh TEKCTOBYIO MOJICKA3Ky MPH HABEJCHUHU Ha
KHOTIKY. TekcToBasi moJIcka3Kka Hy»Ha JIJIsl TOT0, 9TOObI KaK MUHUMYM OBLITO TMOHSTHO, YTO 3TOT JIeBaiic
MO>KHO Ha)KUMaTh.

IIpuMep HACTPONKH KHOIIKHU:

[logic]
active = ph_button@active

[ph_button@active]

anim = lab_switcher idle

tooltip = tips_labx16switcher press

on_press = ph_button@deactivated %+terrain_test%

[ph_button@deactivated]
anim = lab_switcher off

Jl51s Toro 4yToOBI COOOIICHNE HE TIOTEPSIIO a/IEKBAaTHOCTh MPHU PA3IUYHBIX HACTPOUKAX KIIaBUATYpPHI
cooOIIeHne CcleyeT MUcaTh ¢ UCIOIb30BaHUEM TOKeHoB. Hanpumep:

<string id="tips_labx16switcher press">
<text>YToObI OTKIIIOYHUTE 4yn0 ycTaHoBKY HaxMuTe ($$ACTION USES$$)</text>
</string>

Bort npumep kHOTIKH, KOTOpasi cpabaThIBAET HE BCET/A, a MO OMPE/IETICHHOMY YCIIOBHUIO:

[logic]
active = ph_button@locked

[ph_button@locked]

anim = button_false — anumarus HecpabaTbIBaHUS KHOTIKY.

on_info = {+val prisoner door unlocked} ph button@unlocked
on_press = ph_button@unlocked %+val prisoner door unlocked%

[ph_button@unlocked]

anim = button_true

on_info = {-val prisoner door unlocked} ph button@locked
on_press = ph_button@locked %-val prisoner door unlocked%
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3.10.3. Cxema paboTbl NpoXxeKTopa:

B Toukax look myTH, B KOTOpBIE CMOTPUT MPOKEKTOPIINK, HY>KHO ITPOTIHCATh
sl=ums_mpoxexTopa

Hanpumep
wpO00|sl=esc_sl1

Toraa npu MoBOpoTE B 3Ty TOUKY MEPCOHAXK MOBEPHET B HEE U MTPOKEKTOP.

3.10.4. KopoBble 3aMKu:
[Ipu BBeleHNN yKa3aHHOTO KO/A BBIIAET HH(OOPIITH

[logic]
active = ph_code@lock

[ph_code@lock]
code = 1243
on_code = %+infoportion%

@aiin: \gamedata\scripts\ph_code.script

3.10.5. Ph_gate:

To ke camoe, uro u ph_door, HO 1711 BOPOT, COCTOAIINX U3 JBYX JIBEPEH:
Bwmecto napamerpos closed u locked ceituac ucnonb3yrorcs napameTph:
state: coCTOsTHHE, B KOTOPOM JIBEPh HAXOIUTCS MPH WHUIMATH3ANNH (10 YMOTYAHHIO NONe)
open - B OTKPBITOM
closed - B 3akpbITOM
none - B TeKyLeM (1eQOoiITHOM MM OCTABIIEMCS OT MPEAbLAYIIEH CXEMBI)

locking: 6ioxupoBKa aABepeit (10 yMOTYaHUIO hone)
stick - mpununanue aBepei K KpalHUM COCTOSTHUSIM (TTOKa B MPOIIECCE HACTPONKH)

soft - 1Beph 3a0JI0KMPOBaHA C TIOMOIIIBIO CHJIBI, T.€. MOXKHO €€ OTKPBITH/TIPOOUTH MAITUHOM
COCTOSHHS B 3TOM IIOJIOKEHHUU:
open - OJIOKUPOBATh B OTKPBITOM COCTOSTHUT
closed - B 3aKpbITOM
none - He UCTOJIb3yeTcs (MsTKasi OJIOKMPOBKA BO3MOKHA TOJIBKO B KPaHHUX TIOJ0KECHHUSX )

hard - 6;mokupoBKa IBepH ¢ TOMOIIBIO TpaHuUIl. BopoTa MOKHO TOJIBKO CIIOMAaTh
COCTOSHHS B 3TOM IIOJIOKEHHUU:
open - OJIOKUPOBATh B OTKPBITOM COCTOSTHUT
closed - B 3aKpbITOM
none - B TEKyIeM

none - ABeph He 3a0JIOKMPOBAHA
OO6mwme mapamMeTphl:
left limit, right_limit - 3agatot yrox [0-180] oTKpbITHS KaXKI0i U3 CTBOPOK BopoT. 1o ymoruaHuio -

100 rpagycos.
breakable - (true/false) onpenenser MoxkHO U ctomMath Bopota. [lo ymomuanuto true.
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3BYKOBBIC MTapaMeTphl aHAIOTHYHbBI ph_door

[Ipumepsr:

[ph_gate@locked] ;6;0kMpOBKa B OTKPBITOM COCTOSTHHH, HEpa30UBaeMBbIe.
state = opened

locking = soft

left limit =130

rigt_limit = 60

breakable = false

[ph_gate@opened]
state = opened
locking = stick

[ph_gate@closed]
state = closeded

daiin: \gamedata\scripts\ph_gate.script

3.10.6. Ph_sound

[IpomnuceiBaetcs y Gu3NIecKoro 00beKTa KaKue 3ByKH OH BhIAAET (M3HAYAIBHO IIAHUPOBAJICS KaK
MaTIOTJIbHUK ).

[ph_sound]

snd = ums Tembl u3 (aiina sound theme.script u3 Tabmumst ph_snd themes

*looped = true/false 3anukneHoe BocrpounsBeneHue 3Byka (default - false)

*min_idle = MUHUMaTTBHOE BpeMs IPOCTOS MEPE]] BKIIOUESHHEM 3BYKa (MC)

*max_idle = MakcuMaabHOE BpeMs IPOCTOS TIEPET BKIIOUESHUEM 3BYKa (MC)

*random = true/false (def - false). Eciiu = true, To U3 Tembl OyzeT BIOpaH paHIOMHBIHN 3BYK U TAKHM
00pa3oM 3BYKH OYIyT UTPaThCs 0 MTOCUHEHUS

NB! Ecnu mbl 3agaeM random = true u looped = true, To Bepcus chlnercs

Taxoke moIepKAMBaeTCs] KOHJUIUCT.

JlanHas cxema paOoTaeT uepes 3aJHHILY, T03TOMY 3allMKJICHHBIN 3BYK OyJeT MpOoA0KaTh
OTBITPBIBATHCS, TAXKE €CIIM 00BEKT yXOauT B nil. B cBs3M ¢ 3TUM HAJ0 cO3aBaTh HOBYIO CEKITHIO, KOTOPAst
ObI OTHITPBIBAJIA OJIMHOYHBIN KOPOTKUH 3BYK, IMOCIIE KOTOPOTO (TIOCKOJIBKY OH OYZEeT TOYHO TaKKe UrPATHCS
pas 3a pazom) ctaBuM on_signal = sound_end| nil

[Tpumep mo00HOM N3BPAIIEHHOMN JTOTHKH:

[logic]
active = ph_sound

[ph_sound]

snd = gar_seryi_shooting

looped = true

max_idle = 5000

on_actor _in zone = gar seryi_factory| ph_sound@end

[ph_sound@end]

snd = gar_seryi_shooting 2
looped = false

on_signal = sound_end| nil
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Kpome Toro crnierudpuueckum o0pazom co3aaeTcs 3ByKOBasi CXeMa.
B sound_theme.script B Hauane ¢aiina ecth cekuus ph_themes B KOTOpPOil 1 ONMUCHIBAIOTCS TEMBI TSI U3
O0OBEKTOB.
Hanpuwmep:
ph snd themes["gar seryi shooting"] =
{[[characters voice\human Ol\scenario\garbage\distance shooting]]}

Kpowme Toro (He3aneknapupoBannas ¢guua) ph sound MOXHO BemaTh Ha pecTpUKTOphl. HO 3a MpaBUIBLHOCTH
paboThI B TAKOM CITy4ae HUKTO OTBETCTBEHHOCTH HE HECET.

®aiin: \gamedata\scripts\ph sound.script

3.10.7. Ph_force

Cxewma Mmo3BosieT IMHYTb NIPCIAMET B YKA3aHHYIO CTOPOHY. HpOHI/ICBIBaeTCH B KaCTOM AaTeC MnpeamMeTa.

force = cuia, KoTopas MPUKIAABIBACTCS K 00BEKTY. M3MepsieTcst B yOUTBIX €HOTaX

time = BpeMsl IPUKJIAABIBAHHS CHIIBI K TIPeIMETY (B CEKyH1axX)

*delay = 3agepikka (B CeKyH1ax) mepea MPUMEHEHUEM CHITbI

point = UMS MaTPyJILHOTO MyTH, TOYKH KOTOPOTO OYIyT NCIOIH30BAHBI KAaK LIENH (Ky/Ja HAIlPaBIsATh
MIPEAMET)

point_index = MHIEKC TOYKH MATPYJIHLHOTO ITyTH, B CTOHY KOTOPOTO MOJETUT TPEAMET.

3.10.8. Ph_on_death

Cxema JUIsl OTCIIEKUBAHUS pa3pylIeHus (GU3MUECKOro 00BbEKTa U BbIJaBaHUS 10 TAKOMY CIIY4ar0 pa3IuyHbIX
s dexToB
[Tpumep:

[logic]
active = ph_on_death

[ph _on_death]
on_info = %3¢} dexTr%

HO3aTh uckiounTENBHO € pazpymaeMbiMu u3. OObeKTaMu

3.10.9. Ph_car

Hacrpoiika BO3MOXKHOCTH UTPOKY YIIPABJIATh MAILIUHOM.
cexuust: [ph_car]
noje: usable = <condlist>

usable - KOHATUCT BO3BpaMIAIONIHiA true (1Mo ymondanuro) wiu false.
IIpumep:
[logic]

active = ph_car

[ph_car]
usable = {+val actor has car key}
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Ha ocHOBE 3TOM CXEMBI MOKHO CACIaTh MAaIIMHY, KOTOpas 3BCACTCA TOJIBKO €CJIIN Y aKTE€pa €CTh KIII0Y
HUMCHHO OT HEC.

3.10.10. Ph_heavy

[TponmceiBaeTcs B pu3 00bEKTaX, KOTOPbIE 3alpeleHbl A MBBIPSHUS OropepaM U mojiTepreicram.
Hamnpumep, ecim oHM JOTDKHBI JIeKaTh HA KOHKPETHOM MecTe (THIa JOKYMEHTOB CIO’KETHBIX) HITH CITHIIIKOM
IPOMO3IKH 110 rabapuram, 4TOObI MX MOXHO ObLTO KPAaCHBO KUAATh.

B xacTom gare muiewm:

[ph_heavy]

3.10.11. Ph_oscillate

Cxema npeaHa3HavyeHa I MIaBHOTO pacKauuBaHUs (PU3UKH (JaMITbl, BUCSIIUE 30MOH U T.1I.)
[Tpumep noruku

[ph_oscillate]

joint = provod - UM KOCTH K KOTOpOH Oy/eT IpUMEeHEHa cujia
force =5 - COOCTBEHHO cuiia (B HBIOTOHAX)

period = 1000 - BpeMst IpUKJIaIbIBAHUS CHUJIIBL.

Cuuta npuKIIabIBaeTCsl K KOCTH 00bEKTa C JTMHEHHBIM HapocTaHueM. To ecTh B TEYCHUH 33/1aHOTO MIEpUoia
BpeMeHH cuia BelpacteT ¢ 0 10 3asBieHoro 3Hadenus. [locie aToro HacTaer naysa (cruina He IPUMEHSETCS)
Ha Bpems period/2. [Tocne okoHUaHMS May3bl CHJIa IPUMEHSETCS TakK jke, Kak U B Havaje, HO B 00paTHOM
HaIpaBJICHUN.

3.11. CmMmapmmepeliHbl u 2ynazau.

3.11.1. CmapTTeppenH.

[Tox cmapTTeppeiHOM MBI TOHMMAEM 30HY, 3ai/is B KOTOPYIO, CTAJIKEP HA HEKOTOPOE BPEMS NONAJAET MO
ryJar ¥ HauMHAET BBINOJIHATH PadOTy, IPEIyCMOTPEHHYIO 3TUM I'ynarom. [lociie HekoToporo BpeMeHu OH
BBIXOJMT U3-IOJI TyJIara ¥ X0AUT CBOOOIHO.

Kak nmoctaButh smart terrain?
Jliis Bcex smart terrain Hy»HO:
1) IloctaBuTh smart terrain ¢ HeoOxoauMbIM shape. bombioii shape He pekomeHayeTcs (pa3Mep BIUSET
Ha MPOU3BOAUTEIBHOCTB).
2) B ero custom data mpornucatb HACTPOMKH.
3) PaccraButTh myTH JUISI COOTBETCTBYIOIIUX CXEM MTOBEICHUS.

[TapameTtps custom data:
[gulagl]
type = mun cyraza
capacity = maxc. emecmumocms 8 100X
*offline = moorcem au cynae oopazosamwcs 6 offline (true(no doeghonmy)/false)
*squad = squad, komopuiii 6y0em npocmasnen 6cem cmankepam noo eynacom (Ne yposHs)
*groups = Habop group uepes 3ansamole
*stay = min, max epems npebvigarus npc noo smart_terrain (no yMio4anuio — Hagceeoa)
*idle = min, max epems bezdeticmeusi smart_terrain nocie yxooa nocieone2o npc
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*cond = cnucok ycnosuii, komopwie Heobx00umbl 015 co30anus eynaza {+info —info =func !func} —
eciu ycnogue He 8bINOHAEMCsl, Mo 2ylae pacnyCKaemcs, a ce e20 N0OONeuHble HAYUHAIOM YNPAGIAMbCs
nponucanHoll 6 custom_data 102uKou.

Yka3pIBaTh THUI I'yjiara Hy’)KHO 0€3 KaBBbIUCK.
Ecnu He 3anaH squad mim groups, TO COOTBETCTBYIOIME CBOMCTBA CTAJIKEPOB HE OYAYT U3MEHATHCS.
Bce BpeMeHa 3a1a10TCsl B yacax UTPOBOTO BPEMEHHU M MOTYT OBITh JPOOHBIMU.

[TyTu:
Nmena myTelt st cxeM MOBEICHUS BCET/Ia JOJDKHBI HAUMHATHCS C IMEHHU JAHHOTO smart terrain.
Hampumep, esc_smart ambush vagon_sleep.

Ecnu myTu ai1a smart terrain Ha HECKOJIBKUX YesloBeK (campers, walkers), To MX UMEHa JTOJKHBI
3aKaH4YMBAThCS Beeraa Ha mudpy (esc_smart ambush vagon walkl,
esc_smart ambush vagon walk?2)

['ynaroB moj omHuM smart terrain MOKeT OBITh HECKOJIbKO. X MOYKHO HacTpauBaTh B ceKiusax [gulag?],
[gulag3] u t.1. [Ipu BXxoze cTanmkepa moj smart terrain OyzeT ciry4aifHO BBIOpaH OAMH U3 JIOCTYIHBIX Ha
JAHHBIA MOMEHT T'yJIaroB.

3.11.1.1. CtaHpapTHbIe TUMNbl CMAapPTTEPPENHOB.

Ecnu HyXHO, 4TOO CTamkep HE 3aXBaThIBAJICA, JOMUIINTE €My B custom data CIeyIONIyr0 CTPOKY:
[smart_terrains]
none = true

Ecnu crankep yxe 1moJ KakuM-To smart terrain, To OCTaJbHBIE smart terrain oH Oy/1eT HITHOPUPOBATH.

campers
Kemnepsl. custom data:

[gulagl]

type = campers

capacity = or 1 mo 3

[TyTn:

camper_walk1, camper look]
camper_walk2, camper look2
camper_walk3, camper_look3

walkers
Xonasune. Ha 6aze 3Toro MoxkHa cliesaTh OMCK, OOBICK U Ky4a BCETo.
custom data:
[gulagl]
type = walkers
capacity = or 1 mo 3

ITyTn:

walker walk1, walker lookl
walker walk2, walker look2
walker walk3, walker look3
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search
Xopasume. Ha 6aze 3Toro Mo>kHa cziesaTh MOUCK, OOBICK U Ky4a BCEro.
custom data:
[gulagl]
type = search
capacity =1

ITyTn:
search walk, search look

Cxewma crnenyronias:
1. TlepcoHa)k XOIUT MO TOYKAaM, CMOTPHUT 10 CTOPOHAM
2. B ompeneneHHBIX TOYKaX OCTAHABIMBACTCS U YTO-TO BeIcMaTpuBaeT (caution, search, hide)
3. Ilpu 3TOM roBOpPUT ONpEAEICHHbIE PEILIUKH (...)

rest
Otneix. Crankep no ouepeau To sleeper, To walker, To rest(ect eny, NbET BOAKY).
custom data:
[gulagl]
type = rest
capacity =1

ITyTn:

rest — IMyTh U3 ABYX BEpUIMHOK (BO3MOXHO U3 1). B oniHOM cuauT, B Ipyryt0 CMOTPUT.
sleep - myTh U3 ABYX BEPIIMHOK (BO3MOXKHO U3 1). B oiHOM cnuT, B IpyTryt0 CMOTPUT.
rest walk, rest look

3.11.2. T'ynarw.

I'ynar - cpencTBo 00beAMHEHHSI HECKOJIBKUX CTAIIKEPOB IOJT IICHTPAIM30BAHHBIM YIIPABICHUEM.
OcHOBHBIE 0COOEHHOCTH:

A) Ectb ciucok pador rynara. Pabota - HacTpoeHHas cxema MoBeJeHHs! (MM LIeTI0YKa CXEM
MTOBEICHU );

b) PaboThl HMEIOT IPUOPUTETHI;

B) I'ynar Ha3zHauaeT Ha pabOTHI CTAJIKEPOB BXOAALIMX B IyJjiar, HauMHas ¢ paboT ¢ HAaUBBICIIUM
MIPUOPUTETOM;

I') I'ynar umeer coctosinus. Kaxxaoe cocrosiHue XxapakTepu3yeTcsi CBOUM HaOOpoM paboT, OTIIMYHBIM
oT Habopa paboT B TOOOM JAPYroM COCTOSIHHH TyJiara.

['ynar co3faercs CleayromuM 00pa3om:

1. HeoOxoaumo 4eTKo onpeesinTh Habop COCTOSHUM T'yiiara: 1eHb, HOYb, CIIOKOMHOE, IPU TPEBOIE U
Tak gajuee. s MpoCThIX IyIaroB JOCTATOYHO OJHOTO COCTOSIHUSA, JAJISI KPYTBIX U CIOMKHBIX — JKEJIATEIbHO
pasHble. DTO MpUIAET pa3HO00pa3us U CMOTPHUTCS JIyYIIIE.

2. OmpenensieM MaKCHUMaJIbHOE KOJIMUYECTBO JIFOJIEH, KOTOPBIM IyJlar MOXKET yIpaBisiTh. To ecTh
oIpeesisieM BMECTUMOCTh ryiara. OHa JoJKHa OBbITh TaKO, YTOOBI B TFOOOM COCTOSTHMM TyJjiara

rapaHTUpPOBAHHO HAIIJIOCHh 3aHATUC IJId KAXXIO0TO YCIOBCKA.

3. Jlyig Ka)Ka0ro COCTOSHUS TyJiara ornpeeisercst Habop padoT. Oty paboThl MOTYT ObITh Kak
aKTHBHOTO IJIaHa (4acOBOMH, MaTpyJiib, U TaK Jajuee), Tak ¥ MaCCUBHOIO IJIaHa (CUIAT BOKPYT KOCTPA, CIIAT).
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Kaxnas pabota umeet cBoii npuoputeT. COOTBETCTBEHHO MACCUBHBIE Pa0OTHI JOHKHBI UMETh MEHBIIUH
[IPUOPUTET.

4. CtaBUTCS B peIaKTOPE KOJIMYECTBO JIFOJICH, KOTOPBIE JOJDKHBI OBITH ITOJT TYJIATOM, U HAKPBIBAIOTCS
30HKOM smart_terrain (MCTOYHMK OIIMOOK — MHOT/IA CTaBST space restictor). 30HKe HY>KHO JlaBaTh
OCMBICJICHHOE Ha3BaHHUE. JTO e Ha3BaHUE OyIeT SBISATHCS MPe(GPUKCOM K Ha3BaHUEM BCEX MATPYIIbHBIX
MyTeH, OTHOCSIIMXCS K 3TOMY ke Tynary. Harmpumep ecnu Bel HazBanu 30HKY esc_blockpost, To Bce
naTpyabHbIE TYTH JOJDKHBI HAUMHATHCS € 3TOTO Npedukca, Hanpumep esc_blockpost guard walk. B
custom_data 30HbI HEOOXOAMMO MPOIHUCATh HACTPOUKY TryJara.

[gulagl]

type = mun cynaza

capacity = maxc. emecmumocms 8 100X

*offline = moorcem au eynae oopazosamuvcs 6 offline (true/false)

*squad = squad, komopuiii 6yoem npocmasnen 6cem CmManKepam noo 2yiazom

*groups = Habop group uepes 3ansamole

*stay = min, max epems npebvigarus npc noo smart_terrain

*idle = min, max epems 6ezdeticmeuss smart_terrain nocie yxooa nocieone2o npc

*cond = cnucok ycnosuii, komopule HeobXo00umbl 01 co30anus 2ynaea {+info —info =func !lfunc} —
ecnu ycnogue He 8bINOHAEMCs, Mo 2ylaz paAcnyCKaemcs, a ce e20 N0OOneuHble HAYUHAIOM YNpaeiamocs
nponucarHoll 6 custom_data no2uxou.

*respawn = UMs pecriayHa (BBI3BIBAET pecrayHep C 3a/IaHbIM IMEHEM KaXKIbIi pa3, Korjaa KTO-TO U3
caMpTTeppeiiHa 3acTynaeT Ha padoTy)

Capacity Hy>xHO 3a/1aBaTh Bcera. OHa MOXET ObITh paBHA WJIM MEHBIIIEC YUCia padoT.

Yka3pIBaTh THUI I'yjiara Hy’)KHO 0€3 KaBbIUCK.

[Tonem offline MokHO 3a71aTh, 4TOO TyNIar He 0Opa3zoBbIBaJics B odiaiiH. T.e. cymecTBoBaTh B odiaitH
OH MOJKET, 2 00pa30BbIBATHCS — HET.

Ecnu He 3aman squad mim groups, TO COOTBETCTBYIOIINE CBOMCTBA CTATIKEPOB HE OYAYT U3MEHSTHCS.

Bce BpeMeHa 3a1a10TCsl B yacax UTPOBOTO BPEMEHHU M MOTYT OBITh JPOOHBIMU.

5. B ckpunte \gamedata\scripts\gulag Ha3zBaHue ypoBHS.SCript HEOOXOAUMO MPOMKUCATH YCIOBUS, TIPH
KOTOPBIX CTAJIKEphI OepyTcs 101 KOHKpeTHBIN Tyaar. B ¢yaknuto checkNPC nHeobxoaumo nmponucaTh
yCIIOBHE:!

if gulag type == "gar dolg" then
return npc_community == "dolg"
end

B a1y dhyHKIIMIO TTOKa TIepenaeTcs 1Ba mapaMeTpa, THII Tyjlara 1 KOMBIOHUTH TMepcoHaxa. B qaHHOM
cllyyae 1oj rynar ¢ Turnom gar dolg OyayT mpuHMMATBCS BCe IEPCOHAXKH, OTHOCAIINECS K TPYIITHPOBKE
Homnr.

6. B daiine \gamedata\scripts\gulag Ha3zBanme ypoBHs.SCript HEOOXOIUMO OTHCATh MEPEKITIOYCHUE
COCTOSIHMH TyJiara.

function loadStates(gname, type)
B HEe MepeaaeTcs uMs 30HKU U TUIl ryjiara. CocTosiHue Tynara onuchiBaeTcs B BUie QyHKIUH,
BO3BpaLAOIIEl HOMEP COCTOsIHUA rynara. Hanpumep:
if type == "gar maniac" then
return function(gulag)
if level.get time hours() >= 7 and level.get time hours() <= 22 then
return 0 -- geHb
else
return 1 -- HOub
end
end
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end
B nannom cnydae ecnu ceriyac Mexy 7 ¥ 22 4acoB, TO T'yJlar HaXOJMUTCS B THEBHOM COCTOSTHUH,
HNHA4YC B HOYHOM.

8. B ¢aiine \gamedata\scripts\gulag Ha3BaHue ypoBH:.SCript HEOOXOAMMO OMHUCATH JOJDKHOCTH
rynara. B ¢dyaknuu loadJob 3arpyskarorcst Bce monmyctumbie padboTel. B camy QyHKIMIO epegarorces
CIICAYIOIINE TapaMeTPhI:

function loadJob(sj, gname, type, squad, groups)

sj — cama TabiaMyKa paboT ryJaros,

gname — UM Hallle 30HKK cMap-TuppeitHa. OHO UCTIOIB3YETCs KakK MpeuKC.

Type — tun rynara

Squad, groups — TabIUYKU CKBAJOB U IPYIII, €CIH HaM HY>KHO IEPEOTNPEAEATh POAHbBIE TPYIIIBI
CTaJIKEpOB Ha Kakue Jubo apyrue. B kaxoii pabore MOXKHO yKa3aTh KaKOW CKBaJ M IPYIINA CETUTCS
CTaJIKepy NP YCTAaHOBKE Ha paboTy.

[MpumepHoOe onmcaHue paboT Tynara:
I[aHHBII\/'I ryjiar OonucbIBacT NOBCACHUC TOJIBKO OAHOI'O YCJIIOBCKaA, OGBI‘-IHO HX Tropasao 6OJIBIHC.
JlaHHBII YeTIOBEK B HYJICBOM COCTOSTHUHU(ICHB) JIeTIaeT OJHY paboTy, B IEPBOM COCTOSSHHH(HOYD) IETIaeT

Ipyryio paboTy.

--' Garbage maniac

if type == "gar maniac" then
t = { section = "logic@gar maniac_camper",
idle =0,

prior = 5, state = {0},

squad = squad, groups = groups[1],
in_rest="", out_rest="",
info_rest=

(1344

}

table.insert(sj, t)

t = { section = "logic@gar maniac_sleeper",
idle =0,
prior = 5, state = {1},
squad = squad, groups = groups[1],
in_rest="", out_rest="",
info_rest=

(1344

}

table.insert(sj, t)
end

Onucanue nosnei:

Idle — may3a MexTy MOBTOPHBIM BBIIIOJHEHUSMHU OJJHOTO U TOTO e 3aJaHus. B taHHOM ciiydae mays3sl
HeT. OOBIYHO May3a CTABUTCS HA MATPYIIb.

Prior — nmpuopurer 3ananus. CriepBa CTaJIKEPbl 3aHUMAIOT OOJiee TPUOPUTETHBIC 3aAaHus. Yem Ooblie
YKCII0, TEM BBILLIE IPUOPUTET.

In_rest, out rest - pecTpUKTOPHI, KOTOPBIE YCTAHABIMBAIOTCS NEPCOHAXKY HA JAHHOE 3a/IaHUE.

Section — cekius B \gamedata\config\misc\gulag nHa3Banue ypoBH:.ItX, /e yKa3bIBalOTCs pealibHbIC
HACTPOMKHU CXEeMBbI MOBEJEHHsI, KOTOpasi COOTBETCTBYET TEKyIel padoTe.

Group crankepa OyaeT BEIOpaH U3 MaccHBa groups, KOTOPBIH 3a/1aH B custom data. Maccus
MHACKCUpYyeTcs HauuHasi ¢ 1.

Info_rest —3amaer csi UMsI peCTPUKTOPA U BCE JACHXKEPHI CHAPY>KU 3TOTO PECTPUKTOPA HE MOMATAI0T
BHYTpB I YeJIOBEKa, HaXOAAIIErocs Ha 3Toi paboTe

Taxxe B onucaHuu padOThI MOXKET OBITh YKa3aHBI JOMIOJIHUTEIBHBIE YCIOBHS, IPU KOTOPHIX CTAJIKEP
MOJKET 3aHATh JaHHYyI0 paboTy. Hanpumep:
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predicate = function(obj)
return obj:profile name() == "soldier commander”
end
TO €CTh JIAaHHYIO pa0OTy CMOXKET BBITIOIHSATH JIMIIb ITEpCOHaX ¢ nmpoduiem soldier commander.

9. B \gamedata\config\misc\gulag na3BaHue ypoBHs.ltx HEOOXOAUMO yKa3aTh, KAKHE CXEMBI
MIOBE/ICHUSI COOTBETCBYIOT TOW MM MHOM paboTte. HampumMep B cirydae ¢ BBIIEpacCCMOTPEHHBIM I'YJIaroM
gar_maniac:

;-- GARBAGE MANIAC
[logic@gar maniac camper]
active = camper(@gar_maniac_camper

[camper(@gar maniac_camper]
path walk = walk1
path_look = lookl

[logic@gar maniac sleeper]
active = sleeper@gar_maniac_sleeper

[sleeper@gar maniac_sleeper]
path_main = sleep
wakeable = true

HacTpoiika 31ech COOTBETCTBYET HACTPOKE B OOBIYHON KAaCTOM JlaTe CTaJIKepa, C pa3HULICH:

1) myTtu cnemayer ykaswsiBaTh 0e3 mpedukca. To eCTh eciii 30HKa HOCHJIa Ha3BaHWE gar maniac, TO
IYTH CJIelyeT Ha YpOBHE CTaBUTh ¢ Ha3BaHMeM gar maniac_walkl, ogHako B
gamedata\config\misc\gulag na3zBanme ypoBH:.ltx cienyeT yka3biBaTh TobKo walkl.

2) B HMMEHAax CEeKIMH CXeM MOBEACHUS Nocie (@ A00aBIATh Ha3BaHUE ryjara 1, BO3MOXHO,
TOTIOJTHUTEbHBIC cBeieHMs (HanpumMep, walker2(@rad antena gate)

3) B uMeHax cekuuit logic s kax 0l paboThl [OOABIATE MOCHE (@ UM Tylara,
JIONIOJTHUTENbHBIE CBEJICHNS U UM CEKI[MM aKTUBHON CXEMBbI IOBEJCHUS (HAIIpUMeED,
logic@rad antena_gate walker2).

B paGorax mis rynaroB nods leader 6onbiie vet. Ectb mone dependent. PaGota Mmoxet ObITh 3aHATa
TOJIBKO TOT/Aa, Koraa padota ¢ mmeHeM dependent yxe 3ansta. Hampumep, follower MmoxeT ObITh Ha3HAUCH
TOJILKO TOT'0JIa, KOTJIa YK€ KTO-TO Ha3HaueH Ha padoty nuaepa (MMst paboThl JUepa Terneph B MoJie
dependent). EcTtecTBeHHO, UTO MPUOPHUTET pabOT, OT KOTOPBIX 3aBUCST APYTHE, TOJDKECH OBITH OOJIBIIIE YEM Y
HUX.

3.11.3. HoBble 0COGEHHOCTU CMApPTTEPPENHOB
Bo3mo:xnocTn HoBoro cmaprreppeiina (CT):

1) He nepuT cTamkepoB MOCTOSHHO B OoHlaliHe. PaboTaeT cTanaapTHBIN OHIalH-paanycC.

2) Crankepsl UAyT HA OnrbKaimme padoThI.

3) Ha mecta paGoT cTajkepbl UIyT HE3aBUCUMO OT TOTO, B OHJIAiHE OHH WIH B oddiaiine.

4) CT B oduraitHe paboTaeT Tak ke, KaKk U B OHJIAHE: BBIMOJIHACT MEPEKITIOUYCHUE CBOMX COCTOSTHUH,
nepepacmpeeneHie pador.

5) CrankepaMm MOXHO MPOMHUCATh, TP Kakux yciaoBusx B kakue CT onu moryT uaru. (cM. Huxe) Ecnun
crasnkep nonan B CT, To oHOyeT HaxoauTcsl B HEM, TIOKa HE UCTEUYET BPEMsI U BBITIOJIHACTCS YCIOBHE.
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6) PaboTbI MOTYT HaXOAUTHCS HA PA3HBIX YPOBHSX.
7) CxpuntoBas 30Ha CT Tenepr He UCTIOIB3YeTCS JIJIsl 3aXBaTa MEPCOHAKEH.
8) Cumynsius 3aKJII0OYaeTcsl B MUTpalMy nepcoHaxeil mexxay pasasiMu CT.

Yro HyKHO Iepenenarb:

1) Ilepconaxku MoryT ObITh ABYX TUNOB: J100 /it CT, 1100 U1 caMOCTOSATENFHON PabOThI O JIOTUKOH U3
custom data. Y nepBbIX JJOTHKH B custom data He TOKHO OBITh. Y BTOPBIX JODKHO OBITH MPOMUCAHO, YTO
oHu He XOTAT HU B oJiuH CT. (cM HUXke)

2) Henbzs mox CT otmpasisath ctankepos B nil. BmecTo nil gaiite um mytu. Hanpumep, walker-b1 B
pecTpukTope BMecTo nil B pecTpukTope. (ecTh abort Ha Tako# ciy4ail)

3) Bcex y4acTHUKOB CO3JaHHBIX CLIEH TIOCTaBbTE PSJIOM C MeCTaMH padoT, a He B Kydy. Tak UM He mpuaércs
nojgaca pazopenarhes Mo MectaM paboT: OHM Cpa3y MO3aHUMaIOT Onmkaime. B custom data um
MPOMUIINTE, YTO 10 OKOHYAHUS CLIEHBI OHU MOTYT ObITh TOJIbKO B 3ToM CT. (cM. HuXke)

4) He3nauutenbHo nepeaenats ¢pynkuuu predicate() n Gpynxum nepexmouenus coctosaust CT. (cMm. Hixke)
5) lIpocnenute, uro6 nmox CT B morukax B moJie active OBLIO MPOMKMCAHO TOJHKO UMS CEKIIUA U HUYETO
Ooublie (HUKaKUX TaM MPOIEHTOB U (PUTYPHBIX CKOOOK). J{is mepcoHaxkeil He npeanasHadeHHbix nog CT
3TO HE UTPaeT POJIH.

6) Ilepeumenyiite B custom data CT cekuuro [gulagl] B cexuuto [smart_terrain].

--—- Pa3zpemenusi nepconazkam uaru B onpeneaénnnie CT --—--

Paspemenus nepconaxam untu B onpenenéuapie CT 3amaroTcs B custom data cexiueit [smart _terrains]. B
Hel MoxkHO 3amaBaTh napsl "umsi CT = condlist". [Tpumep:

[smart_terrains]
strn_1 = ycnoBuel
strn_2 = ycioBue2

Ecnm nnst kakoro-To smart_terrain ycJiIoOBHE BBIMIOTHUIOCH, OH HA3bIBACTCS SKCKITIO3UBHBIM.

Ecnu y 00bekTa mosBUIICS XOTh OJIMH KCKITIO3UBHBIN smart terrain, To OH OyJIeT COrJIaceH UATH TOJIBKO B
HEro.

Ecnu He moSBHIIOCH HU OJHOTO SKCKIIFO3UBHOI'O, TO OH COTJIACEH MATH B JIIO0OI.

Ectsp 3ape3epBupoBanHoe coueranue "none=true". Eciau oHO yka3zaHo, TO MEPCOHAXX HUKOTIa HE ONAET HU
B oauH CT. Takoit mepcoHax OyaeT paboTaTh TOJIBKO MO CBOCH JIOTHKOM.

Taxxe MOxHO 3a1aTh, koro npuauMaetT CT. B nqomoaHenue k crapomy Mexanusmy (pyakmmu checkNpc() B
¢aitnax gulag *.script) moxxno B custom data CT HanucaTb:

communities = rpynnupBkal, rpynnupoBkaz, ...

Ecnu 310 nosie He 3a1aHo, TO MPOBEPSETCS CTapbIM MexaHu3MoM. Eciu 3apano, To nog CT Bo3bMyTCSs
TOJIBKO NEPCOHAYKU YKA3aHHBIX IPYNIHUPOBOK (YUTUTE, CTAPBIA MEXaHU3M TOXKE BBI30OBETCS).

---- U3meHnenue pynkumii predicate() ----

B st pynknmm BMecTo game object OyneTt nepeaaBaThcs Tabnuuka ¢ HHGOpMaIHMe o mepconaxke. Tam
€CTb IIOJIA:

name

community

class id

story id
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profile name
Ecnu HyXHO, 94TOOBI paboTa 3aHUMaNach TOJILKO CHAalIIepaMH, TO B IPEAMKATE HY)KHO MHCATh:

predicate = function(npc_info)
return npc_info.is_sniper == true
end

---- U3Menenue pynkumii nepexiaroyenus cocrosuust CT ----

OO6pamaiitech MHAUBUIYAIBHO. Bee mepenenku cBsi3anbl ¢ paboToit aToi GpyHkImu B odaitne. Hanpumep,
tabmuma gulag.Object[] He comepkuT game _object-bl, ecii epcoHax B oaifHe u T.11.

---- Cocrostaus pabot online/offline

t = { section = "logic@4444444yy",
idle =0,
prior = 5, state = {0}, squad = squad, group = groups[1],
online = true,
in_rest="", out_rest =

nn

}

table.insert(sj, t)

BapuanTsl 3a1aHus 3TOTO MO

online = true - Ha 3TO¥ paboTe MEPCOHAX BCET/Ia B OHJIAIHE,

online = false - Ha 3T0i1 paboTe nepcoHax Bcerna B oduiaiine,

online He 3a/1aHO - HA ATOM pabOTE MEPCOHAK MOKET MPBITaTh OHIAMH<->0()IaiiH TI0 CBOEMY
YCMOTPEHHIO.

3.11.3.1. bonee gocTynHoe onMcaHue HOBbIX CMapTTeppPernHOB

Temnepb 0 cMapTTEpEHOB JJIs1 AM3aHEPOB, TO €cTh He HA LUA, a mo-pyccku.
Jlis TOTO, 9TOOBI IPEHECTH CMAPTTEPPEIH HA HOBYIO CXEMY, JellaeM CIIeIyIoIIee:
1. [Tumem B kacTom nare rae [gulagl] -> [smart terrain]
2. B xacTtom mare ToBapuIlel 110 CMapTTEPPENHY IHILIEM
[smart terrains]
sar_monolith_sklad(na3zanue rynara) = {KOHIJIUCT} - €CIIU TOIBKO B 1 CMapTTEppEiH CTATKEP CMOXKET
MIPUWATH, TO TIHILIEM true.
Ecnu 3TOT TOBapUII HE AOKEH paboTaTh oA CMapTTeppeiHaMu, TO THIIIEM €My B KACTOM JIaTy.
[smart terrains]
none = true

3.12. Jloeuka eepmosiéma
O01ue cBeIeHUA:

BepronéT paboTaeT Ha «JIOTHKEY.

Ha BepTonér pearupyror aHOMauu.

BepTtonér He 00pabaThIBaeT CTOJIKHOBEHUS C TeOMETPHEH U (GPU3UKOI MTOKA OH HE COUT.

[Tonaganus B 0651aCTh KaOMHBIL, I/1€ CUIUT NEPBBIN MUJIOT, B IECATKU pa3 Oojiee O0JI€3HEHHBI Ui
BEPTOJIETA.

V BepTos€Ta ecTh yHUBEpCcaibHas O0eBasi cCXeMa Ha MaHEp CTaJIKEPOB.

[MunoTel BepTOJieTa pearupyroT pEIIMKaMy Ha COOBITHS: XUT, BUJIUT Bpara, MOBPEKICH (3aIbIMIIICS ),
nasiaer.
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3.12.1. Cxema heli_move:

OOmmue cBeieHNs:

ITo3BossieT neTaTh BEPTONETY MO NATPYIBHOMY IIYTH, PETYJIHPOBATh MAKCUMAJIBHYIO CKOPOCTb,
CMOTPETh B HY)KHYIO TOUKY. CKOPOCTh MEXIy TOYKAMU PACCUUTHIBACTCSI aBOMATHYECKH, OHA MOXKET OBITh
MCHBIIIC MaKCHMaJIBHOfI, HO HHUKOT'Ja €€ HE HpI/IBbICI/IT.

Jist cxembl 1oJDKeH OBITh 3a/1aH path. move — myTh, 10 KOTopoMy OyJeT jeTaTh BepToiaeér. OH MOKeT
coiepKaTh OJJHY BEPIINHY, €CIIH HYXKHO, YTOO BEpTOJIET BUCEN HA MECTE.

MoskHo (HO HE 00s3aTenbHO) 3a1aTh path look — Touka, Kyaa BepTOJIeT MOXKET CMOTPETh, MOYKHO
3ajaBaTh actor — Toraa OyIeT CMOTPETh Ha UTPOKA.

Bepmunsl 3THX myTeit MOTYT OBITh TIOCTABIJICHBI TJI€ YTOIHO B IIpeesiaX OrpaHUIMBAONIET0 OOKca
ypoBHsi. OHU He 3aBUCAT OT ai-nodes.

[To mytu BepToNET NeTaeT Oe3 yuéra cBsizel Mexay BepinHamMu. OH JeTaeT OT BEPIIUHBI K BEPIIUHE B
MOPSIIKE BO3pacTaHUsl UX HOMEPA (T.€. B IOPSAJKE, B KOTOPOM UX ITOCTABUJIN HAa YPOBEHB).

Beproné€r crapaercs aeTaTh TOYHO 10 BeplInHaM IyTH. [Ipu xkenaHuu MOKHO CAENIaTh FOBEIUPHBIN
MPOJIET MO MOCTOM.

Bepronér crapaercs netath Kak MOKHO ObicTpee. [losicHeHue: eciii eMy 3a/1aTh, 4YTO B CIASAYIOIICH
BEPILIMHE MyTH OH JIOJDKEH UMETh CKOpocTh 10 M/c, a ero MakcHUMasbHas CKOpOCTh ycTaHoBjeHa B 30 M/c, TO
OH He cTaHeT cpa3y JyereTb 10 m/c. OH cHadana OyJeT pa3roHATHCs BILIOTH 10 30 M/C ¥ TOJIBKO Ha MOIETE K
LIEJIEBOM BEpIIMHE HAYHET TOPMO3UTH C pacuéToM mpuObITH B He€ nmest 10 m/c.

Hacrpoiiku:

OO0s13aTenbHbIC HACTPOUKH:
*path_move = nmyTh, 10 KOTOpOMy OyJET JIeTaTh BEPTOJIET, 3a4a€TCSI BEMITOMHTAMH.
*max_velocity = km/h — MmakcuManbHO HOMTyCTHMAasi CKOPOCTh, €CJIM BO3MOYKHO, OH OyJIET CTPEMHUTHCS K
Heil. Ecniu Ha myTH BepTojeT mpoMaxuBaeTcsi 0 TOYKaM — CIIeIyeT yMEHbIINUTh max_velocity.

3amaBaTh He 00s13aTENBHO:
*enemy = nil/actor/StoryID - Bpar
*fire_point = — Touka, 0OCTpeN KOTOPOIl BEepTOJIET OyAET J1eNaTh, 3a1aeTC BEUTTOUHTOM.
*min_mgun_attack dist= ;m MmHH paccTOsSHHUE ITPH KOTOPOM MOKHO UCII ITyJIeMEeT
*max_mgun_attack dist= ;m Makc paccTosiHHE IpU KOTOPOM MOKHO UCII ITyJIE€MET
*min_rocket attack dist= ;m MuH paccTOsHHE MPU KOTOPOM MOKHO HUCIT PAKEThI
*max_rocket attack dist= ;m Makc paccTosHHE TPH KOTOPOM MOYKHO HCIT PAaKEThI
*use rocket = false/true BBIKII./BKJI. CTpeIb0y pakeTaMu, €CIu He 3aJJaHHO OyJeT CUuTaThes true
*use_mgun = false/true BBIKJI./BKJI. CTpeNbOy C MyJieMeTa, €ClIM He 3aJJaHHO OyJeT CUMTAThCS true
*engine sound = true/false (o ymomruanuro true). BKi/BeIKII 3ByK JBHUTATENs] BEPTOJIETA.
*upd_vis = 4mco, - BpeMs, B CeKYH/Iax, Cepe3 KOTOpPOe MPOBepsETCS BUIUMOCTD Bpara.
*stop_fire = true/false (mo ymomvanwuto false). Ecimu yBunut urpoka, oCTaHOBUTHCS YTOOBI CMOTPETH Ha
UTPOKA C TIO3UIUH U OOCTPEIISET, €CIIM UTPOK — Bpar.
*show health = true/false (mo ymonuanwuro false). OTobpaxaeTcss UHAUKATOP >KU3HU.
*fire trail = true/false (mo ymomuanuto false). Bki/Beiki cTpens0y TuHHEH(HE B TOUKY).
*invulnerable = true/false (mo ymomuanwuto false). Heyszsumocts. Eciu true, BepTon€éT urHopupyeT Bce
XHTEHI.
*immortal = true/false (mo ymomuanwuto false). beccmeprue. Ecnu true, BepTonér mosmyvyaeT mOBpeKICHUS,
HO HE YMHpaeT.
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*mute = true/false (mo ymomuanwuio false). OTkir0o4aeT yHUBEpCalbHbIE PEIUIMKH MTUJIOTOB BEPTOJIETA.

3.12.2. YHuBepcanbHaa 6oeBas cxema:
Oo01mme cBeIeHUS:

B yHuBepcanbHO# 60eBOI cxemMe BepTOJIET HE MPUBS3aH K MyTSAM.

Bepron€r He BUAUT HUKOrO. Y3HATh O Bpare BEPTOJIET MOXKET TOJIBKO IIPU IOJIYYEHUN XUTA WIKA U3
napameTpa B custom data.

Bepronér crpenser no Bpary, eciiu BUIUT ero. Eciu He BUANUT — uuiet, o0aeTast BOKpYT TOUKH, T1ie
MoCIeAHMIA pa3 Buel. Ecnu 101ro He BUIUT Bpara — 3a0bIBaeT ero. Eciu Bpara 3a1anu NpuHyIUTENbHO U3
TEKyIlel CeKIIMU CXEMbI TIOBEJIEHUS, TO OH He 3a0yAeT ero, moka HaXOJIUTCS B 3TON CEKIIHH.

Hacrpoiiku:

OTnenbHOM CEKUUH JI 3TOM CXEMbl MoBeieHUs HeT. [[03TOMy HacTpOMKHU MTPOU3BOASTCS B CEKIIMHU
TeKYH_Iefl CXCMBI ITOBCACHUS .

combat_ignore = true/false
true 03HaYaeT UTHOPUPOBAHUE MOJYICHHUS XUTA. T.e. BEPTOJIET He OYJET MBITAThCS «OTOMCTHUTD)» TOMY,
OT KOI'O OH IMOJIYYMJI XHUT.

combat_enemy = nil/actor/StorylD
C MOMOIIIBIO 3TOTO TIapaMeTpa MOYKHO 3a/1aTh BEPTOJIETY KOHKPETHOTO Bpara. nil — HeTy Bpara; actor —
urpok; SID — uncnoBoe story id Bpara.

combat use rocket = true/false
MO>KHO J1 BEpTOJIETY TOJTb30BaThCS POKETAMHU.

combat use mgun = true/false
MO02KHO 111 BEPTOJIETY MOJIB30BATHCS IIYJIEMETOM.

combat_velocity = <gucno>
CKopCTh, ¢ KOTOPOH BEPTOJIET OYIET JAeaTh OOEBBIE 3aX0 bl

combat safe altitude = <umcmo>
BpIcoTa, OTHOCUTENBHO CaMOM BBICOKOM TOYKHM I€OMETPHUH HA YPOBHE HUKE KOTOPOU BEPTOJIET HE
OyZeT ommycKaThCsi B 00€BOM cxeMe (MOXKET OBITh OTPHUIIATEIIHHBIM )

K Bepronéry moaxmroueHa cxema xr_hit. Paboraet kak y crankepos. B xr_effects ects rpynma
¢byHkuunit 15 paboThl ¢ BepTosiéToM U3 ero custom data:

heli_set enemy actor - caenars akTépa BparoM BEpTOJIETY
heli_start flame - momxeub BepTONIET
heli_die - youth BepTonér

combat velocity = - boeBasi CKOPOCTh B 3TOW CEKIIMU yKa3bIBACTCS B M/C
combat safe altitude =- BricoTa G0€Basi B MeTpax, MOXKET MPUHUMATh OTPHUIATEIIHHBIC 3HAUCHHS
combat use rocket = - true/false ucrosb30BaTh M PAKETHI B 3TOM CEKINH

combat use mgun = - true/false UCTIOIB30BATH JIN MTYJIEMET B 3TOW CEKIINH
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3.13. Meet_manager

CuHTakcuc:

[logic]

meet = meet

[walker]

meet = meet

[meet]

meet_state = 30| state@sound| 20| state@sound| 10| state@sound
meet_state_ wpn = 30| state@sound| 20| state@sound| 10| state@sound
victim = 30| nil| 20| actor

victim_wpn = 30| nil| 20| actor

use = self

use wpn = false

zone = name| state@sound

meet_dialog = dialog_id

synpairs = state(@sound|state@sound

abuse = true/false

Bcest HacTpoiika BCTpeun OTHBIHE OyIeT MPOU3BOAMUTCS B OT/ACIBbHOM cekunu. B cexnmu logic nim B Tekyiei
cXeMe MOKHO OyZleT yKa3aTh, KAKyF0 UMEHHO CEKIIHUIO C HACTPOWKON HYKHO MCIOIb30BaTh. CeKIus,
KOTOpasl yka3aHa B ceKIuu logic OyaeT BIUATh Ha 00pabOTKY BCTPEYH CBOOOTHOTYIISAIIUM CTATKEPOM.

[Tepeuensb noieit:

meet_state, meet state wpn — 3agacT aHUMAaILMIO M 03BYYKY IEPCOHAXKA, B 3aBUCUMOCTH OT PACCTOSHUS 110
akrtepa. s ciydas eciau akTep 6€30pyxeH JIM00 BOOPYKEH COOTBETCTBEHHO.

victim, victim_wpn — 3a1aeT 00BbEKT, Ha KOTOPBIH JOKEH OyIeT CMOTPETh NepcoHax. Bo3zMoskHbIe
napaMmeTpsl: nil — HUKy/1a He CMOTPHUT, actor — CMOTPUT Ha UTPoKa, story id — HoMep cTopu aiiau
NepcoHaXxka, Ha KOTOPOTo HYXKHO OyJIeT CMOTPETb.

use, use wpn — HaCTPOMKH F03a0eIbHOCTH MepcoHaxa. Bo3MoxHbI Tpu BapuanTa: true, false, self. [Ipu self
HIIC cam r03HET UTrpOKa, KaK TOJIBKO CMOKET JOTIHYThCS ©

zone — CoaepKUT HabOp UMEH PECTPUKTOPOB, a TAKXKE aHUMAIIMK U 03BY4KH, koTopyto HIIC Oyner
OTBITPBIBATh, €CIIU UTPOK OYZIET 3aMEUEH B PECTPUKTOPE

meet dialog — craprossrii auanor HIIC.

synpairs — COJIEpXHUT HabOp map COCTOsSIHUE Tena@3ByKoBasi _Tema. Eciu mpu kakoM To Habope yCIIOBHiA
BCTpeua OyeT OTHINPhIBATh IMEHHO 3TO COCTOSIHUE U ATY 3BYKOBYIO TEMY — TO OHU OyayT
CHHXPOHHM3HPOBATHCS 110 PAHJAOMHBIM aHUMAIMAM COCTOSIHUS Tea.

abuse — o ymosruaHuo true, eciu false, To Hero3arMUKECS MPOTUBHUK HE OyAeT OOMKaThCS.

JIro0yro cTpoky(B 00IIIeH cxeMe OHU HAIMMCAaHbl CTPOYHBIMU OYKBaMH) MOKHO 3371aBaTh KOHJIJICTOM.

( {tinfol —info2} ward %+info% )

I[J'IH o0yeryeHus HaCTpOﬁKH BCTPEUYH CACIaHa BO3SMOXHOCTE YIIPOIICHHOI'O 3adaHus ,[[C(bOJ'ITai

[walker]
meet = default meet

Camy cekmuro [default meet] 3agaBaTh He Hago0. Bee HACTPOiiKK U Tak BO3BMYTCS U3 AedonTa.
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Tenepb 0 TOM, Kak ¢ IOMOIIBIO 3TOT0 KOHCTPYKTOpPA COOpaTh Ty PEakiMIO Ha akTepa, KOTopas BaM Hy)KHa
(Bo Bcex npumepax 3eJIeHbIM LIBETOM BBIJIEJIEHBI COCTOSIHUSA State manager, CHHUM — 3ByKOBBIE TEMBI):

Curyanus 1
Urpoxk Baaneke moA3bIBacT HAC PYKOH, P MPUOIMKEHHH MIPOCUT YOpaTh OpyKHe, TOTOM COTJIACEH
TOBOPHUTb.

[meet]

meet_state = 50| hello@talk hello| 20| wait@wait| 10| ward@wait
meet state wpn = 50| hello@talk hello| 20| threat@threat weap
victim = 50| actor

victim_wpn = 50| actor

use =true

use_wpn = false

Curyanus 2

Crankep 3aBUAs HAC IPOCUT yOpaTh opyxkue. [locie 3Toro moaxoauT U 3aroBapuBaeT ¢ Hamu. Eciu
Mbl HAYMHAEM YXOAMUTH OT HETO WJIM JIOCTaeM OpPYKHE — HAUMHAET HAC CTPENISTh.

[meet]

meet_state = 50| {+info} threat fire %=killactor%, walk@ {+info} talk abuse, wait | 10 | walk %
+info%; wait | 2 | threat;state

meet_state_ wpn = 50| {+info} threat fire %=killactor%, threat@ {+info} talk abuse, wait

victim = 50| actor

victim_wpn = 50| actor

use = {-info2} self, false

use_wpn = false

3nech: info — HUHPOPOMIIIH, KOTOPBINA YKa3bIBAET YTO MBI YK€ OIMYCTHIIN OPY>KHE U OBLIM JOCTATOYHO OJM3KO
k HIIC

Info2 — undonopiIH, KOTOPHIN yCTaHABIMBAETCS B IMAJIOTE M TOBOPUT UTO MEPCOHAXK YK€ CKa3all HaM BCe,
9TO XOTEJ.

Killactor — ¢pynkuus B xr_effects koropas o6mxaer HIIC Ha urpoka.

Curyanus 3

[TepcoHaxx XOUT 1O MATPYJIHHOMY ITyTH Ha 3acTaBe jlareps. Eciau urpok uMeer J0MmycK B Jlarepb —
MPOITyCKAET €T0 U 3[I0POBACTCS, MHAYE CIIEPBa OTIYTUBAET, a €CJIM UTPOK MPOOPAsCs B JIarepb — TO
oOmxkaercs Ha Hero. [Ipu ATOM auanor 3aBUCUT OT TOTO, IMEET UTPOK JOMYCK B JIar€Ph WJIA HET.

[camper]

path walk = path walk
path_look = path look
meet = meet

[meet]

meet_state = 30| {+info} wait, threat(@ {+info} talk hello, threat back

meet_state wpn = 30| {+info} wait, threat@ {+info} talk hello, threat back

victim = 30| actor

victim_wpn = 30| actor

use = true

use_wpn = true

zone = warnzone| {-info} threat(@ {-info} threat back|kampzone| {-info} true@ {-info}
talk abuse

meet dialog = {+info} dialogl, dialog2
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31ecs:
True — BMecTO aHMMAaNNK, aTAKOBATh UTPOKA.
Info — MudomnopIiH, KOTOPHI TOBOPUT YTO MBI IMEEM JIOIYCK K JIarepio
Warnzone — pecTpuKTOp, B KOTOPOM HAC MPEIyNpekIatoT
Kampzone — pecTpuKTOp, B KOTOPOM Hac yOUBAIOT
Dialogl — craproBsrii guanor HIIC, eciu Mbl nMeeM TIONTYCK B Jarepb
Dialog?2 — craptoBsiii quanor HIIC, eciu Mbl He ©MeeM JOMYCK B J1areph.
JedonTHbie HACTPOUKH:

ITo nedonty BcTpeua HaCTpOEHA CO CIEAYIONIMMHU apaMeTpaMHu:

meet state = 30|hello@hail |20 |wait@wait
meet state wpn = 30|backoff@threat weap

victim = 30]actor

victim wpn = 30lactor

use = true

use_wpn = false

syndata = hellofhail |backoff@threat weap

NB: Ecnu Hy)HO, 4TOOBI CTaJIKEP HE pa3roBapuBajl C HITPOKOM B JaHHOMW CEKITMHU, HEOOXOIUMO MPOIHCATh
emMy meet =no_meet

3.14. OmmMemku Ha MUuHuUmManme

[TosiBHI1ach BOBMOXKHOCTh HE IMOKa3bIBaTh CTAJIKEPOB HA MUHUMAIIE U HA KapTe (MpATaTh CUHUE U
KpacHbI€ TOUKH). JIJIst 3TOTO B CEKIIMH JIOTHUKU WM B TEKYILEH CXeMe yKa3blBaeM IapameTp:

[camper]
show_spot = false (Oymydn B 3TON CEKIMH CTAJIKEp HE MTOKa3bIBACTCS Ha KapTe)

[walker]
show_spot = {+infol} false

Cranikep He OyzeT OKa3bIBaThCA, €CIIN Y UTPOKa ecTh nHdomnopmH infol u T.1.

3.15. [Nlepedaya napamempoe e hyHKyuU.

Huxe nepeurcien Habop GyHKIMI K KOTOPHIM MOKHO 00pamiarbcs U3 KaCTOM AaThl U IPH 3TOM
nepeaaBaTh B HUX MIEPEMEHHBIC.

NB! Bo Bcex ¢pynkuumsx xr_conditions u xr_effects, koropbie oOpaiaiuce K ryjgaram 1o UIMeHH, TETEephb
MO3KHO HMCTIONIb30BaTh KaK UM, Tak u story id. [Ipudem eciu MbI yka3plBaeM UMs, TO UCIIOIB30BATh
(YHKIMIO MOYKHO TOJIBKO, KOT/Ia TyJIar HaXOAUTCS B OHJIal{HE, a €CJIM MBI BEeIIaeM Ha caMpTTeppeiiH
story id, To MokeM oOpamiarbces K Tyjary u B o diaiine.

Onucanue GyHKIUH ¢ MapameTpaMu IpUCYTCTBYIONUX B Xr_conditions u xr_effects.

xr_conditions:

fighting_dist_ge(p) — ynuBepcanbHas ¢pyHKuus s combat_ignore, mpoBepKa pacCTOSHUS [T UTPOKa
(B MeTpax)

distance_to_obj_le(sid:dist) - mpoBepka quctanuuu 10 00bEKTa 3aJaHHOTO
story_id.
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MoO>XHO HCTI0NIB30BaTh, HANpuUMep, B cekuuu follower 11 onpenenenus Toro, YTo CTajKep
MO0 Ha HY)KHYIO JUCTaHIMIO K JIUJIEPY U MEPEKITIoYaTh B IPYTYyIO CEKIHIO (JIUIEp TPH STOM
CTOMT I'JIe-TO B peMapke). DTa CUTyalusi BO3HUKAET, KOT/1a ociie 005 HaJl0 MOJIOTHATH OJTHOTO CTaJIKepa
K JIpyromMy, a UXHUX MMO3HIHI MBI He 3HaeM. Ecnu ucnonb3yercs B cexuun follower, To dist Hago
craBuTh OospiimM  distance QosoBepa, MOCKOIbKY €CITU MOCTaBUTh UX OJJMHAKOBBIMU, TO TaHHAS
dbyHKIMS HE Bcerna Oyaer cpabaThiBaTh.

health_le(health) - mpoBepka Toro, uto 3g0poBbe npc <= health
heli_health_le(health) - ananornuno npeapIAyIEMY, TOIBKO JJIs1 BEPTOJIETA.

enemy_group(groupl:group2:...) - [I[poBepka Ha NPUHANIECKHOCTh Bpara K OJHOM U3 rpymn
(mpaBUIBHOCTH pabOTHI MOKA HE MTPOBEPAIIACD)

hitted_by(sid1:sid2:...) - [IpoBepka Toro, 4ro ynap OblJ1 HAHECEH KEM-TO U3 NPC, YKa3aHHBIX B CIIHCKE.
npc 3agarTcs ¢ momotbko story id. yHKIu0 y100HO UCIIOIB30BaTh B CEKITUU hit.

IIpumep:

[hit]

on_info = {=hitted by(407:408)} %+val escort combat%

killed_by(sid1:sid2:...) - AHanoru4Ho npeablayeMy, Ho JUIs cirydast cMepTH npc. Mcnonb3yercs B
cexuuu death.

is_alive(sid)
is_alive_one(sid1:sid2:...)

is_alive all(sid1:sid2:...) - mpoBepka TOro, 4To OJAWH, OJANH U3 HECKOJIBKUX WJIH BCE U3 CIIUCKA
COOTBETCTBEHHO Npc, 33/1aHHbIE 10 story id KUBBI

is_dead(sid)
is_dead one(sid1:sid2:...)

is_dead_all(sid1:sid2:...) - aHanoruyHO NpeabIAYIIEMY, TOJIBKO MIPOBEPKA HA "MEPTBOCTB".

check_fighting(sid1:sid2:...) - [IpoBepka Toro, He ABIAETCS JIU KTO-TO U3 MEPEUUCICHHBIX (C TOMOIIIBIO
story 1d) npc Bparom ganoro. Kak nmpaBuiio ucrnons3yercs B combat_ignore cond.

gulag empty(gulag name) - mpoBepka TOTo, 4TO T'yJar IMyCT WK BOOOIIE HE CYIIECTBYET.
gulag population_le(gulag name, num) - mpoBepka TOro, 4To KOJUYECTBO HAPOy B ryjiare <= num

gulag casualities ge(gulag name:num) — mpoBepKa TOro, 4To ryJjar oHec noTepyu => num
NB! I[Totepu rynara He OOHYISIOTCS, TaK YTO C 3TOH PyHKIMEH paboTaTh aKKypaTHO.

signal(cTpoka) — npoBepsiet, ycranosiieH Ju y nanHoro HIIC B Tekyiei cxeMe yka3aHHbIM CUTHA

xr_effects:

heli_set _enemy(story_id) — caemnats npc ¢ ykazanHbIM story id Bparom BepoTeiny. B ogHOM ceknumn
MOHO 3a/1aBaTh TOJIbKO 1 Bpara.

set gulag enemy actor(gulag name) — cienaTh akTepa BparoM Jyisi JaHHOTO TyJjiara

hit_npc(direction:bone:power:impulse:reverse=false) - Hanectu xur no npc. Ilapamerpsi:
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direction - eciu CTpOKa, TO CYMUTACTCS, YTO 3TO UM YT U B CTOPOHY MEPBON TOUKH ITPOU3BOJAUTCS

Tomuek. Eciu e 3To 9icio, TO OHO pacCMaTpUBAETCs Kak story id mepcoHaka OT KOTOPOTO JI0JKEH
MOCTYITUTH XUT.

bone - ctpoka. UMst KOCTH, 110 KOTOPOH HAHOCUTCS yap.

power - cuja yrapa

impulse - umITyIbC

reverse (true/false) - ©3MeHeHe HanpaBJIeHUs yJapa Ha MPOTHBOMOJIOKHOE. 10 yMoryaHuio false.
[Tpumep:
[death]
on_info = {=killed by(404)} %=hit npc(404:bip01 spinel:100:2000)%, {=killed by(405)}
%=hit_npc(405:bip01 spinel:100:2000)%

set_friends(sid1:sid2:...)
set_enemies(sid1:sid2:...) - ycTaHOBHUTH JAPY3bSIMH/BparamMu JJaHHOTO NPC M YKa3aHHBIX B CITUCKE TIO
story_id.

play_snd(snd_name:delay=0) - urpats 3ByK B r0JIOBE aKTEpa.
snd name - MyTh K 3ByKy OTHOCUTENIBHO Manku sounds
delay - 3amep>xka nepen nmpourpsiBanueM. [1o ymonuanuio 0 — mpourpsiBaem cpasy.

play_snd_now (sid:snd name) — urpath 3ByK OT YKa3aHHOT'O OOBEKTa
*3BYK UTpaeTcs 00 00BEKTa ¢ yKa3aHHBIM story id, 6e3 3a1ep>KKu ¢ TPOMKOCTBIO 1. YKa3bIBaeTCs HE UMS
3BYKOBOM CXEMBI, a UM (aiina

hit_obj(sid, bone, power, impulse, hit_src=npc:position())
JlaTts 00bekTy, 3amanoMy story id, xut. OTaudaeTcst TeM, YTO MOYKET IPOIHUCHIBATHCS B JIFOOOH KacToOM

nare. [Tapametpsl: actor, npc, p[sid,bone,power,impulse,hit src=npc:position()]

1. sid - story id oObekTa, MO KOTOPOMY HAHOCHUTCSI XUT.

2. bone - ctpoka. MIMs KOCTH, IO KOTOPOI HAHOCUTCS yaap.

3. power - cujia yaapa

4. impulse - umIynsc

5. hit_src (HeoOs3aTenbHBIN TapamMeTp) - Touka (waypoint), U3 KOTOPOU 1O OOBEKTY HAHOCUTCS XHT.
Ecnu He 3agan0, To GepeTcs mo3unus o0beKTa, U3 KOTOPOro Oblila BhI3BaHA JaHHAs (DYHKITHSL.

actor_has_item(section)
[TpoBepka Ha HamU4KE y UTPOKA COOTBETCTBYIOIIETO MpeaMeTa. [IpoBepka npoxoauT mo cekuuu B 1tx

@®yukuuu 1s padorsl ¢ HUD'om.

disable ui_elements(...), enable ui_elements(...) - oTkmtouenue/Britouenue enemenToB HUD'a.
[TapameTpsbl:

-- weapon - CIpATaTh/TIOKa3aTh PYKH C OPYKHUEM

-- input - OTKJIIOYUTH/BKIIOYUTH KJIABUATYPY

-- hud - cnparaTh/moka3aTe HHIUKATOPHI Ha SKpaHe

-- all - OTKIFOYNTE/BKIIOUYUTE BCE DIIEMEHTHI

[Tpumep:
on_info = %=disable ui_elements(weapon:input)%

EcTb Taxke cokpallieHHbIE BApUAHTBHI:

disable ui, enable_ ui (Bp3bIBatoTCS 0€3 CKOOOK U TTApaMeTPOB).
Amnanornunsl Bei3oBaM disable ui_elements(all), enable ui elements(all) cooTBeTcTBEHHO.
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IIpumep:
on_info = %=enable ui%

@dyukuus 3anycka camera_effector'a.
run_cam_effector(ums_aiina)

uMs_(aiina (ykaszpiBaeTcs 0€3 pacuIupeHus) - 3TO UM aHUMAIMOHHOTO (aiina (¢ pacimmpeHueM
anm)
u3 manku S:\GameData\anims\camera effects\.

[Tpumep:
on_info = %=run_cam_effector(prison_0)%

DyHKIUA 3a1IyCKa IOCTIpoLecca.

B cBs13u ¢ u3MeHenueM mnpomnecca Co3gaHus MmoCTIIPoOLcCCOB 6BIJII/I BHCCCHBI USMCHCHUA B UX 3aITyCK.
Teneps ecth 2 GyHKIMM 17151 pabOTHI C MTOCTIPOIIECCAMH:

run_postprocess(file name:id:loop) - 3amyck nmocrmporiecca.

-- file_name - umsa daitna moctopornecca (6e3 pacmmpenus) u3 nanku s:\gamedata\anims.
VYka3zpiBaercst 0e3 pacuIMpeHus.

-- id - HOMep mocTnponecca. 3agaeTcsi ONMIUOHANBHO. VcTonb3yeTcst B stop_postprocess.

-- loop - (true/false) onpenenser 3aMKICHHOCTH MOCTHpoIiecca. OniuoHanpHbINA mapametp. [1o
ymoiryanuto false.

stop_postprocess(id) - mpuHyIUTEIBFHAS OCTAHOBKA MOCTIpOIIECcCa.
-- id - HOMep mocTmpoIecca 3aJaHHbIN B Tun_postprocess.
DyHKIHA BHIOPOCA COAePKUMOI0 HHBEHTAPsl aKTepa B ONpeJeIeHHYI0 TOUKY.
drop_actor_inventory(umsi_myTn)

BbIOpachiBaeM Bce MPEIMETHI U3 MHBEHTAps aKTepa B MEPBYIO TOUKY 3aJaHHOTO
MyTH.

IIpumep:
on_info = %=drop actor_inventory(drop point)%

3.16. Hacmpolka 38yKoebIx 2pyrini.

HoBblil npyHIMI CO31aHKS 3BYKOBBIX TPYIIIL:

1. Kaxaplii mepcoHax Mo YMOTYAHUIO CYMTACTCS HAXOSIIMMCS B YHUKAJIBbHOM CayHIrPYyIIIIE.

2. g Toro, 4T00bl 00BEACHUTH HECKOJIBKUX MEPCOHAXKEN B €MHYIO CAyHITPYMILY, HEOOXOAUMO B
CEKIUU JIOTUKH MpomnucaTh soundgroup = <TeKcToBas CTpOKa™>

3BYKOBBIE TPYIIIIBI TOJKHBI ObITH YHUKAJIBHBIMU B NIPE/IeaX YPOBHS, a elle JIydllle B mpejesiax Bcei
urpsl. JJ1st 3TOrO yKkaspiBaiiTe B 3ByKOBOH IpyIIe UACHTU(DUKATOP YPOBHS U CIICHKH, HAIPUMED:

soundgroup = bar dolg kampfirel

3. O0beACHATh B 3BYKOBBIE IPYIIITBI HEOOXOAUMO MEPCOHAKEN CUJIAIIUX B KEMIIE U UYIIUX B
NaTpyssax. A TaKxkKe IpH IPYruX CXOKUX CUTyalUsIX.

4. 1aGb1 n36exaTh OmMMOOK MpU 0OMKaHUH, HAIOA0OHE TOH, KOTOpasi ceifyac MpOosIBIIETCS B Jlarepe Ha
skceitne, Heooxonumo uToObl Bce HIIC, moruuecku oTHOCAIIMECS K OJJHOMY JIAr€pr0 UMETH OJMHAKOBBIN
team, squad, group
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IIpumep:

[kamp@esc bridge postl]

center point = kamp point
soundgroup = esc_bridge soldiers
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