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1. Cucrema paccTaHOBKM IyTei

B Toukax myTeilt MOXHO 3a/1aBaTh (prary, M3MEHSIOIHE MOBEIeHHE NepcoHaxa. draru 3aaarTces
psSMO B IMEHU waypoint-a, HampuMep, I TOYku ¢ umeHeM "wp00":
wp00|flagl|flag2
@naru Touek myTH path walk:
a=state
Bri6upaet coctosnue Tena npu nepementeHuu (Tonbko u3 pa3aena —Xoas4ne COCTOSHUSA)
Crimcok COCTOSIHMM MOXHO B3sITh B gamedata\scripts\state lib.script
p=percent
BepositHocTh ocTanoBuThCs B Touke B mporieHTax (0 — 100). ITo ymomuanuto 100, T.e. cTankep
HUKOT/]a HE MPOXOJIUT MUMO TOUYEK OCTAHOBKH.
sig=name
Y CTaHOBUTH CUTHAJ C UMEHEM hame cpasy Mo MPHUOBITHIO B TOUKY (0 MOBOPOTA) /7Sl OCIEIYIOIIeH
€r0 MPOBEPKH C MOMOIIBIO TOJIS on_signal morudeckoi cxembl. Eciii Hy’)KHO yCTaHOBHTBH CHTHAJI TIOCIIE
MOBOPOTA — UCIIOJIb3YHTE COOTBETCTBYIONMH (axkok myTu path look.
®mnaru Touek mytu path look:
a =state
BriOupaet cocTosiHue Tena npu cTostHUY (Wi cugeHnn) Ha mecte. (M3 pasnenoB Ctosune u
Cupasuyrie cocTosHUSA)
Cricok COCTOSIHMM MOXHO B3sITh B gamedata\scripts\state lib.script
t=msec
- BpeMsl B MIUIJTUCEKYH/1aX, KOTOPOE IMEePCOHaX JOJDKEH CMOTPETh B 33aHHYIO TOUKY.
“** — 6eckoHeuHoe BpeMms. JlomycTumel 3Hauenus B nuamazone [ 1000, 30000], mo ymomuganuio — 5000.
JI1st KOHEYHBIX (TepMHUHANBHBIX) BepIinH myTH path_walk, y koTopsix He Gosee 1-if
cooTBeTcTBYyIOMIEeH Touku path look, 3HaueHue t Bcerga cuntaercs OECKOHEUHBIM U €ro SIBHO 33/1aBaTh HE
HYXKHO.
sig=name
[Tocne moBopora B Touky path look, ycTaHOBUTE CUTHAJ C IMEHEM name.
syn
Hannune ¢axkka 3a1epKUT YCTAHOBKY CUTHANA JI0 TEX TOP, IOKA B TOUKY C (JIaXKKOM Syn He
npuOyIyT BCe MEPCOHAXKH C JaHHBIM team-oM (team 3aJaeTcs B BUJE TEKCTOBOM cTpokH B customdata). J{o
TEX TIOP, MOKa OCTaJIbHbIE IEPCOHAXKHU HE PUOYAYT, OKUAAIONIEH MepcoHaX OyIeT OTHIPhIBaTh CBOIO idle
aHUMAIIHIO.
sigtm=signal
YcTranaBnuBaeT curHaj npu Bei3ose time callback-a state manager-om. CooTBeTcTBeHHO, ecnu t=0, To
cUrHaJ Oy/IeT YCTaHOBJICH MOCJE OTHITPBHIBAHUS init aHUMAIMH. JTO UCTIONB3YETCs, HAIPUMeEp, C
aHUMaIIMel press, KOTopasi COCTOUT U3 ABYX HacTeil: 1 - HaKuMaeM Ha KHOIIKY, 2 - OITyCKaeM pyKy.
B mytu path_look moxHO caenats: wp0O|a=press|t=0|sigtm=pressed
A 3aTeM mepeKIIouuTh cxeMy: on_signal = pressed | npyras_cxema
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1.1. BoJiee mogpoOHOE ONMUCAHUE MYTEM.

Walker.
Hacrpoiika:
o
o
o o

Ha kapty mns kaxaoro walker-a Hy)KHO TIOCTaBHTB:
1) Ilyte path walk, o kotopomy walker xoaur.
2) Ilyts path _look, cocrosimuit u3 Touek, B koTopsie walker cMOTPHT.

Walker-oB MmoxeT Ob1Th 1 unu 6ombiiie. OHU MOTYT I€HCTBOBAaTh HE3aBHCHMO, WU B3aMMOICHCTBOBATH
ApYr ¢ ApYyTOM.

[walker]

team = ...
UMsI KOMaH/Ibl, TIPOU3BOJIbHAS TEKCTOBasi CTpoka. Bee walker-bI B 0/THOI KOMaH/IE JOJKHBI UMETh
OJIMH U TOT ke team. JKenarenbHO B team 3aJaBaTh UMs YPOBHS M UMsI MECTa, I/ie CTOsT walker-bl,
HanpuMep: escape_bridge, escape factory, 3TO yMEHBIIUT MIAHC ONTHOUTHCS U 1aTh Pa3HBIM
KOMaHJIaM 00111ee umsi.

path walk = ...
UMS IyTH, OTTMCAHHOTO B 1I. |

path_look = ...
(He 00s3aTEeNTbHO) UMS ITyTH, ONIKCAHHOTO B 1. 2. Eciin mepcoHak J0KEH TOJIBKO XOAUTH T10
Mapuipyty, path look Mo>kHO He 3a1aBaTh.

Ecnu nmepcoHax JT0JDKEH CTOSATh Ha MECTE, TO €My 3a/1aeTcs OJIHA Touka ImyTu path walk u kak MEHUMYM

oJiHa Touka myTH path_look

[IpaBuna pacctaHOBKH (DJIAKKOB B IyTAX PACCMOTPUM Ha HECKOJBKUX MPUMEPAX:
[Ipumep 1:

[TepcoHaxk maTpynupyeT TEPPUTOPHUIO BOKPYT JBYX JTOMHUKOB. MapuipyT CTPOUTCS CIEAYIONITUM
obpazoM:
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Kax cnenarb, yToObI IEpcOHAX MEXKAY ONpPEIeIEeHHBIMU TOUKaMu Oexxan win kpaicsa? s atoro B
nytu path walk cymecTByroT (raxku.

VY xaxnoro Benounta ects uMs: wp00, wp01 u T.1.

@naxxKu 3a7a10TC B UMEHU. VX HY’)KHO OTAENIATh OT CaMOTO UMEHHU € TOMOIIBIO CUMBOJIA ‘|.
[Mumerbest a=anim, rjie anim — Ha3BaHUE aHUMAIIUU U3 MTyHKTA 2.4.4. HacTosIIeH JoKyMeHTauu. Eciii MbI
HarnuieM a=threat To mepcoHak MOWUIET B COCTOSTHUM JTaHXKeP, €Clii a=raid TO MOOEKUT C OpyKHUeM
HAM3TOTOBKY U T.I.

NB: B Toukax myTtu path walk ucmone3yrorcst anumanuun TOJIBKO u3 paznena «Xoasiaue COCTOSTHHS !

ITpumep 2:
@ »@® »@®
wp00 mnepcoHax uaeT wp0l|a=raid Oexwur B danger-e

PasroBop nepconaxa.

Uto06bI IepCcOHaX TOBOPHJI, MIEPEMEIIASACH [T0 MAPIIPYTY, HY)KHO ONPEAETUTh B KaXkKI0H TOUKE
CIIMCOK TE€M, Ha KOTOPHIE OH MOKET TOBOPUTH. J[JIs1 3TOT0 CyIIECTBYIOT CIIEIYIOIINE MOJIS:

S = UMs_3BYKOBOW_CXeMHI (110 YMOJIYaHHIO 3BYK OTKJIIOUEH). Heckoabko TeM MOXKHO MEepeUHCsiTh
yepes 3arsTylo.

[Tpumep 3:
@ >@® 0 >
wpO00|s=state|sc roBoputr wp01|s=state|sc TOBOpPUT wp02 MOJTYUT

B npumepe 3 ucnonb3yeTcst TOJIBKO MOJIE S, YTOOBI 331aTh TEMY pa3roBopa, U (IIaXkok sc, 4ToObI
M0Ka3aTh, YTO 3BYK MPOUTPHIBAETCS HE Pa30BO, a IEPUOAUUECKH.

OcranbHble napameTpsl (sp, sf, st) 3agaBate HE PEKOMEHAYETCS, 3HaueHust no yMOI4aHHIO
PUEMIIUMBI 17151 OOJIBIITMHCTBA CKPUIITOB.

ITapametp sa Taxxe ucnonas3oate HE PEKOMEH/IYETCSI. Ecin HyHO cTapTOBaTh 3BYK
OJIHOBPEMEHHO C aHUMaIMEH, JTyUIlle BOCIIOIB30BaThCs MoJisiMu myTH path look, o kotopom Oyzaet
HAaIMCAHO HU)KE B 9TOM JOKYMEHTE.
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Ecnu nepconax He TOIBKO XOAUT IO MapLIPYTy, HO JOJIKEH TaKKE€ OCTAHABIMBATHCA U UTPATh
aHMMalWH, HYKHO 33/1aTh eMy IIyTh path_look.

[Tpumep 4: ycoBepiieHCTBYeM mpuMep 1, 4TOOBI MepcoHaX, MPOXO/ MUMO ITpOeMa MEXITy TOMaMH,
OCTAHABJIMBAJICS U 3aIJIABIBAIl B HETO:

| )
@« ‘

—_—_—d

@

r——n
, n g : »@®

|

| |
b e e e AT T T T AT
R e T T A T ——— A L e AT
R e T T A T A L e AT
R e T T A T A L e AT
R e T T A T A L e AT
b e e e e, e b e e e e,
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e L P A TR L PR A
e L P A TR L PR A
b e T e T b e T e
e L P A L T R A
R T L e ATy A P L T AT
b e e e r——- AT T T T AT
R e T T A T A L e AT

| |

|

I

Yro nobasmiiocs B 3TroM npumepe? I1yts path_look ¢ nByms Toukamu. CBs3b MKy TOUKAMH 3TOTO
IIyTU PEKOMEHYETCs Cpa3y ke YAAINUTh B PEaKTOPE, IOCKOIbKY OHA BCE PABHO HE HCIIOJIB3YETCS.

Janee, B Toukax nmyrte path walk u path_look, koTopsie 00BeIcHBI HA PUCYHKE TyHKTUPHOM
JMHUEH, B peakTope ctaBuM oburre (hiaxkku. Harpumep, B BepxHeii mape Touek ctaBuM (raxok 0, a B
HIDKHEHN Tape Todek — uakok 1.

Teneps nepcoHaxk OyzneT ocTaHaBIMBaThCs B Toukax path_walk, momeueHHbIX (rIa’kkoM, U
cMoTpeTh B Touky path_look, momedeHHyt0 TeM ke caMbIM (DIaKKOM.

Ecnu Touka path_walk He moMedeHa (uraxKoM, IEPCOHAX MPOXOAUT €€ HE OCTAHABIMBASCh.

Onnoit Touke path walk moxxet cooTBeTcTBOBaTH HeCcKOJIbKO Touek path look. Torna nepconax
BbIOEpEM CITy4aitHO OJIHY M3 MOJIXOISIINX TOYEK.

ITo ananorum c path_walk, B Toukax mytu path look MoxHO HCTIONB30BaTh pa3ialyuHbIe (PIAKKH,
MEHSIOIITUE TTOBEICHHE:

p = 100 — BepossTHOCTH, C KOTOPOIl MEPCOHAX NOCMOTPUT UMEHHO B ATY TOUKY. 3HAUEHHUS P BCEX
MOAXOIAIINX TOYEK CYMMUPYIOTCS, T.€. eclid y ogHoul Touku p = 100, a y apyroit 300, To nepcoHax
IOCMOTPUT B NIEPBYIO € BepoATHOCTHIO 25%! (T.e. 100 u3 400).

Bo u3bexxaHue myTaHuUIbl, pEKOMEHIyeTCs 3a/1aBaTh P TakK, YTOOBI X cymma coctanisiia 100.

ITo ymonmuanuto y Bcex Touek p = 100.

t = BpeMsl, Ha KOTOPOE MEePCOHAXK 3aJACPKUTCS B 3TOM Touke (1o ymonuanuio 5000 mMcek)

IIpumep 5:

) 4
®
v

wp00[p=30 wp01|p=70t=10000

B stom npumepe npoxozs yepes Touky wp00, nepcoHax ¢ BepoaTHOCTHI0 30% MOCMOTPUT B TOUKY
wpO00 B TeueHue 5 cekyH[, HO ¢ BeposATHOCTBIO 70% nmocMoTpuT B Touky wp01 B Teuenuu 10 cexyHz.
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[To ymosyaHuIo MpH OCTAHOBKAX MEPCOHAX UTpaeT aHuManuio idle, eciau oH He B cocTosiHuM crouch,
nn0o anuMairo hide, eciiv oH B COCTOSTHHH crouch.

Ecnu tpeOGyercs npyras aHuMaIus, MOXHO €€ yKa3aTh C MOMOIIBIO (hakka:

a = uMs_aHuMaiuu (1o ymonyanuio idle).

[Mumerbest a=anim, rjie anim — Ha3BaHUE aHUMAIIUU U3 MTyHKTA 2.4.4. HacTosIIeH JoKyMeHTanuu. Eciii MbI
HariieM a=hide, To MepcoHaX CSIET B COCTOSHUU JaHXep, ecin a=guard, TO BCTAaHET C OPYXKHEM
HAW3TOTOBKY U T.].

NB: B Toukax mytu path look ucnons3yrorcs anumanuu TOJIBKO u3 paznena «Ctosaue u cuisane
COCTOSIHUSI» !

2. CxeMblI NOBe/IEHUA CTAJIKEPOB.

Ectb onpenenennblii HA0Op cxeM, KOTOpPbIE OMKICHIBAIOT MOBEICHUE NIepcoHaka. OHU MPOMHUCHIBAIOTCS
y Hero B custom_data uim, B cirydae cMapTa, B COOTBETCTBYIOIINX (paiiiax, OMUCHIBAIOIINX PaOOThI JAHHOTO
cmapra. Hike mpuBesieH epeyeHb 3TUX CXEM.

2.1. Cxema walker

Oto 6azoBas cxema, o0 KOTOPOi MepcoHax, nepemMelaeTcs o naTpyibHomy myTu (path walk) u
OCTaHABIMBAETCS B OINPEICIICHHBIX TOUYKAX U BBIMOIHIET COOTBETCTBYIOIINE JCHCTBHSI.
* - HeoOs3aTEIBHBIN TTapaMeTP

[walker]

path_walk = <ums myTir> - OCHOBHOM IyTh, 110 KoTopoMmy XoauT NPC

*path_look = <wums nytu> - myTh, kyaa cMoTpuT NPC. B Toukax path _walk, xoTopsiM
COOTBETCTBYIOT TOUKH IYTH path look (cTOST oguHAKOBBIE (ITAKKH),
MEPCOHAXX OCTAHABIIMBAETCS U CMOTPUT B ONPEICICHHYIO TOUKY.
He o0s13aTenbHbIH, TOIBKO €ClU B MyTH path_walk Gonble oxHON
TOUYKH MyTH

*team = <uUMSs_TPYIIIBE> - KOMaHJa 4j1s1 CMHXpOHH3aluH1

* def state movingl = - COCTOsTHUE (aHUMAITHS), B KOTOPOM CTaJIKEP JABMXKETCS K TIEPBOM
TOYKE MyTH, €CIIU OHA OJU3KO (patrol MO yMOITYaHUIO)

* def state moving2 = - COCTOSIHHE, B KOTOPOM CTaJIKep ABMXKETCS K MEPBOM TOUKE MyTH, €CIIH
OHa HE CIIMIIKOM JIaJeKo (rush 1o yMOJIYaHUIO)

* def state moving3 = - COCTOSIHHE, B KOTOPOM CTaJIKep ABMXKETCS K MEPBOM TOUKE MyTH, €CIIH
OHa J1aJieKo (sprint O YMOJIYAHHUIO)

* def state standing = ne(ONTHOE COCTOSIHHE B KOTOPOM OH CTOMT M CMOTPHUT Ha TOUKY, €CIIH

B TOU TOYKE HE 3aj7[aHa Jpyroe cocrosiHue (guard Mo yMOITYaHUIO).

B cxeme unTaercs ctaHgapTHBIN CUTHA:
path_end — NPC pomen 10 KOHEYHOM TOYKHU MyTH

2.2. Cxema camper

CBoiicTBa KEMIEPOB:

- KEMIIEp CTOUT Ha TOYKE U CMOTPHUT B HAIlpaBJICHUH, Ky/1a Bbl €ro moctaBuiiv B peakTope Win
NEePeUTaeTcs Mo NaTpyIbHBIM MyTAM

- KEMIIEPHI MEPEKITI0YAI0TCS Ha YHUBEPCATBHBINA KOMOAT, TOJIBKO €CITH BUST Bpara Oymmke ueM B 30
MmeTpax. Eciu oH BBDKUII, OH BO3pAIIaeTcsl B COCTOSTHUE KeEMIIepa.
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- B mro0BIX ApyTrHX ciydasx AEHCTBYIOT MO COOCTBEHHOM CKpUNTOBOM cxeme. Eciu Buaum Bpara
-cTpensieM. Eciu cibImmm 19HXKep - TO CMOTPUM B HarpasJieHue B fanxepe. Ecinu BuauMm rpanary -
yOeraem oT rpaHatsl. Eciu Buienu Bpara, a Bpar ucies, ToO CMOTPUM B TOUKY, TJie BUAETHU MOCIEIHUN pa3
Bpara.

- KEMIIephl He CPAXKAIOTCS B ABMKEHUU. EClii OHM BUIAT Bpara - OHM OCTaHABIMBAIOTCA, CTPETISIOT, a
MOTOM TMPOIOKAIOT ABUKEHUE.

[camper]
path_walk = patrol _path
*path_look = patrol _path — He 00s3aTeNbHBIN, TOJIBKO eCIH B IyTH path walk Goibiie oHON
TOYKHU TYTH
*radius = — paccTosiHUE B METPax, €CIM PacCTOSTHUE MEXKAY KIMIIEPOM H

NPOTHBHUKOM MEHbIIIE YKa3aHHOTO, KIMIIEP YXOIUT B YHHUBEPCATbHBIM
koMoOar. 1o ymonuanuio 3ToT paauyc paseH 20 merpam.

*no_retreat = true — MEPCOHAX MPH BHJIC Bpara He OyIeT JIOMUThCS Ha OJIMKAUIITYTO
tTouky path walk, a cpasy nepeiiner B pexkxum youBanus. HyxxHo 310 B
TOM CITyJae, eCJId Bbl XOTUTE ClIeJIaTh CIICHKY, KOT/Ia OJJHU pebdsrta
Hae3KaroT Ha apyruxX. CTaBUTE KEMIIEPOB C BhIIICYKa3aHHBIM
¢naxkkom. OHH UIYT O CBOMM TATPYJIBHBIM MyTSAM M BBIHOCSAT BParos.

*def state_moving = — aHUMaIlUs, B KOTOPOM CTaJKep ABUKETCS B OJIMIKAUIIYIO TOUKY ITyTH
pH Bpare (1o yMOoJTYaHuto sneak)

*def state_moving fire = — COCTOsSIHME (aHUMAIIHsI), B CTAJIKEp OTCTPETUBAETCS OT Bpara, BO
BpEMs IBIDKEHUS Ha ONMDKalIyto TOUKy MyTH (sneak _fie)

*def state_campering = — COCTOSTHHE, B KOTOPOM CTaJIKEP OXKHJIAET Bpara, HaXoAsCh Ha IyTH
(hide)

*def state_campering fire = — cOCTOSIHHE, B KOTOPOM CTaJIKEP OTCTPEIMBAETCS OT Bpara, HaXoIsCh
Ha niyTH (hide_fire)

*attack _sound = UMsl_3BYKOBOM_TEMBI

Bo3MokHOCTE TIepeonpeiensiTh CHaliniepam/kemiepam 3Byk ataku. [1o
nedonTy OH paBeH 3ByKoBo# Teme "fight attack". Mo»HO U3MEHUTH Ha
mo0oe apyroe (I ClIEHHYECKHX MOTpeOHOCTeH) JInO0 BOOOIIIE
OTKITFOUHUTH, MPOITHCAB B CeKIMU Kemrepa: attack sound =

*shoot = 3amaem TN cTpeabObl. BO3MOKHBIE 3HAUEHUS:
always - 3HaUEHUE TI0 YMOJTUYaHUIO0, CTPEIISIET BCETAa, KOr/ia
MOYKHO
none - HE CTpeJsieT BOOOIIIE.
terminal - CTpEJIAET TOJIBKO KOT/Ia HaXOIUTCS Ha MOCIICHEH

TOYKH MATPYIABHOTO MyTHU. DTO CACIAHO JUIsl O0JIeTYeHuUs
MOCTPOCHUE aTaKyIOIIHUX CIICH.

BHUMAHUE! V kemniepa ecTh 0JIMH OOJIBIIION MHUHYC — KOTJIa €My HAaHOCHTCSI XUT U OH HE 3HAET
OTKY/1a XUT HAHOCHUTCS (HE BUAUT MPOTUBHUKA, HE CIBIIIUT BHICTPEIIA), TO OH TYIO MPOJI0JKAET CTOSTh Ha
CTapOM MECTE U KAaTh CIECIYIOLIEH MyJIu.

BBu1y 3TOr0 HE CTOUT PACCTABIIATH KEMIIEPOB B CIIy4yae, KOTJa CTaJKePbl JOJLKHBI 3al[UIIATHCS U
JIEPKATh MO3UIUIO B TOM CIIy4ae, €CJIM €CTh HECKOJIBKO HaIlpaBJIECHUMN, OTKY/1a UTPOK WIIA CTEIKEPBl CMOTYT
aTaKOBaTh MOCTABJICHHOTO Kemriepa. Mcnonb3yiite walkeroB B Takux cirydasix, a KEMIIEPOB CTOUTh CTaBUTh
JUISL aTaK MO IMyTSAM U KaK CHaWIepoB.

B cxeme unTaercsi cTaHAapTHBIN CUTHA:
path_end — NPC pormen 10 KOHEYHOU TOUKHU MyTH
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2.2.1. Cxema sniper

PaznoBunHOCTS Kemnepa. OTINYAI0TCs TEM, YTO CTPEISIFOT TOJIBKO OJAMHOYHBIMHU BBICTPEIaMHU M HE
CMOTPST MO TOYKAM MaTPYJIBHOTO MyTH, & CKAHUPYIOT IPOCTPAHCTBO MEKAY HUMH. CKOpOCTH
CKaHMPOBAHUS OT TOYKH K TOUKe (PMKCUpOBaHa U paBHa 20ceK.

NB! CraBurthb cHaiinepy To/bk0 2 ToukHu look

B CCKIMU KEMIICpPA MMPOINCATh!:

[camper]
path_walk = walk1
path_look = lookl
sniper = true

2.3. Cxema remark

Cxema UCTIONb3yeTcs Uil CHHXPOHHU3AINN \CBSA3KH IPYTUX CXEM WM TPOUTPhIBAaHHUS aHUMAIIUH,
peruk. Cxemy remark MOKHO UCTIOJIBb30BaTh M 0€3 3a/1aHUs MapaMeTPOB, B 3TOM CJIyyae BO3bMYTCS
napaMeTpbl 10 YMOIYaHHUIO.

[remark]
anim = aHMMAallUs peMapKa, Mo YMOJIYaHUIO wait
target = HalpaBJICHUEC, KyJla CMOTPHUT CTaJIKEP

target = story | actor or story _id — CMOTPETh Ha UTPOKA WJIK Ha OOBEKT C 3aJJaHHBIM
story id

target = path | patrol_path, point id — CMOTpPETh MaTpyIbHBINA MyTh, T1IE patrol path —
Ha3BaHUE MYTH, a point_id — HOMep TOYKHU MyTH

target = job | job_section, smart name — CMOTpETh Ha paboTy B 3aJJaHHOM CMapTe, Te
job_section — umst paboThI, @ smart_name — Ha3BaHUE CMapT-TeppeiiHa.

target = nil — CMOTpETh B HUKY/IA.

ITpumep:

target = vasya — mepcoHaxx OyZeT CMOTpeTh Ha 00BEKT co story id - vasya

CTaH,I[apTHBIe CHUT'HAJBbI OJIA remark:

sound_end — 110 OKOHYAHUH IPOUTPBIBAHUS 3BYKOBOM CXEMBI
anim_end — 110 OKOHYaHHH NPOUTPHIBAHHS aHUMAIIUU
action_end — T10 OKOHYAHHUH MTPOUTPBIBAHUS M TOTO U IPYTOTO, €CIIH OHU CHHXPOHHU3UPOBAHBI

[Ipumep CMHXpOHM3ALMM aHUMAIUH U 3ByKa B cXeMe remark:

[remark]

anim = aHumayus

snd = 38yK

snd_anim_sync = true

on_signal = action_end | cnedyrowasn cxema

[Tosre anim_reset B cxeme [remark] He paGoraer.
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2.4. Cxema patrol

Cxema juist co3nanus natpyis. [Ipencrasnsier coboit Bapuaiuio kamp ToabKO B COCTOSSHUM XOAbOBI.

[patrol]
path_walk = path_walk
* path_look = path_look — He 0053aTeNbHBIN, TOJIBKO eCIH B IyTH path walk Goibiie oHON

TOYKHU TYTH

* formation = back

* commander = true — Ha3HAYUTh KOMAHIMPOM, JKEJIATEIBHO, YTOOBI TAKOI KPACHBBIH OH OBLT OJIHH

*move_type = patrol — 3aaeT U3HAYAIBHBIN PEXKUM MEPEMEICHUS, TI0 YMOYaHUIO patrol.
AHuManuu nepevrcieHsl B ¢aiine state mgr lib

*formation = back  — onMCHIBET CIIOCOO MOCTPOEHUS U HE SABIIACTCS 0053aTeIbHBIM. BO3MOXKHBI
CIICAYIOIINE BapUAHTHI:
back - MyXWKH UIYT 9yTh M03a]I1 KOMaHAUpPa B Ba psiaa (TI0 YMOIYAHUIO)
line - mepenra
around - BOKpYT KOMaHAHpa

[Ipu ocTaHOBKE KOMaHI0pa B meet My>KMUKH OCTaHABJIUBAIOTCSL.
Ecnu xomManaup nomupaer, To aBToMaTudecku 0yzaeT BoiOpaH Apyroid. KomanaupoM cTaHOBUTCS TOT, KTO
nepBbli nonai nof cxemy. CriocoObl MOCTPOEHUS MOXKHO 33]]aBaTh BEHIIOWHTAX CIEAYIOLINM 00pa3oM:
ret=0...2
0 — nmuHUS
1 — BOKpyT cTapiuiero
2 — o Ookam

[Tpu nBrxeHnn KoMaHIop paboTaeT kak oObIYHBIN Walker U cOMpPOBOXKIAIOIINE €r0 KaJIphl MOBTOPSIOT €T0
neiictBus. To ecTb, eciu B mapameTrpax BEWNOWHTa MPONUCAHO a=assault, TO KOMaHAOp MOMYHUTCA C
opyJiueM yOuICTBa Ha MEPEBEC, a OCTAIBHBIE €r0 OTKOMUPYIOT.

2.5. Cxema sleeper

Cxema cunsero u crsiniero NPC. Heo6xoumMo nocTaBUTh NATPyJIbHBIN ITyTh, MUHUMYM U3 1
nouHTa. Crisimuii OyeT cauThbes craTh B HYJIEBOM TOYKE ITyTH, U Pa3BOPauUBaTbCS IIPU ITOM B CTOPOHY
IIEPBOM TOUYKH.

[sleeper]
path_main = <umsa nymu>
*wakeable = true — MOXKET JI IPOCHYTHCS OBICTPO (eciH true, TO CIUT Ha KOPTOYKaX U

BO CHE OopMoOYeT)

NB: Ecim myTh COCTOUT U3 IBYX TOUYEK, TO CBS3b HY)KHO JI€JaTh OT MEPBOH TOUKU K HyJIEBOH (71100
JIBYHAIIPaBJICHHYIO).

2.6. Cxema kamp

Cxema cTajkepa, CUASIIEro B OMpPEeeIEeHHOM paJnyce, BOKPYT yKa3aHHOM TOUKH (y KOCTpa), U
pacrojararouerocs JMIOM K 3TOH TOUKE.

[kamp]
center_point = kamp_center — rnMs Touku BOKpyr kotopoid NPC Oynet ycTpauBarbesl.

10/39



radius =2

— HAaCKOJIBKO JIaJIeKO CTaJKep OyAeT CHIETh OT LIEHTpa Jiarepsi, 2- no
YMOJIYaHUIO

def state_moving = run — nedOJIITHOE COCTOSIHUE, B KOTOPOM CTaJIKep OyJIeT UIETH K TOUKE

Kam1ia)

NB! Ecnu Todka kaMmIia HaxoJauTcs B KOCTpe, TO B oddiaitHe cTaikepa MpUHIyT HAa Hee, a KOT1a OHU
NepelyT B OHJIANH, TO OKaXKyThCsl BHYTPH KOCTpA, I/I€ U MOdy4yaT XUT. UTOOBI 3TOr0 HE CIy4anoch B
CEKIIMHU KeMIla yka3eiBaTh path walk u3 ogHOM Touke, Ha3BaHUE KOTOpol = <path_kamp name>_task

path_walk = <path_kamp name>_task

Ecnu Touka xemma PacCIIOJIOKEHA B YHUCTOM II0JIC TO, path_walk IMPONMChIBATL HEC HAJIO.

2.7. Cxema wounded (paHeHHbIi1)

Hcnonb3yeTcs A HACTPOMKHU paHEHBIX.

[logic]

active = walker

[walker]

wounded = wounded

[wounded]
hp_state
hp_state see
psy_state
hp_victim
hp_cover
hp_fight
help_dialog

= HP|anim@sound|HP|anim@sound
= HP|anim@sound|HP|anim@sound
= PSY|anim@sound|PSY|anim@sound
= HP|nil|HP|actor

= HP|true|HP|false

= HP|true|HP|false

= story_id

help _start dialog = story _id

3HaYEeHUS TI0JIEH:

hp_state
hp_state see
psy_state
hp_victim
hp_cover
hp_fight
help_dialog

I ne:
HP
PSY

— NIOBEJIEHUE TIEPCOHaXKa KOT]a OH HE BUAUT UTPOKA

— MOBEJICHUE TIEPCOHAXKA, KOT/1a OH BUJUT UTPOKA

— TIOBEJIEHUE TIEPCOHAXKa MPU NICUaTaKax

— KyJZla CMOTpeTh, B 3aBucumoctu ot XI1. Bo3MoxxHble 3Hauenus: nil, actor, story_id
— WATU B YKPBITHE WU HET, B 3aBUCUMOCTH OT XI1

— pa3pelIeHO BOEBATh WIIK HET, B 3aBUCUMOCTH OT X1

— uneHTuduKaTop auanora BMecto aedontHoro actor _help wounded. Ecnv Bam 1o
CIOJKETY HEOO0XOJIMMO 3aMEHHUTh IUAJIOT IPYTUM, TO BBl B 3TOM TOJI€ IPOIKUCHIBAETE
UACHTU(DUKATOP IPYrOro JUaora.

Tak:ke MbI BCTaBJISIEM CTAPTOBBIM JUAJIOT PaHEHOro. ECIM MBI €ro mponuchiBaeM, TO
BCE AaKTEpCKUE [UalOTH [UIsi paHeHbIX [OJDKHBI HMMETh Takoi precondition:
dialogs.allow wounded dialog.

— TIOPOTOBBIE 3HaYEHHE 3710POBbs nepcoHaxa (ot 0 1o 1)
— MIOPOTOBBIE 3HAUECHHUS TICH 37]0POBbS MEPCOHAXKA

ITpumep. B xauectBe npumepa B3sTa 1e(osITHAS HACTPOMKA.

[wounded]

hp_state = 30|help_me@help|10\wounded_heavy@help heavy
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hp_state_see = 30|\wounded@help see|l10|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 = 30|true|10|false
syndata = wounded@help

I'ne:
best_pistol — npoBepka Ha T0, uTo Jiyuiee opyxue HIIC sBasieTcss mucronerom.

[Tpumep 2 (NPC nHe Oyzner najaTh paHEHHBIM)

[wounded]

hp_state = O|lwounded_heavy@help heavy
hp_state see = O|wounded_heavy@help heavy
hp_victim = 0|nil

hp_fight = O|false

hp_cover = O|false

2.8. lono/tHUTE/IbHBIE HACTPOHKHU BHYTPH CXeM

combat _ignore = true (NPC 6ynet urHopupoBats 60ii)

combat ignore _cond = {+info —info =func !func} true (NPC Oynet urHopupoBath 00ii 10 3aJaHHOMY
KOHJITUCTY)
OYHKIMH, UCTIOIB3YyeMbIe I PaOOTHI C KOHTHCTOM
KoMOaT urHopa:
fighting dist_ge(paccmoanue ¢ mempax) —
yHHUBepcaiabHas GyHKIM A7 combat_ignore, mpoBepKa
paccTosiHUs 10 Bpara
is_enemy_actor — TeKyIIUi Bpar akTép?
enemy_in_zone(zone_name) — IpOBEpKa HaXOIUTCS JIN
Bpar B 30HE zone_name

combat_ignore_keep when_attacked = true (NPC npoaomkaeT UTHOpHUpOBaTh 001, 1aXke €CJIM B HETO

CTpeJsIeT UTPOK)

out_restr=<restricor_name> (NPC He OyieT MOKHIAaTh YKa3aHHBIN PECTPUKTOP)

in_restr = <restricor_name> (NPC He OyZeT BXOAUTh B yKa3aHHBIH PECTPUKTOP)

invulnerable = true (1enaeT NepCcoHaXa HEYSI3BUMBIM )

show_spot = {+infol} false (NPC He Oynet oTMeuaThCsl Ha pagape)

3. HacTpoiiku JIOTUKH MO COOBITHIO.

3.1. Cexkuus combat

[TokassiBaeT, uTo npoucxoaut, korna NPC cpsiBaeTcst B 60¥.
Joist 3agaHus Pa3IMYHBIX THIIOB CKPUITOBBIX OOEB U1l PA3IMYHBIX CUTYAIIUH UCIIONB3YETCS TTapamMmeTp
combat_type.

[logic]
active = walker
on_combat = combat (cpabatwisaer, korna NPC Bcrynaer B 60it)
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[combat]
on_info = %+info -info =func% 3¢ deKThl, KOTOPBIE BHI3BIBAIOTCS HA KAXKIOM payHJe 005l

[walker]
combat type = {+info =func} camper (monolith, zombied)
path_walk = ...

3.2. Cexkuusn death

Cxema nokasbIBaet, yTo nmpoucxoaut npu cmept NPC.
on_death = death

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

3.3. Cexkuus hit

Cxema MmokasbIBaeT, 4To MPOUCXOIUT MpH, HaHeceHnr noBpexacaus NPC.
on hit = hit

[hit]

on_info = %+info -info =func%

3.4. Cexuus danger
HacTtpolika MoxeT 3a1aBaTbCsl TOJIBKO B KAKOM-TO CXE€Me, HalpUMED:

[walker]
danger = danger condition

[danger condition]

ignore_distance = 50 (paccTOsIHHE YKa3bIBAETCS B METPax)
ignore_distance grenade =

ignore_distance corpse =

ignore_distance hit =

ignore_distance sound =

MOXHO TaK)Ke YKa3bIBaTh BPeMsl OXKHIAHUS JIJIsI ICH)KEpa B 3aBUCUMOCTH OT THIIA:
(meonTHBIE HACTPOUKH)

danger_inertion_time grenade = 20000
danger _inertion_time corpse = 10000
danger_inertion_time_hit = 60000
danger inertion_time sound = 15000

Anroput™ paboTsl Takoii: CriepBa MpoBepseTCs, YTO PACCTOSHUE JI0 ONACHOCTH HE OTCEKAETCs 110
ignore danger. Ecnu onacHOCTB Omyke, TO TOT/Ia aHATM3UPYETCS €€ TUIL, U IIPOBEPSIeTCS MO
COOTBECTBYIOIIEMY JJAHHOMY THITy paccTosiHHIO. Ecim omacHOCTB OimKe - TOr/ia pa3periaeTcs peakiys Ha

HEC.

NB: ecnu Ha10, YTOOBI B pa3HBIX CIy4asx CTAJIKep UTHOPUPOBAJ pa3HbIE TUIHI IaH)XEPOB, CO3IACTCS
HECKOJIbKO CEKIMHU JTaH)Kepa:

[danger condition@1]
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ignore_distance = 50

[danger condition@?2]
ignore_distance = 20)

* danger expiration time = Yepe3 CKOJILKO BPEMEHH JICHKEP MEPECTAHET ObITh aKyTATbHBIM.
Hedont 5000 mc.

* danger_inertion_time = Yepe3 CKOIBKO BpEMEHH MEPCOHAXK 3a0y/IeT PO JICHKEP, Ha KOTOPHIH OH
otpearupoBai. Jledont 10000 mc.

3.5. JlonoJiHUTEIbHbIE CEKIINH

3.5.1. Cexnus dont_spawn_character_supplies

Ecnu nponucaTs 3Ty CEKIMIO B KACTOM JaTy IEPCOHAXY, TO Y HErO BHYTPHU HE 3aCIaBHUTHCS
CTaHJIapTHBIN HaOOp OGapaxiia, MPOMUCAHHEIN B poduie.

[dont spawn character supplies]

3.5.2. Ceknust dont_spawn_loot

Bcesikoro pojia CroKeTHbIE IEPCOHAKU KOTOPBIE AOKHBI ObITh IYCTHIMU IIOCJIE CMEPTH (HaIIpUMeEp
paHEHHbIE WM IJICHHbIE) OKa3bIBAIOTCS HE MYCThIMU. UTOOBI 3TO UCTIPaBUTh HEOOXOAUMO B KACTOM JaTe
IIEPCOHAXKA MPONKCATH CEKIUIO

[dont spawn_loot]

3.5.3. Cexnus spawner

OTta cekuusi, KoTopas nmpucyrcTByeT kak y NPC, Tak 1 y MOHCTPOB, CHAaBHUT UX MO ONpPEAEICHHOMY
YCJIOBHIO (BBIBOJWT B OHJAIH). J{JIs1 TOTO, YTOOB!I OHM MOSBUJIMCH B JAHHOM TOYKE, UM HAJ0 MOCTAaBUTH B
HacTpoiikax B Level editor ¢rnaxoxk no move in offline u oTkmrouen can_switch offline. CnaBHep
IPOMHCHIBAETCS B KACTOM JIaTy 00bEKTa mepes cexiuei logic

Pabotaer spawner ciegyromum oopazom:

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

[Tpumeuanue. Eciu ycnoBus ciaBHa He OyAET BHITOIHATHCS, TO OOBEKT HE 3aCIIABHUTHCS, & €CITH OH
3aCMaBHUJICS M YCJIOBHE MIEPECTAET BBINOIHATHCA, TO 00BEKT OYAET CriaBHEPOM yBe/IeH B oddaltiiH.

ITpumep:

[spawner]

cond = {=is_day}

(0OBEKT 3aCTIaBHUTHCS THEM U yiieT B opduiaitH HOUBIO)

[Tocne Toro, kak 0OBEKT 3aCMIaBHUIICS, €0 OEpeT Mol ynpasieHue ckpunt Logic

3.5.4. Cexknus known_info

ITo o6bicky Tena NPC, BbIaeT nponucaHHble B CEKIIMH WH(POTIOPIITHA

[known_info]
infol
info2
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4. CxeMbl JIOTHUKH [IJIsI MOHCTPOB

4.1. Cxema mob_walker

PaGoTtaet anamoruuno cxeme oosrgynoro walker. Ho ectb HCKOTOPBIC OTIINYMA.

®naru nyTH IBUKCHUS:
s=3BykoBas_cxema (idle, eat, attack, attack hit, take damage, die, threaten, steal, panic, growling)
c=true - WATH Jajbllie B IPUCAIE; I=true - OeKaTh aybIIe
sig=signal name - yCTaHOBUTbH 3alaHHBIN CUTHAJ JUTS Xr_logic

@unaru nytu od30pa:
t=BpeMs_MCEK - BpeMsl B MIIITUCEKYH/IaX, KOTOPOE HY)KHO J1aTh, CMOTPSI B TOUKY
a=anumarus (attack, capture prepare, danger, eat, free, lie_idle, look around, panic, rest, sit_idle, sleep,
stand_idle, turn)

B customdata nepconaa 3anaiite (* oTMedeHbI 00s13aTeIbHBIC TIOJI):

[walker]

path_walk = myTh nepemernienus

path_look = myTh 00630pa

*no_reset = true/false - He cOpachIiBaTh action mpeapIaAyIIel CXeMbl (€CIH HY)KHO COXPAHUTb,
Harpumep, 3ByK). [lo ymomuanuto false.

*actor friendly = true/false - MOHCTp HUKOT1a IEPBBHIM HE HAMAJAET Ha UTPOKA, HO €CIIU UTPOK XOTh
pa3 aTakyeT MOHCTpa - 3TOT peXXHUM HaBceraa oTkimountcs. [To ymonuanuro false.

*npc_friendly = true/false - MOHCTp HUKOT]a TIEpPBBIM HE HAMaJAET Ha APYroro MOHCTpa (Hdaxke
BpaXkJ1IeOHOT0).

*friendly = true/false - MOHCTp He HamajaeT HU Ha UTPOKA, HX HA MOHCTPOB. B ciryyae arpeccuu ¢ ux
CTOPOHBI, HE 3alIOMUHAET WX KaK BParoB U OCTaeTCsI IPYKECTBEHHBIM KO BceM. [1o ymomuanmio false.

@aiin: \gamedata\scripts\mob_walker.script

Y KPOBOCOCOCOB MOYKHO YIPaBJIATh HEBUIUMOCTBIO:
[mob_walker]

state = Vis

unu

state = invis

3a7aeT 3HaYEHUE M0 YMOJIYAHUIO.

Taxxe B guarax walk mytu mob_walker-a MoxHO UCTIOIB30BaTh (u1aXKoK b
(behaviour) ¢ Temu ke mapameTpamu:

wp00|b=vis

wp00|b=invis

4.2. Cxema mob_remark

PCMapKOBaH CXEMa, TOJIBKO HC AJIA CTAJIKCPOB, a JJII MOHCTPOB.

*state = crielU()UIECKOE COCTOSIHUAE TAHHOTO KOHKPETHOT'O MOHCTpA (11 KPOBOCOCOB - HEBUIUMOCTD )
*dialog cond = {+info, =func, -info, !func} ycioBus Uit OTKPBITHS OKHA TUAJIOTA

*anim = aHUMAIUU MOHCTPA, IEPEUNCIIAIOTCS Yepe3 3arsITyio.

*anim.head = aHUMalUK TOJIOBBI MOHCTPA, Yepe3 3aIATYI0 TePSUHCISIFOTCS

*tip = KaKOW 3HAYOK MOJICBETUTCS, TP HABEJCHUH Ha HETO Kypcopa
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*snd = KaKkoH 3BYK M3JaET
*time = BpeMs IPOUTPHIBAHMS AHUMAIIUH, UCIIOJIB3YETCs TOIBKO JIIST OTIIAIKH.

4.3. Cxema mob_combat, mob_death

PaboTaroT TOYHO TaKXKe KaK U Y CTAJIKECPOB COOTBETCTBYIOIIHUEC CXCMBI.

4.4. Cxema mob_jump (MOHCTP-NPYKMHKA)

Cxema mob_jump. Tenepb mob_jump CIyXHT JUIsl 3a/IaHUS TPHIKKOB MOHCTPOB 0€3 KaKHX JIHO00
IPOBEPOK M OTPaHHUYCHUH (PACCTOSIHUE, YIUIBI U T.11.). YKa3bIBACTCS MO3MUIIUSA C TOMOIIBIO MATPYJILHOTO
MyTH, CMEIIEHNUE OTHOCUTEIHHO ITOW MO3UINH 1 (pU3HdecKkuii (HakTop MPBDKKA.

ITpumep:

[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 TMOMOIIBIO KOTOPOTO MBI 3a7aeM | IENeBYI0 TOYKY IpbDKKa (C HYJIEBBIM
uHeKcoM). PeanbHast Touka yuuteiBaeT nosunuio path jump[0] + cmemnienue, 3aganHoe ¢ nomortbo offset.

offset — cmereHue 1Mo OCSAM X,y,Z COOTBETCTBEHHO, C MTOMOIIBIO KOTOPOTO 33/1a€TCs peajbHasi TOUKA B
NPOCTPAHCTBE (MOKET HEe HAXOIUTCS HA au-HOJE).

ph _jump factor - BiumseT Ha BpeMs MNpbDKKA. BU3yalbHO ¢ MOMOIIBIO HEro 3a/aeTcs KPHBH3HA
TpaekTopuH monéra. Yem oH Ooublie, TEM HPBDKOK 0oJiee OCTphIi, OBICTPBIN (MeHbIe nyra). C moMomnbio
JAHHOH CXEeMBI MOJKHO JleNlaTh: TEpENphITMBaHME CO 3JaHUs Ha 37aHUe, BBIIPHITMBAHHE W3 OKHA,
nepenphIriBaHNe BEICOKUX OTpaxkaeHuil u ap. JledontHoe 3Hauenne = 1,8

IIpumeuanue:

dakTryeckn mob _jump - 3TO HE COCTOSIHHE, a pa3oBoe jeiicTBue. [Ipu mepexoje B HEr0 MOHCTP
pa3BoOpauMBaeTCs B CTOPOHY TPhDKKA W MphiraeT, mogauMmas curHan jumped. T.e. "on signal = jumped |
uMs_cxeMbl_wid_nil" — sBisieTcss 00sA3aTeNIbHBIM MapaMEeTPOM B CXEMeE, YTOOBI 3HATh KyJa HEPEeXOJUTh
JaJblIIe.

[Tpu BEIOOpE MO3UIMK UCTIONB3YETCS TIEpBasi TOUKa NaTpyIbHOTO myTH (0-BO MHIIEKC)

4.5. Cxema mob_home

B sT0ii cxeme MOHCTpBI OyTyT XOJIUTh, U CaTh BOKPYT YKa3aHHOW TOYKH.

[Tpumep:

[mob_home]

path_home = pathl

home_min_radius = 10

home_max_radius = 30

aggressive_home - B HA3HAYEHHYIO TOuKy path _home MoHCTpHI OeryT a He HIyT.

Onucauue:
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MoHcTpel aepxkarcst BOKpyr Touek myTtu path home. B arake Opocarorcst Ha Bpara, eciau Bpar
BHYTpH home min paamyca, nHaue mpsiayrcss B YKpbiTHs. OTcronma ciemayer, uro home min -pammyc
JKeNaTeJIbHO JIeNaTh TaKUM, YTOObI BHUTPU OBLIO J0CTaTOYHO KaBepoB. B aiiyie Toxxe 0OBIYHO pacxoasaTcs
no kaBepaM. Home max paauyc caenaH mo MpUHIUITY OOJIBIIOTO PECTPUKTEPA B CXEME «THE3JI0».

JloGaBieHa BO3MOXKHOCTh 3a/IaHUS MHHHMAIBLHOTO M MaKCUMAJIBHOTO PAJMYCOB JJII CXEMBI
mob_home B ¢arax neppoit Touku mytu (path_home). s storo BBeneHs! ¢uiarn minr 1 maxr. B ciyuae,

€CIIM PaauyChl 3aJ1aHBl U B CEKIIMU U BO ¢uiarax, To 3Ha4eHue paauyca oepercs u3 cekuuu. Ecnu He 3a1aH0
HU TaM, HU TaM, To OepyTcs aedontHbie 3HaueHus 20 u 40 COOTBETCTBEHHO.

4.6. lonoiHUTEIbHbIE HACTPOIKU BHYTPH CX€M, J1Jisi MOHCTPOB:

actor_friendly = true  (MoHCTp He aTakyeT aKTepa, JI0 EPBOI ATaKH HA HETO)

npc_friendly = true  (MOHCTp He aTakyeT CTAJIKEPOB U MOHCTPOB, 10 MEPBOIi ATaKK Ha HETO)
friendly = true (TO MOHCTp He aTakyeT HUKOTO JI0 IEpBOii aTakK Ha HETo)
braindead = true (TO MOHCTp UTHOPHUPYET MOObIe aTaKH)

5. HacTpoiika JIOTUKHU ¥ NePeKJIIYeHne MeKIy cXeMaMu

B customdata mo6oro nmepconaxa (kpome CBOOOJIHBIX) JIOJDKHA MPUCYTCTBOBATH CeKius [logic].

B cexnum q0KHO NPUCYTCTBOBATH OJIMH U3 KITFOYEH:

active = aKTHUBHAs CXeMa, 3aIllyCKaroIIasiCcsl NEPBOIl.

cfg =ums_ltx_¢aiina_c HacTpolikamu

Ecnmu 3amano mone cfg, To B KauecTBE HACTPOEK IMEpPCOHa)xa OyAeT HCIONh30BAHO COAECPKHMOE
yKa3aHHOTO (aiina.

He o0Gsi3arenpHbIe TapaMeTpshl:

relation = neutral - Ha3HAYaeT OTHOIICHUE NPC K UTPOKY, enemy — Bpar, neutral — HEUTPaIIbHBIN,
friend - Tpy>KeCTBEHHBIH

sympathy = 0 - MHOXXHTEJTb BIIMSIHHSI OTHOIIICHHS NPC K MTPOKY, HA OTHOIIICHHS
TPYIIHPOBKU K UTPOKY

level spot = - TUT OTMETKH U TIOATIACH Ha KapTe: quest Npc — 8AJCHbIU NePCOHALC,
mechanic — TeXHMK, trader - mopzogey

trade = misc\trade generic.ltx - HazHavaeTcs (aii ¢ HaCTPOHKaMH TOPTOBIIN

[Tpumep. Hactpoiiku npocroro walker-a:

[logic]
active = walker

[walker]
path_walk = walkl
path_look = lookl

[TepexmroueHrne cxeM BBITIOTHSETCS C MOMOIIBIO JOMOJHUTENBHBIX yCIOBUIM cXxeMbl logic, KOTOphIe
MPOIKUCHIBAIOTCS B TEKYILEH CXEME.

[walker]
path_walk = walkl
on_info = {+info} camper

[camper]
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path_walk = walk2
path_look = look2

Ecmu logic mepekirogaeT MeXy HECKOJIBKUMH OJHOMMEHHBIMU CXeMaMH (HalpuMep HECKOJIbKUMU
walker), To Hy»HO uepe3 (@ naBath 6osee nHhopmaTuBHbIe Ha3BaHus: walker@day, walker@alarm u T.x1.

YcaoBus JJI ICPCKIHOYCHUA CXCM!

on_info = {=func +info} walker — TI0 yCIOBUIO (DYHKITUU func v Beigaun Qiiaxka info

on_timer = 1000 | walker —yepes lc

on_game_timer = 10 | walker —uepes lc

on_actor_dist le = 10 | walker — KOTJa Urpok nogouaet ommwke 10m

on_actor_dist le_nvis = 10 | walker — toXxe camoe, HO 6€3 TPOBEPKU HA BUTUMOCTh
on_actor_dist_ge = 10 | walker — KOTJ]a UTPOK OyJIeT Ha paccTossHuU 6osbine 10M
on_actor_dist ge nvis = 10 | walker — toxe camoe, HO 6€3 TPOBEPKHU HA BUTUMOCTh

on_signal = signal | walker — TIpU TOJIyYEHUU CUTHaja (CUTHAJ MOKET ObITh MOJIy4YeH W3

TOYKH TYTH CM. HACTPOUKY MyTeH, WM OIMH U3 CTAaHIAPTHBIX CUTHAJIOB)
path_end — NPC nomien 10 mocieaHeil TOYKU MyTH
sound_end — 10 OKOHYAHUIO IPOUTPBIBAHMSI 3ByKa (CM. HACTPOMKHU 3BYKOB)

on_actor_in_zone = restrictor_name | scheme — ecnM akTep B 30He (yKasbIBaeTcs MM
pecTpuKTOpa)

on_actor_not_in_zone = restrictor_name | scheme — ecnu aktep He B 30HE (yKa3blBaeTCs HUMS
pecTpuKTOpa)

on_npc_in_zone = story_id | restrictor_name | scheme —eciu NPC, c 3agansbim story id B 30He

(yxazeiBaercs story id NPC, u umst pectpukTopa)
on_npc_not_in_zone = npc_story_id | restrictor_name | scheme — eciu NPC He B 30He (yKa3bIBaeTcs
story_id NPC, u umst pectpukTopa)

on_actor_inside = scheme — 30HA TIPOBEPSET, HAXOIUTCS JIM UTPOK BHYTPU Hee (Tydiie
UCTIONB3YITE PYHKIMIO On_actor in_zone)

on_actor_outside = scheme — 30Ha TPOBEPSET, HAXOIWTCS JH HMIPOK 3a €€ NpeeraMH
(srydre wcnionb3yiTe GyHKIMIO on_actor in_zone)

on_offline = — YCIIOBHE Tepexo/ia CTaIKepoB B oQQuiaiiH, MOJAEPKUBACT
KOHJUTHCT

MoHO yKa3bIBaTh B JIFOOOH CEKIMH JOTMKH, €CIM yKa3aHo B ceKuuH [logic...] To mo aedonry O6yzaer
Opatbcsi M3 HEe, €CIIH e YKa3aHO C CEKIIMH JIOTUKH, TO OyaeT OpaTh

NB: ¢ 100bIMH U3 BBILIETIEPEYNCICHHBIX TAPAMETPOB MOKHO PabOTaTh CIIEIYIOIUM 00pa3oM:
on_info=1{....} %...%

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

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

Y TaK Jajiee 10 MOCUHEHUS

Tax xe Oynet paboTats:
on_info9 ={....} %...%
on_info7 ={....} %...%
on_info5 ={...} %...%

EI[I/IHCTBCHHOG IIpaBUJI0, BCC CTOKH JOJI>KHBI OBITE Pa3HbIMHU, T.C. 3aIIUCh:

PaGorate He Oyzer, cpaboTaeT TOIBKO BTOPOU MEPEXOI.
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NB: Bce mapaMeTpsl TOAIEPKUBAIOT KOH/UTHCT:
on_timer = 1000 | {=func +info} walker

5.1. HacTpoiiku BHYTpH CeKIMH

5.1. Hacrpoiika ycjoBuii u 3anyck GpyHkumii

NudonopiiH — ycinoBHBIH (iaxok, st OTMETKH cOOBITHH. MIMeeT Ba COCTOSIHUS — «BBLAAH» U «HE

BbIAAH)).

Konmuer — nmose 1uis npoBEpKH COCTOSTHUN MH(OMOPIITHOB U BO3BPAIIAEMBIX (QYHKIIUSMH 3HAYCHHHA:

{+info =func} — mpoBepka ycioBui
%+info =func% — Beigaua nHQGOMOPIIHA, 3ayCK (PYHKIUH

on_info = %+infol % — Bbinaercs unponopiH infol

on_info = %-infol % — cuuMaetcsi uHGoNOpIIH infol
on_info = {+infol} = — npoBepka, BbIIaH 1 HHMoTOPIIH infol
on_info = {-infol} — IIpOBepKa, He BBIJIaH JTM HHPOTOPIH infol

B koHuIMCTaX MOKHO JIeTIaTh MPOBEPKH C MTOMOIIBIO (DyHKITHI:

on_info = {=func} — TIpoBepKa, uTo GyHKIUA finc BO3BpaTuia true
on_info = {!func} — TIpoBepKa, uto GyHKIuUsA func Bo3Bpatuia false
on_info = %=func% — 3anyck QyHKIHU

5.2. Pabora co 3Bykamu

YroObl 106aBUTH HOBBIH 3BYK HY>KHO IpOMNKCcaTh ero B (aitie script_sound.ltx 160 B ogHOM 13
BKJIFOUCHHBIX B HETO (haiiyos.

B cekuuu [list] mponucath Ha3BaHUE 3BYKa, M CO371aTh CEKIIMIO C TEM e Ha3BaHHEM

[list]
Wl _sound name 1
vl _sound name 2

[Vl _sound name 1]

type = actor

npc_prefix = false

path = characters_voice\scenario\scenario\level\lvl sound name_1

shuffle = rnd

idle = 3,5,100

fype= — THI 3ByKa, MOXET OBITh acfor — B TOJIOBE Yy aKTepa, npc — 3Byk ronoca NPC, 3d —3Byk ot
00BEKTA;

path= —nyTh K 3ByKoBoMy (paiiiny (BHUMAHME! eciu Tun 3Byka npe TO MyTh K (aiimy
YKa3bIBa€TCs OT IMANKu characters_voice)
Ecnu yka3ate He monHoe ums ¢aiina (Ivl_sound name ), To mpourpeIBaThCs OyaAyT BCe
3BYKOBbIE (pailsibl, Ha3BaHHE KOTOPHIX HAUWHAETCS Ha YKa3aHHOE UMS;

shuffle= rnd - TOBTOPSIOIINIACS 3BYK, Seq - OTHOPA30BbIil 3BYK, loop - 3allUKIICHHBIH 3BYK



idle = —mepBble ABe HUPPHI — 3a7epxkKKa (B CEK.) Mepel MOBTOPHBIM MPOUTPHIBAHUEM 3BYKa, TPEThS
BEPOSITHOCTh MPOUTPHIBAHUS

Jlist mpourpeiBanus 3ByKa B jjoruke NPC umu npyroro o0bekTa, Hy)KHO BOCIIOJIB30BATHCS (DYHKITUECH:
=play sound(uma_3eyka)

UYUT0oOBI OCTAaHOBUTH:
=stop_sound(umsa_3eyKa)

B 31X QpyHKIUAX pabOTAIOT CUTHAIIBL:
sound_end  — KoHel 3ByKa
theme_end  — KoHel] 3BYKOBOW TEMBHI,

Ecnu Hy>XHO POUTPHIBATH 3BYK IMOCTOSIHHO, HY>KHO HCIIOJIH30BaTh (PYHKIIHIO:
=play _sound _looped(umsa_3eyka)

UYUT0oOBI OCTAaHOBUTD, 3aIIUKJICHHBIHN 3BYK:
=stop_sound_looped(uma_3eyka)

[Tpumep:

[walker@talk]

path_walk = walkl

path_look = lookl

on_info = {+infol} %=play sound(lvl sound name 1)%
on_signal = sound_end | nil

5.4. CyeTunkm

EcTh BO3MOKHOCTB HCITOJIB30BATh CYCTUUKHU TSI JIIOOBIX COOBITHH B UTpe (CriayH 00beKTa, YOUICTBO
NPC u T.11.), ¥ COOTBETCTBEHHO CUMTHIBATH UX MMOKA3aHMUS.
DyYHKIMY, UCTIOIB3YEMBIE IS CO3JaHUS U 3aJJaHUSI 3HAUCHUN CUETUUKA:

=set_counter(ums_cuemyuKa:4yucio) — CO3/1a€T CUETYHK C YKa3aHHBIM 3HAaYCHHEM;

=inc_counter(uma_cuemuuxa:uucio) — CO3JaeT CYETYMK M J00aBisieT 3HAYEHHUS, €CIU HYKHO
n00aBUTH «1», TO YMCIIO MOKHO HE YKa3bIBaTh;

=dec_counter(uma_cuemuuKka:4ucio) — CO3/IaeT CUETUYUK U yAAJAET 3HAUCHHUSI, €clin «1», TOo yucio

MOXHO HE YKa3bIBaTh;
@yHKINHU, UCIIOJIB3YyEMbIE JUIs IPOBEPKU 3HAYCHUHN CUETUUKA:

=counter_greater(ums_cuemuuKka:uucio) — BO3BpaIIaCT true, eCiii 3HAYCHNE YKA3aHHOTO CUETUUKA
00JIbIIIe YKa3aHHOTO YHUCIIA;

=counter_equal(umsa_cuemuuxa:uucino) — BO3BpAIACT true, €CIIM 3HAYEHHE YKA3aHHOTO CUETUHNKA
PaBHO yKa3aHHOMY YHCITY;

ITpumep:

[walker@run]
path_walk = walkl
on_signal = path_end | walker@wait %=inc_counter(lvl_scene_fighters)%

[walker@wait]
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path_walk = walk2
path_look = look2
on_info = {=counter_greater(lvl_scene_fighters:5)} walker@fight

[walker@fight]
path_walk = walk3

5.3. KarcueHbl (POJTMKH HA IBHKKE)

YpaBisTh 3allyCKOM KaMephl B KaTCIIEHaX, MOXKHO C TIOMOIIBIO CXEMBI PECTPUKTOpa [sr_cutscene]

1100 C MoMOIIEI0 QYHKIINI:

=run_cam_effector(file_path\cam_effector_ name:number:true\false) — 3amnyckaet kamepodddeKT oT

KOOpAUHAT UI'PpOKa

file_path — nyTtb K daiiny kamepodPdekra, MPOMUCHIBAETCS OT MaKU

\gamedata\anims\camera_effects)
cam_effector_name — Ha3Banue ¢aiina kamepodpdexra

number — ycnoBHBIN HOMep KaMepodddekra, HykeH eciii kamepodhdexT Hao

OCTaHaBJIMBAaTh, HEOOS3aTEIBHBIN MTapaMeTp
truel\false — 3ankieH UK HET Kaepod ekt

=run_cam_effector_global(cam_effector name:number) — 3anyckaet kamepod3(pPexT u3 riaodanbHBIX

KOOpAWHAT (KOOPIMHATHI XPaHATCS B caMOM (aiisie kamepodddexTa)

=stop_cam_effector(number) — OCTaHaBJIMBaeT KamMepodPheKT, C yKa3aHHBIM HOMEPOM

5.5. MocTnpoueccsl

Jlnist paboTHI C MOCTITPOIIECCAMU MOKHO HCITONIB30BATh CIEAYIONIHE ()yHKIIUH:
=run_postprocess(umsa_nocmnpoyecca:number:true\false) — BbI3bIBa€T NOCTPOILIECC

number — yCIIOBHBIN HOMED MOCTPOLIECCa, HYKEH €CIIU MOCTPOIIECC

Hago OoCTaHaBJIMBATh, HeOoOsI3aTENbHBIN mapamMeTp

true\false — 3a1lMKJIEH WM HET IOCTPOLIECC

=stop_postprocess(number) — 0CTaHaBITUBAET MOCTIPOIECC, C YKa3aHHBIM HOMEPOM

[Ipumep:

[logic]
active = sr_idle

[sr_idle]
on_info = %=run_postprocess(agr_u_fade)%

B nannom npumepe agr_u_fade nazBaHue MoCTIIpoLiEcCa.

I'oToBBIC IIOCTITPOLCCCHI:

alcohol —3¢ddexr onbsiHEHUSA

agr_u_fade — 3aTEeMHEHHE dKpaHa

agr_u_fade water —3aTeMHEHHE dKpaHa C MOCIESAYIOIIUM IIOMYTHEHUEM
mar_fade — 3aTEeMHEHHE dKpaHa

mar_fade — MOCTETNIEHHOE 3aTEMHEHHUE, a TOTOM OCBETJICHUE IKpaHa
blink — Oemnasi BCIIBIIIKA

21/39



[MTosHEI crircok mocTporieccoB gamedata/anims

5.6. UucsaoBbie uaeHTU(PUKATOPBDI, story id

JIrobomy criayH 00BEKTY MOKHO IPUCBOUTH MHIUHUKATOP story id. UToObI 3TO caenarh, HYKHO

nponucats B aiie spawn_sections_ CIEIYIONIYIO JIOTHKY:
story id = “umsa_id” (20e ums_id — yHukanvHoe ums)

[Tpumep:

B ¢aiine spawn_sections
[zat vasya]:stalker
Sspawn = "respawn)\ zat_vasya"

character profile = zat vasya
story_id = zat vasya

Wnu Ha ypoBHe B cekIuu logic criayH enemeHTa:

[story object]
story_id = zat vasya

BHUMAHME! He nomkHO OBITH IBYX HICHTU(DHUKATOPOB ¢ OAMHAKOBLIM Ha3BaHUEM.

5.7. Ilpumepsl JIOTHUKH

ITpumep: 1 TOrO, YTOOBI MEPCOHAX XOAMN 1o myTH walkl, a mpu npuOIMIKEHNH UTpoKa Ha
JMICTAHIIMIO 5 METPOB, Mepekitoyaiics Ha myTh walk2 (HO TOJBKO MpH yCIOBUH, YTO OH BUIAUT UTPOKA),
HYKHO HalucaTthb Cleayroliee:

[logic]
active = walkerl

[walkerl]

path_walk = walkl

path_look = lookl
on_actor_dist le =5 | walker2

[walker2]
path_walk = walk2
path_look = look2

Brimie paccmoTpeno 6e3ycioBHOe nepekitoueHne cekiuii. [lepen umeHnem cekiuu B PUTrypHBIX
CKOOKax {} MOXHO 3aJ1aBaTh JIONOJHUTEIbHBIC YCIOBHS, a MOCIE UMEHU CEKIIMU - TaK Ha3bIBAEMbIE
"3¢ekTh", KOTOpBIE 3aKIIIOUUTH B 3HAKU TpoleHTa: %%. D dexTsl OyayT mprMeHEeHbI TOJIBKO B CiIydae
aKTUBAIIMU CEKIIMU. MOXKHO HE 3a/1aBaTh UM CEKIIUH, a 33/1aTh TOJILKO yCIOBUS u/wiu 3G dekTrl. Torma
AKTUBHOM OCTaHeTCs cTapasi CeKIHsl, HO ycioBus U 3¢ ¢dekTsl OynyT Bce paBHO 0OpaboTtansl. Eciu Bce
YCIIOBUS B (PUTYPHBIX CKOOKAX HE BBITIONHSIOTCS, CEKIUS aKTUBUPOBaHA He OyJieT.

ITpumep:

on_actor_dist le =5 | {ycnosue} walker2 %3¢hexmuvr%
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VYcnoBus MOTyT OBITH CIEIYIOIIUMU:

+infoportion - TpeOGyeTrcs MPUCYTCTBUE infoportion y actor
-infoportion - TpedyeTcs OTCYTCTBUE infoportion y actor
=func - TpedyeTcsi, YTOOBI func BepHyia true

Ifunc - TpebyeTcs, 4ToObI func BepHyncs false

DddekTh MOTYT OBITH CIETYIOIINMH:

+infoportion - B ciiydae BKIIFOUCHHS CEKIIMHU y actor OyJeT ycTaHoBIIeH infoportion
-infoportion - B ciy4ae BKIIOUYEHHUS CEKIMHU y actor OyneT yopan infoportion
=func - B cily4ae BKIIFOYCHHUS CEKIMH CTapTyeT QyHKIus func

Heckonbko ycnoBus min 3pGEKTOB pa3IeisoTcs MpodIeMaMu:

on_actor_dist le =5 | {+infol -info2 +info3} walker2 %+info4 =func%

MoxHO 3a1aBaTh cpa3y HECKOJIBKO CEKLIMH, pa3feneHHbIX 3anaThiMu. [Topsaaok 00xoaa mpu 3ToM -
cieBa Hanpaso. [locie cpabaTbIBaHMs TIEPBOTO U3 YCIOBUI, 00X0/ pekpaiaercs. B npumepe Hioke, eciu

yctaHoBiieH infol, Oynet BkimroueHa cxema walker2, nnaue, ecnu yctaHoBieH info2, OyeT BKIrOYeHa cxema

walker3, mraue Oyner BkiroueH walker4:
on_actor _dist le =5 | {+infol} walker2, {+info2} walker3, walker4
B onmcanHOM BhIIIE TIOJIE active CeKIu logic, MOXHO TakXKe 3aaBaTh YCIOBUs, HAIIPUMEP:

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

B norumueckux ycnoBusix Tenepb NPpUHUMAETCS KIIFOUEBOE CIIOBO NEVEr, KOTOPOE 03HAYAET, YTO yCIOBHE
noxHo. Hampumep:

combat_ignore_cond = {=actor_enemy =actor_has_suit! always, {=actor _enemy/} never
%...9¢hpexmoi... %

BerlmenpuBeieHHass KOHCTPYKLMS BKJIIOYaeT UTHOpUpoBaHue 004, eciin 'y NPC Bpar - Urpok B

KOCTIOMEC, HO OTKJIFOYHUT €Io, €CJIU BparomM sABJIACTCA UTPOK, HO 0e3 KOCTIOMA, IIpHU 3TOM cpa60Ta10T 3(1)(i)eKTI>I

(%%) cexum never. Takum 006pa3oM, BBIOOP CEKIIMU NEVer paBHOCUIIEH OTCYTCTBHIO CEKIIUU
(HecpabaThIBaHUIO YCIOBHS), HO 3(h(PEKTHI B 3HAKaX MPOICHTA MPU ATOM CpabdaThIBAOT.

[Tpumep pabotsl ¢ cexrmeit nil. Ceknust nil BEIBOAUT U3-TI0 CKPUIITOBBIX CXEM MEPCOHAXa, MOHCTpA
W OOBEKT U OTITYCKAEeT €ro I0J1 YIpaBJIeHHEe ABIKKA. JTO HAJI0 €CIIM KaKoe-JIM0O0 yCIoBUEe
BBITTOJIHUBIINCE | pa3 0oJIbIlle HE HYXK/IAaeTCsl B IPOBEPKE, IPU ITOM SKOHOMSITCSI PECYPChI MAIIUHBI,
KOTOpBIE Ha Ka)KIOM aIIeiTe IPOBEPSIIOT 3TO YCIOBHE.

[logic]
active = sr_idle

[sr_idle]

on_actor_inside = nil %+esc_actor_inside%

To ecTb, Ipu BXOJIE aKTepa B PECTPUKTOP BBIIACTCS HH(OIIOPIIH U PECTPUKTOP YXOAMUT B CEKIHIO nil,

OoublIe HE IIPOBEPAA HAIINIHUEC UTPOKA.
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NB: O6patHO 13 cekIuu nil o1 CKpUNTH 00BEKT BEPHYTH YK€ HEBO3MOXKHO! YUHUTHIBATE 3TO,
UCIIOJIB3YS €€.

Bor IpuMEp JOCTATOYHO CJIOJKHOM JIOTUKH:

[logic]
active = walker
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}

PaccmoTpum ee momaroBo. BHauane crankep padoraet mo cxeme walker-a. [Ipu 3ToM OH UTHOpUpYET
0011, moka He OyneT noctasneH uHpomnopurH alert. OH )AeT 25 ceKyHI, TIOCIIe YeTo NePEXOUT B CXEMY
remark. B pemapke oH pourphIBaeT WAJOBYIO aHUMAIIHEIO, TOBOPUT HA YKa3aHHBIC TEMbI, HE
MIOBOPAYHMBAETCS M HE JIBUTAETCS M TOYHO TaKke UrHopupyet 60it. Eciu mo Hemy nonanyt (on_hit) mmun
yObtoT (on_death), Oynet nmoctasieH nHGOMOPILH alert 1 OH MepecTaHeT UTHOPUPOBATH 00il (MOHITHO, YTO
€cii OH OyZIeT TPYIOM, TO 3TO eMy He TIOMOXET, HO X B CIIEHKE TPO€, ¥ TOTJa COpBYTCs B 00if Bce
ocrasbHbIe). Ecin ero yobIoT, TO Takke OyIeT MmocTaBieH HHPOMOPIIH trup3 KOTOPBIA COOOLTUT O TOM, 4TO
3TOT CTaJIKEp YOUT.

A BOT JIOTUKa €ro IMPOTHBHHUKA:

[logic]

active = walker

[walker]

path_walk = soldier walkl
path_look = soldier lookl
combat_ignore_cond = true
team = assault_group
on_signal = assault | camper

[camper]
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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

On uzer B cxeme walker, urHopupys 00# (mpryemM UTHOPUPYS B JIt000H cutyanun). Vet B coctaBe
rpynisl assault group. Korna oH npuxoauT B KOHEUHYIO TOUKY MaplipyTa (TaM OH CHHXPOHU3UPYETCs C
OCTAJIbHBIMHU U3 TPYIIIBI, 3TO MPUITUCAHO B IYTSX) U NOJTY4aeT CUTHAJ assault, TO IepexoauT B cxemy
camper. B aToii cxeme y Hero He nponucan combat ignore, HOITOMY OH HaUWHAET CTPENATh IO
npotuBHUKY. [locne Toro, kak Bce Tpoe MPOTUBHUKOB OYyAyT YOUTHI, KAXKIBIA U3 HUX, yMHPasi CTABUT

uHomnopiH trupl, trup2 wim trup3 u Koraa Bce Tpoe OyayT YOUTHI, TO OH MEPEKITIOYUTCS Ha cxeMy walker2
(momoaeT K KOCTpy).

6. Cxembl 10ruKH space_restrictor

Ob1ee 3amevanue: YToObI UCKITIOUUTH CUTYAIUIO, KOTJIa aKTEP MPOCKAKMBAET Yepe3 PeCTPUKTOP U

TOT HE yCIIeBaeT CpadoTaTh, CTApAaUTECh CTABUTh PECTPUKTOP TaK, YT00 MUHUMAJIbHAS ITUPUHA ObLITA
OoJIbIIIe 2 METPOB.

6.1. Cxema sr_idle

[IpennazHaueHne TaHHOM CXEMbl — BKJIIOUUTH APYTYIO CXEMY MpHU cpabaTbIBaHUU OJTHOTO U3
CTaHJIaPTHBIX YCIOBHUH JIOTUYECKON CXEMBI.
Cama 1o cebe cxema HUYEro He Jienaer.
IIpumep HacCTpoeK pecTpuKTOpa:

[logic]

active = sr_idle

[sr_idle]
on_actor_inside = nil %+esc_actor_inside%

OOpartuTe BHUMaHUE, 4TO Mociie cpabaThIBaHUs MPOBEPKU aKTUBHAS CXeMa MepeKiitoyaeTcs B nil,
YTOOBI HE IPOJIOJIKATE OECIIOIE3HYIO ITPOBEPKY Ha KaXKA0M anjeire. MoxxHO He 3a/1aBath nil.
YacTo 3Ta cxema paboTaeT BMECTE CO CIIaBHEPOM, PECTPUKTOP BbIIaET HH(OTIOPIITH, IPU BXOJE B
30HY, a CIIaBHEDP 10 HEMY YK€ KOT0-TO CIIABHMT.

6.2. Cexuus sr_no_weapon

JlaHHas cxema yOupaeT opyKHe y UrpoKa IpH BXOJI€ B 30HY.
IIpumep HacTpoek pecTpuKTOpa:

[logic]

active = sr_no_weapon

[sr_no_weapon]
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6.3. Cexuus sr_light

30Ha, B KOTOpOi ()OHAPUKHU y HETMCEelH OyayT BKIFOUSHBI HE3aBUCUMO OT BPEMEHHU CYTOK.
PaboTaet cremyronum obpazom:

[logic]
active = sr_light

[sr_light]
light_on = true/false (cBeT BKJIIOUEH/BBIKIIOYEH )

Taxoxe pa60TaeT BMCCTC C KOHIJINCTOM:

[logic]
active = sr_light

[sr_light]

light_on = true/false (cBeT BKJIIOUEH/BBIKIIOYEH )
on_info = {+infol} section %+info2%

6.4. Cxema sr_particle

JlaHHast crcTeMa OTHITPBHIBACT MAPTUKIIBI KaK CTATUYHBIC TaK U IBIOKYIIMECS B YKa3aHHOM MECTE U B
ykazaHHOe Bpems. Paboter oHa cieyromum o0pa3om:

1) 15t TApTUKIIOBOM CUCTEMBI C TTyTEM KaMephl:

[sr_particle]

name = explosions\campfire 03 -MIMsI TTAPTUKIIOBON CHUCTEMBI

path = particle_test.anm -UMSI TTyTH KaMephbI

mode = 1 (o0s3aTenbHO !!!)

looped = true/false -ar 3aIKISHHOCTH TTAPTUKIIOB

2) A NapTUKIOBOM CUCTEMBI C OOBIUHBIM MATPYJIbHBIM yTEM:

[sr_particle]

name = explosions\campfire 03 -MMS1 TTAPTHKJIOBOM CHCTEMBI
path = part_points -AM IaTPYJIBHOT'O ITyTH

mode =2 (oGs3aTenbHO !!!)

looped = true/false -pyar 3aIMKICHHOCTH ITAPTUKIIOB

B BelinonHTax MOXHO 33/1aBaTh Quiar S=MMs_3BYKOBOH TeMbI M d=4HCII0 BpeMs 3aA€P>KKH Mepe/]
NpOUrpbIBaHUEM (3a/1aeTcsl B MUILTHCceKyHAax. Eciu He 3agaHo, To 0). s - UM 3ByKOBOI TeMBI B
sound themes.ph _snd_themes u3 koTOpO# OyneT cny4aifHO BEIOpaH 3BYK Uil IPOUTPHIBAHHS BO BpPEMs
IPOUTPHIBAHMS MAPTUKIA. 3BYK HE 3alIMKJIUBACTCSA U UTPAET TOJIBKO OJMH pa3.. Pe3ynbTaT = napTHKIIBI
OTBHITPBIBAIOTCS BO BCEX BEMITOMHTAX OJHOBPEMEHHO (WJIH C 3a/IEP’KKOI CM. BBIIIIE).

ITpu looped=true no okOHUAHUM TPOUTPHIBAHUS TAPTUKIIOB, OHU OYIyT 3allycKaThCs CHayasa, HO
yke 6e3 3anepxek. Curnan particle end BermaBatscs He Oynert. [Ipu looped=false curnan Oynet BbiaaH,
KOTJ]a BCe MCTOYHHUKH MAPTUKIIOB OTHIIPAIOT.

[Tonnep>xuBaeTcst KOHATUCT. ECIM peCTpUKTOP MEPEXOANUT B APYTYIO CEKIHIO, TO aBTOMAaTHUECKU
IIEPECTAIOT OTHITPHIBATHCS MAPTUKIIBI M 3aMOJIKAIOT 3BYKH IPU HUX. DTOT PECTPUKTOP SABISIETCS OOBEKTOM,
OTCJICKHMBAIOIIUM TTAPTHUKIIBI U HET HUKAKOW HEOOXOIMMOCTH YTOOBI UTPOK B HETO 3aXO UL
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6.5. Cxema sr_timer

[Ipumep ucnosnb3oBaHUs:

[logic]

active = sr_timer@]1

[sr_timer@]l]

type = dec

start _value = 10000
on_value = 0 | sr_timer@?2

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

Onucanust noneu:

type - TAI CYETYNKA, MHKPUMEHTUPYIOITUI(INC) UK AeKpUMeHTUpYyromuii(dec).

Ecnu none He 3a1aH0 - cU4ETYMK OYAET MHKPUMEHTHPYIOIIHM

start_value - HayanpHOe 3HaueHue cueturnka B PEAJIBHBIX munucekynnax. s qeKpuMEHTHPYIOIINX
CUYETUYMKOB 3aJjaBaTh 00513aTeNbHO. J{151 MHKPUMEHTUPYIOLIUX, €CIIM HE 3aJ]aHo, TO cuuTaercs ¢ 0.

[lepexomp! U3 CeKUU S¥_timer MOTYT OBITh KaK 110 OOBIYHBIM YCIIOBUSIM (0n_timer, on_info) Tax u 1o
cneunpuyeckomMy yciaoButo on_value. B obimem ciydyae on_value MoXHO HCTIONIb30BaTh I IPOU3BOJICTBA
KaKuX JIMOO IEHCTBUI B 3aBUCUMOCTH OT COCTOSIHUS cueTdnka. Hampumep:

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

6.6. Cxema sr_psy_antenna

30HBI C TAaKOH CEKLMEH MO3BOIISAIOT YIPABIATh S (heKTaMu OT NCU-BO3ecTBUS (Ha SHTape u
Panape). Ceituac MOXKHO yHpaBiIsITh HHTEHCUBHOCTBIO U3JIyUY€HHs] U MHTEHCUBHOCTBIO MOTy4EHUS
MIOBPEXKICHUMN.

Cnoco0 NPUMCHCHUA: PaccraButh 30HBbI, B Ka)I(IIOﬁ 30HC HANMcCaTh, CKOJIBKO IMPOLCHTOB K
HHTCHCUBHOCTHU HU3JIYUYCHHUA U ITOBPCIKICHUA OHA ,Z[O63BJ'I?ICT/ OTHUMaAET. 30HEI MOTI'YyT OBITH BIIOKEHBI Apyr B

Jpyra, epeceKaTb APYr Apyra.

eff intensity = - yBeIMUeHUe/yMEHbIIeHUE B % OT 0230BOT0 3HAYCHHSI HHTEHCUBHOCTH U3ITyUSHUS.
hit_intensity = - yBeIMueHue/yMeHblIeHne B % OT 6a30BOro 3Ha4eHHsI HAHOCUMOTO MTOBPEKICHHUS.

[Tpumep 30HBI, KOTOpast 1o6aBnsieT 70% U3TydeHHUS:

[logic]
active = sr_psy_antenna

[sr_psy antenna]

eff intensity = 70

hit_ intensity = 70

[Ipumep 30Hb1, KOTOpast youpaet 30% uznydeHus:

[logic]
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active = sr_psy_antenna
[sr_psy antenna]

intensity = -30

6.7. Cxema sr_cutscene

B Hamem BHYKKE MOKHO BOCIIOJIB30BAaThCs KaMepoil (KaTclieHa):
[Tpumep:

[logic]
active = sr_idle

[sr_idle]

on_info = {!black screen +agru_nvidia_presentation} sr_cutscene@caml

3neck MBI IIpoBepsieM uHdonopieH agru_nvidia_presentation u dyukuuio black screen (HeT 11 YepHOTO
9KpaHa) U MEPEXOJAUM B CEKIIHIO S¥_cutscene@caml

[sr_cutscene@caml]
point = agru_nv_camera_walk —touka walk T/ie UTpOK OyIeT HaXOIUTCS TIOCIIE KaMephI

look = agru_nv_camera_look —touka look kyna Oyner HampaBjeHa KaMepa UTPOKa IMOCe KaMephl

cam_effector = scenario_cam\Agraprom_underground\cameral 0 904 — (aiin kamepbl ¥ IyTh K HEMY

on_signal = cameff end | sr_cutscene@cam? — CUTHaJI OKOHYaHHE KaMephl U IEPEX0/]] B CIECTYIONIYIO
CEKIIHIO
global cameffect = true/false — ()JTAYKOK OTHITPBIBAHUS KAMEPHI OT II00ATLHBIX KOOPAWMHAT YPOBHS, &

HE OT KaMephbl urpoka (1mo ymoadanuro false)
[sr_cutscene@cam?2]

Buumanue! Kamepa om pecmpuxmopa 6yoem pabomams 1uib 8 ciyyae, Ko2od
1) Ha momenm ee 3anycKka uepoK Haxo0OUmMcs HYmMpu OGHHO20 PeCmMpUKMopa
2) pecmpuxmop umeem mun NONE default restrictor 6 nesen 20umope

7. HaGop n1ono/IHUTEeIbHBIX HACTPOEK JIOTUKH Y Pa3HbIX 00beKTOB.

Jlnsa Bcex gusndecknx 00beKTOB ecTh cekius ph_idle, moanepsxuBaromias KOHAJIUCT B KOTOPYIO
MO>KHO MPU HEOOXOIUMOCTHU MEPEBOAUTH OOBEKTHI.

7.1. Cxema pabotbl ABepH, cexkuusi ph_door

NB! Jlyst nByXCcTBOpUYAThIX BOPOT 33J]a€TCS BCE aHAJIOTMYHO.
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locked = false\true  3anepta mu aBeps. [lo nedonty — false.
closed = false\true  3axpwiTa mu aBeps. [lo nedonry - true

tip_open = (ecnu locked == false, To tip_door_open, unauye tip_door locked)
[Toxckaska, KOTOpasi MOSBISETCS OKOJIO MIPHIlETIa PU HABEJICHUHU Ha JIBEPh, €CITH JIBEPh 3aKPhITA.

tip_close = (ecim locked == false, To tip_door close, nHade mycroe 3HaueHUE)
[Toackaska, KoTopast MOSIBISIETCS] OKOJIO TPHIIEIIA MPH HABECHUHU Ha IBEPb, €CIIN JBEPh OTKPHITA.

snd_init = 3ByK, KOTOPbII Oy/A€T OTHITPaH Cpasy NpU BKIFOUEHUH CXEMBI.
snd_open_start = 3ByK, KOTOPBII OyJIeT OTHITPaH MPH MOMBITKE OTKPBITH ABEPD.
snd_close_start = 3ByK, KOTOpbIil Oy/IeT OTBITPaH MPU MOMBITKE 3aKPBITh IBEPb.
snd_close_stop = 3ByK, KOTOpbII Oy/I€T OTHITPaH, KOTAa IBEPh 3aXJIOMHETCS 10 KOHIIA.

[Tpumepsr:

Eciu Hy)XHO caienaTh 1BEpb, KOTOpas P KAKOM-TO COOBITHH OTKPBIBACTCS CO IISTUYKOM, TO MOKHO
BOCIIOJIb30BaThCs MoJieM snd_init U IepeKITFoueHIEeM cXeM. B mpumepe Hike MpH BKIIFOYSHUH CXEMBI
ph_door@unlocked mpourpaercs 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

7.2. Cxema padoThbl KHONIKH, cekuus ph_button
[Tpu HaXkaTHK Ha KHONIKY MEPEKII0YaeT CeKIIUU U BbI1aeT HH(OIOPIIIH.

[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 — YTO INPOUCXOOUT IIPHU HAKATHU

29/39



anim — aHUMaIWsl, KOTOpasi OTUTPBIBACTCS MIPH HAKATUU HA KHOIKY
anim_blend — nnaBans, CTIaXeHHAs aHUMaLUs. MoXeT MpUHUMATh 3HaeueHus true\false

*tooltip — IpeJHa3HA4YeHO JJIsl TOro, YTOOBI 337jaBaTh TEKCTOBYIO MOJICKA3KY
IIpY HaBeJIEHUM Ha KHOMKY. TeKCToBas MojcKa3Ka Hy)KHa JJIs TOT0, YTOObI Kak
MUHHMYM OBIJIO TIOHSITHO, YTO ATOT JI€Baiic MOKHO HAKUMATh.

[Ipumep HACTPOUKU KHOTIKH:

[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

Jl1st Toro 4TOOBI COOOIIEHNE HE TOTEPSIIO aAEKBATHOCTD MPU Pa3IMUHBIX HACTPOMKaX KIaBHATYPHI
cooOlIeHne clieAyeT MucaTh ¢ UCI0Jb30BaHUEM ToKeHoB. Hanpumep:

<string id="tips_labx16switcher press">
<text>UToObI OTKIIIOYHTH uya0 ycTaHOBKY HaxkmuTe ($SACTION USES$S$)</text>
</string>

Bot npumep KHONKH, KOTOpasi cpabaThIBAET HE BCET/IA, a TI0 OIPE/IEIEHHOMY YCIOBHIO:

[logic]
active = ph_button@locked

[ph_button@locked]

anim = button_false — anumanus HecpabaThIBaHUS KHOTIKH

on_info = {+val prisoner_door unlocked} ph_button@unlocked
on_press = ph_button@unlocked %+val_prisoner_door_unlocked%s

[ph_button@unlocked]

anim = button_true

on_info = {-val _prisoner_door unlocked} ph_button@locked
on_press = ph_button@locked %-val prisoner door unlocked%

7.3. Cxema padoTsl BOpPOT, cexuus ph_gate:

To xe camoe, 4to u ph_door, HO T BOPOT, COCTOSIIIUX U3 IBYX JIBEPEii:
Bwmecto napamerpos closed u locked ceituac ncnomnp3yrorces mapamMeTps:
state: COCTOSIHHE, B KOTOPOM JIBEPb HaXOJUTCS NMPH MHUIINATH3AIUH (110 YMOIYaHUIO none)
open - B OTKPBITOM
closed - B 3akpbITOM
none - B TeKymieM (1e()OITHOM HIIH OCTABIIEMCS OT MPEIbIAYIICH CXEMb)

locking: GiokupoBKa aBepeit (Mo yMOITYaHHUIO none)
stick - mpuMnanue ABepei K KpaifHUM COCTOSIHUSM (TTOKa B MPOIECCE HACTPOUKH)
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soft - TBepb 3a0I0OKMPOBaHA C TIOMOUIBIO CHJIBI, T.€. MOKHO €€ OTKPBITH/TIPOOUTH MAIIMHON
CocCTOsIHMA B 3TOM TOJIOKEHUH:
open - OJIOKUPOBATh B OTKPHITOM COCTOSIHUM
closed - B 3akpbITOM
none - He UCMob3yeTcs (MsArkas OJOKMPOBKA BO3MOXKHA TOJIBKO B KPailHUX MOJIOKEHUSX )

hard - 6mokupoBKa JBEpY C MOMOIIBIO TPpaHUIl. BopoTa MOKHO TOJIBKO CIOMATh
COCTOSIHHSL B 9TOM TTOJIOKECHUH:
open - OJIOKUPOBATH B OTKPHITOM COCTOSTHHH
closed - B 3akpbITOM
none - B TEKyIIeM

none - ABEpb He 3a0JIOKNPOBAHA

OO6mue mapaMeTpsl:

left limit, right_limit - 3agaroT yron [0-180] oTKpbITHS KaXKA0K U3 CTBOPOK BOpOT. [1o ymonyanuro -
100 rpamaycos.

breakable - (true/false) onpenenser MokHO Ju ciioMath BopoTa. [To ymondanwmro true.

3BYKOBBIE TapaMeTpbl aHanoru4usl ph_door

[Tpumepsi:

[ph_gate@locked] ;6;moxMpoBKa B OTKPHITOM COCTOSTHUH, HEpa3OMBaeMbIe.
state = opened

locking = soft

left limit = 130

rigt _limit = 60

breakable = false

[ph_gate@opened]
state = opened
locking = stick

[ph_gate@closed]
state = closeded

7.4. KonoBbie 3aMkH, ph_code:

[Tpu BBeZIeHNN YKa3aHHOTO KOZA BbIAET UH(OTIOPIITH

[logic]
active = ph_code@lock

[ph_code@lock]
code = 1243
on_code = %+infoportion%
7.5. ToaxknyTs puznuecknii o0bekT, ph_force

Cxema Mmo3BoIsIeT IMHYTb NIPEAMET B YKAa3aHHYIO CTOPOHY. HpOHI/ICLIBaCTCH B KaCTOM JaTe MpeamMceTa.

Jforce = cuna, koTopas mpUKJIaabIBaeTCA K 00beKTy. M3MepsieTcs B yOUTBIX €HOTax
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time = BpeMs IPUKIIJBIBAHUS CHIIBI K IIPEAMETY (B CEKYH/IaX)
*delay = 3anepxka (B ceKyH1axX) Tiepe/i IPUMEHEHUEM CHJIBI
point = UMs NIATPYIBHOTO MYTH, TOYKH KOTOPOTO OyIyT MCIOIb30BAHbI KaK LeNH (Ky/la HalpaBIIsATh

peIMeT)
point_index = UHJEKC TOUYKU NATPYIBHOTO MyTH, B CTOHY KOTOPOT'O MOJIETUT IIPEIMET.

7.6. 3anpeTuth WIBBLIPATH 00beKT, ph_heavy

[TponmceiBaercst B pu3 00beKTaX, KOTOPHIE 3aMpenieHbl s MBBIPSHUS OI0pepaM U mojiTepreiicram.
Hanpumep, eciu OHM JOJKHBI JIekKaTh HA KOHKPETHOM MecTe (THUIa JOKYMEHTOB CIOKETHBIX) WIH CIUIIKOM
TPOMO3/IKH 110 TabapuTaM, 4TOOBI MX MOXHO OBIIO KPAaCHBO KUIATh.

B kxactom pare numem:

[ph_heavy]

7.7. PackauuBanue ¢usuku, ph_oscillate

CxeMa npesiHa3HavyeHa /s IJIaBHOT'O pacKauMBaHUS (GU3UKH (JaMIIbl, BUCSIUE 30MOH U T.1I.)
[Ipumep noruku

[ph_oscillate]

joint = provod — UM KOCTH K KOTOpOil OyzieT mpuMeHeHa cuiia
force =5 — COOCTBEHHO cuJia (B HBIOTOHAX)
period = 1000 — BpeMsl IIPUKJIA/IbIBAaHUS CHUIIBI.

Cuita mpuKJIapIBaeTCsl K KOCTH 00BbEKTa ¢ JIMHEWHBIM HapoCTaHHEM. To eCTh B TEUEHHH 33/1aHOTO
neprosia BpeMeHu cuia BeipacTeT ¢ 0 1o 3asBieHoro 3HaueHus. Ilociie aToro HactaeT naysa (cuia He
npumMensiercs) Ha Bpems period/2. ITocie okoHYaHuUS mMay3bl crila IPUMEHSIETCs Tak JkKe, Kak U B Havase, HO
B 00paTHOM HarpaBJICHUHU.

7.8. Peakuus Ha 3BYK

MoxkHo caenath, uto0bl HITIC wimi MOHCTp pearupoBaii Ha TPOMKOCTB ONPEIeTICHHOTO 3BYyKa.
on_sound = story_id | sound_type | distance | sound_power | {conditions} section %effects%

Tunel 3ByKOB:
sound_type:

WPN_hit - 3BYK NOMNAaJaHus MyJIn
WPN_reload - 3Byk nepe3apsiku OpyKus
WPN_empty - 3ByK IOIBITKH BBICTPEIIUTH U3 HE3APSIKEHHOTO OPYKUS
WPN_shoot - 3Byk BbICTpena opyxus
MST_die - 3ByK CMEpPTHU
MST _damage - 3ByK NOJIy4YEHUsI ypOHa
MST step - 3ByK IIaros

[lepexox cocrontest ecim 00BEKT yCabIIHT 3ByK(sound_type) ot oObexTa(story_id) mpu quctanimm <=
distance u cuie 3Byka >= sound_power.
Takske moaepKUBACTCA 3aIUCh:
on_soundl = ....
on_sound2? = ....
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Ecnu Hy»HO OTJIOBUTH 3BYK C J1t000i1 cuioif, To sound_power ykasbiBaem 0.
Ecnu Hy)XHO OTJIIOBUTH 3BYK Ha J1t000H aucraHimy, To distance craum 10000.

[Tpumep:

[logic]

active = mob_walker@spawn

[mob_walker@spawn]

path_walk = zat_b38 _sleeper bloodsucker 1 walk 1
path_look = zat b38 sleeper bloodsucker 1 look 1
on_info = mob_walker@sleep

[mob_walker@sleep]

on_sound = zat_cop_id|WPN _shoot|10|0.9| mob_home@fight ; Y crvuuuum éce, kpome nucmonema c
enyuiumenem

on_sound?2 = zat _cop_id|WPN_hit|10|0| mob_home@fight

on_sound3 = zat _cop_id|MST damage|10|0.9| mob_home@fight

on_sound4 = zat _cop_id|MST step|10|0.5| mob_home@fight

on_sound5 = zat _cop_id|MST die|10|0| mob_home@fight

on_sound6 = zat _cop_id|WPN _empty|10|0.3| mob_home@fight ;IIpumepro ¢ 3x mempos ycuviuum
on_sound7 = zat _cop_id|WPN reload|10|0.3| mob_home@figh t; [Ipumepro ¢ 3x mempos ycaviuium

8. YnpaBJ/jieHue HeKOTOPbIMU pUYAMHU

8.1. Hacrpoiika peakunu NPC, meet_manager

CuHrakcuc:

[logic]

active = walker

[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

sound_start = nil ;Cmapmosas 038yuKa ,eciu 6UOUM uepoKa
sound_start wpn = nil ;Cmapmosas 038yuKa ,eciu 6UOUm uepoxa ¢ opyrcuem
sound_stop = nil ;O38yuKa, K020a uepox cMmoum Ha mecme

use = self

use_wpn = false

zone = name| state@sound

meet_dialog = dialog id

synpairs = state@sound|state(@sound

precond = visibility/usability
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abuse = true/false

trade _enable = true/false ;Ilo ymonuanuio true. Mooicno 1u mopeosams ¢ NPC
allow_break = true/false ;Ilo ymonuanuro false. Mooicno u evitimu u3 ouanoea
quest_npc = true/false ;Ilo ymonuanuio false. Keecmosuiii iu NPC

Bcest HacTpoiika BCTpeun OTHBIHE OYyIET MPOM3BOIUTCS B OTACIBHOW cekimu. B cexnuu logic wim B
TEKyIIed CXeMe MOXHO OYJeT yKa3aTh, KaKyl HMEHHO CEKIUI0 C HACTPOWKOW HYKHO WCIIOJIb30BATh.
Cekusi, KOTOpas ykKazaHa B CEKIMU logic OynmeT BAuATH Ha 0OpabOTKY BCTpPEYH CBOOOJTHOTYJISAIIUAM
CTaJIKEPOM.

Ilepedens nomnei:
meet state, meet state wpn — 3a7a€T aHUMALUIO U O3BYYKY MEPCOHAXA, B 3aBUCUMOCTH OT PACCTOSHHUS 10
akrepa. [{ns ciyuast ecnu akrep 6e30pyeH JTUO0 BOOPYKEH COOTBETCTBEHHO.
victim, victim wpn — 3amaeT OOBEKT, Ha KOTOpBIM JOHKeH OyAeT CMOTpeTh MepcoHax. Bo3moxHbie
napameTpsl: nil — HHMKy#Za HE CMOTPHT, actor — CMOTPUT Ha Wrpoka, story id — HOMep cTopH aiau
NepCcoHaka, Ha KOTOPOTO HYXKHO OyJIeT CMOTPETb.
use, use wWpn — HaCTPOUKH 103a0eTbHOCTH TiepcoHaka. Bo3MoHBI Tpu BapuaHTa: true, false, self. ITpu self
HIIC cam 103HeT Urpoka, Kak TOJIbKO CMOKET TOTSHYThCS [
zone — CoaepXKuUT HabOp MMEH PECTPUKTOPOB, a TAaKKe aHUMauuil u 03ByukH, kortopyto HIIC Oyner
OTBITPBIBATh, €CJIM UTPOK OYAET 3aMEeUeH B PECTPUKTOPE
meet_dialog — crapToBsrii quanor HIIC.
synpairs — COJAepKUT HAOOp Mmap COCTOsHME Tena@3BykKoBas Tema. Ecnu mpu kakoM To Habope yCIOBHiA
BCTpe4ya OyJeT OTBIIPhIBaTh HMMEHHO OSTO COCTOSIHUE W 3Ty 3BYKOBYIO TeMy — TO OHH OyayT
CUHXPOHU3UPOBATHCS M0 PAHIOMHBIM aHUMAIIUSAM COCTOSIHUS Tela.
abuse — o ymomuanuto true, ecnu false, To Hero3arOMuUNCS MPOTUBHUK HE OyIeT 0OMKaThCS.
JIroOyto cTpoky(B 0OIIeil cxeMe OHM HalMCaHbl CTPOYHBIMHU OYKBaMH) MOXHO 3aaBaTh KOHIJIUCTOM.
( {+infol —info2} ward %+info% ) quest npc — no ymonuanuio

Jlnst obnieryeHns HaCTPOUKM BCTPEUH CAETIaHa BO3MOXKHOCTH YIIPOIIEHHOTO 3aJaHus Jedora:

[walker]

meet = default meet

Camy cexmuro [default meet] 3agaBaTh He Hajo0. Bee HacTpoiiku U Tak BO3bMYTCS U3 AedoTa.
Tenepb 0 TOM, Kak ¢ MOMOIIBIO TOTO KOHCTPYKTOpa coOpaTh Ty PEaklMio Ha akTepa, KOTopasi BaM Hy)XHa
(Bo Bcex mpuMepax 3eJeHBIM I[BETOM BbIJIENIEHBI COCTOSIHUS State_manager, CHHUM — 3BYKOBBIE TEMBI):

Curyanus 1
Hrpox Brajieke moa3pIBaeT HAC PYKOM, IPH MPUOIMIKCHUH MTPOCUT YOpaTh OpyKHE, TIOTOM 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
Curtyanus 2

Crankep 3aBus Hac IpocuT yopaTh opyxue. [locie 3Toro noaxoauT u 3aroBapusaet ¢ Hamu. Eciu
MBI HAYMHAEM YXOJUTH OT HETO WJIH JIOCTaeM OpYKH€ — HAYMHAET HAC CTPEISTh.
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[meet]

meet_state = 50| {+info} threat_ fire %=killactor%, walk@ {+info} talk abuse, wait | 10 |
walk Y%+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 — MHPOPOIITH, KOTOPBINA YKAa3bIBAET YTO MbI YK€ OIYCTHIIN OPYKHE M OBLIH JJOCTATOYHO OJIM3KO
k HIIC

Info2 — uH(MOMOPIITH, KOTOPBII YCTaHABIMBAETCS B TMAJIOTE M TOBOPHUT YTO MEPCOHAXK YK€ CKa3al HaM BCe,
YTO XOTEN.

Killactor — ¢ynkmus B xr_effects kotopast o6mxkaer HIIC na urpoka.

Curtyanus 3

[Tepconaxk xoaUT 1O MaTPyILHOMY IyTH Ha 3acTaBe Jlareps. Eciu urpok uMeer J0mycK B Jlarepb —
MIPOITYCKAET €r0 M 3J0POBAETCs, MHAYE CTIepBa OTITYTUBACT, a €CJIU UTPOK MpoOpascs B Jarepb — TO
oOmwxkaercs Ha Hero. [Ipu ATOM HUaIor 3aBUCUT OT TOTO, UMEET UTPOK JOMYCK B JIarephb WM 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, dialog?
31ech:

True — BMecTO aHUMAaIUH, aTAKOBATh UTPOKA.
Info — MHdomopIIH, KOTOPHIN TOBOPUT YTO MBI HIMEEM JIOITYCK K JIarepro
Warnzone — pecTpuKTOp, B KOTOPOM Hac MPEeAyIpeKIatoT
Kampzone — pecTpuKTOp, B KOTOPOM Hac yOUBAIOT
Dialog] — craprossrii quanor HIIC, eciiu Mbl iMeeM JIOTIYCK B J1arepb
Dialog2 — craproBsriii nuanor HIIC, eciin MBI HE IMeeM JIOITYCK B JIarepb.
JedonTHpIe HACTPOUKHU:

I[To nedonty BcTpeya HaCTPOEHA CO CIECAYIOMIMMHI TapaMeTPaMu:

meet_state = 30| hello@hail| 20| wait@wait
meet_state_wpn = 30|backoff@threat weap
victim = 30|actor

victim_wpn = 30|actor

use = true

use_wpn = false
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syndata = hello@hail|backoff@threat weap

NB: Ecin Hy»HO, 4TOOBI CTaJIKEp HE pa3roBapuBall C UTPOKOM B JAHHOM CEKIIMU, HEOOXOAUMO MPONHUCaTh
emy:
meet = no_meet

8.2. CmapTkaBepsbl

CMmapTkaBepsl - 3TO crayH O0OBEKT, KOTOpblil ynpasiser anuMmanusmMu NPC. Hcnonesyetcst s
CO3JIaHMsI CLIEHOK CO CJIOKHOM aHMMaiuei. Tum cmapTkaBepa (aHMalUMU KOTOpPbIE MOKET MCIOJIb30BaTh
NPC B cmapTkaBepe), 3aBUcAT oT napamerpa description (BeiOupaetcs B Level editor).

boeBble cmapTKaBephl, YNpaBisAlOT OOEBBIMH aHMMALMSAMM, UX MOryT ucnonb3oBatb NPC B
YHUBEpCaJIbHON 00eBoii cxeme. Tak ke, O0eBble cMapTKaBephl MOTYT HCIOJIB30BATHCS IS MOCTPOCHHS
CKpUNITOBBIX crieH. HabGop anmamiuii ucmoib3yembliii NPC B cmapTkaBepe, 3aBHUCUT OT BBIOpaHHOU
OoliHuel (1ynxonsl). NPC MoxeT BecTH OroHb M3 CMapTKaBepa TOJBKO €CIIM MPOTUBHUK HAXOJUTCS
BHYTPU pajauyca AeWCTBUS Jynxonbl. Ha3Banus mdynxon misi GOEBBIX CMapTKaBepoOB CMOTPETh B (haiine:
Battle loopholes.xls

AHNMaLMOHHBIE CMapTKaBEPbl, HACTPAUBAIOTCS] AHAJIOTMYHO OOEBBIM, HO MCIIOJIB3YIOT CIIELUaJIbHBIE
aHUMallMM, MCIIOJB3YIOTCS TOJBKO JJIi CKPUNTOBBIX cCIEeH. Ha3BaHus mynxon Juisi aHMMAalMOHHBIX
CMapTKaBepoB cMOTpeTh B daiiie: Lead loopholes.xls

[smartcover]

cover_name = cover 1 — UMS CMapTKaBepa, 00s13aTeNIbHBII mapamMeTp

loophole _name = [hl — UM JIYIXOJIbl, KaKUE JIYIXO0JIbI IOCTYIIHBI, 3aBUCUT OT TUIIAa CMapTKa-
Bepa (B O0OEBBIX CMapTKaBepax, MM JIYITXOJIbI )

cover_state = fire_target — coctosiare NPC cmapTtkaBepe:
fire_target — cTpensieT 1o 1enu,
fire_no_lookout_target — cTpensieT 1no 1eJI1 He BHICOBBIBASICH,
idle_target — cripsitancs,
lookout target — BoITSIABIBACT,
default_behaviour — nipsiueTcsi, BBIMISAABIBAET, €CIIU €CTh 1I€J1b, aTAKY-
eT

use_in_combat = true — UCTIOJIb30BaHUE cMapTKaBepa B 0010, eclii He MOCTaBUTh 3TOT Mapa-
meTp NPC OyneT cpbriBaThCsl B YHUBEPCATBHYIO OOEBYIO CXeMY

target _enemy = — 1IeJIb, Ky/la CTPENSTh: actor uiu story_id

target path = <path_name> — OyJIeT CTpEeJATh B MEPBYIO TOUKY YKa3aHHOTO ITyTH

idle_min_time — HACTpOMKa TAUMHHTOB MEXTy aHUMAIUSIMU

idle_max_time — HacTpoiKa TAaMHUHIOB MEXIY aHUMAaIUSIMU

lookout_min_time — HACTpoOIKa TAMUHTOB MEXKIY aHUMAIHSIMH

lookout_max_time — HacTpoiKa TaMHUHIOB MEXIY aHUMAaIUSIMU

BHUMAHMUE! Tlepen TeM kKak mpomucarth B CMapTKaBepe JIYIIXOINy, HY)KHO yOEIUTHCS YTO JIYIXOJia C
TaKMM Ha3BaHHEM €CTh B 3TOM cMapTkaBepe (cM. B (paittax Battle loopholes.xls, Lead loopholes.xls).

CMapTKaBepI)I HCIOJIB3YIOT CTAHAAPTHBIC CUTHAJIBI:

enemy_in_fov — MPOTUBHUK HaXOJUTCS B JIyIX0JIe
enemy _not_in_fov — IPOTUBHUK HE HAXOJIUTCS B JIYIIXOJIE
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8.3. BbiBOa TekcTa HA IKPaH

Jliig TOr0, 4TOOBI OTMETUTH YTO-TO CPOYHOE U BaskHOE. Hanmpumep, cpouHoe cooOI11eHrne 0 TOM, YTO

HaJ0 IMOKHUHYTb 30HY, MOYXHO HUCIIOJIb30BaTh TCKCT. On 6y,H€T HaXOAUTBCA BLIIIC IICPCKPCCTUA.

[Ipumep nobaBneHue TeKcTa:

[logic]

active = sr_idle

[sr_idle]

on_info = %=add_cs_text(agru_cs_warning)%
; Tne agru_cs_warning = id ctpoxu

[Ipumep ynaneHus tekcra:
[logic]

active = sr_idle

[sr_idle]

on_info = %=del_cs_text()%

8.4. BkiroueHue U BBIKJIIOYEHHE AaHOM AN

Hexortopsie cnennduyeckne anomanuu (Hampumep agru_firetude) Mo>kHO BKITIOYATh U BHIKIIFOYATh

byukuusamu =disable_anomaly(game_story _id anomanuu) v =enable_anomaly(game_story id

anomanuu).
Buumanwue! [1o ymonuanuio aHoMaus BKJIFOUYEHA.
BrIkirouenre aHoMalnu:

[logic]
active = sr_idle

[sr_idle]
on_info = %=disable_anomaly(story_id)%

BxroueHus aHomManum:

[logic]

active = sr_idle
[sr_idle]

on_info = %=enable_anomaly(story id)%

8.5. Padora ¢ TekcTamu

Bce Tekctrl co3natorcss B XML daiinax, KoTopele HaXOIATCS B
\gamedata\configs\text\manka Jiokanuzamuu
B ¢aiine XML

<string id="lvl_item name">
<text>Texcm</text>

</string>

W neHTudukaTop TEKCTa HY>KHO Ha3bIBAaTh MO MPaBUIIAM:
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[TepBBIM MUIIETCS COKPAILIEHHOE HA3BaHKUE YPOBHS («agr» — agroprom), B CIy4asiX, €CJIM TEKCT He
OTHOCHTCSI K OIIPE/ICTICHHOMY YPOBHIO, CIIEIyeT T00aBIsATh St
[ToroM nuieTcst COKpaleHHOe Ha3BaHUE CLICHBI, IEPCOHAXKA, WU MPEIMETA.
HOCJIGI[HI/IM MUIIETCS, YEM ABJIACTCA 3TOT TCKCT:
name — Ha3BaHHEC
text — TEKCT 3aaHUs
descr — moapoOHOE onucaHue

8.6. OTKJII0YEeHHE TOCTKOMOATA

MOHO OTKJIFOUUTH Y CTAJIKEPOB MOCTKOMOAT (0XkuIaHue mocie 60s1). [1Jist 3TOro Hy)KHO B CEKITUH
[logic] nponiucats Kit04 post_combat _time co 3nauenueM «0, 0»

[logic]
active = walker
post_combat_time = 0, 0

8.6. HacTpoiiku puznveckux 00beKTOB

[collide] - CEKIHsI JIUISl HACTPOUKH KOJUTH3HH 00BEKTa;

ignore_static - OTKJIFOYCHHE KOJUTU3HU CO CTATUKOM;

small_object - 00bekT cuntaercsa small object, Hy)XKHO AJ11 HACTPOKHU KOJITU3UU C
buzuKoit

ignore_small objects

9. Cunrakcuc gaiiios LTX

Cunrakcuc daitnoB LTX mosropsier cuaTakcuc aiimon INI

9.1. Cexknum, KJI04YU

[section]
key = valuel

9.2. HacienoBanus

Cexkuun B daitnmax LTX MoxHO HacienoBaTh OT JAPYrUX CEKLUH, IS 3TOTO IOCIIE 3aKpbIBAIOIIEH
CKOOKH HYXKHO ITOCTaBUTh JIBOETOYME U MEPEUUCIINTh, Yepe3 3aMaTyl0, Ha3BaHUS CEKIUH KOTOpbIe HYXKHO
HacyieoBath. [Ipu HacienoBaHUM, BCE KIIIOUM CO 3HAYEHUSIMH, NEPEXOAST W3 HACIEeNlyeMOW CEKLUU B

ceKuio HacneqHuK. CeKIus HacJaeIHUK JIOJKHA HAXOJIUTHCS HIDKE OT HACIelyeMON CEeKIIUU.
ITpumep:
[section_1]
keyl =1
key2 =2
key3 =3

[section_2]: section 1
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[section_3]: section 1, section 2

9.3. UuKII0aBI

B ¢aitn LTX moxkHO Bioxuts apyroi LTX daiin.
#include "file_path\included_file.ltx"

[TyTh yKa3bIBaeTCsl OT MANKHU ¢ (ailzioM, B KOTOPBIH J1eJaeTcs BIOKEHUE.
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