Jloruka NPC

Teopus

[Ipenmnonaraercs, 4To YUTATENIb 3TOM CTAaThbU 3HAKOM C si3bIkoM LUA 1 ocHOBaMu
00BEKTHO-OPUEHTHPOBAHHOTO TIPOTPAMMHUPOBAHUSI.

HUcrtopus

[Tonxox x pemennto podiiemsl urposoro MU, Beiopannsiii cozparensmu S.T.A.L.K.E.R. (nanee 6ymy
nucatb npocto "Crankep"), 66u1 Biepsble mpuMeHnéH B 1957 rony ['epoeprom Caiimonom (Herbert Simon)
u AnneroM Heroamnom (Allen Newell) B mporpamme GPS (General Problem Solver nnun YausepcanbHbIi
Pemarens 3amay).

CyTb 3TOTO MOJX0/1a 3aKII0YAETCs B TOM, UTO CHauaja 3aja4a MpecTaBiIsieTcs B BUAe Habopa yCIOBUH,
Habopa onepaTopoB, U3MEHSIONINX 3TH YCIOBHS, M OMKMCAHNS HAYaIbHOTO U KOHEYHOTO COCTOSTHUM.
3areM OCyIIECTBISIETCS TOUCK MOCIEI0BATEILHOCTH ONEPAaTOPOB, NEPEBOAAIICH HaYaIbHOE COCTOSIHUE
CHUCTEMBI B KOHEUHOE.

B CTaJIKepe MOACHUCTEMA ITOKCKA IMOCICAOBATCIBHOCTHU OINICPATOPOB HA3BIBACTCA KIIJIAHUPOBIIUK)).

HNU B Crankepe

Kak BHIHO, 3TOT cioco6 penieHus mpooiieM He MOAXOANUT JJIs IIyTepa, TaKk KaK CUTYallus B UTPe MOXKET
MEHSTHCS HEMPEeCKa3yeMbIM 00pa30M U MOCTPOCHHBIH IIaH pelieHus (MTOCIeI0BaTEIbHOCTh
OTIepaToOpoOB) CTAHET HEMPUMEHUMBIM K TeKylIell cutyanuu. [103ToMy MiIaHUPOBIIUK 3aITyCKAETCs
KaXKIBIH pa3 Mpu HEMPEABUICHHOM Pa3BUTUN COOBITHIA U CO3/IaET HOBYIO MOCIEI0BATEILHOCTD ISHCTBUH
(omepaTtopoB).

YcnoBus B UTPE TOXKE BEIYUCIISIIOTCS TMHAMHYECKHU. [[JIs1 9TOTO MCIONIB3YIOTCS CTIeUAIbHBIC 00OBEKThI —
9BAJIyaTOphl. DBallyaTop JOJKEH coAepkKaTh MeTo evaluate(), BO3Bpallaouii true, ecu ycloBHe
BbINOJIHsETCS U false B mpoTuBHOM citydae. Oneparopsl TakKe MPECTaBIEHbI KaK OObEKTHI.
[InanupoBIIMK BbI3bIBaET MeTo/ initialize() mpu Hauane paboThI oneparopa, 3aTeM OH NEPUOJUUECKU
BBI3BIBAET MeTO execute().

Hanpumep, MmoxxHO co3nats 3Baiyatop 1is yeiaoBust «NPC ronoaen», 1 npuBs3aTh K 3TOMY YCIOBHUIO
OIIEPATOP IIOECTH.

[TnanupoBImIMK OyIeT NEPHOAMYECKU MTPOBEPSITH 3TO YCI0OBUE (BbI3bIBAaTH MeTO/ evaluate() aBaiyaTtopa), u
CCJIM OHO BBIIIOJIHACTCA, MHULIUATIU3UPYCT U 6yIICT BBITIOJIHATE OIICPATOP «KIMOCCTh» A0 TCX NOp, IIOKa
YCIIOBHE HE CTAHET JIOKHBIM.

K coxarnennro, B O0JbIIeH 9aCTH CKPUTITOB BCE BOBMOXKHOCTH TNIAHUPOBIIMKA HE MCTIONB3YIOTCS.
Pa300p HacTpoiiKu ¥ padOThHI IVIAHUPOBIIMKA HA IPUMepe cKkpunTa xr_kamp
PaccmoTpum ckpunt xr_kamp, 3aCTaBISIONINNA CTAIKEPOB CHIIETh Y KOCTPA M PacCKa3bIBaTh aHEKIOTHI.
Hacrpoiika mianuposiurka ocymectisiercs B pynkuuu add to binder. [Tapamerpst dpynkium: object —

O00BEKT ISl KOTOPOTO HACTPaWBaETCs TUIAHUPOBIIUK (B HAIIIEM CITydae 3TO CTajJKep), ini, scheme, section
— MHUIHAIN3AIMOHHBIN (aii, Ha3BaHUE CXEMbI ICHCTBUIMA, CeKIns MHU-(aiiia (3TH mapaMeTphl OyayT



moapoOHO pa300paHbl B 4aCTH O CO3/IaHUIO MOJIa), storage — Tabnuiia AJisg XpaHEeHUs! TeKYIUX
MapaMeTPOB CXEMbI ICUCTBUM.

Pa36epém, uto nemaet sta QPyHKIHS.

CHavana noxyJaeMm IJIaHUPOBIIHK JJIs TEKYIIETo o0bekTa (object).

local manager = object:motivation action manager ()

3aTeM mpHcBauBaeM UACHTU(UKATOPHI OTIEPATOPOB U YCIOBUH JIEMEHTaM MacCHBa. DTO CIIEIaHO MPOCTO
JUTSL yIO0OCTBA.

WNnenTtudukaropbl MOTYT UMETH JIF000€ 1IETOYHCICHHOE 3HAYCHHE, TIIaBHOE, YTOOBI OHU ObLIH
YHUKaJIbHBIMHU, TO €CTh HE UCIIOJIb30BAIUCH I IPYTHX OMEPATOPOB U YCIOBHIA.

properties["kamp end"]=xr evaluators id.stohe kamp base+l
properties["on position"]=xr evaluators id.stohe kamp base+2
properties["contact"]=xr evaluators id.stohe meet base+l
operators["go position"]=xr actions id.stohe kamp base+l
operators["wait"]=xr actions id.stohe kamp base+3

Jlig kaxxaoro uaeHTuduUKaTopa yciaoBHs CO3AalUM COOTBETCTBYIOLIUI 3BaTyaTop U 100aBUM €ro B
IUTAHUPOBILMK. B TaHHOM cilydae 3TO yCJIOBUSA: «3aKOHYUTb JIU IOCHJIENKH OKOJIO KOCTPa?» U «IPUIIEN
JIM 1 Ha CBOE MECTO y KocTpa?»

manager:add evaluator (properties["kamp end"],

this.evaluator kamp end ("kamp_end", storage, "kamp end"))manager:add evaluator
(properties["on position"],
this.evaluator on position ("kamp on position", storage, "kamp on position"))

Teneps coznanum onepaTop «CHIAETh OKOJIO KOCTPA, PACCKA3bIBATh AHEKJIOTHI, XKE€BaTh KOJI0acy U T.1.».
MosxHO ObII0 OBbI pean30BaTh 3TU ASUCTBHS Kak HAOOp pa3HbIX OMEPaTopoB, BELIOOPOM KOTOPBIX
3aHUMAaJICS ObI INTAHUPOBLINK, HO aBTOP CKPUIITA PELLIWII CIeNIaTh OAUH CIOXKHBIN Oreparop.

local action = this.action wait (object:name(),"action kamp wait", storage)

3amaeM mpeaycaoBHs s 3TOro onepartopa. [ImaHupoBIKK BEIOEPET 3TOT ONEPATOp MPH BHIMOIHEHUN
BCEX yCJIOBUN. BCE 3TO 3HAUNT MpUMEPHO ClleyIolee: 1 MOTY CUIETh Y KOCTpa, €CIIu:

action:add precondition (world property(stalker ids.property alive, true))
s JKHBOM,
action:add precondition (world property(stalker ids.property danger, false))

OITIAaCHOCTEH HET,

action:add precondition (world property(stalker ids.property enemy, false))
BparoB HET,
action:add precondition (world property(stalker ids.property anomaly, false))

aHOMaJIUK MOOIN30CTH HCT,

xr motivator.addCommonPrecondition (action)



BBITOJIHAIOTCS IpyTHe BasKHBIE YCIOBUS (UTPOK HE COOMPACTCS CO MHOM MTOTOBOPUTH, 51 HE COOMPAIOCh
HUKOTO OWTH 1O MOPJIE, 51 HE PaHEH, S HE COOMPAIOCH CTPEIIATH IO BEPTOIETY),

action:add precondition (world property (properties["on position"], true))
s YK€ HaX0XKYChb OKOJIO KOCTpa.

Ckaxxem IIIaHUPOBIIHKY, YTO OH JOJIZKCH OKHUAATh OT BBIIIOJIHCHUSA 3TOI'O OII€paropa. B JaHHOM CJIy4dac
IMOCJIC BBIMIOJIHCHHA 3TOTO OIICpaTOopa YCIOBUC «3AKOHYUTD JIUX IMOCHACIIKHA OKOJIO KOCTpa?)) JOJIDKHO CTaTbh
UCTUHHBIM. TO ecTh eciaun YCJIOBHUE CTAJI0 UCTUHHBIM, INIAHUPOBIIUK IMPCKPATUT BBIIIOJIHCHUC OIICpaTopa.

action:add effect (world property (properties["kamp end"], true))

Coznanne onepartopa 3aBepiieHo. J[00aBuM ero B IJIaHHPOBIIHK.

manager:add action (operators["wait"], action)

OTa cTpOYKa HE MMEET OTHOIICHUS K paboTe TUIaHUPOBIIKKA. Eciii KOpOTKO, TO OHA TTO3BOJISIET OOBEKTY
MoNTy4aTh YBeZIOMIICHHS 00 onpeaenéHHbIX coObITUIX (cMepTh NPC — BBI3BIBaETCS METON
death_callback(), monaganue mynmu B NPC — Be13biBaeTcs meron hit callback() u T.1.)

xr logic.subscribe action for events(object, storage, action)

Co3znaem oneparop, orBedarommii 3a focraBky NPC k ero mecrty y koctpa.

action = this.action go position (object:name(),"action go kamp", storage)
JloGaBsieM MpeayciioBus, Kak U JAJIs MPEIbIIYIIEro orneparopa.

action:add precondition world property(stalker ids.property alive, true)

( ( )
action:add precondition (world property(stalker ids.property danger, false))
action:add precondition (world property(stalker ids.property enemy, false))
action:add precondition (world property(stalker ids.property anomaly, false))
xr motivator.addCommonPrecondition (action)
action:add precondition (world property(properties["on position"], false))

EauHCcTBEHHOE OTIMYME — TIOCHEIHEE YCIOBHE. DTOT OnepaTop OyJAeT BRIMOIHATHCS TOJIBKO eciau NPC
el He HaXOAMTCS Ha CBOEM MECTe Yy KOCTpa, TO ecTh eciii pyHKIus evaluator on_position.evaluate()
Bo3Bpamaer false.

B pesynbrare BINOIHEHUS 3TOTO IEHCTBUS YCIOBUE «HA CBOEM JIM S MECTE y KOCTpa?» JIOJIKHO CTaTh
UCTUHHBIM.

action:add effect (world property(properties(["on position"], true))

Co3nanue oneparopa 3aBepiieHo. J[00aBisieM ero K MIaHUPOBIIHKY.

manager:add action (operators["go position"], action)

Ocranocs emé oqua 3aga4a. HyHo 3anpeTuTh IIIaHUPOBILMKY aKTUBUPOBATh onepatop «alifen, Tot
camblii onepaTop, KoTopslii 3actaisger NPC OonTtarbcs o KapTe, OTCTPEIUBATh COOAYEK U B KOHIIE
KOHIIOB IIOIIaJ1aTh B aHOMAJINIO. Bripoyem, OTCTpesaoM Bparos 3aHMMAETCs IPyTrOM ONeparop ¢
unentudukaropom stalker ids.action_combat planner.

J1s 3TOrO0 MBI HIOJTy4aeM onepatop «alifey

action = manager:action (xr_ actions id.alife)



N nobGasisiem K ero mpeaycloBUsAM CIEAYIOIIEE: YCIOBHE «3aKOHUUT JIM TOCUICTIKU Y KOCTPa?» JIOIKHO
OBITH UCTUHHBIM.

action:add precondition (world property (properties["kamp end"], true))
Wtak, Mbl HaCTpOMJIM IIIaHUPOBLIMK. [TocMOTpUM Kak BCE 31O OyzneT paboTars.

B HEKOTOpHIIT MOMEHT BpeMEHH TyJar, B KoTopsli monaia NPC, Ha3HauaeT eMy paboTy: CHACTh Y KOCTpa.
B pesynbrare yciaoBHue «3aKOHUUTH JIM IOCUJIEIKH Y KOCTpa?» CTaHOBUTCS JIOKHBIM. [ImaHupoBImK
BUJUT 5TO U3MEHEHHUE U MBITAETCS BBIPAOOTATh MOCIEI0BATEIHLHOCTD ONIEPAaTOPOB, MOCIIE BHIMOIHEHUS
KOTOPOH, ycioBue 061 cTano UCTUHHBIM U NPC cHOBa OBl BEpHYIICS K BHIITOTHEHHIO
BBICOKOTIPHOPUTETHOTO oreparopa «alife». [[s1 BeIonTHEHUS 3TOI 3a1a41 MOIXOIUT OIepaTop
«TIOCUJIEIIKH Y KOCTPa», HO JUIsl HETO HE BBIIIOJIHAETCS YCIOBHE «51 HA CBOEM MecTe Y KocTpay. [loatomy
IUTAHUPOBILKK CO3/a€T IJIaH U3 JBYX ONEPATOPOB: «IOUTH IO KOCTPa» U «IIOCUJEIKU y KocTpa». Ecin Bo
BpEMS BBIIIOJIHEHUS OJJHOTO U3 ONEpaTOpPOB BO3HUKHET HENPEABUACHHAs CUTyalus (TOSBUTCS Bpar,
IJIaBHBIN Tepoil HAaUHET MPUCTaBaTh C BOPOCAMU U T.I1.), TO INIAHUPOBUINK CKOPPEKTUPYET TJIaH,
N00aBUB OTIEpaTOp ISl YCTPAHCHUS ITON HETPEABUICHHON CUTYAIIHH.

Kak Bumno cucrema MU B Crankepe o0manaeT BechbMa O0NbII0MH THOKOCTBIO, YTO MBI H
MPOJACMOHCTPHPYEM TIPH CO3aHUH MOJIA.

Monesau (um cxembl) nmopeaeHus B Crajkepe

B nabope ckpuntos Crankepa npenycMOTpeHa BO3MOXKHOCTh 00BETUHSATH ONEpaTopbl U YCIOBHS B
MOJIeNH MoBeAeHUs. Mozenb noBeeH s — 3TO Ha0Op JTOTrMYECKH CBSI3aHHBIX OIEPATOPOB U YCIOBUH,
CJIy’KalllMX JUIs BBIMOJIHEHUS onpenenéHHo 3anaun. Tak ckpunt xr_kamp npencrasinser coboit Moaelns
MOBE/ICHUS, COCTOSIILYIO U3 ABYX OIIEPAaTOPOB U JABYX YCIOBHUH.

PeFI/ICTpaIII/Iﬂ MOJ€JN MOBCACHUA

Jyist BKJTFOUSHHSI HOBOU MOJIETH TIOBEICHUS B HA0op Mojeneid, joctymHbix NPC, cHagana HeoOXxonuMo e
3aperucTpupoBarh. [Ipeanonaokum, HaM Hy>)KHO 3apErHCTPUPOBATH MOZEIH TOBEACHUS, OITMCAHHYIO B
ckpurite actor_need_help.script. Peructparus moneneit ocymectsisercs B ckpunte modules.script.
JloOaBuM Tyaa CleayIoIue CTPOKH:

if actor need help then - B 3TOM CTpPOKe MEl NPOBEpPSAEM UTO Hall CKPUIT OeMCTBUTEJIBHO
CylmecTByeT

load scheme ("actor need help", "actor need help", stype stalker)
end

Ilepsorit napametp ¢ynkuuu load scheme 3amaet ums ¢aitna ckpunTa, BTOpOi mapamerp — 3TO Ha3BaHHE
MOJIETIH TTOBENICHHSI, TPETUI MapaMeTp — TUI MOJIEIH OBEACHHUS (BOSMOXKHBI CIICAYIOIINE 3HAYCHHS:
stype_stalker — momens nmoBenenust NPC, stype mobile — mojenb moBeneHuss MOHCTpa, stype item —
«MOJIENTb IOBEAICHUS» (pru3nyeckoro oobexTa, stype heli — Mozmens moBeneHus BepToiéra, stype restrictor
— «MOJIEJIb MOBEIEHU» 00J1aCTH MPOoCTpaHCcTBa). CKPUIITHI AJI MOZIEIeH OBEAECHUS Pa3HbIX THIIOB
MUIITYTCS MO-pasHOMY. MBI OyZieM paccMaTrpuBarh TOJIBKO Mozenu noBeneHust NPC.

Buumanue! J{s ycnienrHoi paboTsl MOJIEN NOBEIACHUS €€ CKPUINT JOJDKEH COJepkKaTh (PYHKITUIO
add to_binder, BEIMOTHSIONTYIO HACTPOUKY TUIAHUPOBILHKA.

AKTHBAIMA/IeaKTHBALMA MOJEJIH NOBeIeHUS



HexoTopble MoJiesii OBEACHUS! MPUMEHHUMBI B JTIOOBIX CUTyalusaX (HalpuMep, peakiys Ha MomnajaHue
iy B NPC unm peakius Ha nosiBjieHHE Bpara). Takue MOJIeIu TOKHBI
aKTUBHPOBATHCSI/IEAKTUBUPOBATHCS B (PYHKITHIX

enable generic_schemes()/disable generic_schemes() ckpunta xr_logic. B ciydae ¢ Mmonenbio
noBeneHus actor need help,

3TO OyZIET BBIIVISJETh TaK:

1. Coznaém pynkuuu set_actor need help u disable scheme B nHamem ckpunte actor need help. Ot
(GyHKIMH OyJIyT OTBEUYATh 32 AKTHBAIIMIO M JICAKTUBAIUIO HAIIICH MOJICIIH TTOBEICHUSI.

function set actor need help (npc,ini, scheme)
local st=xr logic.assign storage and bind(npc, ini, scheme, “actor need help”)
st.enabled=true

end
function disable scheme (npc, scheme)
local st = db.storage[npc:1d ()] [scheme]
if st then
st.enabled = false
end
end

2. lo6aBisieM CIEayIONIYIO CTPOKY B CKpHUIIT X _logic.script mocie ctpoku «if stype ==
modules.stype stalker then» B ¢pynkuuu enable generic_schemes()

actor need help.set actor need help(npc,ini,”actor need help”)

3. o6aBisieM cIeay oIy CTpOKY B CKpUIIT Xr_logic.script mociie ctpoku «if stype ==
modules.stype_stalker then» B ¢pynkuuu disable generic_schemes()

actor need help.disable scheme (npc, “actor need help”)

Ecnu xe Monens noBefeHus npeaHa3HadeHa TOJbKO JUIsl UCIIOJIb30BaHUS B ONPEAETIEHHBIX CUTYAlUsX, TO
JIOCTATOYHO BBIMOJIHUTH LIar 1 ¥ UCIOJIB30BaTh CO3/1aHHbIE (PYHKIUH 110 Mepe HanooHocTu. Hanpumep,
aKTUBUPYS 3Ty cxemy uepes auanor ¢ NPC (kak MbI U clienaeM B HalleM MOJIE).

Buumanwue! Sl MmakcumanbHO ynpocTuil (PyHKIIMH aKTHBALMN/IEAKTUBAIIMH MOJENN TIOBeAeHUS. UTOOBI
MOJTHOCTBIO pa3o0paThCsi C HUMHU, MIOCMOTPUTE CKPUNTHI Xr_combat, xr_kamp u apyrue nogoGHbIe.

IIpuopuTeThl MOIE/ICH NTOBEICHUSA

Hekoropele Mozieny moBeeHHsI HACTOIBKO BaXHbI, UTO JTOJKHBI CpadaThIBaTh B JI000W CUTyalluu
(Hampumep, peakius Ha monaaanue mynu). J{ms 3Toro B CKpurite Xr_motivator mpeaycMoTpeHa QyHKIus
addCommonPrecondition(action), B 3Ty (pyHKITHIO MOKHO JOOABUTh OHO U3 YCIOBUI HAIIEH MOJEITH
MOBE/ICHUs, 9YTOOBI IpyTHe MOJICH MMOBEACHUS HE MOTIIM CpadOTaTh MPH BHIMOJIHEHUU 3TOTO YCIOBUS
(31€ch ecTh CBOM TOHKOCTH, HO MbI paCCMOTPHUM HX T03ke). [Ipennonoxum, 4To y Hac ecTh MOJEINb
nosenenus actor need help, 3acrapnstomas NPC nonGexats k ['T u BbuteunTs ero. Ilycts 3a mpoBepky
3nopoBbs [T orBewaeT ycnosue ¢ uaeHtudukaropom actor need help.property actor is wounded.
3naunT, ecau Mbl XoTuM, uTo0bI NPC nogberan k I'T He oOparast BHUMaHHE HU Ha YTO APYToe, TO HY>KHO
n00aBUTH cienytonryro cTpouky B ¢pyHkinto addCommonPrecondition(action):

action:add precondition (world property(actor need help.property actor is wounded, false)

)



DTa CTpOUYKa 3aMpEeTUT BBHITIOTHEHUE BCEX APYTUX NEHCTBUI, €CITU YCIOBHE C UACHTU(DHUKATOPOM
actor_need help.property actor is wounded craHeT HCTHHHBIM (B HaIlleM CiIydae 3To Oy/ieT 03Ha4aTh,
yto I'T" cunbHO paHeH.

KonkpeTHoe 3HaueHue 310poBbs [T ipu KOTOPOM OH CUHUTAETCSI CUIIBHO PAaHEHHBIM Oy/IET OIpeesiTh
3BaJyaToOp 3TOTO YCIOBHS).

Co3aaemMm Mo

B atom paznene MbI cienaeM MoJI, TO3BOJISIIONIUHN CKa3aTh JIPYyKeCTBEHHO HacTpoeHHOMY NPC, uto6s1 oH
JICYUIT TJIABHOTO T€POs BO BpeMsi 004.

ITocTanoBka 3agauun

Wrax, MbI XOTHM, 4TOOBI Apyx)ecTBeHHbIe NPC HakoHEeI HaYaau MPUHOCUTH MOJB3Y. i1 3Toro Hayyum
ux neunth [T Bo Bpemst 60s1. Pacniuiiem no myHKTam:

1. HyxxHo mo6aButh apyxkectBeHHBIM NPC BeTKy B amaiore ¢ mpoch00ii mpucMarpuBarh 3a [T u ieunth
€ro, €CJm B 5TOM BO3HUKHECT HGO6XOIII/IMOCTL.

2. No6aButs NPC Monens moBeAeHHsI, pEaTn3yIOIIy 0 BBIIIOIHEHUE 3TOM MPOCHOBI.
2.1. NPC nomxeH nelicTBOBAaThH COIIACHO DTOM MOIEIH TOJLKO eciu I'T" HaXomuTces HeJaJIEKO OT HETO.
2.2. NPC ne nomxken nanexo orxoauts ot ['T Bo Bpems 6os.

2.3. Eciu 3mopoBwe I'T ymano vuxe onpenenéunoi ormetku, NPC nosmkeH momoiTu/monoexarb u
BbUTIEUNTH [ T.

Yro morpedyercst sl peaju3anuu

Hawm npunércs m3mensats nuanoru s Hekotopsix NPC, miist 3Toro Hy)HO OyzneT u3MeHUTH (haiibt
config\gameplay\character dialogs.xml (nuanoru nns Bcex NPC), config\localization.ltx u
config\system.ltx (moxpo6uee cm. ctarbio BAC9-FLCL wmu Fr3nzy). Mbl u3MeHUM THATIOTH JIJIsT BCEX
NPC, no ans Henoaxoasamux NPC quanor OyneT orcekarhbest ¢ moMolibio npexyciosus. [lorpedyercs
TaKXke J00aBUTH (haiIbl ¢ TEKCTAaMU TMAIOTOB U (DYHKLUH JUIS TPOBEPKH yCIOBHMA, HCIIOIB3yEMBIX B
Jranorax.

Jlnst BITroueHUs1 HOBOM Mozenu noseaeHuss NPC HykHO OyJieT BHECTH U3MEHEHHUS B CKPHIITHI
scripts\modules.script (peructparus Moaeneil moBeAeHs ) U scripts\xr_motivator.script (Iuist yCTaHOBKH
BBICOKOTO MPUOpUTETA Hamel Monenun). Monudukanuu daiina xr _logic.script, B KOTOpOM MPOUCXOIUAT
yCTaHOBKA OOLIMX MOJEJIeH MOBEACHHUS, HE TOTpeOyeTcs, TaK KaK Mbl Oy/leM aKTHBHUPOBATh HAIly CXEMY
MOBE/ICHUS IIPU BHIOOPE OMpPeeIEHHON BETKU B IUAJIOTE.

Teneps peninM Kakue yCiaoBUs U ONEpaTOpbl HAM IOHAA00STCS.

YcemoBus:



1. Coctostnue raBHOTO Teposi. Eciin oHO HUXe onpenesiéHHOTo Mopora, TO YCJIOBHE CTAaHET UICTUHHBIM.
Hasznaunm emy uaentudukarop property actor is wounded u sBamyarop evaluator actor is_ wounded.
Hanee s Oyay yka3bIBaTh HIASHTH(PHUKATOP U IBAITYaTOp B CKOOKAX uepes3 3arirylo.

2. Haxoaurcs nmu NPC nocrarouno 61m3ko, ytooOsl Beuteunts I'T. (property ready to heal,
evaluator ready to heal)

3. Ectb mu y NPC anreuku. (property has medkit, evaluator has medkit)
4. He otomén mu NPC caumkom naneko ot I'T wmm I'T ot NPC. (property faraway, evaluator faraway)

5. Haxonutcest mu I'T” noctaroyno 0113Ko, YTOOBI IMENIO CMBICI IIOMOIaTh eMy. (property near enough,
evaluator_near_enough).

Omneparopsi:

1. Jleunts I'T. (act_heal, action_heal)

2. [Mon6exats k I'T" Ha aucTanMio, TOCTAaTOYHYIO [T JIeueHus (act_run_to_actor, action_run_to_actor)
3. KpuknyTh uT0 anteukn KoHYWIHCH (act no medkit, action no medkit)

4. TlogoGparscs mobmke k I'T, 9To0w1 ObITH MO pyKOH. (act stay close, action_stay close).

Peanm3anus

51 Oyny mucath 3Ty CTaTbhiO apajlIebHO ¢ Pa3paboOTKOM MoJa, yKa3biBasi BCE HalJICHHbIE OLIMOKH.
Hanerock, 310 nmomoxet apyrum moaaepaM. YToOb! OTAENNUTh PE3YJIbTaThl TECTUPOBAHMS OT OITUCAHUS
npoiiecca pa3paboTKH MoJia, s Oyay BBIJEIATh CBOM KOMMEHTApUH JIPYTUM IIPU(PTOM.

Jlnajgorn

B sTtoM mope Oyzner Bcero ofuH JUaor, U T0BOJILHO MPOCTOi, Mo3ToMy HauHéM ¢ Hero. Co3naém daiin
config\gameplay\dialogs need help.xml. UToObI HE BO3UTHCS ¢ UACHTH(PHUKATOPAMHU TEKCTOB MOMPOOyeM
oboiiTrck 6e3 Hux. HaunéM ¢ mpocToi TeCTOBOM BEpPCHH:

<?xml version="1.0" encoding="windows-1251" standalone="yes" ?>
<game_ dialogs>
<dialog id="actor will need help">
<precondition>actor need help.i am friend</precondition>
<phrase list>
<phrase id="0">
<text>Ipyxuime, CMOXellb MNPUCMOTPETH 3a MHOM, eCJM CTPEesiSTh HAUHYT?

[[pOMenoJyIbUMKY, TaM, BKOJIOTbH WJIM

nepeBa3Ky COesjlaTh, €CJIM UTo...</text>
<next>1</next>
</phrase>
<phrase id="1">
<text>Her mnpobjieM, KOHEUHO IOMOTYy.</text>
</phrase>
</phrase list>
</dialog>
</game dialogs>

JloGaBisiem cTpoKy ¢ uaeHTuukaTopoM 3Toro auajiora B config\gameplay\character dialogs.xml:



<actor dialog>actor will need help</actor dialog>

JonmceiBaem ums daiina auanora B config\system.ltx B cexmuro «dialogs». OcTanock co3nars GyHKIIUIO
i am_friend. Ham ckpunt ¢ Mozpenbio moBeneHus OyaeT Ha3bIBaThes scripts\actor need help.script,
320[THO TIPOTIMIIIEM TaM H JHAJIOTOBbIC ()YHKIIWH.

function i _am friend(actor, npc)
return npc:relation(actor)==game object.friend
end

[Tpu mepBoM TecTupoBaHUU 5 3aMeHWT game_object.friend Ha game object.neutral, 9ToOBI HE UCKATH
Jpy3€eH 10 BCEN KapTe.

TectupyeMm, 4TO y HAC MOTYYUIIOCh...

Huainor paboTaet, HO BMECTO TeKCTa — HA0Op 3HAYKOB, OKA3aJI0Ch, 51 HANKCaJ TeKCT B kogupoBke CP866
(DOS), nyxxno nomensTs €€ Ha CP1251. Tak, Tereps TEKCT B OPSIKE.

Br1OpaHHBI MOIXO K CO3/IaHUIO TUATOTa OKA3aJCs YIauHbIM.

OO0parute BHUMaHUE, BMECTO HACHTHU(HUKATOpA TEKCTa MOYKHO BIHCATh CaM TEKCT. DTO YCIOKHUT
JIOKAJIU3alUI0, HO YMEHBIIUT BPEMsI CO3/IaHUSI IUAJIOTOB.

Teneps HaM MOHAO0TCs GYHKLUMU NPOBEPKU Hamuuus antedek y NPC, mpoBepky aKTHBALUU CXEMBI
MOBE/ICHNUs, aKTUBAIMH/I€aKTUBALIUY CXEMBI IToBeieHU. JloOaBiisieM UxX B HAlll CKPUINT-(haiii.

[lepBrrit BapraHT ckpunTa s He Oyly MPUBOIUTH, YTOOBI HE YBEIHMYUBATH M TaK OOJIBIIYIO CTATHIO.
OxoHYaTenbHBINA BapHAHT CMOTPUTE B KOHIIE CTAThU. Jlasblie 1Mo TeKCcTy UAET MPOCTeHInil paboTaromuit
BapHaHT.

Teneps y Hac JOKHO OBITH /1BAa BApHaHTa HaYaJIbHOU (pa3bl JIsl aKTUBHOW M HEAKTUBHOW CXEMBI.
[Ipunércs sxCnepUMEHTUPOBATH.

'BoT nepBbIif IpOoBEpEeHHbBIN BapHAHT:

<?xml version="1.0" encoding="windows-1251" standalone="yes" ?>
<game_ dialogs>
<dialog id="actor will need help">
<precondition>actor need help.i am friend</precondition>
<phrase list>
<phrase id="0">
<next>1</next>
<next>2</next>
</phrase>
<phrase id="1">
<text>[pyxwuie, CMOXellb NPUCMOTPETH 3a MHOM, €CJIM CTPEeJIATh HAUHYT?
[IpoMenoJyibUKKy, TaM, BKOJIOTb WU

nepeBsa3Ky CIOejlaTh, eCJu 4uTo...</text>

<precondition>actor need help.scheme is not active</precondition>
<next>11</next>
<next>12</next>

</phrase>

<phrase id="11">
<text>Her npobjieM, KOHEUHO IOMOTY.</text>
<precondition>actor need help.npc have medkit</precondition>
<action>actor need help.activate scheme</action>

</phrase>

<phrase id="12">



<text>V3BuHM, »OpPyT, alTeuek COBCEM He OCTaJloCh.</text>
<precondition>actor need help.npc havent medkit</precondition>
</phrase>
<phrase id="2">
<text>Cnacmubo, Opyr, TeIepb s CaM CIPaBJIOCH.</text>
<precondition>actor need help.scheme is active</precondition>

<next>21</next>
</phrase>
<phrase id="21">
<text>Jla He 3a uTO, TH MHE IOMOT, 4 — Tebe.</text>
<action>actor need help.deactivate scheme</action>
</phrase>
</phrase list>

</dialog>
</game_dialogs>

[Ipu nepBoMm 3amycke urpa Bbuierena 6e3 cooOuieHuit 00 omuokax. S BHUMATEIbHO IPOCMOTPEIN BCE
(ailsibl 1 0Ka3aJI0Ch, YTO B CKPUIITAX BMECTO KOMMEHTapus ‘--° (Ba MUHYCA) s IOCTABUJ IPOCTO MUHYC
(peKoMeHIy10 MOJIb30BATHCS KOMIMWISITOPOM ¢ [www.lua.org www.lua.org] 17151 npoBepKH KOPPEKTHOCTH
ckpuntoB). [Tocie ucnpanieHus OMMUOKU Urpa 3alyCTHIIACh, HO JUAJIOT TaK U He nosiuics. Hebonbias
nuckyccus Ha popyme (cnacu0o Z.E.N. n Arhet) nokasasna, uro npuaércs caenath Ba JUajiora.

KpOMe TOr0, IpH TECTAX MEPBLIX BAPUAHTOB, BEIICHHUIIOCH, UTO BCCraa BBI6I/IpaeTC$I BAapHaHT Juajiora C
HpOCB6OI>i O IIOMOIIIH. To ecthb cxema MOBCACHUA HC aKTUBHUPYCTCA.

Kak oxazanock, B kadecTBe napameTpoB B GyHKIUHU nepeaaroTcst He 00bekThl I'T 1 NPC, a 00bekThI
TOBOPSIILIETO B JaHHBII MOMEHT IepcoHa)ka 1 ero cobeceanuka. To ects, eciu ppasza npunaanexut NPC,
TO nepBbli napamerp Oynet oobexToM anst NPC, a ve it I'T. IloaToMy st u3MeHMIT Ha3BaHUSI TapaMETPOB
U niepenucan QyHKIUH.

Urak, Bce mpobnemsl perieHbl. Daiin quanora mpuHsIT CISAYOMUN B
(config\gameplay\dialogs need help.xml):

<?xml version="1.0" encoding="windows-1251" standalone="yes" ?>
<game_dialogs>
<dialog id="actor will need help">
<precondition>actor need help.i am friend</precondition>
<precondition>actor need help.scheme is not active</precondition>
<phrase list>
<phrase id="0">
<text>[lpyxume, CMOXEWb NPMCMOTPETE 3a MHOM, €CJIM CTPeJIATh HAYHYT?
[IpOMENONBbYNUKY, TaM, BKOJIOTb WM

NepeBs3Ky CIejlaThb, eCJM 4YTo...</text>
<next>11</next>
<next>12</next>
</phrase>
<phrase id="11">
<precondition>actor need help.npc have medkit</precondition>
<text>HeT mpobjieM, KOHEUHO IOMOTYy.</text>
<action>actor need help.activate scheme</action>
</phrase>
<phrase id="12">
<precondition>actor need help.npc havent medkit</precondition>
<text>V3BUHM, »OpPyT, alTeueKk COBCEM HE& OCTaJloCh.</text>
</phrase>
</phrase list>
</dialog>
<dialog id="actor will not need help">
<precondition>actor need help.i am friend</precondition>
<precondition>actor need help.scheme is active</precondition>
<phrase list>



<phrase id="0">
<text>Cmacmbo, mpyr, Tenepb S CaMm CIPaBJIOCH.</text>
<next>21</next>

</phrase>

<phrase id="21">
<text>Jla He Ba 4YTO, TH MHE IIOMOT, 4 - Tebe.</text>
<action>actor need help.deactivate scheme</action>

</phrase>

</phrase list>
</dialog>
</game dialogs>

OyHKIINU, TTOIIEPKUBAIOIITHE padOTy AUAIOora, TETIeph BRIIVIAIAT Tak (haiin
scripts\actor need help.script):

function i am friend(talker,target)
return target:relation(talker)==game object.friend
end

—-- 3a OCHOBY 2TON OyHKUMM B3ATa OyHKUMA dialogs.actor have medkit
function npc_have medkit (talker, target)
return talker:object ("medkit") ~= nil or
talker:object ("medkit army") ~= nil or
talker:object ("medkit scientic") ~= nil
end
function npc_havent medkit (talker, target)
return not npc have medkit (talker, target)
end

-- Tak kak MOIEeJIb I[IOBEINEHMS elle He HalMCaHa, BCTaBUM 3aTJIyUKM
local scheme status={}
function scheme is active(talker, target)
return scheme status[target:id()]==true -- cpaBumBaem c true, dUTOOHE QYHKUMA HE
BO3Bpamajsa nil
end
function scheme is not active (talker,target)
return not scheme is active(talker, target)

end
function activate scheme (talker, target)
scheme status[talker:id()]=true
end
function deactivate scheme (talker, target)
scheme status[talker:id()]=nil -- mpucBamsBaeM nil, UTOOE OCBOOOIMTE MaMATH, S3aHATYIO
STYM BJIEMEHTOM MacCCHBa
end

U B daiin config\gameplay\character dialogs.xml no6GaBnens! cTpoxu:

<actor dialog>actor will need help</actor dialog>
<actor dialog>actor will not need help</actor dialog>

B pesynbrare nomyuuiics padoratomuit auanor, Ho NPC BRIVISIIUT MPOCTO Kak Xosg4as anredka. B

OKOHYAaTCJIbHOM BapUaHTEC, S I[O6aBI/IJ'I HCKOTOPBIC «YCTIOBCYCCKHUC) PCAKIINU. I[a n caMa MOJCJIb
NOBEACHUS IIOKA OTCYTCTBYCT - BMCCTO Heé€ CTOSIT 3arIylIKH. HCHpaBI/IM 9TO.

Mopaean nmoBeaeHus

Hauném co3naHue MojIeNu MOBEICHHs ¢ pa3paOOTKH IBAIyaTOPOB. DBaIyaTop JODKEH MPEICTABIAT
co0oi 00BEKT Ki1acca yHaACIIeI0BAaHHOTO OT Kjacca property evaluator.



Bo3bpMmém 11t Hauana sBanyatop evaluator faraway onpenensronuii, 4ro NPC HaxoquTcs CIHUIIKOM
naneko ot I'T. Drot aBanyarop Tpedyercs 11 Toro, 4toosl NPC He orxomaun ciumikoM gajieko ot [T u
MOT B clly4yae HaJ0OHOCTH OBICTPO MOa0ekKaTh K HEMY M OKa3aTh IOMOIIb.

OObsBIIsIEM KITacC 3Bajyaropa:

class "evaluator faraway" (property evaluator)

Onpenensiem pynkiuio naumanmsanun (B LUA 3710 aHamor KOHCTPyKTOpa 00bEeKTa)

function evaluator faraway: init(name, storage) super (nil, name)
self.st = storage
end

KittoueBoe c10B0 «super» CIy>KUT 7Sl BEI30Ba KOHCTPYKTOpa 6a30Boro kiacca. UneH «st» OyIeT XpaHUTh
CCBUIKY Ha TaOJIUIly COCTOSIHUS HAIlIed MOJIETTH TTOBEICHMS.

Terneps HyXHO ornpenenuTh QPyHKIHIo evaluate(), paau KOTOpoi u co3aaBaiics dBairyarop. [lo-Bugumomy
BCE MPOCTO, HY)HO MpoBepuTh pacctosiuue oT NPC go I'T u BepHyTH true, eciu 3T0 pacCTosiHHE OOMbIIIe
onpenenéHHoro 3HaueHus. Ho maBaiite mogymaem. Korga sBastyarop Bo3Bpatur true, 3apaboraer
omeparop, 3actapistouiuii NPC nogoiitu nobnuxe k I'T, To ecTh paccTossHUE MOMEHTAIBHO YMEHBIITUTCS
W 3BalTyatop Ha4HET Bo3Bpaniatk false, uto mpusenér k nepexomy NPC nox ynpasnenue urpooro MU.
NU moxeT onsiTh pemnTh yaanutbes ot [T, yto nmpuBenér Kk MOBTOpHOMY cpadaThIBaHHIO 3BaslyaTtopa. B
pe3yabTare BO3HUKHET 3aMKHYThIN 1K, 1 NPC Oyner KpyTUThCsSl Ha OTHOM MecTe (Ha CaMOM JIeJi€ 3TOT
IIUKJI PaHO WUJIU MO3HO Pa30pBETCA M3-3a U3MEHEHHUS UTPOBOI CUTYaIlH, HO JIy4Ille BOOOIIe N30eKaTh
€ero).

MOoHO UCTIONB30BaTh Pa3HbIC My TH ISl PEIICHUs 3Tol pobnemsl. [lonpolyem cienars Tak: OyneM
HCIIONIb30BaTh JIBA PACCTOSHUS, IBAIyaToOp CpadOTaeT MpH JOCTHKEHUH IEPBOTO U OYyJET 0CTaBaThCs
AKTUBHBIM, [I0KAa PACCTOSHUE HE CTAHET MEHBILIE BTOPOTO.

local min faraway dist=10
local max faraway dist=20

function evaluator faraway:evaluate()
local actor=db.actor
if not actor then
-— I'T' emé He 3BaclayHWUJICH
return false
end
local dist=actor:position() :distance to(self.object:position())
if dist>max faraway dist then
self.st.faraway=true
elseif dist<min faraway dist then
self.st.faraway=false
end
return self.st.faraway==true
end

DBajyarop roToB, HO HY)KHO KaK-TO €ro MpOTeCTHPOoBaTh. [103TOMY naBaiite co31aiuM MHHUMAIIEHYTO
MOJIeJb TIOBEICHUS M3 OIHOTO YCJIOBHUS M OJTHOTO orepatopa. Ham Hy»eH omeparop, nepeMeriaroniiii
NPC no6mmxe x I'T. O6bsiBisiem kimacc action stay close, yHaciaen0BaHHBIN OT action base, u
OTIpEJIEIIIEM €T0 KOHCTPYKTOP.

class "action stay close" (action base)

function action stay close: init(name, storage) super (nil, name)
self.st=storage
end



Omneparop nomxeH coaepxarh pyHkiuu initialize(), execute() u, Bo3MoxHoO, finalize().

@ynkuus initialize() BbI3bIBaeTCSA NpU Hadaja paboThl ONepaTopa, TO €CTh B MOMEHT, KOI/1a TUIAHUPOBILUK
CTaBUT 3TOT ONIEPATOP B MEPBYIO MOZUIUIO ILIAHA.

function action stay close:initialize()
local npc=self.object
-- He 3Haw BauyeM 5TU OBe QYHKUMM, HO OHM MCIIOJIL3YITCS BO BCEX OlepaTopax
npc:set desired position()
npc:set desired direction()

-— COpaceBaeM TeKyllMe aHMMalnu

npc:clear animations ()

—-— 3amaéM napaMeTphl OBWXEHMS

npc:set detail path type (move.line)

npc:set body state (move.standing)

npc:set movement type (move.run)

npc:set path type(game object.level path)

—— DOKCIEPMMEHTH I[I0Ka3ajiM, 4YTO 2Ta OYyHKUMS YyCTaHABJIMBAET CKOPOCTH IBIXEHMSI

(anim.danger -

MMHMMaJIbHass CKOpoCTh, anim.free - HopManbHasg, anim.panic - MaxcuMaJsibHasS)
npc:set mental state(anim.panic)

—— IlosBemiaeM 30pkKoCTb NPC

npc:set sight (look.danger, nil, 0)

-— OcBobommM cTajikepa OT BCEeX MIMOTCKMX OT'PaHMUEHUMN
npc:remove all restrictions()

-- BajamyM CMEUeHMEe TOUKM Ha3HaueHMsd, UYTOOBl [IOMOWHMKM He COMBaJMCh B Kydy
self.offset=vector () :set (math.random() *6-3, 0, math.random () *6-3)
self.offset:normalize ()

end

OynKua execute() MepuoINYECKH BBI3LIBAETCS BO BPEMSI BBITIOJIHEHUS orieparopa. YacTora BEI30BOB,
MO-BUAUMOMY, 3aBUCHUT OT paccTtosinusg oT NPC no I'T.

function action_stay close:execute()
local npc=self.object
local actor=db.actor
if not actor then
-- XM, 4UTO-TO He Tak. MoxeT OwTb I'T' mepewés Ha OPyT'OM YPOBEHL? 3anpeuaeM CxeMy
[IOBEIEHNSI
self.st.enabled=false
end
—-— IlonydyaeM Omxaluylo IOOCTYIHYK TOUuky B 5 MeTpax ot I'T
-- Crauvana, A nonpobasajl MCHOJB30BaTh QyHKLMIO npc:vertex in direction, HO OHa He
paboTaerT
local vertex id=level.vertex in direction(actor:level vertex id(),self.offset,5)
local act v id=actor:level vertex id()
—-— OrnpaBjasgeM Hamero NPC B HaMIOEHHYK TOUYKY
local acc_id=utils.send to nearest accessible vertex( npc, vertex id )
if self.st.dist and self.st.dist>max faraway dist then
-— ecym NPC HaxoIMTCs CJIMIIKOM »ajieko oT I'T IIycTb HPOOEXUTHCsS HOOEICTpee
npc:set mental state(anim.panic)
else
npc:set mental state(anim.free)
end
end

@yHKIMA HACTPOMKH IIJIAHUPOBILHKA.

function add to binder (object, char ini, scheme, section, st)
local manager = object:motivation action manager ()
local property wounded = xr evaluators id.sidor wounded base

-— YmangeMm 3BajlyaTop, Tak Kak B xXr motivator Mel yCTaHOBUIM €TI0 B
property evaluator const



manager:remove evaluator (property faraway)
—-—— ¥V 3aMeHdeM eI'O HallMiM
manager:add evaluator (property faraway, evaluator faraway("evaluator faraway",st))
-— Coszmaém omneparTop
local action = action stay close("action stay close",st)
-— ¥ HacTpauBaeM IpenycjioBus. 1. Crajikep XWUB
action:add precondition(world property(stalker ids.property alive, true))
-- 2. Crajkep He paHeH
action:add precondition(world property (property wounded, false))
-- 4 mMcHonoJyb3yln CBOM MON IJjis oOxoma aHOMalurii, MHaye OT IIOMOUHMKOB Majio TOJIKY .
if anomaly evader then
-- 3. PamoM HeT aHOMaJUu
action:add precondition (world property (1099, false))
end
-- 4. Crankep caMmkoM Jajieko oT IT
action:add precondition (world property(property faraway, true))
action:add effect (world property(property faraway, false))
-— JobaBJyigeM OIepaTop B IJIaHUPOBIMK
manager:add action (act_stay close, action)
-— Tenepb NOOKOPPEKTMPYEM CTaHIOAPTHBEE OINEepPaTOophl, UYTOOBl IIOMOWHMK HE OTBJIEKAJICSA Ha
BCAKYID E€pyHIY.
action=manager:action(stalker ids.action alife planner)
action:add precondition(world property (property faraway, false))
action=manager:action(stalker ids.action combat planner)
action:add precondition(world property (property faraway, false))
action=manager:action(stalker ids.action danger planner)
action:add precondition (world property (property faraway, false))
end

I[O63.BI/IM (I)YHKI_II/II/I aKTI/IBaI_II/II/I/ JACAaKTHBAllUU CXCMbI ITIOBCACHU .

function set help (npc, ini)
local st = xr logic.assign storage and bind(npc, ini, "actor need help")
st.enabled=true

end
function disable scheme (npc, scheme)
local st = db.storage[npc:id() ] [scheme]
if st then
st.enabled = false
end
end

W3mennm nuanorosble (QyHKIIMHA-3aTITYIIKH.

function activate scheme (talker, target)
set help(talker,talker:spawn ini())
scheme status[talker:id()]=true

end

function deactivate scheme (talker, target)
disable scheme (talker,"actor need help")
scheme status[talker:id()]=nil

end

Jo6aBumM B ¢pynkimio xr_motivator.addCommonPrecondition() ciemyroriue cTpoKH, YTOOBI
3a0JIOKHPOBATH CTAHIAPTHBIC CXEMBI TIOBEICHUS.

if actor need help then
action:add precondition (world property(actor need help.property faraway,false))
end

Ecnu monpo6oBare 3amyCTHTh MO ceifidac, TO Urpa MPOCTO BbUIETUT. [IprunHa B TOM, YTO MBI T0OABMIN
NPEeIyCIOBUE IS CTAHAAPTHBIX CXeM TOBEICHHUS, HO He T00aBHUJIM 3BaIyaTop 3TOro ycioBus. [loatomy
nobasisieM B QyHKIHIO X _motivator.net spawn() CIeIyrOIIHe CTPOKH:



local manager = self.object:motivation action manager ()
if actor need help then
manager:add evaluator (actor need help.property faraway,
property evaluator const (false))
end

Ji1st TOro 4TOOBI CHU3UTH HATPY3Ky Ha MPOIIECCOp, UCIONb3yeM property evaluator const, KOTOPBIit
BCErJa BO3BPALLAET OHO U TOXKE 3HaUeHUE. B pesynbrare TeCTUpOBaHMs BBIICHUIIOCH, 4TO He Bce NPC
MOTYMHSIIOTCS Halllel cxeme noBeeHus. [IpruunHbl 3TOro noka He sICHbI, TpeOyeTcsl JOMOTHUTENIbHOE
TECTHUPOBAHUE U OYEHD KeJlaTesIbHa MOMOIIb Pa3padOTYUKOB (XOTs OBl JUIsl TOIO YTOObI y3HATh Kak
BBISICHUTB Kakoi oreparop AeicTByeT B JaHHbIH MOMeHT Ha NPC).

daiiabl Moaa

Mo MOKHO CKadarh 3/1€Ch.

Ccpuka ooHOBeHa. BoutoskeHa HoBast Bepeus. [Ipuunnoii "3aBucanuit”" NPC 6511 KOH(IHMKT co
state_mgr.script. Kox Mozna, npuBen€HHbIi B cTarhe, He ycTaHaBnuBal coctossaue NPC ¢ momoIsto
state_mgr.set _state(), B pe3ynbrare state_mgr npitancs BepHyTh coctosiuue NPC k HauanpHOMY (710

cpabarbIBaHUs HaIIEH MOJICIH TIOBEICHHUSI ), YTO U IPUBOIMIIO K "3aBUCAHMSIM".

bonee HOI[pO6HO€ OIMMCaHUEC MOJda CMOTPH 31€Ch.

Cnacu6o 3a Bunmanue, Red75.
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