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1. IlpenucioBue K NepBOMY H3AAHHUIO

OCHOBHO/ 11eTIbI0 y4eOHMKA SBIISICTCS HAMMCAHHE MAKCUMAJIBHO HOJIHOT'O M KAYECTBEHHOTO PYKOBOJICTBA 110 CKPUIITOBOMY SI3BIKY
nporpammupoBanus it urpsl TES 4 Oblivion. YueOHuk npenHa3HaueH it MOAMEHKEPOB - JIIOAEH, CO3AIONIUX CBOU COOCTBEHHbIE
MOJU(UKAIIMY UTPHI - KaK JUIl HAYMHAIOIIUX, TaK U JUIS ONBITHBIX 3HATOKOB-CKPUIITOJIOTOB.

Hemnoro ucropuu:

Br1, koHEUHO ke, 3HaeTe 0 BennkoM yueOruke it urpsl TES 3 Morrowind - MSfD (Morrowind Scripting for Dummies). ABTop
yueOnnka - GhanBuriGhan. ITociennss aBropckas Bepcust - MSTD 8.0. ITo MSfD 8.0 yumiocs nicath CKpUIITBI MHOKECTBO JIFOJIEH U
JUTSI MHOTHX 3TOT YIEOHHK IEHCTBUTEBHO CTall HACTOJIBHON KHUTOH.

Hauunas ¢ 5-if Bepcun Havanach pabota Hag nepeBogoM MSTD Ha pycckuii si3b1k. B pabote yaactBoBanu Boblen (B HacTosmui
MoMeHT wieH koMaHael OSFM team), Falca, Amargo (Nomad), Kuja, Ladimir, Vlad kudriashov, Turin Turambar u MmHOTHE IpyTHE.
IMoka mmnuck paboTsl Hax nepeBogoM, Bepcust MSED Bripocina 10 ceapMoii. B KoHIle KOHIIOB ObLIa BBITYILEHA pyccKasi OQ-IaiH
Bepcust MSTD v7.0 rus. HemHOr0 paHbIe 10 3TOr0 3HAMEHATEIILHOTO COOBITHS B MHTEPHETE TIOSBUIIACH TAKXKE PyCCKast OH-JIAHH
Bepcus MSTD v7.0, aBropom nepeBoja kotopoii cran Aidan4.

[ocnenntoro, 8-1t0 Bepcuto, neperen Gwathlobal, KOTOpHI, K CIOBY, TaKKe SBISETCS YWICHOM Hallei KoMaHAbl. B ganpHeiem
Gwathlobal ony6nukoBai eme oJHy pycckyto Bepcuro - MSD 8.1 rus, B KOTOPY BHEC COOCTBCHHBIC TOTIONHCHHS. Y YCOHUK
3aIakoBaH B apXMB 77 ¥ UMeeT HeOobIoi pasmep - 440kB.

Ckauatp ero Bbl Moxete Ha caiite TESPlay:

http://tesplay.ru/content/articles/articles_m.shtml?view=5

[MosBunace nadopmanms, 4To ceituac uaet paboTa Haj HOBOH, 9-i Bepcueit MSTD. Ha ceit pa3 actadery or GhanBuriGhan npunsin
HOBEII aBTOp - Yacoby. OTciiexxnBath, Kak y HETO 0OCTOST JieNia, BB MOXKeTe Ha odurtmansHoM popyme B Teme "Morrowind Scripting
for Dummies 9": http://www.elderscrolls.com/forums/index.p...howtopic=553402

Hy, u4To Xe, noxenaeM eMy YCHIUYUBOCTH M TEPIEHUSI, TIOCKOJIBKY ITyTh K PEIU3Y 0X KaK HEJIEroK...

[Mpeamnoceuiku amnst HanMcanust HoBoro yyeoHuka - OSFM.

B mocnenntoro urpy - TES 4 Oblivion, no cpasaenuto ¢ TES 3 Morrowind, ObIJI0O BHECEHO MHOKECTBO H3MECHEHUH, KACAIOIIUXCS
MPaKTHYECKH BCEX aCIeKTOB reiiMiutes. 1 310, KOHEYHO, NOBJIEKIIO 32 CO00M HEM30e)KHbIE N3MEHEHHS B IIPHHIMIIAX CO3JaHuUs
MoauHUKaIi K OCHOBHOH Hrpe. KOoCcHYIT0Ch 3TO M TaKOTO 04YeHB BaKHOTO BOTIPOCA, KaK HAMMMCaHNWEe CKpUITOB. CKPUIITHI
HCTIONB3YIOTCS] HEITOCPEICTBEHHO B UTPE M MUIIYTCS Ha CHEIHATbHOM HHTEPIPETHPYEMOM S3bIKE IporpaMMupoBanus. Ho BoT xak
9TO JIeTAeTCsl, KAKOBBI 0COOCHHOCTH A3bIKa, (PYHKITNH, KOMaH] - YBbI, HA MOMEHT PEeJIH3a UTPHI HH(POPMAIIUH HA PYCCKOM SI3BIKE OBLIO
OYeHb MaJo, He JIydIlle OOCTOST Jeia U ceifuac, CIyCTs IMOYTH TO...

Ota cuTyaIus U cTaja INIaBHOW NMPEATOChUIKON K HalTMCAHUIO JAaHHOTO y4eOHUKA.

Peanuzanus npoexra OSFM.

[Mpoext nmomyuynn nazaune OSFM u craproBan B konue mMast 2006 rona. OSFM - a60peBuarypa, kotopas paciiugpoBbIBacTCs TaK -
"Oblivion Scripting for Modmakers", 4To B pycckoM InepeBozie MOxHO niepeBecTH Kak "Ckpuntbl OOIMBHOHA JUIT MOAMEHKEPOB".
ITouemy "MonameiikepoB", a He "4aiiHukoB" (dummies), cnpocure Bbl? Ho ckaxuTe, rae rapantus, uto aBTop MSFD GhanBuriGhan
He 3aceJ1 3a HOBBIH yueOHuk - "OSFD"?

Jlnst peanmuzarniu 3amymMaHHoro Obiia coznana komanaa OSFM team, B KOTOPYIO BOIIUTH HEPABHOYIITHBIC JIFOIH - KaK OOBITHBIE
MTOJT30BATENH, TaK U TPEACTAaBUTEIHN PA3INIHBIX CaliTOB, mocBAmeHHBIX MupY TES. O ToMm, kak mpoaBuraigack paboTa, BBl MOXKETE
y3HaTbh, oceTuB caiiT "Scripting for Oblivion":

http://theelderscrolls.3dn.ru/

Ocenpio 2006-ro rofa 1Mo pa3nuvHEIM IpudrnHaM KoMmaHaa repeexana Ha RUMOR (Russian Morrowind web Ring). Crout
ynoMsiHyThb, uto Terneps RUMOR pactmdpossiBaercs kak Russian Morrowind-Oblivion web Ring (Ru-M-O-R):
http://forum.rumor.ru/

Hemuoro o CKpHUIITaxX U MPOCKTEC.



JIist TOTO, 9TOOBI BKIFOUUTH CKPUTITHI B UTPY, HEOOXOIMMO HCIIOJIE30BaTh CIIEIUANbHYI0 TporpamMmy - Tes 4 Construction Set
Oblivion, nMpeacTaBIAIONTYI0 COO0H BETUKOJIEITHBIA MOJTHOQYHKITHOHATBHBINA penakTop. IMEHHO ero NCIob30Ball pa3padoTINKH
Bethesda Game Studios (Bethesda Softworks) mi1st co3manust UTPOBOTO MUpA.

B ocHoBy Hamrero yaeOHuKa mosioskeHa nHpopmarius, pasmenienHas Ha The Elder Scrolls Construction Set WIKI (nanee mst
kpartkocty npocro WIKI) - cnenmansaoro ¢popyma Ha odurpansHoM caiite Bethesda, Ha KoTopoM 0OBIUHBIE TOIB30BATENN BCETIa
MOTYT BHECTH JIFOOBIE M3MEHEHUS B TEKCTHI cTaTel, o0oramias 1 JOMOIHSS UX CBOMM ombIToM. Tak, nocrenenno, WIKI cran
OCHOBHBIM HCTOYHHKOM MH(OPMALHH I10 IUIATHHOCTPOCHHIO U Pad0TE C KOHCTPYKTOPOM .

Heckombko paznenoB WIKI comepxar cBelleHHs 0 CKPUIITAX W BOIPOCAM, CBS3aHHBIX C UX HAIMMCAHHUEM, JUIS UX MOCIICTYIOMICTO
BKITIOYCHUS B COOCTBEHHBIC MOAU(DUKAIIUN OCHOBHOU WTPHI - TAK HAa3bIBaeMbIC IUTariHbl. CO37JaHHBIC TUIATMHBI COXPAHSIOTCS B BUIC
¢atina ¢ pacmupenneM ESP 1 moakmogaroTes K UTpe ¢ MOMOIIBIO CIIEIHATbHOM mporpammbl-o00siouku Oblivion Launcher.

Mp1, pazymeeTcs, He MOTJIM TPOUTHOPUPOBATH TAKOW MOIIHBIN HcTouHWK nHopMammu, kak WIKI. I[ToaTroMy Ha HagambHOM dTare
MBI 3aHSUTHCH TIEPEBOJIaMH CTATEH, TIOCBSIIEHHBIX CKPHUITTaM U paboTe ¢ pelakTopoM CKpunToB. YuuThiBas, 4To WIKI coznaercs He
npodeccroHaaMu, €ro HeJlb3sl CYUTATh CBOOOIHBIM OT OIMUOOK, KaK 3T0 HU MpuckopOHO. [Tomumo ommbok, B WIKI BecTpeuaeTcs He
COBCEM YETKOE M3JIOKEHUE CBOUX MBICIICH aBTOpaMy CTaTel, TOITOMY M IIEPEBOJI OHBIX MOXKET ObITh HeOo{HO3HAuHBIM. Jo cux mop B
WIKI e cranzapTH3MpoOBaH TaKoil BaXKHBIH BOIIPOC, TaK CUHTaKCHC QyHKIMH. IMEHHO M03TOMY NP HalMcaHuM yd4eOHHKAa MHOTHE
YTBEPXKICHUS MBI CTAPAJIMCh 110 BO3MOXKHOCTH IIPOBEPSATH.

YBLI, BbI JOJIDKHBI IIOHUMATh, YTO BBIJIOBUTH BCC OHII/I6KI/I, JIATICYChI U "ouensaTku" MPaKTUYCCKU HEBO3MOKHO. H03TOMy 3apaHee
MMpOCUM MpOLICHUSA, €CIIN TAKOBBIC 06Hapy)KaTC${, u 6yLlCM BaM OYCHb 6naroz[apHLI, €CJIU BBI COO6HII/ITC HaM O HHUX.

CBou 3aMedaHus ¥ MPEITOKESHUS TI0 YIIYUIISHUIO yaeOHNKa BBl MOKETE OCTaBUTh Ha popyme koMaHael OSFM:
http://forum.rumor.ru/index.php?showforum=138.
MpbI 00513aTeNIBHO YITEM HX B HOBBIX Bepcusix OSFM.

C npyroii CTOPOHBI, €CITH BHI SBISIETECH ABTOPOM HHTEPECHBIX CKPHUIITOB, yUEOHBIX IIOCOOMH MITN CTATEH, paCKPBIBAIOIINX CIIO0KHEIC
aCIEKThI CKPUIITHHTA, MBI C YIOBOJIBCTBUEM BKJIFOUUM HX B YUCOHUK, YKa3aB, pa3yMeeTCs, Ballle aBTOPCTBO Ha Pa3MCIIEHHBIH
MaTepual.

Hemnoro o Hamei koMaHze.

Komanpga pazpabotunkoB HocuT HazBanue "OSFM Team".
YUneHbl KOMaHIbI:

1. Garin

2. Platinum

3. ZomBoss (Zomb)

4. Anruin (AD)

5. ForceKeeper

6. Willmore

7. Gwathlobal

8. LiLu (LizardOfOzz)
9. Boblen

10. Eugene

11. Cy¢pup

12. TyRun

13. Gelalhor

51 6narojapio Bcex 4JI€HOB KOMAH/IbI 32 XOPOIIYIO paboTy, HO X04y TaKkKe BhIPA3UTh OJaroapHOCTh JIFO/ISM, IOMOTaBIINM HaM B
pas3Hoe BpeMs B paboTe Hax yueOHUKOM, a UMeHHO: Zig, Vitalka, KortucTsiii 1 MHOTHE npyTHE.

U B 3akmroucHue.

Ham y‘-Ie6HI/IK, HaACKCh, IIOMOXKCET Bam B CO3JaHMU BalllMX YHUKAJIbHBIX MOJIOB. B kakoli cTeneHn HaM 3TO yAanoch, CyaiuThb BaM,
yBaXacMbI€ CKPUIITOJIOTU U MO,HMCfIKepLI.

Bce npasa npunaamexar komange OSFM Team.

ITo Bompocam pa3MmenieHus yueOHHMKa Ha BalllMX caiTax oOpalaiiteck K pyKOBOAUTEINIO MPOEKTa, TO OHIIb KO MHE.

Bce Bo3HMKalOIIME Y Bac BOIIPOCHI, 3aMEYaHUs, JOIIOJIHSHUS U MIPEIOKESHNUS BB MOXKETE M3JI0KUTh Ha (opyMe IpoeKTa:
http://forum.rumor.ru/index.php ?showforum=138

C yBaxkeHueM, pykosoautens npoekra Aleksandr Garin.
2007 r.



2. BBegenue

2.1 Kak ucnoap30BaTh 3T0 PyKOBOACTBO.

MBI penmiInch B3SATHCS 32 3Ty TPYAHYIO paboTy, pacCUUTHIBASL, YTO YICOHHUK OyIeT MOJIe3eH BCEM - H HOBUYKAM, M OTIBITHBIM
ckpurnrosoraM. B mo0oMm cirydae, mocKoIbKy npouecc Hanmucanus ckputitoB B TES 4 ycnoxHmICS, a caM S3bIK 000TaTHIICS HOBBIMU
KOHCTPYKIUSAMU U (YHKIMAMU, MBI HQJIEEMCS, YTO HAIl TPY HE OKaXKETCs HAIIPACHBIM U OyJET BaM IOJIC3CH.

VYuebnuk nocrpoer ananorudHo MSFD — oT IpocToro K ClioKHOMY.

B nepBom TOoMe 1ociie 3HaKOMCTBA ¢ OCHOBaMH HaIllMCaHHs CKPUIITOB BaM OYZET MPEe/JIOKEHO HAINCATh CBOM CaMBbIi EPBbIH CKPHIIT,
co3J1aTh CBOH IUIArMH C HUM M BKJIIOYHTH €ro B urpy. Jasee, mocie 6ojee noapoOHOr0 U3y4eHHsI CHHTaKCHCa U BCEX KOMaH]l, BaM
CMOKETE HaIlMCcaTh CBOH BTOPOM CKPUIIT - C JIOBYLIKOH Ha mIkady — oH OoJiee CII0KHBIHM, 4eM MepBbIi, HO Kak yueOHoe rocodne
ropaszio MOJIE3HEE €To.

B mepBbIif TOM MBI BKITIOYHIIA OTIICAHUS BCEX M3BECTHBIX HA TAHHBIK MOMEHT (hyHKIIUH (Bcero 359), KOTOphIE MOTYT UCTIONB30BAThHCS
B ckpuntax OOJIMBHOHA, OTIMCAHHUS BCEX KOHCOJBHBIX KOMaH/I M ONFCAaHUS BCEX (PYHKITHIA, KOTOPBIE BOIIIIM B PACIIMPHUTEIb CKPHUIITOB
OBSE v0009a. JIns Bamrero yao0cTBa ONUCAHMSI PACIIONOKEHBI B aj(haBUTHOM MOPSJIKE.

B KoHIIe IEpBOTr0 TOMAa MBI Pa3MECTIIIN PA3IMYHBIC IPHJIOKCHUS U MIPEIMETHBIN yKa3aTelb 110 IIEPBOMY TOMY CO CChLUIKAMH Ha
CTpaHUIBI C HY)KHOH MH(pOpMAaIHeH.

2.2 Yro Takoe ckpunt?

CKpUNTOBBIN 31K, KOTOPBIN Hcnonb3oBaH B urpe TES 4 Oblivion, ABnsieTcs yHUKAIbHBIM, €r0 HEb3s1 UCIOIb30BATh HUTAE, KpOME
camoit urpsl. Ho yHUKanbHBIM €ro MOXKHO Ha3BaTh U MO ApyruM npuurHaMm. CKpUNTHI JAIOT HAM HEBUJAHHbIE BO3MOXHOCTH IO
MOJEPHH3AINN 1 U3MEHEHHIO UTPOBOT0 MUpa. OHM MOTYT TO, YETO HENb34 ClIeNaTh HUKAKUMH APYTHMHI METOaMH.

B ckpunroBsiii 5361k TES 4 nprBHECEHO MHOTO HOBOTO M 3TO OTKPOBEHHO PAJyeT - Tereph CTAIIM BO3MOXKHBI BEI[H, KOTOPbIE PaHbIIIE
Henb3s ObLI0 peann3oBath B TES 3.

CaMu CKpUNTHI IPEICTABIISIOT COO0H HEOOIBIINE TEKCTOBBIE (DPArMEHTHI C IPOTPAMMHBIM KOJIOM, KOTOPBIH BBIITOJHSET B UTPE
ornpeeeHHble QYHKINH, U3MEHSSI TaKUM 00pa3oM UrpoBoil Mup. CKpPHIITHI MOTYT “BeIIaThCsl” HA pa3sInuHble OOBEKTHI, a TAKKE
BBINOJIHATh ONpEEICHHbIE JeMCTBUS B UaIoraX WIN OTCJIEKHUBATH IPOTPECC UTPOKA B KBECTaX.

OpHUM U3 caMbIX OOJIBIINX HEAOCTATKOB CKPHUIITOBOTO SI3bIKA SIBJISIETCSI OTCYTCTBHE BO3ZMOYKHOCTH OTIPEJIENICHNs KOa Ha)KaTol Ha
KJIaBHaType KJIABHIIM WM KHOMOK MbIK. Ho ¥ 3/1ech yxKe MOsSBUIIMCH CPEJICTBA, C TIOMOIIBIO KOTOPBIX 9Ta NpobJiemMa periaercst
JIeTKO U mpocTo. Peus uner o pacummpuresne ckpunrosoro si3eika OBSE, KoTOpBIi coAep:KUT Ha JaHHBII MOMEHT OKOJIO COTHU BIIOJHE
pabOTOCTIOCOOHBIX M OUEHB MOJIE3HBIX (PpyHKINH. EMy MBI TOXE yaennM BHIMaHHE.

HarmoMHUM, YTO CKPHIIT - 3TO HHTEPIPETUPYEMBbIii IpOorpaMMHbIi Ko. ClieI0BaTelIbHO, OH HE MOXKET BBIITOJIHSATHCS CAMOCTOSTEILHO
- 1u1si ero paboThl HE0OXOMMMa JIpyTasi, CKOMIMJIMPOBAHHAS MporpaMma. B Haiiem ciiydae 3To Jenaet “ABHKOK™ UIPbl, KOTOPbIH
“3ammMT” B UCIIOJIHSAEMBIH exe-daiin - Oblivion.exe.

2.3 Yto MOTyT CKpPUNTHI?

Ha Bce, 4To ecTb B Urpe, BBl MOXKETE TEM MIIM MHBIM CIIOCOOOM BO3JEHCTBOBATH C HOMOIIBIO CKpUNTOB. OrpoMHOE MHOTOOOpasue
urpoporo mupa OOIUBHOH 1 OOraTCTBO €ro PECYpPCOB — B BallleM pacrnopsbkeHuu. Vrpa Beeraa pearupyet Ha AeicTBus urpoka. Ho ¢
[IOMOILBIO CKPUIITOB BB MOXKETE U3MEHUTh PEAKLIMIO UTPbI HA OTH IEHCTBUS, HAIPUMED, €CIIM UTPOK HAMEPEHHO WK HeB3Hayail
OCKBEPHUJI CBATHIHIO, Bbl MOKETE BBI3BAaTh HEMOTOJly, IPEBPATUTH I€Hb B HOUb, BBI3BATh TPOM U MOJIHHUIO. ..

CKpHUIITBI, KaK YHUBEPCAIBHOE CPEJICTBO BO3ICHCTBUS HA TeHMIUICH, MOTYT UCIOJIb30BAThCS, HATIPUMED, ISl CO3JAHUS XUTPBIX
JIOBYIIIEK, 0c000 CII0KHBIX KBECTOB I JUISI BOCTIPOM3BEICHHS HY)KHOH aHUMAIMH. BBl MOXeTe 3aCTaBHUTH JIF0OOTO TEPCOHAKa UTPHI
BBITIOJTHATH COBCEM HECBOMCTBEHHBIE €My JCHCTBUSI, & MOXKETE CIeTaTh €ro Ype3BbIUaiHO “YMHBIM’, HCTIOIH30BAB JJIS 3TOTO
CpEICTBa YIPABIICHHUS HCKYCCTBEHHBIM HHTEIIEKTOM. CKPHIITHI IIOMOTYT BaM CO3/1aTh CBOM COOCTBEHHbIC YHUKAIBHBIC 3aKINHAHHS
WJIH 3a9apOBaHHBIE TIPEAMETHI, KOTOPBIE OyIyT BHIIIOJIHATH ICHCTBHS, JIS)KAIIHe 3a IpeAeaMi OOBIYHBIX 3a4apoBaHuil. B o0meM,
BO3MOKHOCTH OTPOMHBI.

2.4 Yero He MOTYT CKpPHNTHI?

Kaxk ObI TaM HH OBIJIO, @ CKPUIITOBBIH S3bIK UMEET U CBOM OI'paHWYEHMs. B HeM HeT Toro 6orarcTa ¥ yHUBEPCAIbHOCTH (DYHKIUH,
KOTOpBIE €CTh B “00JpIIMX” sI3bIKAaX IpOrpaMMupoBanust, Takux kak CU++, Pascal unu Delphi. ®@ynkimn O6mBrona
cneuuanu3upoBanbl. Ha naHHbIi MOMeHT n3BecTHO 359 ¢yHkumii (onHa u3 Hux - This, nossunacs B WIKI coBceM HenaBHO), HO B
urpe 3aeficTBoBaHO ToJIbKO 353 13 HUX. TeM He MeHee HUKaKOH N30BITOYHOCTH HET — YHKIIMU B OCHOBHOM ITUCAJIMCh U
JI00ABIISITUCH B HTPY TIO HEOOXOIUMOCTH.

Ecmu BBI 3aX0THTE CIeNaTh HEYTO SKCTPAOPAHMHAPHOE, YTO BEIXOAUT 32 PAMKH BO3MOKHOCTEH S3bIKa, TO, CKOPEE BCETO, 3TO y Bac HE
TIOJIYIHTCS - BBl HE MOYKETE M3MEHUTh CKOMITUIMPOBaHHBIN (haiin Olivion.exe, a UCXOAHBIE KOIBI UTPHI TIO MMOHATHBIM TPHIUHAM
Bethesda He ony6imkoBaya. K TakuM CIIOKHOCTSAM OTHOCHUTCS M CO37[aHME HOBBIX (DyHKITHI.

B ITackaie, Hanmpumep, BBl MOXKETE CO3/1aBaTh CTOJIBKO (DYHKIIMH U TPOIIeNyp, CKOJIEKO BaM HY>KHO. MOKHO Ja)ke CKa3aTb, 4TO
nporpammupoBanue B [lackalie 3aKIr04acTCss UMCHHO B HAIIMCAHUM MTOIIPOTPaMM, KOTOPBIC 3aTEM B TEKCTE OCHOBHOM MPOrPaMMbI
MIPOCTO BBI3BIBAKOTCS MO0 HEOOXOUMOCTH. Y BBI, HAITUCATh HA CKPUIITOBOM SI3bIKE HOBYIO (DYHKIIMIO, HCIIOJB3YS TOJIBKO PEIAKTOP, HE
ynactes. [Ipocroro mytu 3aeck Het. Ho MBI He yTBEp:KAaeM, 4TO 3TO HEBO3MOXKHO. [IpUMepoM CITy:KUT paclIMpUTEIh CKPUIITOB
OBSE, xoTopblii OyzeT paccMaTpuBaThCs B IEPBOM TOME.



Bmpouem, ecnii BaM AeHCTBUTEIHHO HY)KHA KaKas-HAOYIb (QYHKITHS, HUKTO BaM HE 3aIpeIIaeT 0OpaTUTHCS HEMOCPEICTBEHHO K
paspabotarkam OBSE ¢ npocb00ii HanmucaTh ¥ BKIFOYHTH €€ B Pei3 ClIeayolel Bepcun. IMeHHO TakuM 00pa3oM MOSIBIIIOCH
MHO>KeCTBO HOBBIX (pyHKImiA. Takas cTpanuika Haxonutcs Ha odunuranpHoM WIKI.

Kak 0651 TaM HE OBLJTO, HO CYIIECTBYIOT OOXOTHBIC ITyTH PELICHUS HEKOTOPBIX MIPOOJIeM, pa3IUdHbIC YIOBKH U TPIOKU, H PEIIUTH TY
WIH UHYIO 3371a4y MOXHO, HCIIOJIb30BaB KAKOW-HUOY/Ib HECTAHAPTHBIN MOAX0. BO BTOPOM TOME MBI PACCMOTPHUM IPUMEPHI
pelIeHNs HEKOTOPBIX CIOXKHBIX 3a/1a4.

Ectb n APYTrue OorpaHnu4CcHuUs. CKpI/Il'ITLI MOT'YT UBMCHSATH CBOIiCcTBa npeaAMETOB, HO OHU HE MOT'YT CO31aTh a0COJIFOTHO HOBBIM npeamMeT
HEMOCPCACTBCHHO B UT'PE, €CJIN €T0 MOACJIb U TCKCTYPhI HE OBLIN 32JI0KEHLI B UI'pYy WM IUIarvd U3Ha4aJIbHO. MmuoxecTBO (byHKIIPIﬁ,
JAOCTYIHBIX IJI UCIIOJIb30BaHMs, HE MICPCKPBIBAIOT BCEX HOTpe6HOCTeﬁ HHaFHHOCTpOHTeJ'ICﬁ. Kax ObI Tam HEI 6LIHO, a OIIBITHBIC
CKPHUIITOJIOTY HAXOAAT BCEBO3MOKHBIC JIa3eUKHA 1 YCHI€NIHO PE€UIarOT IMOCTABJICHHBIC 3a1a4H.

UroObI MUCaTh CKPHUIITOBEIE TPOTPAMMBI, BAM HYKHO XOPOIIO 3HATh BCE OCOOCHHOCTH, HIOAHCHI, BO3MOXKHOCTH M OTPAHUICHHUS
CKPHIITOBOTO S3BIKA. A MBI TOCTapaeMcs BAM B 3TOM ITOMOYb.

2.5 OcnoBusle oranyus B ckpuntunre TES 3 u TES 4
OCHOBHBIE IPUHLUITBI HAIMCAHUS CKPUIITOB OCTAINCH HE3bI0JeMbIMU. O/IHAKO Pa3In4uil IEHCTBUTEILHO MHOTO, TIO3TOMY MBI
NIPUBEIEM TOJBKO OCHOBHBIE.

IepBoe, uTo Opocaetcs B M1a3a mpu B3MiAC HAa ckpunThl OOIMBHUOHA, 3TO TO, YTO TEHEPh CKPUNT Pa3ACiéH Ha UCIIOTHICMBIC OJIOKH.
B mpunnune, 1 B MoOppoBHHJE IENIANI0OCH TO XKE caMoe, HO B OoJiee cBOOOIHOM Topsiake. Hampumep, eciiu paHbIie s aKTUBAIIH
0o0BbeKTa HaI0 OBUIO HAIIMCATD:

CODE

if ( OnActivate == 1)

endif

npu4EM 3TO MOKHO OBLIIO CTaBHTh I'/I€ YTOHO M Ha KAKOM YIOJHO YPOBHE YCIIOBHM, TO TETEPh JUIS ATOTO HAaJ0 OOBSIBUTH OTACIIBHBIH
6J10K:

CODE

begin OnActivate

end

B mannoM ciydae mpumensieTcs Tam 0yioka OnActivate. 3auem HyxeH 3ToT 0510k? Kak u3BectHO, B MOPPOBHH/IE BCE CKPHIITHI
BBITIOJTHSUTACH B KOXKJIOM (ppeiime (Kaape) U MpeaiecTBOBaIn 0OHOBICHUIO H300paxeHus Ha dkpaHe. [Ipuxoauioch MpUHUMATD
CIIEIUAIbHBIE MEPBI, YTO OTPAHUYUTH YMCIIO BHITIOTHEHUS TEX WM MHBIX OMEPAINA B TEKCTE CKPHIITA, TTOCKOJIBKY 3TO YCIOXKHSIIO 1
6€e3 TOro HETMPOCTHIE YCIOBUS 00pabOTKH HH(POPMAIINHY U, KaK CIEICTBHE, IIOHIKANIO ps.

B mpuBenennom mpumepe 610k-tun OnActivate OyIeT BBIIOJHATHCS TOJIBKO OJUH pa3 - B IEPBOM ke (peiiMe, B KOTOPOM
BBIITOJIHWIOCH YCIIOBHE aKTHBAIIWH, B JAIbHEHINIEM BCE, YTO HAXOIUTCA B Ipeaenax 01oka «begin OnActivate ... end», BBITONHATHCS

He OynerT.
B nepBom ToMe MbI Gostee moapo6HO paccMoTpuMm Bee 30 pa3HOBHIHOCTEH THUIIOB GIIOKOB.

Jpyroe sBHOE OTIMYUE BUHO yXKE IO OKHY PEIAKTOPA — 3TO HAJIMYUE TPEX THUIIOB CKPHUIITOB:

Object script - 00BeKTHBIE (JIOKAJIIEHBIE) CKPUIITHL, "'TIPUBSI3aHHbBIE" K 00BEKTaM.

Quest script - KBECTOBBIE CKPUIITHI, TPUKPEIUICHB! K KBECTaM U BBITOIHSIOTCS TII00aIBHO, TIOKA BBITTOIHACTCS KBECT. DTH CKPUIITHI
JIOCTYTIHBI U3 000 JIOKAINH, Te OBl UTPOK HU HaXOoAWJICs. [ T00aIbHBIX CKPHUIITOB B TOM BH/IE, KOTOPBIE M3BECTHHI HAM TI0 HIPE
Mopposurz, B O61uBHOHE, VBB, HeT. HO BMECTO HIX MBI C yCIIEXOM MOKEM HCIIONB30BaTh KBECTOBEIE CKPUNTHL. Kak 3T0 criemnaTs,
OyIeT pacCMOTPEHO BO BTOPOM TOMe yueOHHKA B riiaBe «[lose3Hbie mpuMephbl, PELICHUsI U TPIOKH».

Magic effect script - Marngeckue ckpunthl. CKPHIITEI, KOTOPBIE CBA3aHBI C MATMYECKUMH (P PEKTaMHA U Maruen.

BaXHBIM ¥ TIOJIC3HBIM HOBOBBEIICHHEM SIBJISICTCS. BO3MOYKHOCTH Pa0OTHI C YKa3aTENIAIMU Ha 00BEKTHL. J{J1s1 3TOr0 OBLIT BBEJCH HOBBIM
Tum nepemMenHoil — ref (reference).

B cBsi3u ¢ BBelleHHEM B UTPY MOTPEOHOCTEH B /e U CHE ObLTa pa3paboTaHa HOBasl CHCTEMa UCKYCCTBEHHOTO MHTeIUIeKTa — Radiant
Al. Kak ciieficTBre, 3TO MOBICKIIO 32 CO00# mosiBlicHHE MakeToB Al, HOBOW aHMMAIIUH, a TAK)KE CKPUITOBBIX (DYHKIUI U KOHCOIBHBIX
KOMaH/I IS yIpaBieHus uMHA. [I0CKOIbKy Terneps cTana HeoOxoauma 1 6oJiee CIoXHas aHMMAIINs, BO3MOKHOCTH YIIPABJICHHUS €10
cranu ropaszgo mupe. B TES 3, nanpumep, Bce aHMMalMOHHBIE ABWKEHUS U1 BUIA OT TPETHETO JINIA OBIIN BKIIIOYCHEI B €IMHBINA
JUTMHHBIN (aiir base_anim.nif, KoTopbIit comepxai 6 ¢ HeOOIBIIUM THICSTY GperiMOB. MHOMKECTBO OTIEIHHBIX IBIKEHUH, KOTOPHIE
ObUTH BKJTIOUEHBI B HETO, MOKHO OBIJIO IPOUTPHIBATE B JIFO0O0H MOCIIEOBATENIFHOCTH, UCIIOB3YS CIICIHANbHBIC aHIMAaITHOHHBIE
¢yHKIMN. BHEOPUTE U IPOUrpaTh HOBYIO aHIMAIIMIO MOXHO OBIIO, TOAKITIOYNB B KOHCTPYKTOPE CBOH COOCTBEHHBIN aHMMAIIHOHHBIH
(haiin (Ha camoM Jieie 3TO KOMIUIEKT U3 TpeX (aiios - *.nif, X*.nif m X*.kf.), onHaKO OHM MOTJIM 3aMEHHUTD TOJILKO JCBATH
CTaHJAPTHBIX aHUManui Oe3aeiicteus (idle, idle2...idle9).

B O0nuBHOHE yKe HET TaKOro JUIMHHOTO (aiina. AHUMAIMs pa3zeieHa U HaX0IUTCs B Pa3IMUHbIX (ainax, uMeromux gpopmat *.kf
HOBO# Bepcuu. Ternepb MOKHO HOJIKITFOYUTH HE OMH, 2 MHOXKECTBO MOJIb30BAaTEILCKUX (hailyioB ¢ HOBOM aHuManueil. K coxanenuro,
Bethesda Ha MOMeHT HanMcaHus yueOHUKA Tak U He onyOsmKkoBana HOBbIH popmart daitnoB KF. DTum, a Takxke oTCyTCTBUEM
odunuaNEHOro SKcnoprepa/ummoptepa it 3dsMax, u 00BsCHIETCS CTOJb TOJTOe OTCYTCTBHE TUIATMHOB ¢ HOBOW aHMManueit. Ho
MHD HE CTOUT Ha MECTE - YCHIMSIMH YHTY3UACTOB HAKOHEII-TO TOSBUIIUCH TIEPBBIC IPOOIIECKH - MOYTH pacuIn(pOBaHbl HOBBIE



(hopMaTbl, MOSBHINCH IKCTIOPTEPHI/MMITOPTEPHI U MOSBIIIACH TIEPBBIE TNIATHHBI C HOBOW aHMMaImen. bonee moapodHo aHmManms
OyzmeT paccMOTpeHa BO BTOPOM TOME.

N3menenns kocHymch U popmata daitno NIF. Bee 3d-momenu o6bpexToB O6mmBHOH, nMetomue HOBbIH Gopmat NIF - v20.0.0.5, ve
OTKPBIBAIOTCS B CTAPOM KOHCTPYKTOPE U MPHUBBIYHBIX KaKAOMY MOIMEHKEPY MporpaMMax. B cBA3M ¢ 3TUM MOSABIAIOTCS] HOBBIE
BEPCUM NPOrpamM, “TIOHUMaromuX’ NaHHbIN Gopmar. OJHON U3 TMHAMHYHO Pa3BUBAIOIINXCS U OYCHB I1OJIE3HBIX IPOrpaMM
ssisiercst NIFScope. Ho ocHOBHO# mporpaMMoii utst co3anust HOBBIX 00BEKTOB siBiIsieTcs, Oe3ycioBHo, 3dsMax. Bee oobvextst TES 3
Morrowind 6butn paspaboransl B 3dsMax v4.2. Pabora co cTapimMu BepcusiMH 3TOH IIporpaMMBbl Oblia npoOsieMaTuyHoi. Pa3zsurue
3d-TexHOJIOTHH TIPUBEJIO K TOMY, YTO TENEPh Ul MOASINpPOBaHUs 00bekToB OOIMBHOHA MOXKHO UCIIOJIL30BaTh 3ds Max BILIOTH 110
9-i1 Bepcun. Heo0X01MM TOJIBKO COOTBETCTBYIOLIMM TUIATHH TSI BAlICi BEPCUH POIPAMMBI.

M3MeHeHnst KOCHYJIMCh TaKKe M METOJIOB YIIPaBJIEHHUS TOTOJ0M 1 ocBenieHneM. Mcnonb3oBanue nporpeccuBHoM TexHosoru HDR u
mIeWnepHBIX (P (PEKTOB TPETHETO MMOKOJICHMS BBI3BAJIO HEOOXOANMOCTE BBEICHUS I HUX CPEACTB YIIPaBICHHA (BB HABEPHSIKA
perIany BOMpOoC ONTHMHU3AIINH HACTPOCK ISl CBOEr0 KOMITHIOTEPA, OCOOCHHO €CIIH OH y Bac HE CaMbIil HOBHIH WM BUICOKapTa HE
TIOJIEPKUBACT “TPEThbU IMICHIEPHI) U HOBBIX CKPHUIITOBBIX ()YHKITHH.

OO0 03ByYMBaHUH YK€ MHOTO NUCAJI0Ch. bospu1oii MUHYC JToKaM30BaHHOW Akesutoil 1 1C pyccKoit BEpCHH UTPBI — 9TO OTCYTCTBHE
pycckoit peun. Bynem HanesThes, 4TO “HapOJHbBIE” MPOEKTHI 03BYYHBAHUS OKAXYTCS yAauyHbIMU. Torna OyAeT UMeTh CMBICH AeJIaTh U
CBOU “03BYYEHHBIE” IUIATMHBI U UCIOIB30BATh AJIS 3TOTO CPEACTBA yIpaBieHHs 3BykoM B quainorax. B urpe TES 4 Oblivion ects
BO3MOXKHOCTH IIOCTPOSHHMSI OCMBICJICHHOH Oeceibl LIesIon IpyMIibl IepcoHaxei, yero 6su10 ciaoxHo nooutscst B TES 3 Morrowind. Bo
BTOPOM TOME MBI IPUBEJEM IPHUMEPHI CKPUIITOB, OKA3bIBAIOIINX, KAKMUM 00pPa30M 3TO MOKHO peaIn30BaTh.

DTO TOJNBKO Majasi 4acTh OTIMYMN. B o0mem, ynTaiite yueOHUK, CpaBHUBANTE, aHATU3UPYHTE, TBOPHUTE. ..

3. O6yyawmuii Kypc

3.1 C 4yero HaUMHATL?

ITepBoe, uTo BBHI JOJKHBI cienaTh, 3To ckayath TES 4 Construction Set. ToT ¢axr, 4To KOHCTPYKTOP OKa3aycsi BHE UIPHI, III0XO,
pasymeeTcs, HO He CTpAIllHO, eciu y Bac ecTb ViHTepHeT. Ero Mo)xHO ckayath Kak Ha opuuuaibHoM caiite Bethesda, Tak u Ha
MHOECTBE APYrUX CaToB, HocBAMEHHBIX cepun urp The Elder Scrolls.

KoHcTpyKkTOp npekpacHo paboTaeT U ¢ pyCCKOM JIOKaIN30BaHHON BEPCUEH UIPBL, ¥ C JIOKAJTU30BAHHBIMU Ha PYCCKUH S3BIK
TUIarHHAMM.

Jlost moiedt, ToXo 3HAOIIMX aHTIIMHCKUH SI3bIK, CYIIECTBYET PYCU(PUKATOP KOHCTPYKTOpPa. MBI PEIIMIA TOMOYbL aBTOPY
pycudukaropa Serj777 B mepeBoie HEKOTOPHIX aHTIMHCKUX TePMHUHOB. OTYaCTH TaKoe peleHne ObII0 MPUHSITO IS TOTO, YTOOBI
CTaHIAPTU3UPOBATh HEKOTOPHIE TEPMUHBI, KOTOPHIC pa3HbIE IIEPEBOAUYNKH TIEPEBOIAT COBEPIICHHO TI0-Pa3HOMY.

Paszymeercs, Bam HyxHa U cama urpa. Ecim BeI pa3pabaTeiBaeTe COOCTBEHHBIC IUTATMHEI, O3 TUIICH3NOHHOH Bepcun urpsl ot 1C Bam
He 00oliTHCh. HUKaKkuX MUpaTCKUX U NONMYHHPATCKUX Bepcuil! EcTh BaskHBIC BOIIPOCHI COBMECTHMOCTH M 00 3TOM HAJ0 TIOMHHUTb.
Pasymeercs, eciu Balll IUIaruH pa3padaThIBACTCS JJIs AHIIIOS3bIYHON ayJAUTOPUH, BaM MPHUICTCS UCTIONB30BaTh TUIICH3HOHHYIO
AHTJIMHACKYIO BEPCHIO UTPBI.

OnHMM U3 IPOEKTOB, KOTOPLII! Ionai B MoJie 3peHHsl Hallel koMaHAbl, cTal peaakrop ckpuntoB TES Script Master (aBrop Sufir). On
CYIIECTBOBAJI B OYEHb IPOCTOI BEPCUH U MBI PEIIMIIN JOIIOJIHUTD €0 PasiIMYHbIMU yirydiieHusmu. OH ctan 6oniee yno0eH, nMeeT
I[BETOBYIO MOJICBETKY KOJIa, KOHTEKCTHBIC IOJICKa3KH U BO3MOXXHOCTb BCTABKH CPa3y BCEH KOHCTPYKIUH U3 KOMaH] LEIUKOM. B
oynymem, Hageemcsi, TES Script Master 6yznet nmeTts pa3suteiii HELP ¢ momHBIME ONICaHUSIME BCeX KOMaHI, (pyHKIHI 1
cuHTaKcuca. EMMHCTBEHHOE, 9TO HE OYAET CAETAHO — 3TO BCTPOSHHBIE KOMIMIISTOP M PACIIMPEHHAS IPOBEPKA CHHTAKCHCA.

3.2 Penakrtop ckpunrtos (Edit Scripts)

3.2.1. OcHOBHbDBIE CBEICHHUA.
Pefaktop CKpUITOB — 3TO MPOCTOM TEKCTOBBIN PEIAKTOP, C MOMOIIIBIO KOTOPOTO BbI MOXETE CO3/1aBaTh U PEIAKTUPOBATH CBOU

CKPHUIITEI.
i

Seript Edit Help
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B BepxHeif vacTi OKHA HAXOIHUTCS TIaBHOE MeHIO. [IyHKTOB MeHI0 Beero TpH — Script (ckpunT), Edit (pemaktuposats) u Help
(TToMo1I1B).

3.2.2. [TynkT mMeHI0 Script.

ITpn akTUBM3aLMK KHOIIKOW MBIIIN OTKPBIBACTCS] HUCTIAIAIOIIEE MCHIO, IMEIOIIHE CIICTYIOINE TTOJITYHKTHI:

New (HOBBII CKPHIT) - CO3aTh HOBBII CKPUIIT.

Open (OTKPBITh CKPUIT) - OTKPBITH YK€ CYIECTBYIOLIUH CKPUIIT.

Next script (ceayromui CKpUNT) - IeperTH Ha ciexyomui (1o andaBuTy) CKpUNT U3 cnucka Open, MpH 3TOM TEKYILMH He
COXpaHseTCH.

Previous script (mpeapl Iy Iy CKpUIIT) - OTKPBITh MPEABLAYIIUNA CKPUIT, IPU ATOM TEKYIUI HE COXpaHIeTCs;

Save (COXpaHUTB) - CKOMITMJIMPOBATH U COXPAHUTh CKPUNT. ECIIM Mpy KOMIMISALNKA BO3HUKAIOT OUIMOKH, TO COXpaHEHHE He
npousBoauTcs. VicnipaBbTe HaliICHHBIE OIIMOKK M COXPAHUTE CHOBA.

Recompile all (ckommuirpoBath BCE) - MEPEKOMIMIMPOBATH BCE CKPHUIITHI B UTpe. VIcnonb3yeTcs Ui IpOBEpKH M ITOUCKA OIIHOOK
IpH paboTe ¢ OOJBITUM KOJUISCTBOM CKPUNITOB (MOXKET 3aHATh HEKOTOpoe Bpems). CtapaiiTech He TIOIb30BaThCS 3TOM onmueid. [1o
HAMEIONUMCS 0T3bIBaM, B ToM drciie M1 Ha WIKI, nenath 3To kpaliHe He peKoMeHayeTCs !

Delete (ynanuTe) - yaaauTh OTKPBITBIH CKPHIIT.

EXxit — 3aKpBITh peaaKkTop.

3.2.3. IlynkT raaBHoro menio Edit.

Undo (otmenuts, Ctrl+Z) - oTMEHSET Ballle IOCIeIHEe AeHCTBHE.

Redo (Bo3Bpaturts, Ctrl+Y) - Bo3BpalaeT U3MEHEHUE B CKPUIITE.

Find text (HaliTH TEKCT) - MOUCK 33JaHHOTO TEKCTA B BAIllEM CKPHUIITE.

Find next (maiiTu cnenytomee, F3) — mowck, HaUMHasI ¢ TEKYIIECH MTO3UITUH;
Go to line (TIepeiTi Ha CTPOKY) - MEPEX0 ] Ha CTPOKY C YKa3aHHBIM HOMEPOM.

3.2.4. Ilynkr raasuoro menio Help.
IIpu BeIOOpE MOAMYHKTOB 3TOTO MEHIO BBI3BIBACTCS 3aIyCK MHTEpHET-Opay3epa v MPOU3BOAUTCS MTOMBITKA CBA3ATHCS C CEPBEPOM
www.cs.elderscrolls.com, Ha koTropom Haxoautcs WIKI.

3.2.5. IlaHeab HHCTPYMEHTOB.

[Tox rnaBHBEIM MEHIO HAXOIUTCS TTaHEIb NHCTPYMEHTOB C MKOHKaMH, KOTOpBIE AyOINpPYIOT 4acTb IIYHKTOB INIABHOTO MEHIO, & TaKKe
ToJie A7t BBIOOpa THIHa CKpunTa - Script type. B HeM BBl yka3bIBaeTe, K UeMy NPHUBS3BIBACTCS Balll CKPUIIT — K 00beKTY (object),
KBecTy (quest ) niu kK Marnueckomy addekry (magic effect).

VKoHKH 1O MOPSIIKY CJIEBa HAIIPABO:

OTKpBITast Hanka — OTKPBITh CYIIECTBYIOMNI CKPHIIT.

JIMcKeTKa — CKOMIIMIIMPOBATh U COXPAHUTH CKPUIIT.

Kpacnas cTpenka BieBO — NpeAbI YN CKPUIIT.

Kpacnas ctpenka BripaBo — CleayrONInil CKPHUIIT.

Kpachas nuckerka — ckomnuiupoBats BCE ckpuntel. He noanaiitecs cobnazny!
KpecTuk — ynanute CKpUIT.

Crtpenka BHU3 — 3aKPbITh.

3.3 Haznayenwue W ri1aBHasi IieJb Baliero CKpunrTa

[IpuHAB pelieHre HATUCATh CKPHIIT, BBI TOJDKHBI YETKO MPEICTABIATE ce0e, Kakue (PYHKIUU OH JTOJDKCH BBIMTOJHATD U HEJIb3S JIN
oboiituck 6e3 Hero. J{eno B ToOM, 9TO 0001 CKPUNT 3aHUMAET AParoneHHbIe MIJUTHCEKYHIBI BAIlIETO MPOIIECCOPHOTO BPEMEHH,
MTOHMXKAasg TaKuM o6pa3oM fps. OcoObeHHO 3TO 3aMETHO, KOT/Ia B CIIEHE HAXOIHUTCS MHOTO IIEPCOHAKEH WiIH, HATIPHIMEp, JCPEBBEB.
MHOTO CKPHIITOB B TAKOM CIIEHE MOTYT PE3KO MOHU3HUThH MPOU3BOIUTEIIEHOCTD BAIIETO MPOIECCOPa, CIENaB U3 UIPHI “‘Cllal-moy”.
Ectb pazymHbIii ipesien, nepecTynarh Yepe3 KOTOPBIM HeXeNlaTeIbHO.

[TpunsB pemeHre 0 HEOOXOAMMOCTH TaHHOTO CKPHIITA U YOSAUBIINCH, YTO HUKAKUMU JAPYTUMHU O0JIee MPOCTHIMU CPEICTBAMH
JIOOUTBCS XKEIAeMOT0 HE YIAaCTCs, HEOOX0AUMO YeTKO c(pOpMyITUpOBATh 33aJauy C SICHBIMH U MIOHSITHBIMH IiesisiMu. Korna menb sicHa,
HY)KHO BBIOpaTh ONTHMAJBHBIM BapHAHT pEIICHUs Bamie 3a1adu. OCHOBHBIC TPEOOBAHUS JOCTATOYHO MIPOCTHI — CKPUMT JTOJDKEH
OBITh KaK MOXKHO KOPOYE U, €CIIH HET 00sI3aTEIHHOTO BBHIIIOIHECHUS B KAKIOM (peiiMe, TO BBIOPaTh ONTHMATBHBIA BPEMEHHON PEKUM
BBITIOJIHCHUSI TJAHHOTO CKpUITa. MIHOTIa 3a/1a4y MOKHO PEIINTh MHOXXECTBOM crioco0oB. Cpel HUX HY>KHO HaiiTH Haubosee
ONTUMAaJBHBIHN.

3.4 Bam nepBblii CKpUNT

Haneemcs, BbI yrke 3HaeTe, Kak 3amycTuth penakrop TES CS u 9to Tam nenarth, Tak 4ToO MepeléM HeTOCPEICTBEHHO K cKpuritaM. B
MaHeI MHCTPYMEHTOB HaBepXy HalIWTe KHOIIKY ¢ KapaHJamoM (KpalHss cripaBa) — 3Ta KHOIIKa OTKPBIBAET PEAAKTOP CKPUIITOB.
Haxxanm? 3HauuT, BBl YK€ BUAUTE dTOT CaMbIi penaktop. B HEM celiuac mycTo M OCHOBHOE €ro ToJIe, T/e BaM MMPEICTOUT HaOUpaTh
OyIyuIuit TEKCT CKPHUIITA, UIMEET CEPBIH IIBET.

Teneps nepeiiném k ckpunram. 11 Hauajla MOKETe IIOCMOTPETh, KaK OHH BOOOIIE BBITIIALAT. [IJIsl 3TOr0 HaOXKMHUTE Ha KPAcHYIO
CTpenKy “BIpaBo’ U Mepe] BaMH OTKpPOETCs MepBbli B criucke ckpunt - AbandonedMineTrap02Script. Cyzast mo Ha3BaHUIO, OH

OTBCYACT 3a pa60Ty KaKOM-TO JIOBYUIKH B 336p0HIeHHOI7[ maxTe. Bcerz(a CTapaﬁTeCL JAaBaTb CBOMM CKpUIITAM IMOHATHBIC Ha3BaHus!

B aTom CKPHUIITE €CTh BCE€ OCHOBHBIC 3JICMCHTBI CKpUIITA:



B camoii nepBoii cTpoke MumieTcs Ha3BaHUE CKPUIITA:

scriptName AbandonedMineTrap02Script — 3Ta cTpoka obg3aTenbHa, B HEll MUAMIETCS UM CKPHIITA.

UyTs HIKE UAET 00BSBICHHUE TIEpeMEHHBIX: short triggered — co3manme KOPOTKOH IETOYNCICHHON IEpeMEeHHOM. B ckpurte MoxxeT He
OBITH BOOOIIIE IIEPEMEHHBIX, & MOXKET OBITh HECKOJBKO JIECATKOB M PA3HBIX THIIOB.

JHanee unyt paboune OI0KHU:

CODE

begin [Tun 6;10Ka]

End

HMeHHO B 3THX O10Kax ¥ OyIeT OMHUCHIBATLCS paboTa CKPUIITA.

A Tenepb co31aIUM CBOI COOCTBEHHBIN CKPHIIT!

B Object Window (0kHE 00BEKTOB KOHCTPYKTOpa) OTHIIINTE OTMBIUKH. BrI HalineTe ux B ciucke Items — Misc Item. Bmecto
OTMBIYKH TOJOUIET JIF000# OOBIIHBIN TIPEMET - SOJIOKO WM YTO-HHOYIb TToto6Hoe. CaenaiiTe MBOMHON MIETYOK HA TIPEeIMETe.
OTKpoOeTCsS ANAIOroBOE OKHO CO CBOMCTBaMH npeamera. Tam, rae nanucano "Script: NONE", KTuKHHTE Ha KHOTIKY € TPeMs TOUYKaMH,
HaXOJALIYIOCS cIIpaBa. ITO OTKPOET PEAAKTOP CKPUIITOB.

Bri6epure Script — New, 4T00bI CO31aTh HOBBIH CKPUIIT.

Ckonupyiite NpUBeACHHbIH HIDKE MPOrpaMMHBIN Koa koMOuHammeil kinapui Ctrl + C 1 BCTaBbTE €ro B OKHO PEAAKTOPa C TOMOIIBIO
koMmOuHarmu Ctrl+V:

CODE

ScriptName HelloWorld

Begin OnAdd

Message '"Hello World!"', 10

end

Wndopmanns o JaHHOM CKPHIITE:

[lepBas cTpoka — 310 UM ckpunra (Scriptname). Yoeaurecs, 9To OHO YHUKAIbHO. B MPOTHBHOM ciiydae BaM MPHUIETCS €ro
W3MEHHTH, T.K. PEJAKTOP HE IMO3BOJIUT CKOMIMINPOBATH CKPHIIT.

"Begin OnAdd" o3Hauaer, 4T0 KO/ BHYTPH AaHHOTO 0JIOKa OyJIeT UCIIOMHATHCS BCSIKMH pas, KOrja Bbl HOAOEpeTe HY>KHBII PeaMET.
"OnAdd" — aTo Tun nanHoro Gioka. Komanna “end” 3akpbIBaeT CEKLMIO CKPHIITa, KOTOpas cBsizaHa ¢ “OnAdd”. YV Bac MoxeT ObITh
HECKOJIBKO OTAEJIBHBIX OJI0KOB begin/end, nmeromye oJuHaKOBbIE MM pa3iIMyHbIe THITH 010K0B (blocktype).

Mexny begin u end HaxoAWTCS UCIIOIHAEMBII NPOrpaMMHBIN KOA. B Hamem ciryuae 310 Beero smib ogHa GyHkuus — Message,
KOTOpasi BEIBEZIET Ha 3kpaH coobuenue "Hello World!".

U nocnennee — BpeMEHHOM KOHTPOJIb 32 CTPOKOM cooOmIeHus. B maHHOM cirydae oHa mMeeT napaMeTp «10», KOTOpBI 03HaYaeT, 9To
cTpoka OyneT oToOpakaThcs Ha dKpaHe B TeueHne 10 cex.

CoxpaHHUTe CKPHIIT U 3aKpoiTe PenakTop CKpUIITOB.

Bepautech k cBoiicTBaM npeameta, "HelloWorld" momkHO MOSBUTHCS Kak OMITHS B HUCIIAIAIONIEM CITHCKe CKpHITTOB. (Bo3MokHO,
BaM HY)KHO OyJeT 3aKpbITh OKHO CBOMCTB 00BEKTa U CHOBA OTKPHITH €T0, uTo0bI ckpuniT "HelloWorld" nmosiBuiicst B HUCTIanaomemM
CTINCKE.)

enkuure OK, 94T00BI COXPAHUTH U3MEHECHHUS, ¥ 3aKPOITE OKHO.

Ha nanenu unctpymentoB Beioepure File -> Save; B okHe coxpaneHus BBexute nMs ¢aiiina HelloWorld (ato OyzeT Baw nepsblii

* esp ¢aitn mnaruna - HelloWorld.esp !).

Otxkpoiite Oblivion_Launcher u menkuute Data Files.

JBoitHbIM mIemuKoM MbliH noakiounte cBoit HelloWorld.esp, menkaute OK u 3akpoiite okHO.

Teneps Bce n0/pKHO padoTaTh! 3amycTure Urpy, OpocbTe OTMBIUKY (MM TPEIMET, KOTOPBIH BBl HCIIOJIB30BAJIM) Ha 3EMJIIO U
noxbepute ee. [Ipu 3TOM T0IDKHO MOSBUTHCS cooOmenue "Hello World!".

U ¢ 3TiM niepBEIM pe3yIbTaTOM JOOPO MOKAIOBATh B CKPUIITHHT !

4. OCHOBBI CKPUIITHHIA

4.1 Odomas napopmanus
CKpHUITHI — 3TO MaJICHbKHE MPOTrPaMMBI, pabOTarOLINE HEMTOCPEACTBEHHO B Urpe. CKpUNTOBBIH 361K OOIHMBUOHA JOBOJIBHO HPOCT, U
BAlll OMBIT B JIFOOOM JPYTOM SI3bIKE IPOrPaAMMUPOBaHUs OYAET BEChbMa IOJIC3CH.

OCHOBHOE MPABWJIO NPU HATMCAHUM CKPUIITOB: KaXKJ1asi orepanusi 10JDKHA 3aMMChIBATHCS B HOBOM CTPOKE.

BrI MokeTe Takke CHaOIUTh Balll KOJI KOMMEHTApUAMH, UCTIONB3Ys ';". Bce, 4TO CTOMT mocie TOUKH ¢ 3arsTol, OyAeT B JabHEeHIIeM
UTHOPHPOBATHCS KOMITMIIATOPOM M HTPOH, HO Ha dTare pa3pad0TKH U 00CYKISHHUS CKPHUIITa KOMMEHTApUU 00JIerdar MpoIecc ero
ITOHMMAaHMSL.

CKpHUNTOBBIC OTIEPAIIH IEJISATCS HA IBE OCHOBHBIE KAaTETOPHH, KAXKAAs U3 KOTOPBIX HMEET JIBE IIOAKATETOPHU:
Komangpl: aiMUHUCTPATUBHBIC M YTBEPIKACHHS.
OYHKIUHU: aAKTUBHBIC U TACCHBHEIC.

Komanpr

KOMaHL[a — OTO CKPUIITOBAs OIcpalus, KOHTPOJIUPYIOIlas BCC, YTO NPOUCXOAUT B CKPUIITC. KOMaHL[I)I PEryarMpyroT BbIIIOJIHCHUEC
CKpHUIITA, HO HC BJIUAIOT HaA HFpOBOﬁ MUP HETTOCPEACTBCHHO. KOMaHL[I)I JACJIATCA Ha ABC NOAKATCTOPpUM:



AIMHHUCTpaTHBHBIE KOMaHIHI — 3TO Scriptname, Begin...End u Blocktypes (tumsr 6510k0B), ncnoiap3yeMbie kKomanaoi Begin. B
KaXX/IOM CKPHIITE JOJDKHBI OBITH TI0 KpaliHe# Mepe koMaHAa Scriptname, n oqua Begin...End 6ok - a7 Ha3HaYeHNs CKpHIITA HA
00BEKTHI B OTIPEIEIICHNS, KOT1a TOT JOJKEH 3apaboTaTh.

YTeepxkaenus — ato Set, If, Return m komaHae1 00bsBIICHUS IepeMeHHBIX (variable declarations). YTBepkIeHHs HE 3aITyCKalOT
CKPHIIT, HO BO BCEX CKPHUITAaX, KPOME CaMBIX MIPOCTHIX, HCIIOIB3YIOTCS IS YIPABICHUS UX PaOOTOM.

OyHKIMU

@OyHKIUY — 3TO CKPHUIITOBBIC OIIEPALIMH, KOTOPbIC B3aUMOJICHCTBYIOT C UTPOBBIM MHUPOM. DTO caMasi O0JIbIIasi KaTeropHsi CKPUITOBBIX
onepanuid. Kaxxnast pyHKIUs BO3BpallaeT 3Ha4YeHNE, KOTOPOE MOKET ObITh HCIOJIB30BaHO MPH MpoBepke ycnosuit "if" mim kotopoe
MOJKHO COXPaHHUTh B IIEPEMEHHOM, HCIIOIB3YsI KOMaHLy set.

DYHKINH MTOAPA3ACIIIOTCS Ha JIBE TOAKATETOPHHN: TTACCUBHBIC M aKTHBHBIE!

[TaccuBHBIE (HYHKIIMK TIPOBEPSIOT ONpEACIEHHBIC UTPOBEIC BEIMYMHEI M BO3BPAIIAIOT NX 3HaUeHUs. Hanmpumep, pyHKINSA
GetActorValue Bo3BpaimaeT onpeaeneHHOe 3HaYeHUE XapaKTePUCTUKN akTepa, a GpyHkius GetDetected - TOJBKO MPOBEPSIET U
Bo3Bpamiaer "1", ecnu nens oOHapyxeHa, win "0", eciu HeT.

AKTHBHBIE QYHKITUH BHOCAT U3MEHEHHUS B UTPOBOM MUP M OOBIYHO BO3BpAIIAIOT Jormueckuid pe3yasTaT (1" wimm "0") - Obutn Jin
JieiicTBUs ycnemHsIMu uiu HeT. RemoveSpell, k mpuMepy, CHUMaeT 3aKIMHAaHUE ¢ LeTU U Bo3Bpamiaer "1", ecau JelcTBUE MPOIILIO0
yCIenHo (T.K. Ha 1eiu 0buto 3akiarue). PlaceAtME co3maeT kakoi-In00 0OBEKT B JIOKAIMK BBI3BABIICTO Ty (QYHKIIUIO U
BO3BPAILAET CCHIIKY Ha KOIUIO 3TOr0 0OBEKTA.

CCBUIKH U NIepeMEHHbIE

OyHKIMY 0Ka3bIBAIOT AEHCTBHE HA "BBI3BIBAIOIINIT 00BEKT" (TOT, HA KOTOPOM PabOTAaeT CKPHIIT) TI0 YMOJIYAHHUIO, HO BB MOXKETE
BBI3BATh UX U HA IPYTOM O00BEKTE, HCIIONB3YsI CCHUIKY Ha 00BbEKT. Koraa Bl XOTHTE, YTOOBI CKPUINT BIIWSUI, HAIIPHMED, Ha UTPOKA,
HCTIONB3YHTE CCBUIKY Ha urpoka (“Player”) u Touky “.”, 4T00bI mepeHanpaBuTh BEI30B (pyHKIMH (function-call) Ha Urpoka c
BBI3BIBAIOIIETO OOBEKTA:

CODE

player.additem gold_001 100

Jliist Gosplield TMOKOCTH BMECTO YHMCIIOBBIX 3HAYCHUI BBl MOKETE UCIIOJIb30BATh NEPEMEHHBIE, €CIIM OHHM TPEOYIOTCS [UIsl KaKOH-
HUOY b QyHKIUH:

CODE

short addgold

set addgold to 100

player.additem gold_001 addgold

Jla cBoWx meneit BBI MOXKETE UCIIONIF30BATh KaK JIOKAJbHEIC IepEeMEHHbIEe, OOBSIBICHHBIE B 3TOM )K€ CKPHIITE, TaK U TTT00AIbHEBIE.
W3 yHKImMH HENb3s HAMPSAMYIO 0OpaTHTHCS K IEPEMEHHON B APYyrom ckpumnre. Ho Takoit BO3MOKHOCTEIO 00J1a1ar0T KoMaH s If 1
Set.

Hampumep, 3Ta cTpoka ckpunta paboTaTh He OyIeT:

CODE

player.additem gold_001 otherobject.addgold

Crnenyer HamucaTh Tak:

CODE

short addgold ; o6bsiB/ICHHE BciOMOTaTeILHOI JT0KAIBHON NepeMeHHOit

set addgold to otherobject.addgold ; mpucBouTH eii 3HAYeHHe BHELIHEH JOKAJIbLHON MepeMeHHoi
player.additem gold_001 addgold ; ucnoJsib30BaHHe MOJTyYeHHBIX BHEITHUX JTAHHBIX

4.2 Tunbl CKPUNTOB

4.2.1 O0uue cBeieHUs 0 TUNIAX CKPUNITOB

OTKpBIBasi MEHIO CBOMCTB 0OBEKTA, BbI, BEPOSITHO, 3aMETHIIH, YTO B HEM €CTb I10JI€ [UIs TIOAKIIOYSHHUS! CKPUIITOBOW IPOrpaMMBI
(ckpurita). CKpHIT - 3TO, KaK MpaBuiIo, HEOOJIBIIAS TPOTpaMMa, KOTopast MOXKET OBITh MPUCBOEHA OOBEKTY UTPOBOTO MHPA, YTO
MIO3BOJISIET €MY BBINOJHATh HEKUE OCOOCHHBIE JICHCTBHSL.

CKpHIITBH MOKHO YCIIOBHO Pa3JIeIUTh Ha JIBE INIaBHbIE KATETOPUH:

JloxaneHslie (Reference scripts) - CKpUNTHI HA 00BEKTaX UTPOBOTO MHPA.

Henoxaneusre ckpunts! (Non-reference scripts).

JlokanpHbBIE CKPHUIITHI.

Jloxansubie ckpunThl (Reference scripts) - 3T0 CKPUITHI, KOTOPBIE 3aITycKaroTCs Ha 00bekTax. OHM pa3fesnsioTCs Ha /IBa THIIA!
CKpHunTHI, MPUKPEIUICHHBIE K 00bekTaM - 00bekTHBIe CKpunTH (References object scripts)

Cxpunrtsl B osie "result” muanoros (dialogue results)

B Takux ckpunrax HekoTopsle okaiabHble pyHKIMU (Reference functions) MoryT ucnonb3oBarbes 6e3 ssBHOTO ykazauus ID oObekTa
(ID_NameObject) — B 3TOM cirydae oHU OyIyT HaleJIeHbl Ha 0OBEKT, C KOTOPHIM 3TOT CKPHIIT CBsA3aH (C 00BEKTOM, Ha KOTOPBIH OH
“nosernien’).

JIpyruMu cioBaMu, JOKaJIbHBIE CKPUIITHI — 9TO CKPHIITHI, B KOTOPBIX ()YHKIIMM MOTYT MCIOJIb30BaTh HESBHbIE 00paIieHus K 00BEKTY,
K KOTOpoMy oHM npukperuieHsl. Hanpumep, eciin k NPC npukperieH JoKanbHbIH CKpHIIT, TO yHKuus additem B 3TOM ckpunTe
nmobasut emy 100 30J10THIX:



CODE
additem gold_001 100

HenokanbHble CKPHIITHIL.

B HenokanpHBIX CKpUNTaX (KBECTOBBIC CKPHIITHI, PE3YJIbTATHI BHITIOJIHEHHUS CTaluK KBecTa 1 1p.) uMeHa o0bekToB (ID_NameObject)
B (D)YHKIMSIX JOJDKHBI OBITh YKa3aHbl SBHO. J[pyruMu clioBaMH, HEJIOKaJIbHBIE CKPHUIITBI — 3TO CKPUITHI, B KOTOPHIX (YHKIINH JOJKHBI
SIBHO yKa3bIBaTh OOBEKT, B OTHOIIEHHH KOTOPOT'O OHM BBI3BIBAIOTCS, IOTOMY YTO OHH HE NPHUBS3aHbI K KAKOH-IN00 KOMU 00BbeKTa:
KBecToBbIE CKPUNTHI — CKPUIT MOKHO CAEIATh KBECTOBBIM, €CIIU YKa3aTh ero THM "Quest” B OKHE peJaKTUPOBAHUS CKPUIITOB.
CKpuNTHI B 110JIE pe3yJibTaTa CTaJuHl KBECTA.

C apyroii CTOPOHBI, BCE CKPUITTHI MOXKHO Pa3zeUTh Ha:
NmenoBannsie ckpuntsl (Named Scripts)
Pesymerupyromue (Result scripts).

VIMeHOBaHHBIE CKPHUIITHL.

VIMeHOBaHHBIC CKPUMTHI — 3TO MOJHBIC CKPUITHI, KOTOPBIC MOTYT OBITh CBS3aHBI C 00bEKTaMU, KBECTAMH WJIA Marn4eCKUMHU
a¢deKTaMH U KOTOPBIE MOTYT HCIIOJIB30BATh IEpEMEHHBIC U begin/end OOKH.

VIMeHOBaHHBIC CKPUNTHI CO3AAI0TCS C UCIOJIB30BAHUEM OKHA PEIaKTUPOBAHHS CKPHUIITOB. DTU CKPUITH MOTYT B TIOJTHOM Mepe
HCTOJIB30BaTh BCE BO3MOXKHOCTH CKPHUIITOBOTO si3bika. KoMaHI0 scriptname UM 00s3aTeIbHO HYKHO JaTh UMSL.

VIMeHOBaHHBIC CKPUIITHI MOTYT OBITh TPEX THUIIOB!

CkpunThl Ha 00bEKTaX (00BEKTHBIC CKPHIITHI)

KBecroBbie cCKpUIITHI

CxpunThl 175t Marndeckux 3¢ dexTon

1 MOTYT OBITh IPUCOEAMHEHBI K 00BEKTaM, KBECTaM HJIM MarudeckuM 3¢ dpeKkraM COOTBETCTBEHHO. KoTia 3aCKpUNITOBAHHEIN 00BEKT
TTOMEIIAETCs] B UTPOBOU MUD (TO €CTh, CO3/IAETCS HOBasl KOMUS 00BEKTA), 3TOT 0OBEKT OYJET UMETh COOCTBEHHBIC KOITUH
MIEpEMEHHBIX, OOBSBICHHBIX B CKpUNTe. TakuM 00pa3oM, OWH U TOT K€ CKPUIIT MOKET OBITH MCIIOIB30BaH ISl KOHTPOJIA 32
COCTOSIHHEM HECKOJIBKHAX KOIUI 00BEKTa WIH AaXKe K Pa3InIHBIM OOBEKTaM.

OO0bekTHBIC CKpUNThl. CKPUMTHI, “TIOBEHIICHHBIC” HA 00BEKTAaX - TO KIMEHOBAHHBIC CKPUIITHI, KOTOPBIE MOTYT OBITh MPUKPEIUICHBI K
JM0O00MY 00BEKTY. DTO BCErIa JIOKAbHBIC CKPUIITHI, © OHU MOTYT UCIIOJh30BATh JIFOOBIC (PYHKIIUHU, KPOME CIICUAIN3UPOBAHHBIX
KOMaH/1 115l Maruueckux 3 QeKToB.

KBecTOBBIC CKPUNTHI CO3TAIOTCS C TUIIOM CKpunTa Quest, BLIOpPAHHOM B OKHE PEAaKTHPOBaHUs CKpUNTOB. Hukakoit npyroit tumn
cKpunTa paboTaTh ¢ KBecTaMu He Oyaer. KBeCTOBbIE CKPHIITHI - 3TO HEJIOKAIbHbIE CKPUIITHI M TIOTOMY JOJDKHBI HCIIOJIb30BAThH
0COOBII CHHTAKCHC B BBI30BE (PYHKITHIA.

OCHOBHBIE TIOJIOKEHUS:

KBecToBbIe CKPUNTHI BEITIOHAIOTCS TONBKO TOTa, KOTJa BBITIOHACTCS KBECT (BB MOXKETE OIPEEITUTh 3TO B HIPE, HAalle4aTaB B
koHcomn sqv QUEST_NAME). KsecTsl HaunHAIOTCA U 3aKaHIMBAIOTCS € TIOMOIIbI0 KoMaH StartQuest  StopQuest. ITH KoMaHIBI
HE 3aBUCAT OT TOT0, 3aBEPILICH KBECT WM HET. 3aBEpILIECHUE KBECTa 03HAYAET, YTO OH MEPEMEILAETCs Ha MaHeb 3aBEPIIEHHBIX
kBecToB (Completed Quest tab) B )xypHase UIpOKa — HO CKPHIIT BCE PaBHO OYZET MCHOJHATHCS, [T0KA KBECT HE OylleT NepeBeicH B
MIACCUBHOE COCTOSIHME KOMaHA0l StopQuest.

KBecT aBTOMaTHYEeCKH HAUMHACTCS, KOTIA B )KypHAJl UTPOKa 3alMChIBACTCS 3aIKCh OT 3TOTO KBecta. [loaromy komanaa SetStage
QUESTNAME 10 (ecnu 3anuch 10 conepKUT TEKCT) aBTOMATHUECKH HAYHET KBECT.

B o01miem, BbI JOJKHBI OCTAHABJIMBATH KBECT, KOTJIa OH 3aBEPILICH, YTOOBI CKPUIIT, IPUKPEIUICHHBIA K KBECTY, IEPECTAN UCTIOTHATHCS.
Ecmu mo xako#-To IpHUYHHE KBECT JOJDKEH OCTABAaThCS AKTUBHBIM (Y Bac €CTh JHAJIOT WM CKPHIIT, HEOOXOAUMBIHA NOCIIe OKOHYAHUS
KBECTa), co3/IaiTe BTOpoit kBecT (Hanmpumep, MS38 u MS38FIN).

3Ha4YeHNsT KBECTOBBIX IIEPEMEHHBIX MOXKHO 3aIIpalINBaTh U H3MEHATH, Jake KOT/Ia KBECT He akTHBEeH. Korma KBeCcT OCTaHaBIMBAETCH,
€ro CKPHUNT MEPECcTaeT UCTIONHATHCS, HO OH BCE PABHO CYIIECTBYET H €0 IIEPEMEHHBIE TAK)Ke OCTAIOTCS B IEITOCTH.

Kak n3MeHUTh 9acTOTy BBITIOTHEHUS KBECTOBOTO CKPHIITA:

O06psaBuTe "Marmdeckyro nepemenHyio” float fQuestDelayTime B Bamem KBECTOBOM CKpHIITE.

[Mpuceoiite nepemennoii fQuestDelayTime 4ucio, onpenensroniee TpedGyeMoe BpeMst MKy LIUKJIaMH1 BBITIOJIHEHUS CKPHIITA, B
cexyHaax. Uem MeHbIIIE 3TO 3HAYCHHUE, TeM Yarle OyIeT BBIIOIHATHCS Ball CKpUNT. Eciu yrcio Oyaer oueHs mano, Hampumep, 0.01
CEK, TO 3TO OYAEeT COOTBETCTBOBAThH YacToTe ucnonueHus ckpunra 100 pa3 B cekyHay. [TockonbKy yacToTa CMEHBI KaapoB ((ppeiiMoB)
Ha 3kpaHe (fps) HAMHOTO MEHBIIIE, TO BaIll CKPUIT OyIET UCHIOTHITHCS B KAXKIOM (peime.

Ecinu Bol ycTanoBuTe ero B 0, CKpUIT OYAET BBIMOIHITHCS KaXIble 5 CeKyH (BpeMs [0 yMOT4aHui). Mcmonmb3yiite 3Ty
BO3MOKHOCTH C OCTOPOYKHOCTBIO M B 0COOBIX ciydasx — 3HaueHHe fQuestDelayTime momkHO OBITH MEHBIIIE S5-TH.

CxpunThl U1t Marmdeckux 3¢ (peKkToB — 3T0 0COOBIe CKPUNTHI, KOTOPHIE MOKHO MCIIONIB30BATh I CO3IAaHMS 3aCKPUIITOBAaHHBIX
Marndeckux 3¢ dexro. OHI CO3AAIOTCS B OKHE PEAAKTHPOBAHIS CKPHUIITOB, HO y HUX JOJDKeH ObITh Tl Magic Effect, nHaue
HCTIOB30BaTh Marmdeckue 3¢ GexTsl He yaacTes. Takol CKpunT OyeT BBIOIHATHCS, €CIIH HTPOK HAXOIUTCS PAIOM, U OyaeT
OCTaHABIINBATHCS BMECTE C UT'PO ITPH BBI30BE KAKOTO-THOO MEHIO.

Chv' CKPHIITBI HC UCHTOJIB3YIOT 0OBIYHEIE THIIBI OJIOKOB begin/end, IMOCKOJIbKY BBINIOJIHAIOTCA, ITOKa 3(1)(1)6KT 3aKJIMHaHWUs aKTHUBCH Ha
CIIn. I[J'If[ HUX CYHECTBYIOT TPU CIICHHUAJIbHBIX 0JI0Ka U OoJHa ocobast q)yHKIII/IH.

Turel 6710K0B A1t Marn4eckux 3pPeKToB:
ScriptEffectStart
ScriptEffectFinish



ScriptEffectUpdate

Jpyrue Tunbl OJI0KOB HCIOIb30BaTh HEJb3sl (OHM OYAyT CKOMIIMIMPOBAHBI, HO KO/ BHYTPH HUX BBITIOJIHATHCS HE Oyaer).
CrienanbHas QYHKITUS TSI Marn9ecKuX 3 (HeKToB:

ScriptEffectElapsedSeconds

B ocTaibHOM, CKPHIITHI TSI MATHIEeCKUX 3P(HEKTOB BEAYT ceOs Kak OOBIYHBIC JOKAIBHBIC CKPUIITHI U BHYTPU OJIOKOB JIJIS
Marnyeckux 3(h(HEeKToB MOKHO HUCIOIB30BaTh OOBIYHBIC CKPHUIITOBEIC (DYHKIIHH.

PesyneTupyromue cKpunThl.

Pesynbrupyrommue ckpuntsl (Result scripts) — parMeHTbI CKPUIITOB, KOTOPBIE CBSI3aHbI C UAJIOraMH WM CTaUsIMUA KBECTOB U
BO3BpallalOIUe HEKUI pe3yJIbTaT B MoJe result MaJoroBoro okHa.

Ckpunsl B roje “result” (Result scripts) AuanoroBbIx OKOH KOHCTPYKTOpPA — 3TO CKPUIITOBBIE ()parMEeHThI, KOTOPBIE BBIIOJIHSIIOTCS
OJIMH pa3, KOTJa HacTyIaeT OnpeAeneHHoe coobITne. CyImecTBYET ABa THIIA TAKUX CKPHUIITOB!

CkpunTsl B moje result quanora eimoHstoTest, korna NPC roBopuT cBsS3aHHOE CO CKPUNTOM coobmieHue. Taknue CKpUNTHI, KakK U
CKPHITHI, IPUKPETIICHHBIE K 00BEKTaM, SIBIISIOTCS JIOKAJIBHBIMU CKPUIITAMH.

CkpwunThI B 11os1e result cTauy KBeCTa BBIMTOTHIIOTCS, KOT/Ia IOCTUTHYTA OTpeAesieHHAs CTaaus KBeCcTa, u HY>XHbII [TIAPAMETP
IIpeAMETa WM caM IPEeIMET CTaANH KBECTa (stage item) COOTBETCTBYET 3aJaHHBIM YCIOBHUSIM. DTH CKPHUIITH OTHOCSTCS K
HEJIOKAJIHBIM CKPUIITaM.

Cxpuntsl B 1oJie result UIMEIOT CIEAYIOIUE OIPAaHUYEHHS 10 CPABHEHUIO C IMEHOBAHHBIMU CKPUNTAMU:

B HuX Henb3st 00BABIATH HEPEMEHHEIE.

B Hux Henb3s ucnonb3oBath Ooku begin/end.

B ananoroBeIxX CKpHUNTax HENb3sl HCIOJIB30BATh HESIBHOE 00pallleHHe K IepEeMEHHBIM JIokanbHoro ckpunrta NPC.

B ocranbHOM, CKPHUITHI B I10J1€ result MOT'yT HCTIOJIb30BaTh BCe OOBIYHbBIC (YHKIIMH M KOMaH/IBI.

4.2.2 Kak yacTo oopadarbiBaioTcsi ckpunthl (Script Processing)

Kornma u kakum 00pa3oM CKpUITEI 00padaThIBAIOTCS, 3aBUCUT OT TOT'O, C YEM CBsI3aH CKpHUNT. B 00Imem ciryyae JIOKaIbHbBIE CKPHUIITHI
Ha 00BEKTaxX BBIIOJIHSIIOTCS TOJIBKO TOT/A, KOT/Ia HTPOK HAXOANTCA PAIOM; KBECTOBBIE KE CKPUITHI BBITOIHAIOTCS HOCTOSIHHO - 710
TeX TOp, MOKA BBITIOIHACTCS KBECT.

Kak 9acTo BBINOTHSIOTCS] CKPHIITHI:

KBecToBble CKpUIITHI: KOTa KBECT aKTHBEH, BBITIOJHAIOTCS KaKAbIe 5 CeKyH] (110 yMOIYaHUIO). Bbl MOXXeTe U3MEHSTh 4acTOTy
BBINOJIHEHHSI CKPUITa, U3MeHUB nepeMennyo float fQuestDelayTime B Tene ckpumnTa.

Cxpuntsl Ha niepcoHaxax (cymiectsax 1 NPC): BBINONHAIOTCS Kaxbli pa3, korna BeinonHsercs naket MU (Al) axtepa. [Ipu
HaMBBICIIEM ITPUOPHUTETE (3arpy’KeHHast 00JIaCTh BOKPYT UIPOKa) OHH BBITIOJIHSIOTCS B KakaoM (peiime. Eciu ke urpoka psiiom Her,
TO ropaszio pexe (BILIOTh 10 OAHOTO pa3a 3a 15 MUHYT UTPOBOTO BPEMEHM IIPU CaMOM HU3KOM npuopurete). Ho 3To eauHCTBEHHBIE
CKPHNTHI (KPOME KBECTOBBIX CKPHIITOB), KOTOPBIE BBITTOIHAIOTCS, KOTJIa HTPOKA HET PSIZIOM.

CKpHINTHI Ha KOMUSX: BBIMOIHSIIOTCS B KAXXI0M (ppeiime, Korza siueika 3arpy’keHa, COBCEM HE BBINOIHSIIOTCS, KOT/Ia sieiKa He
3arpyxeHa. To ecTb, OHH BBIOJHSIOTCA, TOJBKO KOT/Ia HTPOK PAAOM (4TO O3HAYAET, YTO 3TO XOPOIINI BapUaHT ISl HCTIOIb30BaHUS
PECYPCOEMKHX CKPHUIITOB, IPOBEPSIOIINX, HAIPUMED, AUCTAHIINIO).

CKpunTHI Ha 00BEKTaX B KOHTEHHEPAX: BBIMOJIHIIOTCS, KOTAA BHIIOIHIIOTCS CKPUIITHI HA KOHTEHHEPaX — MO3TOMY CKPHIITHI BELIEH y
aKTEPOB BBITIOJIHAIOTCS, KOTIa 00padaThiBacTCs akTep; BEIIM B IPYTUX KOHTEHHEpax 00padaThIBaIOTCS B KAXKAOM (peiime, Korma
s4yelka 3arpysKeHa.

CKpHIITHI Ha IBEPSIX: OCOOBII CiTydaid - TH CKPUITHI BHIIOIHAIOTCS, KAK CKPUNTHI HA KOMUSAX (B KaXJI0M (peiiMe B 3arpyKEHHOH
siueiike), HO OHU TAKXKe BBIIOIHAIOTCS OJUH Pa3, KOTJa NEepPCOHAX B3aUMOAECHCTBYET C ABEPBIO.

4.3 Komanasl (Commands)

4.3.1 Oomue ceeaennst o0 komanaax (Commands)

CkpunToBsiii 1361k OOIMBHOHA CIIELHAIBHO CO3[aH JUIS UTPbI, HO TEM HE MEHee CTPYKTYPOH OH OYeHb HAIOMUHAET JPYTHE SI3bIKA
nporpaMmupoBanust. CaMBI IPOCTOM CKPHIIT HIMEET TPH AJIeMeHTa: komanaa ScriptName (Ha3BaHWe CKpHUNTa), KoMaHa begin ¢
yKazaHueM Tuma 07oka u komanaa end. [Tpumep:

CODE

ScriptName MyScript

begin OnAdd Player

3 AeJIaTh YTO-TO

End

Komangma ScriptName noHsTHa: oHa 3agaeT UM ckpunrta. OHa 00s13aTeTbHA U NMS JOJDKHO OBITh YHUKAJIHHBIM.
Komanga begin onpenenser gericTBie, KOTopoe 3ammyckaet ckpunT. Eciii ycnoBue, ykasanHoe B kKomasze begin (Tur 6710Ka),
BBITIOJTHSACTCSI, TO UCIIOJTHAIOTCS BCe KOMaHIBI, HaXOIAIIHecs B Ipeaenax 06jJoka Mexay begin u end.

Kaxxmas komanma begin 00s3aTeNsHO JODKHA HUMETh COOTBETCTBYIONTYIO €if KoMaHay end!

BbI MOeTe npepBaTh BBITIOJIHEHUE CBOCTO CKPHIITAa KOMAH/IOH return. 9TO MOXET 0Ka3aThCs MOJIE3HO BHYTPU KOMaHHI if B cirydasix,
KOT'JIa BaM HE HY>KHO MPOJIOJIKAThH BBIITOJHCHHUE CKPHUIITA JAIIBIIIC.

BbI MoxeTe 100aBUTh KOMMEHTapUH K KaKOW-HUOYIb CTPOKE CKPHIITA, UCIIONB3YS TOUKY C 3amaToi. Bee, 94To CTOHT B CTpOKE HocIie

HUX, UITHOPUPYCTCS KOMIWJIATOPOM, U 3TO MO3BOJIACT BaM J€JIaTh 3aMETKHU MO MOBOAY TOI'O, YTO ACJIACT 3TOT CKPUIIT.

4.3.2 Komanpaa Scriptname (Ha3BaHHe CKPHIITA)



Bce ckpuntsl (TouHee, IMEHOBAaHHBIE CKPHUIITHI) IOJKHBI HAYMHATHCA C 3TOM KOMaH/Ibl, KOTOpas 3a1aeT uMs ckpunta. Mimsa noimkHo
OBITh YHUKAJILHBIM U COCTOSITH U3 OJTHOTO CIIOBA.

CODE

scriptname TestScript

nin
CODE
scn Testscript

4.3.3 Komanas! Declaring variables (komaHabI 00bs1BJIeHHSI TePeMEHHBIX)

CymiecTByeT 4 THUTIA TIEpEMEHHBIX:

Short - KopoTkast ienouuciieHHas nepeMeHHasl.

Long - JlnuHHas 1e104nCIeHHAs IEPEMEHHAS.

Float - BemecTBeHHast mepeMeHHas.

Ref - Ilepemennas tumna reference (cchlika Ha KOIHIO 00BCKTA).

CODE

short o1-32,768 no 32,767

long ot -2,147,483,648 no 2,147,483,647

float ot -3.402823x1038 mo -1.175494x10-38, 01 ot 1.175494x10-38 mo 3.402823x1038 (¢ TOYHOCTHIO 4O 7 3HAKOB)
ref  32-Ournbii xox FormID

IepBble Tpy THIIA IEPEMEHHBIX MOKHO OOBSIBIIATh U KaK JOKAJIBHBIE, M KaK II00anbHble. FIMeHa epeMEeHHBIX HE yBCTBUTENBHBI K
peructpy. OO0BbsBIEHIE TPOUCXOJUT BMECTE C TUIIOM U HMCHEM:

CODE

short myShortVariable

long myLongVariable

float myFloatVariable

JlokanbHast NEPEMCHHAA MOKET OBITE OOBSIBIICHA rAe yroaHo B CKpUIITE, I'NIaBHOC, yT0OBI OHA ObLIa 00BsABICHA nepeng HepBOﬁ
KOMaH,HOﬁ, KOTOpas 6yﬂ€T €€ UCIoNIb30BaTh. OOLIYHO BCE NEPEMCHHBIC JCKIIAPUPYIOT B HAYAJIC CKpUIITA, 4yTOOBI €ro OBLIO JIErye
YUTAaTh.

CKpHUITHI TAKKe MOTYT MCIIOJIB30BaTh lIepeMeHHbIe THIA reference (CChUIKA Ha KONUIO OOBEKTA):
CODE
ref myRefVariable

4.3.4 Komanas! Begin (Hauamno 6;10ka) u End (konern 6J10ka)

Konctpykuuu Begin-End sBrsitoTcst OiokamMu, BHyTPH KOTOPBIX U pa3MelleH, COOCTBEHHO, BECh HCIIOMHICMBII KO/ CKPHIITA.
Jpyrumu cnoBamu, Bce CKPUNTOBBIC KOMaH/IbI, KPOME OOBSIBIICHUSI IEPEMEHHBIX, 0053aTEIBHO JTOJKHBI HAXOIUTHCS KIMEHHO BHYTPH
610K0B begin-end!

Teneps Bce 6moku Begin-End umerot cBoe yciaoBue JUist BBITOJHEHHS. JTO MOJIE3HOS HOBOBBEICHHUE B CKPUIITOBEIH si3bIK TES 4
Oblivion, o cpaBaenuro ¢ TES 3 Morrowind. Y croBus cTaBsSTCA B CTPOKE HEMOCPEIACTBEHHO MOCIe KOMaHAb Begin u momy4nimn
Ha3Banue "tum 610ka" (BlockTypes). Biok-THITEI HMEIOT pa3NudHOE Ha3HAUCHHE U MPEACTABIISIOT CO00# Hekoe yciosue. Kaxapiit
pas3, KOTla CKPHUIIT BBIIIOJIHACTCS B TEKyIIeM (pelime, Bce OJI0KH CKPHIITa IPOBEPSIOTCSA Ha HCTHHHOCTH MX YCIOBHH. Eciu ycmosue
Kakoro 1m0o 010ka He UCTHHHO, TO 3TOT OJIOK M BCE CKPUNITOBBIE KOMAHABI B €T0 Tpeeax BHIOIHATECSA HEe OYIyT.

Komanna End Bcerma 3aBepiaet HauaTsIi OJI0K, T.€. KaKIOMY begin gomkeH 0053aTeIbHO COOTBETCTBOBAThH CBOM end.

KonmuecTBo GJI0KOB B CKPUIITE MOXKET OBITH IIPOM3BOJILHBIM, HO HE MEHEE O/IHOTO!
broku cneayroT ofuH 3a APYTUM MOCIEI0BATENBHO.

Baxnoe 3ameuanue: 0;10ku begin-end He MOTYT OBITH BJIO)KEHHBIMH !

Bce 6110k1 10JDKHBI 00513aTENIFHO COZIEPKAaTh Ha3BaHNUE UCIIOJIB3YEMOr0 THIa OJoKa!

ITpumep:

CODE

begin GameMode
end

B Tabmuny, npuBeieHHYI0 HIXKE, CBEIEHBI BCE CylecTBYyonue 010K-Tunbl. OOIee nx konndectBo paBHO 30.
CODE

N | Tun Gnoka | ITapametpsl | Onucanue
| | |




1 | GameMode | HET | UcionHsieTcst B KakIoM QpeiimMe, Koraa Urpa He HaXOJAUTCS B MEHIO.
| | BOJIBITMHCTBO CKPUTITOB HCITOJIB3YIOT UCKITIOYUTENLHO 3TOT THIT OJIOKA.

|

2 | MenuMode | Tun MeHto (He 00S13aTEILHO)

| | | UciomHsieTcst B KakoM (peliMe, moka urpa HaXOAWTCS B MEHIO.
3 | OnActivate | HET | UciotHsieTcst OAMH pa3, KoTJa 0O0hEKT aKTHBUPOBAH.

4 1 OnActorEquip  |ID o0bekra

I I | UcnionHsieTca ouH pa3, KOrja 3aCKpUNTOBAaHHBIN aKTep HaJeBaeT
| | | yka3aHHBIA OOBEKT.

5 1OnActorUnequip |ID oObexra

I I | UcnionHsieTcs ouH pa3, KOrja 3aCKpUNTOBAaHHBI akTep CHUMAET
| | | yka3aHHBIA OOBEKT.

6 1 OnAdd | ID xonuu KoHTEWHEpa (He 005A3aTeIHHO)

[ [ | UciomHsIeTCs OMH pa3, KOTJa 00BEKT T00ABIISIETCS B MHBEHTAph
| | | KoHTElHEpA.

7 1 OnAlarm | Tum pectyruienwnst, [IpectymHuk (He 005S3aTENBHO)

[ [ | UciomHsIeTCs OAWH pa3, KOTJa akTep MOJTHUMAET TPEBOTY TI0

| | | moBoly yKa3aHHOTO MPECTYIUICHHUS], COBEPLIEHHOTO NPECTYITHUKOM
I | | (akTepom).

8 | OnAlarmVictim | Tun npecryruienus, XKeprsa (He 0043aTenbHO)

I I | UcnonHsieTcs ouH pa3, KOrjaa akTep MOJHHUMAeT TPEBOTY

I I | Mo MoBOY yKa3aHHOT'O NMPECTYIICHUS, COBEPLICHHOTO IPOTHB

I I | 5xepTBEI (aKTEPOM).

9 | OnDeath | ID akrepa (He 00s3aTEIHHO)

| | | UciomHseTCs OAMH pa3, KOTJa YMUPAET OT PyK YKa3aHHOTO

| | | akTepa.

10 | OnDrop | ID xonuu KoHTeHHEpa (He 00sA3aTeIHHO)

[ [ | UciomHseTCs oAMH pa3, Koraa 00beKT cOpPOIIeH U3 KOHTEHHEpa.
11 1 OnEquip | ID akTepa (He 00s3aTeNBHO)

| | | Ucnonusiercst oauH pas, Korna o0bEeKT HaJeBaeTCsl yKa3aHHbIM

| | | akTepoM.

12 | OnHit | ID akTepa (He 00s13aTENBHO)

| | | Ucnonusiercst oauH pa3, Korja Mojly4aoT yAap OT YKa3aHHOTO

| | | akTepa

13 | OnHitWith | ID o0bekTa (He 00513aTEILHO)

| | | UciomHsIeTCs OAMH pa3, KOTa akTep MoJIydaeT yaap yYKa3aHHBIM
I I | opyxuem

14 1 OnKnockout | HET | UciomHsieTcst OAWH pa3, KOTia OTIPABJICH B HOKAYT

| | | ykazaHHBIMH aKTEPOM

15 1 OnLoad | HET | UciomHsieTcst ouH pa3, KOTJa B UTPY 3arpy.aeTcsi MOJeIb

| | | (3D) obBbekTa

16 | OnMagicEffectHit 11D addekra (He 06s3aTenbHO)

| | | UcnionHsieTcst OAuH pa3, KOTJa Ha akTepa HaKiIaIbIBaeTCst

| | | yka3aHHBINH Marn4eckuit apdekr

17 | OnMurder | ID akrepa (He 00s13aTeIIBLHO)

| | | UcrionmusieTcst oiuH pa3, Korja yKa3aHHBIH aKTep COBEpIIaeT

| | | youiicTBO akTepa (TO eCTh MPECTYIUICHHE)

18 | OnPackageChange |ID maker | McnomHsieTcst OuH pa3, KOTJa akTep MEHIET yKa3aHHBIH
| | | maker U1

19 | OnPackageDone | ID makera | McnioiHaseTCS OANMH pas3, KOTAa akTep 3aBepIIacT
I I | ykazanHbIi naker A

20 | OnPackageStart | ID makera | icrmonmasieTcss oquH pa3, KOTra akTep HauHHACT

| | | ykazannblit maker 1A

21 | OnReset | HeT | UcnionHsieTcst ouH pa3, Korja siueiika ¢ 3aCKpUITOBAHHBIM
| | | oObekTOM cOpachIBacTcs (reset)

22 | OnSell | ID xomuu npojaBua (He 005A3aTEIBEHO)

| | | Ucnonnsiercst oauH pas, Korna oObeKT NpoJaeTcs yKa3aHHbIM

I I | mpoxaBIioM

23 | OnStartCombat | ID aktepa-menu (He 00s3aTeILHO)

I I | UciomHsIeTCs OMH pa3, KOTJa aKTep HaYMHAET OMTBY C YKa3aHHBIM
| | | akTepom

24 1 OnTrigger | ID xoruu crankuBaromerocs 00beKxTa (He 0053aTeIBEHO)

[ [ | UciomHseTCs OAMH pa3, KOTJa 00BbEKT CTATKUBAETCS C YKa3aHHBIM
| | | 0OBeKTOM

25 1 OnTriggerActor | ID xomuu crajkuBaromerocs oobexTa (He 0053aTesIbHO)

| | | UcrionmusieTcst oiuH pa3, Korjaa 0ObEKT CTAIKHUBACTCS C YKa3aHHBIM
| | | akTepoM

26 | OnTriggerMob | ID xonuu crajkuBatomierocs oobexra (He 00s13aTesIbHO)

| | | UcrmonmusieTcst oiuH pa3, Korna 0ObeKT CTAIKHBACTCS C YKa3aHHBIM



[ [ | MOOMITBHBIM OOBEKTOM (aKTEPHI, CTPEITBI, MATHISCKUE CHAPSIIBI)

27 1 OnUnequip | ID xormu KoHTeiHepa (He 00sS3aTENBHO)

[ [ | UciomHsIeTCs OMH pa3, KOTJla CHUMAETCS YKa3aHHBIM aKTePOM.

28 | ScriptEffectStart | met | OcoObIii T 610K, UCTIOJIB3YETCS TOJIBKO B CKPHUIITAX

| | | Mmarngeckux 3¢ hexToB

29 | ScriptEffectFinishl net | OcoOblii THIT 0J10Ka, UCTIONB3YETCsl TOJIBKO B CKPHUIITaxX
I I | Marnueckux 3¢pexToB

30 | ScriptEffectUpdatel et | OcoOblit THIT 0110Ka, UCTIOIBL3YETCS TOJIBKO B CKPHUIITaxX

| | | Marnueckux 3¢pexToB

3ameTsTe, 4TO I OJIOKOB C ITapaMeTpaMu MOYKHO YKa3bIBAaTh TOT YK€ CaMBIi OJIOK HECKOJIBKO Pa3, UCHOIb3Ys Pa3HBIC TapaMeTPHI.
Hanpumep, 3TOT CKpHIIT HE COOEPIKUT OMTHOOK:

CODE

begin OnAdd

;5 KaKOI{-T0 CKPUNT BBINMOJIHSIETCH KaKABIA pa3, KOrjaa 3ToT 00beKT 100aBJsieTcsl KOMY-TO B HHBEHTaph
end

begin OnAdd player

; Kakoii-To CKpHINT BBINOJHAETCH KAXKIbIA pa3, KOraa 3T0T 00beKT 100aB/IseTcd B HHBEHTAPh UTPOKa.
; 3ameTbTe, 4T0 6,10k OnAdd 6e3 mapamerpoB TAK)KE 6yner ucnoanen.

end

begin OnAdd MysteriousChest

; Kakoii-To CKpUIIT BHINOJIHSIETCS KAKIAbIH pa3, KOraa 3TOT 00beKT

; 100aBJjIsieTcsl B MHBEeHTaph KoHTeiiHepa MesteriousChest.

s 3ameTbTe, uTO 010K OnAdd 6e3 napamerpoB TAKIKE Oyner ucnosiHeH.

End

4.3.5 Tunsl BoinoausieMbix 0;10k0B (BlockTypes).
PaccMOTpHM THITBI BBITIOJTHAEMBIX OJIOKOB Oosiee HoApoOHO.

GameMode

CKpHUIT BHYTPH 3TOr0 OJIOKA BBIMOJIHACTCS B KaXI0M (hpeiiMe, KOr/ia Urpa He HaXOAUTCS B MEHIO. BONBIIMHCTBO CKPUIITOB
HCTIONB3YIOT UCKITIOYUTEIBHO 3TOT THIT OJIOKA.

ITpumep:

CODE

; [Ilpumep ckpunrta-taiimepa

scn myScript

float timer
short init

begin GameMode

if init ==

; YCTAaHOBUTH 3HAUeHHE Talimepa

set timer to 25

set init to 1

else

if timer > 0

set timer to timer - getSecondsPassed
else

3 371ech KO/ /LISl TOT0, YTO /I0JZKHO MPOM30ITH Yepe3 25 ceKyHI
endif

endif

end

B urpe O6mmBuoH 6mok-tun GameMode ucrosib3yercst 964 paza.
[Ipumeps! ckpunroB: AbandonedMineTrap02Script, AloysBincalScript, AltarofAkatosh

MenuMode

CuHTakcuc:
CODE
begin MenuMode MenuType (1e 00s13aTenbHO)

ITpumep:
CODE
begin MenuMode



begin MenuMode 1

be3 mapameTpoB 3TOT 610K OyAeT BBEITIOMHATHCS, Koraa urpok HE HaxoauTest peskxuMe Urpsl — TO €CTh, kKoraa otroopaxaetcs JIKOBOE
MEHIO.

Ecnu Bl BKIIIOYHTE ApAMETP, TO MOXKETE yKa3aTh TUI MEHIO, HIIH KOHKPETHOE MEHIO, BO BPEMs [T0Ka3a KOTOPOI0 JODKESH
BBIMOJTHATHCS OJIOK:

Tun meHro:

1 = "4ersIpe T1aBHBIX" (MHTEPQEIC IEpCOHaXKa: Xap-KH, Marusi, ”HBEHTAPb, )KypHaJ)
2 = nro0ble Apyrue MeHIO (OKHA COOOIICHMIA, KOHTCHHEPHI U T.J.)
3 = KOHCOJIb

Memto:

1001 = Coobmienne

1002 = uBeHTaph

1003 = Xap-ku

1004 = I'mausiit HUD (HUDMain)

1005 = Uudopmarmonnsiit HUD (HUDInfo)

1006 = Kpect (HUDReticle)

1007 = 3acTaBka B BpeMs 3arpy3Ku

1008 = Konreitnep

1009 = Inanor

1010 = Cyotutpel (HUDSubtitle)

1011 = O6umii (Generic)

1012 = Cnats/’Knats

1013 =ITay3a
1014 = B3om
1015 = Onumn
1016 = KonnuectBo
1017 = Ayauo
1018 = Bugeo

1019 = Buneoaucrmuieit (VideoDisplay)
1020 = I'eiimmneit (Gameplay)
1021 = Ympasnenue (Controls)
1022 = Marus

1023 = Kapra

1024 = Marnueckoe BcruisiBatomiee okao (MagicPopup)
1025 = Toprosus (Negotiate)
1026 = Kawura

1027 = YpoBeHb

1028 = TpenupoBka

1029 = 3nak

1030 = Knacc

1031 = AtpubyTst

1032 = YMmeHnus

1033 = Cneunanuzanus

1034 = Yoexneuns

1035 = ITounnka

1036 = Paca/llon

1037 = ITokymnka 3aKITUHAHUI
1038 = 3arpy3ka

1039 = Coxpanenue

1040 = Anxumust

1041 = Co3nanue 3akIMHAHUT
1042 = 3auapoBaHue

1043 = YcranoBka s dexton
1044 =I'nmaBHOC

1045 = Bo3ayx

1046 = beicTpble KIaBUIIN
1047 = Pazpabotuuku (Credits)
1048 = Kamenp Curun

1049 = Ilepe3apsnka

1051 = PemaktupoBaHue TeKCTa

B urpe O6nuBuon 61ok-tun MenuMode ucniosnb3yercst 34 pasa.
ITpumeps! ckpunros: BedDiseaseSCRIPT, Blade3Script, DAHermaeusScript

OnActivate



CHHTaKCHC:
CODE
begin OnActivate

DTOT OJIOK 3aIyCcKaeTcsl OJIMH Pa3, KOTAa aKTUBHPYETCS 3aCKPUNTOBAHHBIA OOBEKT.

AKTUBHpOBaHHE 00BEKTA yCTaHAaBIMBAET "OUT akTHBUPOBaHUs". [109TOMY MHOTOKpATHBIE MIOCIIEI0BATENILHBIE BBI30BBI Activate Ha
OJTHOM 00BEKTE MPHUBEAYT JIMIIb K OJHOKPaTHOMY Ipoxony yepes 6ok OnActivate.

3aMeTbTe, 4TO 3TO OJOKUPYET HOpMaJIbHOE aKTMBUPOBaHUE 00beKTa. YTOOBI NCIIOIb30BaTh AKTUBUPOBAHUE 00BEKTA 110 YMOJIYAHHIO,
HY>KHO BBI3BaTh Ha HeM Activate. Ecii BbI XOTHTE clielaTh 4TO-T0 0COOCHHOE B 3aBUCHMOCTH OT TOTO, YTO aKTHBUPOBAJIO OOBEKT,
ucnons3yite IsActionRef BuyTpu 6110ka OnActivate.

IMomuute, uto y aktuBatopa HET neifcTBus mo ymonuaHuto, KOTOPOE BBIMOIHSIETCS IPU AKTUBALUH.

B urpe O6mmBuoH 61ok-trrm OnActivate ncnons3yercst 587 pas.
Ipumeps! ckpuntoB: ActRockGreatForestO1 SCRIPT, AltarofAkatosh, AltarofArkay

OnActorEquip

CuHTaKcuc:
CODE
begin OnActorEquip ObjectID

ITpumep:

CODE
begin OnActorEquip DrinkMead

3TO0T 60K BBIONHAETCS OIWH pa3, KOT/Ia 3aCKPUIITOBaHHBIN aKTep HaZeBaeT yKa3aHHBINH 00beKT (ObjectID).

B urpe O6mBnon 6mox-tun OnActorEquip ncnonesyercs 1 pas.
ITpumeps! ckpunros: Dark14AlvalUvaniScript

OnActorUnequip

CHUHTaKCHC:
CODE
begin OnActorUnequip ObjectID

ITpumep:
CODE
begin OnActorUnequip DrinkMead

OTOT GJIOK BBINOJIHAETCS OJMH Pa3, KOTrja 3aCKPUITOBAHHBII aKTep CHUMaeT ykazaHHbIH 00bekT (ObjectID).
B urpe O6suBron 6sok-Tun OnActorUnequip He HCTIONIB3yeTCH.

OnAdd

CuHTakcuc:

CODE

begin OnAdd ContainerRefID (#e 006s3aTensHO)

ITpumep:

CODE

begin OnAdd

begin OnAdd player

OTOT GJIOK BBINOJIHAETCS OJMH Pa3, KOTrJja 3aCKPUNTOBaHHBII 00beKT 1o0aBisiercs B ykazanHublil konrteinep (ContainerRefID). Ecin
KOHTEHHep He yKa3aH, 070K OyIeT UCTIOMHATHCS, €CIM 00BEKT J00aBIsAeTCs B II0OOO HHBEHTAPD.

B urpe O6mmBron 6mox-tanm OnAdd ucnons3yetcst 72 pasa.
[Ipumeps! ckpunroB: CGAkaviriLongswordScript, CGBladesEquipmentScript, CGBowScript

OnAlarm
CHHTaKCHC:
CODE

begin OnAlarm CrimeType, Criminal (He 00s3aTenbHO)

ITpumep:



CODE
begin OnAlarm 0
begin OnAlarm 3, player

3TOT 670K BBINIOTHACTCS OAMH pa3, KOTAA 3aCKPUNTOBAHHBIA aKTep MOJHUMAET TPEBOTY 110 MOBOAY ONPEEICHHOTO THIIA
npecrymienuit (CrimeType), coBepiieHHoro npectynaukom-akrepoM (Criminal). Ecny yka3zan TOJBKO THII IPECTYIICHUH, 010K
OylleT UCTIONHATHCS, KOT/Ia aKTep MOAHUMAET TPEBOT'Y 110 TOBOJY 3TOTO THIIA NPECTYIJICHUH (HEBa)XKHO KeM coBeplIeHHoro0). Eciu
Heo0xoanMo 3HaTh OoJbuie HHGopManuu o npectymienud, GyHkuus GetCrimeKnown MOXeT UCTIONB30BaTHCS BHYTPH OJIOKa
OnAlarm, 4TOObI ONPEJETINUTh, CITYYHIIAch JIM ONpe/iesieHHass KOMOMHAIMS IPECTYTHUK/)KePTBa.

B urpe O6muBuon 6mok-tun OnAlarm ucnone3yercs 15 pas.
IIpumeps! ckpunros: Dark0O8 AlarmScript, DarkO8NelsScript, DarkO8NevilleScript

OnAlarmVictim

CHHTaKCHC:
CODE
begin OnAlarmVictim CrimeType, Victim (#e 00s13aTenBHO)

ITpumep:

CODE

begin OnAlarmVictim 0

begin OnAlarmVictim 3, player

DTOT OJIOK BBIMOJIHSAETCS OMH pa3, KOTAa 3aCKPUITOBAHHBIH aKTep MOJHUMAET TPEBOTY 110 MOBO/Y ONPE/CICHHOI0 TUITA
npecrymiennii (CrimeType), coBepeHHOTO MPOTHB KepTBhI-akTepa (Victim). Ecim yka3aH ToIpKO THI MpecTyIIeHNH, 010K OymeT
BBITIOJHATHCS, KOTIA aKTep MOJHMUMAET TPEBOT'Y 10 HOBOJY 3TOrO THIIA NPECTYIUICHHH (HEBaKHO MPOTHB KO0 COBepIeHHOTr0). Ecnu
He00X0IMMO 3HaTh OoJbiie mHpopManmn o npectymaeHud, Gyaknus GetCrimeKnown MOXeT UCITOJIb30BaThCS BHYTPH OJIOKa
OnAlarm, 9T0OBI ONIPEICIUTH, CITYUMITACH JIU ONPE/ICIICHHAs KOMOWHAIIMS PECTYTHUK/ )KESPTBA.

B urpe O6iuBron 6sok-tunn OnAlarmVictim He UcTionb3yeTcs.
OnDeath

CHHTaKCHC:
CODE
begin OnDeath ActorID (1e o6s3aTenbHO)

ITpumep:
CODE
begin OnDeath SuperChampion

OroT GJIOK BBINOJHAETCS OJMH pa3, Korja ykazaHHbli aktep (ActorID) yOouBaer 3ackpunroBaHHoro akrepa. Ecim mapamerp He
UCTIOJIb3YeTCs, OJIOK BBIMOJHIETCS, KOT/Ia 3aCKPUIITOBAHHBIH aKTep YMHUpPAET.

B urpe O6mmBuon 6mok-trnm OnDeath ncnons3yercs 303 pasa.
IIpumeps! ckpunros: AlawenScript, AlessiaCaroScript, AlixLencoliaScript

OnDrop

CuHTaKCHC:
CODE
begin OnDrop ContainerRefID (ue 00s3aTensHO)

ITpumep:

CODE

begin OnDrop

begin OnDrop player

DTOT OJIOK BBITIONHAETCS OJIUH pa3, KOTIa 3aCKpUTITOBAaHHBIN 00BEKT cOpachiBaeTcs M3 ykazaHHoro konteliHepa (ContainerRefID).
Ecnm koHTelHEp He yka3aH, 010K OyIeT UCTIOMHATHCS, €CIM 00BEKT cOpachIBacTCs U3 JIIOOOTO MHBEHTAPSI.

B urpe O6nuBnon 61ok-tun OnDrop ucnons3yercs 7 pas.
ITpumeps! ckpunros: DarkScalesScript, GoblinHeadScript, HrormirsIcestaffScript

OnEquip



CuHTaKCHC:
CODE
begin OnEquip ActorID (He o0s13aTe/IbHO)

ITpumep:

CODE

begin OnEquip

begin OnEquip player

OTOT GJIOK UCTIOJIHSETCS OJIUH Pa3, KOT'/Ia 3aCKPUIITOBAHHBIN 00BEKT HaJeBaeTcsl ykazaHHbIM akTepoM (ActorID). Eciu napamerp He
UCTIONB3yeTCs, OIOK OyIeT UCIOIHATHCS, KOTrja 00bEKT HaeBACTCs JIIOOBIM aKTEPOM.

B urpe O6mmBnon 6mox-tun OnEquip ncnons3yercs 27 pas.
[Ipumeps! ckpunroB: AmuletofKingsSCRIPT, ArenaRaimentScript, BoarMeatScript

OnHit

CHUHTaKCHC:
CODE
begin OnHit ActorID (ue 00s13aTenbHO)

ITpumep:
CODE
begin OnHit BaurusRef

DTOT OJIOK UCITOJIHSAETCS OJTWH Pa3, KOT/Ia 3aCKPUIITOBAaHHBIN aKTep MOJyJaeT yaap oT ykazaHHoro akrepa (ActorID) opyxuem wim
3axnuHaHneM. Eciin mapaMeTp He HCIoNb3yeTcs, OJI0K UCTIONMHASTCS KaXAbIA pa3, KOTa akTepa yaapsoT.

B urpe O6nuBunon 6mok-tun OnHit ucnose3yetcs 55 pas.
ITpumeps! ckpunros: ArenaCombatant, ArenaCombatantBlue, ArenaCombatantMulti

OnHitWith

CHHTaKCHC:
CODE
begin OnHitWith ObjectID (1e o6s3aTenbHO)

ITpumep:
CODE
begin OnHitWith SuperWeapon

OTOoT OJIOK HCTIOJIHSETCS OJIMH Pa3, KOT/ia 3aCKPUIITOBAHHBIN akTep IMoJlydaeT yaap ykazaHHbIM opyxueM (ObjectID). Ecnu napamerp
HE UCIIOJIB3yeTCs, OJIOK OYET BBIIOJIHATHCS, KOT1a 3aCKPUIITOBAHHBIH aKTep MOJIydYaeT yaap JH00bIM Opy>KHEM.

B urpe O6nuBuon 6nok-tun OnHitWith ucnons3yeres 7 pas.
Ipumepsr ckpuntoB: CGRopeBucketScript, DarkO5MotierreScript, Dark09 AdamusScript

OnKnockout

CHHTaKCHC:
CODE
begin OnKnockout

OTOT OJIOK UCTIOJIHSETCS OJIUH Pas3, KOT/ia 3aCKPUIITOBAHHBIN aKTep OTIPABISETCS B HOKAYT.
B urpe O6imBron 6sok-tunn OnKnockout He ncrnons3yercst.

OnLoad

CHHTaKCHC:
CODE
begin OnLoad

OTOT GJIOK UCTIOJIHSETCS OJIUH Pa3, KOT /A 3arpyKaeTcs MOAEIb 00bEKTa, TO €CTh KOT/Ia MI'POK 3aX0UT B MHTEPhEP, TUYeiKa C
00BEKTOM 3arpyskaercst B 00J1acTb 5X5 BOKpYT MIpOKa.

B urpe O6muBuon 6mok-tun Onload ucnons3yercs 95 pas.
ITpumeps! ckpunroB: ARGateAUTOCLOSEO1SCRIPT, ARTallWallCarvingAnimO1SCRIPT



OnMagicEffectHit

CuHTaKCHC:
CODE
begin OnMagicEffectHit EffectID

ITpumep:
CODE
begin OnMagicEffectHit FIDG

OTOT GJIOK UCTIOJIHSETCS OJIMH Pa3, KOT/ia yKa3aHHBIN TN Maruueckoro a¢dekra (EffectlD) ynapseT 1o 3ackpuntoBaHHOMY OOBEKTY.
Ecmm s ekt He ykazaH, 610k OyaeT BBIMOTHATHCS, KOTaa 000 3G GeKT ynapseT Mo 00beKTy.

B urpe O6mmBunon 6mox-tun OnMagicEffectHit ncrons3yercs 7 pas.
IIpumeps! ckpunros: JskarScript, MGO5RockScript, MG10ColumnScript

OnMurder

CUHTaKCHC:
CODE
begin OnMurder ActorID (e 00s13aTenBHO)

ITpumep:
CODE
begin OnMurder SuperChampion

DTOT GJIOK BBITIOJIHSAETCS OJIUH pa3, Korna ykazaHHelid aktep (ActorID) coepriaer yOuncTBO (MpeCcTyIUIEHHE) 3aCKPUTITOBAHHOTO
aktepa. Eciim mapameTp He mcmons3yercs, 070K BHITIOIHAETCS, KOTAa COBEPIIACTCS yOMIICTBO 3aCKPUIITOBAHHOTO aKTepa (HEBAYKHO
KEM).

B urpe O6inuBuon 6mox-tun OnMurder ucnonssyercs 10 pas.
ITpumeps! ckpunros: DarkExiledScript, DarkWrathofSithis2Script, DarkWrathofSithisScript

OnPackageChange

CuHTaKCHC:
CODE
begin OnPackageChange PackagelD

ITpumep:
CODE
begin OnPackageChange FollowPlayerPackage

OTOT OJIOK BBINOJIHAETCS OJMH Pa3, KOrja 3aCKpUNTOBaHHbIH akTep MeHsteT naker MU ¢ ykazannoro (PackagelD) Ha npyroii.
3ameTbTe, 4To "NpephIBaonye’" MaKkeThl, TakKue, Kak 00l nin pasroBop, HE 3aIyCKalOT 3TOT OJIOK, IIOCKOJIBKY OHH JIMIIb BPEMEHHO
3aMEHSIOT TEKYIIHH MaKeT.

bnok 3amyckaercs, korga akrep Menser naket MU Ha apyroit. Ecnu yka3aHHBIN MakeT 3aBepIIaeTcs, HO aKTep CHOBA HAYMHAET €0
ncnonaats, OnPackageChange HE 3amyctutcs.

B urpe O6mBunon 6mox-tun OnPackageChange ucnonssyetces 32 pasa.
[Ipumeps! ckpunrtoB: AlessiaCaroScript, BarthelGernandScript, BaurusScript

OnPackageDone

CuHTaKcuc:
CODE
begin OnPackageDone PackagelD

ITpumep:
CODE
begin OnPackageDone FollowPlayerPackage

OTOoT GJIOK UCTIOJIHSETCS OJIUH Pas3, KOT/ia 3aCKPUIITOBAaHHBIN akTep 3aBepiuaet ykazanuelid maker U (PackagelD). 3amersTe, 4To
MaKeT MOXKET OBITH 3aBepILCH U3-3a HeYAa4H (He Hai/IeH MyTh, HEBO3MOXKHO HAWTH HY)KHOE KOJIMYECTBO OOBEKTOB, MIIK UCTEKIIO
BpeMsi), €CIIM TOJIBKO y IakeTa He ycraHoBieHb! (iarun Must Reach Location min Must Complete.

3aMeTbTe, 4YTO HEKOTOPhIE THIIBI TAKETOB, HAPUMEP MPOryJKa, COH U €/]a, HE MOT'YT «3aBEPIIUTLCS», IOCKOJIBKY Y HUX HET KOHIIA,
nostomy OnPackageDone He Oyner 3amyckaThest JJIst STHX TUIIOB ITaKETOB.

(bnox OnPackageEnd B3aunmo3zamensieM ¢ OnPackageDone)



B urpe O6mBunon 6mox-tun OnPackageDone ncnonszyetcs 45 pas.
IIpumeps! ckpunros: BaurusScript, BurdSCRIPT, CGEmperorScript

OnPackageStart

CHUHTaKCHC:
CODE
begin OnPackageStart PackagelD

ITpumep:
CODE
begin OnPackageStart FollowPlayerPackage

OTO0T 670K UCTIONHACTCS OAWH Pa3, KOTAa 3aCKPUITOBAHHBIA aKTep HAYMHACT BHITIOIHATH yKa3aHHEIH makeT (PackagelD).

B urpe O6nuBuon 6mok-tun OnPackageStart ncnosne3yercs 13 pas.
ITpumeps! ckpunrtos: BarthelGernandScript, ClaudeMaricScript, DASheogorathRatScript

OnReset

DTOT OJIOK MCTIONHSIETCS OIMH Pa3, KOTa suciika ¢ 00bEKTOM BO3BPAIACTCS B HCXOJHOEC COCTOSTHHE (Yepe3 3 MOCIe MOCISTHETO
MocerieHus urpoka). OOBIYHO NCTIONB3YEeTCS IS JIOBYIICK M aHUMHAPOBAHHBIX 00BEKTOB, YTOOBI BEPHYTH MX B HCXOIHOE COCTOSHHE.

B urpe O6mmBuoH 61ok-tanm OnReset ncnonbs3yercs 110 pas.
ITpumepsn! ckpuntoB: ARCAVEINTRAPSCRIPTO1, ARChainPlatform01SCRIPT

OnSell

CuHTaKCHC:
CODE
begin OnSell SellerRefID (ue 00s3aTensHO)

ITpumep:
CODE
begin OnSell player

DTOT OJI0K UCIIOIHSIETCS OJKH Pa3, KOTAa 3aCKPUIITOBAHHBIA 00BEKT IpoaacTcs. ECu BbI yKa3bIBaeTE KOMHUIO IPOIABIA
(SellerRefID), 610k OymeT UCTIOMHSAETCS, TOJBKO €CJIH YKA3aHHBIH 00BEKT MPOJIaeT OOBEKT; MHAUE, OH BBIIOIHIETCS, KOTIa JIF000H
NPC npomaeT 00BEKT.

B urpe O6nusuon 6mok-tun OnCell ucnons3yercs 1 pas.
ITpumeps! ckpunros: MS2 Istatuescript

OnStartCombat

CuHTaKCHC:
CODE
begin OnStartCombat TargetA ctorRefID (ue o6s3aTensHO)

ITpumep:
CODE
begin OnStartCombat player

OTOT GJIOK BBINOJIHAETCS OJMH pa3, KOTrja 3aCKpUITOBAHHBII akTep HaunHaeT 00ii ¢ ykazannoi 1enbto (TargetActorRefID). Ecnn
LIeJIb HE YKa3aHa, OJIOK UCTIONHSETCS, KOT/la akTep HaunHaeT OOou.

B urpe O6mmBuon 6mox-tun OnStartCombat ucmonb3yercs 13 pas.
IIpumeps! ckpunros: BaurusScript, BurdSCRIPT, CGEmperorScript

OnTrigger

CuHTakcuc:

CODE

begin OnTrigger TriggeringRefID (ue o6s3aTensHO)

ITpumep:
CODE



begin OnTrigger player

DTOT OJI0K UCIOIHSIETCS OAMH Pa3, KOTAa YTO-TO CTAIKUBACTCS C 3aCKPUIITOBAHHBIM 00beKTOM. ECITH BBI yKa3bIBaeTe 3TO YTO-TO
(TriggeringRefID), 610k BcIIoMHAESTCS, KOT/Ia yKa3aHHAS KON CTAIKHUBACTCS C 0OBEKTOM; HHaYe OJIOK MCIIOMHAETCS, KOT/Ia Iodast
KOIIMS CTAJIKUBAETCS C O0BEKTOM.

B urpe O6iuBron 6sok-tun OnTrigger nucnons3yercs 94 pasa.
ITpumeps! ckpunros: CGTriggerZoneCellScript, CGTrigZone01SCRIPT

OnTriggerActor

CuHTaKCHC:
CODE
begin OnTriggerActor TriggeringRefID (1e 06s13aTebHO)

ITpumep:
CODE
begin OnTriggerActor player

DTOT OJIOK MCTIONHSIETCS OIHMH Pa3, KOTrJa aKTep CTAIKUBACTCS C 3aCKPUIITOBAHHBIM 00beKTOM. ECITi BBI yKa3bIBaeTe 3TO akTepa
(TriggeringRefID), 6JI0K HCIIONHSACTCS, KOT/Ia yKa3aHHAS KOMUs (aKTepa) CTAIKHUBACTCS C 00BEKTOM; HHAYE OJIOK HCIIONHACTCS, KOT/Ia
J00O0H aKTep CTAIKMBACTCS C 00BEKTOM.

B urpe O6mBunon 6mok-tun OnTriggerActor ucmionsiyeres 11 pas.
Ipumeps! ckpuntoB: CGTrigZone ACTORSCRIPT, FrostFireGasTrap, KillBox01SCRIPT

OnTriggerMob

CuHTaKcuc:
CODE
begin OnTriggerMob TriggeringRefID (ue 06s3aTensHO)

ITpumep:
CODE
begin OnTriggerMob player

DTOT GJIOK UCITOJIHSAETCS OJIUH pa3, KOraa MOOUIBHBIA OOBEKT CTATKMUBACTCS C 3aCKPUTITOBAaHHBIM 00hekTOM. ECii BB yKka3biBaeTe
910T 00BeKT (TriggeringRefID), 610k ncHoMHAETCS, KOTa YKa3aHHast KOs (MOOMIIBHOTO 00BEKTa) CTAIKMBACTCS C 00BEKTOM;
nHaue OJIOK MCITOJIHIETCS, KOTAa JIF000H MOOMIIBHBEIN OOBEKT CTATKMUBAETCS C OOBEKTOM.

MobunbeHble 00beKTHI BKII0YaroT akrepoB (NPC u cymiecTBa), cTesbl 1 Marndeckue CHapsiabl.

B urpe O6nuBron 6sok-tun OnTriggerMob He ncnone3yercs.
OnUnequip

CuHTaKCHC:
CODE
begin OnUnequip ActorID (e o6s3aTensHO)

ITpumep:

CODE

begin OnUnequip

begin OnUnequip player

OTOT OJIOK HCTIOJIHSETCS OJIMH Pas3, KOT/ia 3aCKPUIITOBAaHHBIH 00BEKT CHUMAeTCsl yKa3aHHbIM aktepoM (ActorID). Ecin mapamerp He
UCTIONB3YeTCs, OJIOK MCTIONIHAETCS, KOT/1a OOBEKT CHUMAETCS JTIFOOBIM aKTEPOM.

B urpe O6mmBnon 6mox-tun OnUnequip ucrons3yercs 11 pas.
ITpumeps! ckpuntoB: ArenaRaimentScript, Dark05BladeScript, MGBloodwormHelmScriptO1

ScriptEffectFinish
Hcnone3oBaHue:

CODE

begin ScriptEffectFinish

Oco0blii 070K UCHONB3YETCs TOJIBKO B CKPHIITAX Il Marn4eckux 3¢dexToB. ITOT OIOK MCHONHSAETCS 1OCIIe TOTO, KaK
3aCKPUNTOBAHHBII 3 PEKT 3aKOHYMIICS.



3ametsTte, uto ScriptEffectUpdate 6ymer ucronmustecs no Hero. Ecimu B ScriptEffectUpdate nmpu mocnenaem ects KOMaHAa return, 3Ta
4acTh CKPHUIITAa HE OyIET UCIOIHITHCS.

B urpe O6mmBunon 6mox-tun ScriptEffectFinish ucronssyercs 32 pasa.
ITpumeps! ckpuntoB: AnvilMGPetImpScript, AtronachFlameScript, AtronachFrostHeal SCRIPT

ScriptEffectStart

Hcnonp3oBanue:
CODE
begin ScriptEffectStart

Oco0b1i1 610K HCTIONTB3YETCS TOJBKO B CKPUITAX JJIst Marndeckux 3G (exToB. ITOT OJI0K BBHITOIHSIETCS Cpa3y MOCIe TOTro, Kak
3aCKPHINTOBAHHBINA AP (EKT HATOKEH.

[Ipumedanue: JIroboe 3aKTMHAHUE CO CKPUNTOBBIM () ()EKTOM HCIIOTHASTCS Ha aKTepe, Ha KOTOPOTO OHO OBIIO HAJIOKEHO. DTO
03HAYaeT, YTO KOMHEH 10 YMOTYaHHUIO SBIIACTCS aKTep, Ha KOTOPOTO HAJIOKEHO 3aKIMHAHKE, @ HE UTPOK (XOTS UTPOK TOXKE MOKET
OBITH 3THM aKTEpPOM). DTO TaKKE 3HAUUT, YTO €CIIM OJIOK BBIMOJIHSACTCS, 3HAUNT 3aKJIMHAHHUE TOJIBKO YTO HAJOXKWIIM Ha aKTepa u
ScriptEffectStart Mmoxer cuurarbest 6;1okom OnHitWith <ums 3axnuHanus>.

Tor dakr, 4To 3aKIMHAHUSA CO CKPUNTOBBIMH 3 dexTaMu 3ammyckaroTcst Ha 00beKTax, Ha KOTOpbIe OHM ObLUTH HaJIOXKEHBI, TaeT
MIPOrPaMMHUCTY BO3MOXKHOCTb 3aITyCKaTh CKPUIITHI Ha JII0OOM aKTepe Ha ONpeJIeNICHHBIN IepHOo]] BpEMEHH, U MOXKET OBITh
UCIIOJIb30BAHO JUIS OJIyYCHHUSI KOITUH aKTepa.

B urpe O6nuBron 6sok-tun ScriptEffectStart ucnosns3yercs 42 pasa.

[Ipumeps! ckpunroB: AnvilMGPetImpScript, AtronachFlameScript, AtronachFrostHeal SCRIPT

ScriptEffectUpdate

Hcnons3zoBanue:
CODE
begin ScriptEffectUpdate

Oco0blii 010K, HCTIOJIB3YETCS TOJIBKO B CKPUITAX JJIsl Marndeckux 3 GeKToB. ITOT OJIOK 3aITyCKAETCs, KaK TOJIBKO I QEKT HATOXKEH,
1 MCHOJIHSETCS 10 TEX 0P, OKa BpeMs AeHCTBUS P PeKTa He 3aKOHUUTCS.

B urpe O6mBunon 6mox-tun ScriptEffectUpdate uconesyercs 13 pas.
[Ipumeps! ckpuntoB: DAHermaeusSoulsSpell, DummyMagicEffectSCRIPT, GhostEffectScript

4.3.6 Komanga "." (touka - UseReference)

CHHTaKCHC:

CODE

ObjectID.ObjectFunction [Arguments ...]; IDo6bexTa.@yHKknust [AprymeHTsl... |

Komanpna "." ycranasnusaet npeapsinymunii ObjectID (ID o0bekTa) Kak TEKyLIyro KOIHIO TOIBKO JUIst ciaexytomeit ¢pynkuun. ObjectlD
MOXeT OBbITh U KOITHEH, 1 IIepeMeHHol Tuna reference.

IIpumeuanus:

Kaxk OBl cTpaHHO 3TO HH MOKA3aJI0Ch TI0 CPABHEHHUIO C APYTHMH KOMaH/IaMH, HO B CKOMIMIJIMPOBAHHOM CKPHIITE 3TO HACTOSILAs
KoMaH/Ia, koTopas ucnomns3yeT kox 0x001C.

Bripaxkenus (Hanpumep, QuestID.QuestVariable (IDkBecta.KecroBasillepemennast)) He HCIIOJB3YIOT 3Ty KOMaHIy. BHyTpr UrpsI
O0T0OHBIE BEIPAXKEHHUS ABISIFOTCA TIpocTo cioxenneM (ObjectlD)(Variablenumber). Hammpumep, ctpoka
"MageConvSystem.lecturevar" u3 ckpunra ArcaneUScholarScript B mectHaguaTepuyHoM Koje Oyaer BoIrsiaeTs kak "72 04 00 73
OF 00" ("MageConvSystem" - yeTBepTast KON, UCIIOJIb3yeMast B CKpHIITE, a "lecturevar” oObsIBICHA MATHAALATON [IEPEMEHHOI).
Content - Disposition: form-data; name="smiles_on"

4.3.7 Komanna Set (yCTAHOBHTB)
[MpucBauBaeT JIOKaJABHOM WK III00AIBHOM IIEPEMEHHOM YKa3aHHOE 3HAUCHHE. JTO 3HAYEHHUE MOKET OBITh YMCIIOM HIIM PE3YIIHTATOM
BBIYKCIIEHHS BBIPAXKEHUS.

ApudMeTHIECKHE OTIepaTOPHI:

Omneparop | Onucanue

+ CnosxeHue

— Brerunranune

* YMHOKEHHE

/ Jlenenue

% Monyib (BBIIONHSACT HEJIOYUCICHHOE ACJICHHUE M BO3BPAILACT OCTATOK)



IIpumeuanus:
* Onepatop Moxyiist "% " BBIYHCISAETCS TIOCIIE YMHOXKEHUS / IeTICHS, HO Tepe CI0KEHUEM / BEIYUTAHHEM:
4*%3%2=0

4%(3%2)=4
1+2%3=3
(1+2)%3=0

* MuHyc cpa3sy nepe]] YMCIOM WIN IEPEMEHHOMN cuuTaeTcst 3HakoM "oTpuianus’. Eciii Bam HE0OX0MMO BBINIOJIHUTH BEIYUTAHHUE,
HYXHO OCTaBUTbh KaK MUHHMYM OJMH IPo0eJ1 10 U 1ocjie MUHYyca. ITO eIMHCTBEHHBIH CITyyaii, Koria BaM Hy>KeH Ipo0es MexXIy
apudpmernueckumu onepatopamu. (Hanpumep: "a-b" He OyneT KOMITMIMPOBATHCS; HY)KHO Hamucath "a - b'")

» Korzaa npu JesieHny Bbl UCTIOJIb3YETE TOJIBKO YHCIIA, HEOOXOANMO yKa3aTh XOTs Obl OJIMH 3HAK I1OCJIE 3aMATOH, YTOOBI IOKa3aTh, YTO
BBl XOTUTE UCIIOIB30BaTh ACICHHE C IUIABAIOIIEH TOUKOI, 0€3 HEro ocTaTok OyaeT OTOPOIIEH MOCIe OKOHIAHUS ACTICHUS:

CODE

float a

set a to 9/5 ; ycranoBut "a'" B 1.000
set a to 9.0/5; ycranosut "'a'" B 1.800

e Eciu BBl XOTHTE COXpPaHUTH B HCHO‘IHCHGHHOﬁ HCpeMeHHOﬁ BEPHO OprFHCHHLIﬁ pe3yiabTaT ACJICHUA, y6eZ[I/IT€CI), 4TO B
BBIYHCJICHUAX UCIIOJB3YCTCH IJIaBaroliad ToO4Ka (I/I JACCATUYHAA 4aCTb HEC 0T6paCLIBa€TC${) nu Zl06aBLT€ 0.5:

CODE

>short a

set a to 9/5 ; ycranosur "a'"' B 1

set a to 9/5 + 0.5; ycranoBur ""a'"' B 1
set a to 9.0/5 ; ycranoBut "a'"' B 1

set a to 9.0/5 + 0.5; ycranoBurt ''a'" B 2
set a to 7.0/5 + 0.5; ycranoBut "a'"' B 1

CODE

short a

setato9

set a to a/5.0 + 0.5; ycranoBut ''a'" B 2

CODE

short a

float b

setb to 9

set a to b/5 + 0.5; ycranoBur ''a"' B 2

* Bl MOkeTe UCTIOIb30BaTh CpaBHEHUE B KauecTBe "3HaueHus". [lepemenHas toraa cranet paBHo# 1 wim 0 B 3aBUCUMOCTH OT TOTO,
HCTUHHO JIM CPAaBHEHUE HIIU HET.

CODE
set goodluck to player.Getav luck > 60

JCIacT TO XKE€ CaMO€C, 4YTO U

CODE

if player.Getav luck > 60
set goodluck to 1

else

set goodluck to 0

endif

BrI MOkeTe HCTIOTB30BaTh ApU(METHIECKHE OTIEPALIH C PE3YIbTATOM CPAaBHEHHMS, HO IS 3TOTO HY)KHO 3aKJIIOYNTH CPaBHEHHE B
CKOOKH.
Bripaxkenue

CODE
set luckbonus to 50 * (player.Getav luck > 60)

JAC€JIacT TO K€ CaMO€, 4YTO U



CODE

if player.Getav luck > 60
set luckbonus to 50

else

set luckbonus to 0

endif

Jlpyrue npuMepsi:

CODE

set a to 2

set b to a*a

setcto(b-a)*b-a

set d to ((3* -b+a) - ¢)/ -2

message ''a=% .0f, b=%.0f, c=%.0f, d=%.0f"" ab c d ; ('"'a=2, b=4, c=6, d=8"")
set stage to getstage questl + 10

set weapondrawn to player.isweaponout

4.3.8 Komanna Return (Bo3Bpar)
CUHTaKCHC:

CODE

Return

Return ncrmons3yercs miist TOro, 9TOOBI OCTAHOBUTH BBHITIOJIHEHHE CKPUITA B TekylieM (peiime. On He mpocTo 3aBepinaer TEKYIIIUU
0JIOK, OH 3aBepIIIaeT BeCh CKPUNT 10 KoHIa (peiima. Ckpurnt OyeT 3amyieH CHOBa B ciienyromieM (ppeiime. DTo MOXKET OBITh
MIOJIE3HO BHYTpH KoMaH[ if , Korzia BEI MOXeTe OJ0KHPOBaTh KOMaH/IBI, CIIEAYIOIIHE TIOCIE return.

4.3.9 Koncrpykuus u3 komang If, Elself, Else, EndlIf.

Komanpa If (ecnu) mo3BomsieT BaM HCIOIHATH (MIN HE UCTIONHATH) TPYMITy CKPUITOBBIX KOMaH/ B 3aBUCUMOCTHU OT TOT0, UICTUHHO JH
CpaBHEHHE, KOTOpbIE Bl ykasbiBaeTe. Komanna If B ckpuntoBoM si3pike OOIMBHOHA SIBIISICTCSI OYEHb MOLIHOW M CPaBHUMA C
AQHAJIOTUYHOW KOMaHJO! U3 “HACTOAMMX  A3BIKOB MIPOrPaMMHPOBAHUS.

Komanpa Elself (Hade ecnu) ucnonb3yercs 17l yBEIMUYEHUS KOJHMUECTBA IPOBEPOK YCIOBUIL B oHOM KoHCTpyKuK If. Ecin
YCJIOBHE HE NICTHHHO, TOTJa IPOBEpsieTCs yelioBue creaytomei 3a Heit komansl Elself. Komuaectso komann Elself Moxer ObITh
noctatogHo 6ompmmM. Ho 3Ta KoMaHzaa He sIBIIsieTCs 0043aTEbHOM.

Komanna Else (nHaue) ucnonb3yetcst B KOHCTpYKIuH [F B TeX ciaydasx, Korna HU OJHa U3 TIPOBEPOK, OOBABICHHBIX BHIIIE, HE
SIBJISIETCSI ICTUHHOW. B 3TOM citydae OyieT BBINMOTHEHA TPYTIIa KOMaH/, cleayromnias nocie nee 10 komauasl endif. Komanna else, kak
u elseif, He aABIgETCS 003aTENBLHOM.

Komanna Endif o6s3arensHa u Beeraa 3aBepiuaet 6110k If. To ecth, kaxxnomy If o0s3atensHo coorBercTtByeT Endif. O0b1uHO Bee
KOMaH/1bl KOHCTPYKLIMH PACIIOJIAraloT ¢ OJAMHAKOBBIM OTCTYIIOM OT Kpasi CTPaHHUIIbI ISl 00JIETYeHHs] YTCHUS CKPHIITA.

CHHTaKCHC
Komanpa if ucronb3yeT cieayoniii CHHTaKHC:

CODE

if expressionA [cpaBHeHue] expressionB

; MpoBepka ''BoipaxkeHusiA [cpaBHeHHe] BoipakeHueB'' npoiinena
elseif expressionB [cpaBHeHue] expressionC

; mpoBepka ''BeipaxkenneB [cpaBHenne] BoipakenueC' npoiinena
else

; HH O/THA W3 BHINIENPUBeIeHHBIX POBEPOK He MpoiieHa

endif

Ornepatopsl CpaBHEHHUS
Komanpa if MoxxeT cojiepkaTh OJJMH MM HECKOJIBKO OIIEpaTOpOB CpaBHEHUs. BOT Tabiuia 3THX ONepaTopoB:

CODE

Orneparop | Onmcanne

== PaBeHcTBO (paBHO)

= HepaBeHcTBO (HE paBHO)
> boubiie yem

>= bosbiue win paBeH

< Menblie yem

<= MeHbllIe WIN paBeH



BaxxHo otMeTHTh, 4TO B OOJIMBHOHE HET TOOUTOBOTO CPaBHEHHUSI.
OO0benuHeHne cpaBHEHUIH

CpaBHEHHUS MOT'YT OBITh COSJMHEHBI IPYT C APYTOM IPH HCIIOJIH30BAHUH CICIYIOIIUX JIOTHYCCKUX ONEPATOPOB:
CODE

Onepatop Omnucanue IIpumep Omnucanue npumepa

&& norndeckoe U (and) ifx==1&& y==1 ;wucrtuna, ecinuu X, u'y paBHbl 1.

II' mornueckoe NJIU (or) ifx==1Illy==1 ;wucruHa, eciiv HU X, HU Yy HE paBHbI (.

3ameTpTe, uto " Il " paccmaTpuBaercs panbie "&&", Takke Kak " * " paccMarpuBaeTcs paHbie " + " B 00bIYHOM anredpe.

Ecnu BBI X0THTE, 4TOOBI “& & paccMaTpHBalICs TIEPBBIM, HEOOXOAMMO MCTIONK30BaTh ckoOkH. Hampumep:
CODE
if myVarl ==1 && myVar2 ==1 Il myVar2 ==

Hctuna, xorna MyVarl = 1 I myVar2 pasen 1 UJIN 5.

CODE
if (myVarl ==1 && myVar2 ==1) I myVar2 ==5

Wctuna, xorpa mwiu myVar2 pasen 5 MJIN kax myVarl, Tak 1 myVar2 passusr 1.
CpaBHEHHS U BBIPAXKCHUS

Oneparopsl cpaBHEHHUs pabOTAIOT C JFOOBIMU BBIPaKEHUSIMH, KOTOPbIE MOXHO NPEACTaBUTH B unciax. [Ipeanonaras, uto "a=17","b
=20"u"c=a-Db", Bce crenyonye BEIpAXEHHUS pabOTaIOT, KaK 0kKuAainock. CKOOKM HEOOXOANMBI TOJIBKO 10 MaTEMAaTHYECKUM

b b
pUYNHAM!

CODE

IFc==-3 && b==20
IFc==-3&&b==20&&a==17
IFc-1==-4&&b==20&&a==17
IFa-20==17-b
IFa-20==17-b &&c+3==0
IFa+3==

IFa-b==c
IFa*4-b*4==c*4
IFa*(5+c¢)-14==
IF2*(@*(B+c¢c)-14)==b--b

Ecmm mepemenHast win pe3yibTaT QyHKIUHN conepxat 1 mwim 0, nim BaM HHTEPECHO, paBeH M pe3ynbTaT 0, BaM He HY>KHO IIPOBEPATH

"==1" wmm "1=0"

Komanapr

CODE

IF Done

IF Getisid MyNPC

IF Getitemcount Lockpick
IF IsActor && Flag

JACJIA0T TO K€ CaMO€, UTO U

CODE

IF Done !=0

IF Getisid MyNPC !=0

IF Getitemcount Lockpick != 0
IF IsActor != 0 && Flag !=0

IIpumeuanus.
* He 3a0bIBaiiTe, 4T0 KOMITMIISTOP HE PACIIO3HAET KOMAaH/Ibl, HAIIMCAHHBIE B O/IHY CTPOKY. XOTsI BBIpaXKCHHUE

CODE
if condition == 1 set varname to 1



else set varname to 2
paboTaeT B APYrux A3bIKaxX MPOrpaMMHUpPOBaHHus, B Ckpunrax OOIMBHOHA 3TH KOMaHIbI HY)KHO Pa3ICiIuTh:

CODE

if condition ==
set varname to 1
else

set varname to 2
endif

(Kpome Toro, Tak 60ojee 9uTaeMo...)
* [Tocse ycnoBus nim KOMaHIbI "else” 0CTaToOK CTPOKH UTHOPHPYET, U HUKAKUX COOOIIEHUI 00 omuOKe He TOSIBUTCS, TaK YTO
(TIOCKOJIBKY CTPOKA Ka)KeTCs MPABUIILHOM) BBl MOYKETE MOTPATUTh MHOTO BPEMEHH, MbITAsICh OOHAPYKUTh HCTOYHUK TPOOIEMBL.

4.4 Tlepemennbie (Variables)
4.4.1 Knaccnpuxanus nepeMeHHbIX
CCBUIKY ¥ TIEPEMEHHbBIE

@OyHKIMM 0Ka3bIBAOT JICHCTBUE Ha “BBI3BIBAIOIINI 00BEKT (TOT, HA KOTOPOM pabOTaeT CKPHIIT) O YMOJIYAHHUIO, HO BBl MOXKETE
BBI3BATh UX U HA IPYTOM O00BEKTE, HCIIONB3YsI CCHUIKY Ha 00BbeKT. Koraa Bel XOTHTE, YTOOBI CKPUIT BIIMSUI, HAIIPHMED, HAa UTPOKA,
HCTIONB3YHTE CCBUIKY Ha urpoka (“Player”) u ““.”’, 9T00bI mepeHanpaBuTh BbI30B (pyHKIMH (function-call) Ha UTPOKa C BHI3BIBAIOIIETO
o0BeKTa:

CODE

player.additem gold_001 100

Jiist Gosplield TMOKOCTH BMECTO YHMCIIOBBIX 3HAYCHHUI BBl MOXKETE UCIIOJIb30BATh NEPEMEHHBIE, €CIIM OHHM TPEOYIOTCS JUIsl KaKOH-
HUOY b QyHKIUH:

CODE

short addgold

set addgold to 100

player.additem gold_001 addgold

BrI MOKeTe HCIIOIB30BATE JIOKAIBHBIEC TIEPEMEHHBIC, OOBABICHHBIE B ATOM K€ CKPHUITE, FITH JK€ HCIIONB30BATh JJIS CBOMX IeJeit
JI00aTbHBIC TIEPEMEHHEIE.

W3 QyHKIMH HENb3s HATPSAMYIO 0OpaTHTHCS K MIEPEMEHHON B APpYyrom ckpumnre. Ho Takoit BO3MOKHOCTEIO 00J1a1ar0T KoMaH b If 1
Set.

Hanpumep, 3ta cTpoka ckpurita padoTath He OyAeT:

CODE

player.additem gold_001 otherobject.addgold

Crnenyer HamucaTh Tak:

CODE

short addgold; o0bsiBJIeHHEe BCTOMOTaTeIbHOM JIOKAJIbLHOW MepeMeHHoi

set addgold to otherobject.addgold; npucBouTs eii 3HaUeHHe BHENIHEH JOKAJLHOI MepeMeHHOi
player.additem gold_001 addgold; ucnosb3oBanune NoJTy4eHHbIX BHENTHUX JaHHbIE

[TepemeHHBIE MOYKHO KJIACCU(DHUITUPOBATH IO HA3HAYEHHUIO U TI0 THITAM.
[TepemeHHbIE IO HA3HAYCHHUIO OBIBAIOT:

* ['noGanbHbIE

* CrienaJibHbIC

* JlokayibHbBIC

[lepeMeHHEBIC IO THIIAM:

* Short - KopoTkas 1ienouucieHHast.

* Long - /InuHHas nenoYucieHHasl.

* Float - BemmecTBeHHas mepeMeHHas.

* Ref - [lepemennas tuna reference (ccbuika Ha KOMUIO 00BEKTA).

4.4.2 - Tno6anabHble nepeMeHHble (Globals)

I'mobGanbHble IEpEMEHHBIE MOXKET HCIONB30BATh JIF00O0H CKPUNT WM YCIOBUE U OHM HE PUBSI3aHBI HU K KAKOMY OIIPEAEICHHOMY
00BEKTY MIIH KBECTY.

Bb1 MoXeTe co3aBaTh CBOM COOCTBEHHBIE INI00AIbHBIE TIEPEMEHHBIC.

I'nobGanbHble epeMeHHbIe 00BBIAIOTCS B ri1aBHOM MeHI0 Gameplay —P> Globals.

Onucanue cBoiicTs auanorosoro okHa Globals:
EditorID: Mmst nepeMeHHO#1. 3ape3epBUPOBAHHBIC CUMBOIIBI ( «_», «+», «—», ¥ T.JI.) U IPOOEIBI HCIOIH30BATH HEIb3S.



Variable Type: Tun nepemenHo# Short (KOpOTKHi exounciIeHHBIN) 1 Long (JUIMHHBIN EeT0YNCICHHBIN) 10 CYTH OJTHO U TO ke. O6a
THUIIA SIBIISTIOTCS LeiouncieHasiMy. Float — 9T0 BelecTBeHHAs IEpEMEHHAS. BHYTpH MIpbl BCe IEPEMCHHBIC XPaHITCS B BUIEC 32-
OWTHBIX [TEPEMEHHBIX C IIABAIOIICH TOUKOM. TeXHHUECKas pean3alist TAKOro (hopmara mepeMEHHbIX IPUBOIUAT K HETOYHOCTSIM C
OYEHb OOJBIIMMH U OYEHBb MAIBIMH 3HAaUYCHUAMH. (Harpumep, Bee arcia ot 2000000000 mo 2000000064 xpansrtes kak 2000000000).
Value: 3HaueHne nepeMeHHOM 1o ymoadanuio. [lepeMeHHas OyaeT HMETh TaKOE JK€ 3HAYCHKE, KaK M Cpa3y MOCIIe YCTaHOBKH
wiaruHa. [Tociie 3Toro 3HaYeHUE MEPeMEHHON OyIeT XpaHUThCS B (aiiliec COXpaHSHHOW UTpPHI.

4.4.3 - TlepeueHb ria100aabHBIX NepeMeHHBIX O0IMBHOHA
31ech NIpUBEICHBI BCE TTI00aJIbHBIC IIEPEMEHHBIC, KOTOPBIE HCIIOJIB3YIOTCS B UTPE.

I'nobGansHble nepemenHsle, oOpadaTeiBaeMble Oblivion.exe:

GameDay - Bo3Bpamaet BHyTpHHTPOBOI 1€Hb.

GameDaysPassed - Bo3Bpamaet konmn4ecTBo AHEH, MPOIIEAIINX ¢ HaYala UrPEL.
GameHour - Bo3Bparaercss BHyTpUHUTPOBOM 4ac

GameMonth - Bo3Bpariaer BHyTpu UTPOBO MeCSI]

GameYear - Bo3Bpaimaer BHyTpHUTPOBOM TO

Timescale - OTHOIIEHHE UTPOBOI MUHYTBI K MUHYTE PEaIbHOTO BpeMeHH (110 ymomd. — 30)

I'moGanpHBIC TIEpEeMEHHBIC, 00pabaThIBACMBIC B CKPUIITAX U JHAJTIOTaX:
CrimeForceJail

EmfridBittneld

Fame

FameAkatosh

FameArkay

FameDibella

FamelJulianos

FameKynareth

FameMara

FameStendarr
FameTiberSeptim

HasGrace
HighwaymanGotMoney
KvatchDestroyed
MQO5RavenPlace
MQEndDayWeek
MSO05InProgress
MS22DealGold
MS22RewardGold
MS38LastContact
OblivionCrisis

PCVampire:

CoxpaHseT CTaJHI0 BaMITUpU3Ma UrpoKa. Bo3MoKHbIC 3HAUCHUS:
0: He Bamnup (110 yMOJI9aHUIO)
1-4: Craguu BaMnupusma.

-1: Irpok BBUICYUIICS OT BAMITUPHU3MA.
Hcmonb3yeTcst B CKPUNTaX UTPHI:
- VampireScript

- MS40PotionEffect
RentAnvilCountsArms
RentAnvilFlowingBowl
RentBorderWatchInn
RentBravilLonelySuitor
RentBravilSilverHome
RentBrinaCross

R entBrumalerallView
RentBrumaOlavs
RentCheydinhalBridgeInn
RentCheydinhalNewlandsLodge
RentChorrolGreyMare
RentChorrolOakandCr osier
RentDrunkenDragon
RentFaregyl

RentGottshawlnn
RentHackdirtMoslinsInn
RentICAllSaintsInn
RentICBloatedFloat

RentIC KingandQueen
RentICLuthorBroad



RentICMerchantsInn
RentICTiberSeptimHotel
RentlllOmen
RentImperialBridge
RentLeyawiinFiveCl aws
RentLeyawiinThreeSisters
RentNewlandsLodge
RentRoxeyInn
RentSkingradTwoSistersLodge
RentSkingradWestWeladInn
RentWawne tInn

Sleep

TGPayoffCrimeGold
TGPriceAttack
TGPricePerKill
TGPriceSteal
UmbacannoCount

4.4.4 - Cnennansnble nepemMennsle (Special variables)

CrienpaibHble EPEMEHHbBIE MOTYT OTHOCHTBCSI KaK K TI100aJIbHBIM, TaK U K JIOKAIBHBIM.
HexoTopsie rio0ansHble IepeMeHHbIE 3a1aHbl C CAMOT'0 Havyalla M UX 3HaueHHsl OOHOBIISIET caMa Hrpa.
B Tabnune npuBeneHB! TakKue BUIBI IIIO0ATBHBIX IEPEMEHHBIX:

CODE

Tun HaumenoBanme OmnucaHue

float GameYear Tekymwmii rox

float GameMonth Tekymuit Mecsi

float GameDay Tekymuii neHp

float GameHour Texymuit uac (0-24 yacos)

float TimeScale CkoybKO MMHYT UTPBI IPOXOJUT 33 OJHY MUHYTY PEalbHOTO BPEMEHU
float GameDaysPassed Komn-Bo gHei, mpouenmmx ¢ Hauanaa Urpsl

CODE

3nauenne GameMonth | Hasanue mecsma | Onmcanune
VYrpenneti 3Be3161  Koin-Bo mHett kak B stHBape (31)
Bocxoma Komn-Bo greit kak B deBpaiie (28)
ITepBonBera Koi-Bo nueit kak B Mapte (31)

Hoxns Komn-Bo areit kak B anpede (30)

Cesa Koun-Bo gueti kak B Mae (31)

Cepenunnl ['ona Kon-Bo nueit kak B utone (30)
ConnueBopora Kon-Bo qHeil kak B utose (31)
VYpoxas Kon-Bo gueii kak B aBrycte (31)

Orus Koun-Bo nHeil kak B centsaope (30)

Moposa Kon-Bo nueit kak B okTsi0pe (31)

10 3akara Kox-Bo mHeii kak B HosOpe (30)

11 Beuepneii 3Be3np1  Komn-Bo aHeit kak B gexadpe (31)

O 0NN W —O

EcTp Taxke OKanbHBIE IEPEMEHHBIC C OCOOBIMH (DYHKITHSIMH:

CODE
Tun ckpunra | Tun mepem | Umsa | Onmcanne

Kgecr float QuestDelayTime Ompeznensert, kak 10aro (B pealbHbIX CEKYHIaX) Urpa OyAeT XKIaTh MEXKIy ABYMsI UCTIOJTHEHUSIMU
kBecToBOTO ckpunra. [lo ymomuanuio, koraa fQuestDelayTime yctanoBnena B 0, 3To 3HadeHHe cocTaBiisieT S cek. Ecnu 3anaTh oueHb

Masioe 3Hadenue, Hanpumep, 0.01, To KBeCTOBBIH CKPUNT OYJIET UCHOIHATHCS B KXKIOM (peiiMe.

OO0bekr (oBymka) float fTrapDamage KonnuecTBo noBpexaeHu, KOTOPbIE HAHOCSATCS KaXKAbIH pa3, KOT/a JIOBYIIKA

BO3/ICICTBYET Ha aKTepa.

Oo6wexr (oBymka) float fTrapPushBack KommdecTBo ymapHO# CHITEl, KOTOpas MpUMeHSETCs K akTepy. JlomkHa OBITE B

muanazone ot 0 mo 1000.

Oo6wexT (oBymka) float TrapMinVelocity MuHHMaIbHAS CKOPOCTH, C KOTOPOI JIOBYIIKA JOJDKHA JBUTATHCS OTHOCHTEIBEHO

UTpoKa, 4ToObl HaHeCTH noBpexaeHus. 3Hauenue B BSUnits (128 = 6 ¢yros).

O06nbekr (oBymka) float bTrapContinuous 0 = HaHOCHTH MOBpEXAEHUS TONBKO IIPH IIEPBOM KOHTAKTE C JIOBYHIKOH. 1 =

IlocTosTHHO HAHOCUTH IMOBPECIKACHUS, ITIOKA KOHTAKT C J'IOByIHKOﬁ COXpaHACTCH.

4.4.5 Tunsl nepeMeHHBIX



EcTh HECKOIBKO THIIOB IEPEMEHHBIX. X 0TS BBl MOXKeTe OOBSIBUTH IEpEMEHHYI0, Kak short mnu long, pe3ynpTar OyneT OAMHAKOBBIM,
€CJIM BBl HE BEIXOIUTE U3 AMAIIa30HA.

short - KopoTkast memouucieHnas
Jlnamazon: ot -32768 mo 32767
ITpumep: short varNameShort

long - InunHas uenourcacHHas
Jnanazon: ot -2 147 483 648 no 2 147 483 647
ITpumep: long varNameLong

float - BemecTBeHHas mepeMeHHAst

Jnamazon: ot -3.402823x10738 mo -1.175494x107-38,
O wu ot 1.175494%x107-38 no 3.402823x10"38
(TOYHOCTB 110 7 3HAKOB)

ITpumep: float varNameFloat

ref - CcbuIKa Ha KOIIHUIO 00BbEKTA
Junamazon: 32-6utHeii kox FormID
ITpumep: ref varNameRef

4.4.6 LlesounciaeHnble KOpoTkue nmepeMennsnlie (Variable types: shortint)
KopoTkue nenounciienHsie nepeMennsle (short) — 3To meaoducieHHsIi GopMart nepeMeHHbIX, UCTIOb3yIomui 16 6ut. Camblit
cTapmuit OUT — 3TO 3HAK, IOATOMY THAIIa30H 3HAYCHHUH TIepeMeHHOH oT -2715 (-32768) no (2*°15)-1 (32767).

4.4.7 LenouucjeHHble JJIMHHBIE epeMeHHbIe (Variable types: longint)

JlnnHHBIe IeToYncIeHHBIe IepeMeHHbIe (long) — 3To 1emoYnCIIeHHbBIH (popMaT MepeMeHHBIX, UCTIONB3YIomuil 32 Oura.

Cawmplii cTapmvii OUT — 3TO 3HAK, TOITOMY JHAMAa30H 3HAYEHUH mepeMeHHon oT -2/31 (-2147483648) no (2°31)-1 (2147483647).
Korpa BbI ncronb3yere long-nepeMeHHYO B CKPHIITES, HET HUKAKUX OTPAHUYCHUH, HO €CJIH 3TO MI00aIbHAs ICPEMCHHAs, OHA
xpaHutcs kak float ¥ MOTYT BO3HUKHYTH IIPOOJIEMBI C TOYHOCTBIO PH KPAHHUX 3HAYCHHUSIX.

4.4.8 BemecTBeHHbIE IEPeMEHHBIE
(Variable types: floating point)

Nudopmanms nz WIKI:

BerectBennsie niepemennsie (float) - 3To popmar dnces, B KOTOPOM MOXKHO XPaHUTh U OU€Hb OOJIbILINE, K OYCHb MAJIbIe 3HAUCHUSI.
Jnamazon cocrasiseT ot 1.18E-38 no 3.40E38.

OpHako 3T0T opMaT He BCET/Aa SIBISICTCS JIYUIIHM BHIOOPOM, TIOTOMY YTO TEXHUYECKas pean3alus 3Toro popMarta NpUBOAUT K
HEKOTOPBIM HETOYHOCTSIM (Hampumep, Bce gucia ot 2 000 000 000 mo 2 000 000 064 xpansTcs kak 2 000 000 000).

[Mouemy 310 MpoucxoaUT?

B peanbHOI )XKU3HU BEUIECTBEHHbBIE YnCla MMEIOT ocHOoBaHUe 10. KoMIbloTep UCTIONIB3YET OCHOBAHHKE 2, UTO JCTACT BCE HECKOJIBKO
CJIOKHEE, HO, TIO CYTH, OCTACTCsI MIPEHKHUM, TIOITOMY JIJIsl 00BSICHCHHUI MBI Oy/IeM HCIIOJIb30BaTh ocHOBaHue 10.

B mikone HaC y4miH Kak 3aluCchIBaTh OOJIBIINE YUCIIA, UCIOIB3Ys YKCIIOHCHTY, YTOOBI SKOHOMHUTh MECTO H YIy4IIaTh YUTAEMOCTH: "1
000 000 000" - To xe camoe, uto u " 1079 ", a "1 234 000 000" — 310 " 1,234 * 109 " mm " 1,234E9 ". Takxe ¥ ¢ MaJILIMH YUCJIAMU:
" 0,000001234 " - 310 "1,234E-6"

Korpa nivHa nepBoro uncna (MaHTHUCChI) OFpaHU4eHa, 04eHb OOJIbIINE U OYCHb MaJlble unciia oope3atTcs. OOIHBHOH UCTIONb3YET
OKOJIO 7 3HAKOB JJIsl MAHTUCCHI:

1.0000000E9 = 1 000 000 000

1.0000001E9 =1 000 000 100

Takum 06pazom, Helb3s 0ToOpaxkaTh ynciaa Mexay 1 000 000 000 u 1 000 000 100 motomy, 4TO OHU TPEOYIOT 9 3HAKOB, a
COXPAaHSACTCS TOJIBKO MEPBhIC CEMb.

ITpum. Garin:

Ha camoMm jnene npuBeeHHbIE IPUMEPHI HE COBCEM TOUHBI. CMOTPETh Ha/l0 ABOMYHBII KO B paiioHe 7-MU JIECATHYHBIX Pa3ps/oB -
9TO YHCJIO JOJDKHO OBITH KPaTHO ABOMYHOMY KOxy. Hy)KHO JOMOTHUTENBHO OIKCIIEPUMEHTUPOBATD, YTOOBI OTIPENIEIIUTh TOYHO 3TO
quciio. OpUESHTHPOBOYHO 24 TBOWYHBIX pa3psla.

Hampumep, aucay 10 000 000 cooTBeTcTBYeT ABOMYHBIN 24-Xpa3psanbiid koa 1001 1000 1000 1011 0100 0000.

JBonunsIi 24-xpazpsaasiii ko 1000 0000 0000 0000 0000 0000 cooTBeTcTBYeT AecaTuaHOMY 8388608 mu 8.388608E6.
MakcuManbHOe 9UCo IS 24 pas3psaoB — 310 16 777 215. Bot TyT 1 Hamo 1oBUTh. Bee, 4To 00sbIe, B MIIAIIINX pa3psaax
MaHTHUCCBHI 0Ope3aeTcs.

To e camoe 051710 B TES3. Tam mymmHHBIE 32-pa3psaHble TBOWYHBIE YHCIA B TII00ATBHBIX IEPEMEHHBIX "00pe3aucs” 1o 24-x
Pas3psaoB, a BOT B JIOKAJIBHBIX [I0OYEMY-TO paboTaiu.

JlaBaiiTe paccyxaath Jorniecku. Jlomyctum, BeleCTBEHHOE YMCII0 3aHnMaeT 4 Oaiita min 32 nBonyHbIX paspsaa. 13 Hux 3 Gaiita
OTBE/ICHBI HA MAaHTHCCY, a 1 OalT - Ha cTeneHsb. 3 OailiTa MaHTUCCHI - 3TO 24 IBOMYHBIX pa3psija. 1 OGalT Ha cTeneHb - 3To 255, HO B
urpe - Tonbsko (- 38...+38).

He crout 3a0bI1BaTh Takke, 4YTO CTApIIUK pa3psi OTAAH AJI 3HAKA.

4.4.9 Tlepemennsle 1ist xpaneHusi konuii (Reference variable)



Kak u apyrue nepeMeHHbIC, ICPEMEHHBIC IS XpaHeHHsI Komuit (ref) omKHBI OBITh OOBSIBIICHBI 10 MX MCIIOJIb30BAHMS:
CODE
ref refVarName

HX MO>KHO HCIIOIB30BaTh BO BCEX (PYHKIMAX, KOTOPBIE paboTalOT ¢ KomusAMu o0bekTa. HemHnnmanmsnposanHble ref mepemeHHbIe
yKa3bIBaIOT HAa CaM O0OBEKT, B CKPHUIITE KOTOPOTO OHM ObLIIM OOBSIBIEHBI; B OCTAJILHBIX CIIy4asX OHU CChUIAIOTCS HA yKa3aHHbIH
00BEKT.

Ref-nepemennas, 00bEKT KOTOPOI HE HAXOJUTCS B NaMATH (HapUMep, CTaTHYECKUil 00BbEKT, KOTa UrPOK BBILIEI U3 STYEHKH, TJe OH
HaXOJUTCS) CUUTACTCS HEMHULINAIU3UPOBAHHBIM.

Bb1 MoeTe puCcBOUTE 3HaueHue ref-nepemeHHoON, nCnob3ys KoMaHty set. OOBIMHO JUIst 3TOTO BBl OyAETe NCIOJIB30BaTh (PYHKIUIO,
Bo3Bpamaromyto formID. Hampumep:

CODE

set myRef to GetContainer

MoskHO 3a1aBaTh 3HAUYEHUS IEPEMEHHBIX, OOBSIBICHHBIX HA APYTOM O0BEKTE:
CODE
set BobRef.myRef to GetSelf

HpOBepKa TOT'0, YTO NEPEMCHHAsA HC MTHUIIUAJIU3UPOBAHA!
CODE
if myReferenceVariable ==

YroObl MPOBEPUTH, MHUIIMATU3UPOBAHA JIN IEPEMEHHASL:
CODE
if myReferenceVariable != 0

UT0oOBI IPOBEPHUTH, YKA3BIBACT JIM TIEPEMEHHAS Ha IPYTYIO KOO (HAIpUMeEp, Ha HTPOKa):
CODE
if myReferenceVariable == player

UJIU JIPYIYIO KOIHIO:
CODE
if myReferenceVariable != player

ITpumep:
CODE
scn TheMastersSword  ; KT0 oeHeT, MOJYYHT +50 K HaBBIKY ''Meun'

ref UserRef

begin OnEquip

set UserRef to GetContainer
UserRef.Modactorvalue blade 50
end

begin OnUnEquip

set UserRef to GetContainer
UserRef.Modactorvalue blade -50
end

[ToMHHTE, YTO CCHUIKY Ha HEMIOCTOSIHHBIC ITPEIMETHI HEJOCTYITHBI, KOT1a OOBEKT HE HAaXOJUTCS B MaMATH (Hanpumep, B Ipyrou
siueiike). To jxe camoe OTHOCUTCS K MpeaMeTaM, HaxoAsSImuMcs B KoHTelHepe. [lonbITka 1ocTyna K HeIOCTYIHBIM NEPEMEHHbBIM
MOJET HE MMETb HUKAaKOro 3 (eKra, a MOKET IPUBECTH K BbUIeTy. B CS ecTh MeXxaHU3MBI, HE TIO3BOJISIOLIME IIPSIMO 3alpalivBaTh
JIOCTYI K NOAOOHBIM 00BEKTaM, HO BBl MOXKETE O0OMTH HX C MOMOLIBIO ref-nepeMeHHbIX.

Jlenaiite 3T0 Ha CBOM CTpax U pHUCK...

5. Bam BTOpOIi CKpUNT
Mp1 BEITFOUHITH 3T0 pyKoBocTBO 13 WIKI moHOCThI0. OHO CONEPIKUT yIKE U3BECTHBIE BAM OCHOBBI CKPHUIITHHTA, HO MBI COUJIH, YTO
9TO Ja)Ke XOPOIIIO, TIOCKOIBKY «ITOBTOPEHHUE - MaTh YUCHHUS».

5.1 Beenenue

VYuednux WIKI "Moii nepBblii CKpUNT' XOPOLI AJIsl [IEPBOT0 O3HAKOMJICHHSI CO CKPHUIITAMH, HO OH HE PAaCKpBIBAET B ITOJHOM 00beMe
BCEX BO3MOXKHOCTEH CKpUIITOBOTrO s13bika Oblivion. OTo mpekpacHoe BBeJEHHE AN T€X, KTO HUKOT/a PaHbIIIe HE UMe Jefa ¢
IPOrpaMMHpPOBaHUEM WM CKPUIITAMH, HO MOJIMeHKepaM OyJeT 1mosie3eH U Oosee yriayOaeHHbIH yueOHHK IS TalTbHEHIIEero
H3y4eHHs] 3TOr0 3aMeUaTeIbHOrO pecypcea.



JlaHHBI y9eOHUK B OCHOBHOM ObLT ajantupoBan u3 "PykoBojctBa GhanBuriGhan’a mo ckpurnitam Morrowind juist yaitHUKOB"
(GhanBuriGhan's excellent Morrowind Scripting for Dummies); Tak 4to aBTopckue npasa npuHaiexxat GhanBuriGhan 3a
MIPOJICTAHHYIO UM (PaHTACTUIECKYIO pa0OTy HaJl OPUTHHAJIOM.

DTOT y4eOHUK JOJHKEH MOCITYKUTh OOJiee TIOTHBIM BBEICHHEM B CKpHIITHI st Oblivion, ueM "Moii mepBbIif CKpUNT', U paCCYUTAH Ha
TO, YTO YUTATEJNb yIKE 3HAKOM C 3THM PYKOBOJACTBOM. ECIIM BBI HE MOHSJIM €r0 OCHOBHBIC IPUHIIMITBL, TO JaHHBIA YIYCOHHK MOXKET
0Ka3aTbCs JUI Bac CIMIIKOM CIOXHBIM. Ho ecinu ¢ "Moum nepBbIM CKpUIITOM" y Bac BCE B MOPSJIKE, TOTAa HAYMHaeM !

5.2 Conep:xanne

5.3. Undopmanus o Hanucanuu ckpuntos B Oblivion
* Yro Takoe CKkpunT?

* Yro MOTYT CKPUITHI?

* UYero He MOT'YT CKPUIITHI

5.4. YuyeOHUK CKPUNITOB: 10 HANMCAHUS KO/1a

* Hauyunaem!

* CkpunTOBOE OKHO

* Yro Mbl XOTUM?

* Hanucanue ckpurra

5.5. Y4eOHUK CKpPUNITOB: NEePBbIe CTPOKH

Ha3zbeiBaem ckpurit

* Oyukuuu "Begin" u "End"

* Briaga TEKCTOBOTO COOOIIEHHUS M OJYICHNE OTBETA OT UTPOKA
» Kaxk BBITIONHSIOTCS 0OBEKTHBIE CKPUIITHI

5.6. YueOHUK CKPpUNITOB: MEPBBIii TeCT

* CoxpaHeHHEe U MMOATOTOBKA MOTUPUKALINN

* BrImosHeHNE CKPHIITA B UTPe

5.7. Y4eOHUK CKPUNTOB: BLIOOP UTPOKA, OIIUOKH M MCTIPABJIEHHS
* BrIOOp UrpOKOM BapHaHTa OTBETa

* IlepBbic OMIMOKK U HCIIPABICHHUS

5.8. Y4eOHUK CKPUNTOB: 100aBJIsieM JOBYIIKY

5.9. Kak y3natb 0oJjib1e

5.10. ITocnexnue cTpokn

5.3 Uudopmanust o Hanucanuu ckpuntos B Oblivion

Urto Takoe cKpumT?

CKpunTh — 3T0 6a30BBIe KYCOUYKH KO/, HAIIMCAHHBIC HA CTIIEHAIEHOM CKPHIITOBOM SI3BIKE (anee - ckpuntsl TES). DT ManeHbpKue
"mporpamMmbl” OyIyT paboTaTh BO BpEMs UTPBI 1 MOTYT BBITIONHATH ONPENCICHHbBIE BEIIH, JCHCTBUTEILHO MHOTO BEIIEH: COOBITHS Ha
TPHUITEpax, KOHTPOJIb BPEMEHH U MECTa, UCUE3HOBEHNUE TIPEIMETOB U CYIIECTB, MOSBICHUE WIIN IBWKCHUE, BBIIada COOOIICHHI
UTPOKY, U3MEHEHHE MapaMETPOB U JakKe N3MEHEHHE MOT0/Ibl — BO3MOXKHOCTH MIPOCTO HEBEPOSITHHI.

CkpuntoBsiii si361k TES yHukanen, Ho oH He MoskeT ObITh ucnonb3oBaH BHE TES Construction Set. Kak cKprNTOBBIH SI3BIK OH HMEET
HEKOTOpbIE OTPAHUUEHUS], B OTIMYHNE OT "HACTOAMMX ' A3BIKOB IPOrpaMMUpoBaHusl, Hanpumep C++:

O6nactb npumenenus ckpunroB TES orpannuena; He HaJ0 jKAaTh, YTO MOXKHO 3alIpOTrPaMMHUPOBATH YTO-TO, TAK HJIM MHAYE HE
BKJIIOUYCHHOE B UTPY. DTO COBCEM HE 03HAYAET, YTO Bbl HE CMOXKETE IOCTHYb HOBBIX M HEOOBIYHBIX pe3ynbTaroB! Ho BEI He cMoxeTe
ncnonb30BaTh ckpuntel TES, Hanpumep, U IpOTpaMMHUPOBAHUS TEKCTOBOTO MPOIEccopa.

Cxpuntsl TES me noxoxu Ha SDK (koMIUTeKT pa3paboTKi MporpaMMHOTO oOecriedeH s — COKp. ¢ aHriL. software development kit),
KOTOPBII IEHCTBUTENFHO TIO3BOJISIET pab0OTaTh M M3MEHATH HCXOIHBIE KOIBI HIPhl. BOT modemMy BB HE CMOKETE HCIIOIb30BaTh
ckpuntel TES, Hanpumep, st 100aBICHNUS HOBBIX TIOTOIHBIX 3G ¢ ekToB. OHH MPOMUCAHBI B IPYTOM MECTE M HY>KHO 00JIa/IaTh
JIOTIONTHUTENHHBIMY 3HAHUSAMH, YTOOBI CAETATH 3TO.

JIaHHBII S3BIK HHTEPIIPETUPYEMBIH, 2 HE KOMITMIIHPYEMBIH — KOy JUIs1 paboThl HY>KHA OTIENIbHAS MporpaMMa (B JaHHOM ClTydae
Oblivion.exe), B OTIMYKE OT KOMITMJIMPOBAHHOTO KOJIa, KOTOPBIN MOXKET pab0TaTh caM Mo cede, KakK .eXe-IPUII0KEHHE.

TES ckpuntsl He 3aBUCAT OT PErucTpa. JTO 03Ha4YaeT, 4To Komanaa "player.getpos z" Oyzner paboTaTb TOUHO TaK e Kak U
"Player.GetPos z" min "P1AyEr.GeTpOs Z", nim no0oii Apyroil BO3MOKHBIH BapuaHT. MHOTrHMe (Kak U aBTOp) UCIIOIB3YIOT BTOPOI
BapuUaHT, T.K. OH Han0oJiee NOHATEH; MHOXECTBO JIPYTHUX JIIOAEH HCIIOJIB3YIOT IIEPBbI BapUaHT, T.K. IPOLIE HCaTh, UCIONIbB3Ys OJUH
peructp. EnMHCTBEHHO perucTp MMeeT 3HaueHne, KOrAa Bbl XOTUTE HareyaTraTh COOOIIEeHNE, BEIBOJMMOE Ha 9KPaH: HO Ja)Ke TaM BCe
3aBUCHT OT SI3bIKA M OT LIETTH COOOIIEHWSI, PETHCTP MOXKET OBITh JTFOO0H.

UT0 MOTYT CKpUTITHI?

Cxkpuntel B Oblivion — ¢rmoco0, ¢ MOMOIIBI0 KOTOPOTO UIpa JUHAMHYECKH PEarupyeT Ha TO, YTO JeNIaeT HTPOK B HTPOBOM MHpe. Bbl
MOJKETE HCII0JIb30BATh CKPHIITHI VISl CO3AaHMs KOMIUIEKCHBIX KBECTOB. BBl MOKETE HCIOIB30BaTh CKPHUIITHI TS CO3JAHUSA OCOOBIX
MIPEAMETOB, KOTOPBIE OYAYT BBINOIHATH JEHCTBHS, HEBO3MOKHBIE JJIs1 OOBITHOTO 3a4apoBaHusl. BbI MOXeTe NCTIOIB30BATh CKPUMTEI
JUIS CO3/laHUs JIOBYILEK. Bl MoeTe UCTIONb30BaTh CKPUNTHI i u3MeHeHus noseaeHus NPC unu cymects. [loMHuTe co3nanue
nepconaxa B Oblivion? OHO KOHTPOIUPYETCSI MHOKECTBOM CKpUNTOB. BrinonHenne kBecToB? OHU Takyke YIPaBISAIOTCS CKPUIITAMHU.
Tak 4To ecnu KOPOTKO OTBETUTH HA 3TOT BOIPOC: MHOTO.

UYero HE MOTYT CKPHIITHI



CxpunrtoBsii 361K TES orpaHmdeH B CBOMX BO3MOXKHOCTSIX — B HEM OOJIBIIIOE KOIMIECTBO (PYHKITHIA, KOTOPBIE BBl MOYKETE
HCTIOB30BaTh, HO HHOT/Ia BO3MOXHBIC BaPHAHTHI MCIIOJIE30BAaHIS OYAYyT HE BCE, KOTOPHIX OBl BAM XOTEIHUCh. B OONBIIMHCTBE CIyYacB
OTIBITHBIE CKPHUIITOJIOTH CMOTYT HAWTH CTICIIU(HKY IJIST OYCBUIHBIX OTPAHUICHUH, HO HE CTOUT OXHUIATh yyaa. MHOTHe BeIn
3aIpOrpaMMHPOBAHBI M CKPUITHI HA HUX BIUSHIS HE OKa3bIBAIOT, & €CIIM U OKA3hIBAIOT, TO JIMIIH KOCBEHHO.

5.4 Y4eOHHK CKPHUIITOB: 10 HANMMCAHUA KO/A.

Ecnu BBl HOBHYOK B CKpHUIITax ¥ B IPOrpaMMHUPOBAaHUH pa30UpaeTech JIHUIIb B OOLINX YepTax, AaXKe €CIH y)Ke 03HAKOMHUIIUCH C
yueOHHKOM "Moii IepBbIi CKpUNT", yriy0JeHHOE CKPUIITOHAIIMCAHNE C UCIIOJIb30BaHueM cKpuntoB TES MokeT HEeMHOTO HamyraTh.
Bot nouemy 3z1ech npeacTaBieH pa3BepHYTHIN YUeOHUK, KOTOPBIN MOCTENIEHHO MOBEIET BAaC K CO3JaHUI0 OoJiee CI0KHOTO CKPHIITA.
[To Mepe n3y4eHust BBl HOIYYUTE OOBSICHEHHS OCHOBHBIX DJIEMEHTOB CKPHUIITOBOT'O si3bIKa. Bam BeTpersarcst pasHooOpas3HbIe
MOSICHEHUSI, HO KIIIOUEBBbIC MHCTPYKIMK M BakHast nH(opMauus OyayT BbIIEICHBI )KUPHBIM IPUPTOM.

Haunnaem!
Hauwmnaem MBI ¢ oTKpBITHS penakTopa ckpuntoB: 3amyctute TES Construction Set, otkpoiite Oblivion.esm, 3atrem Beioepute Edit
Scripts B meHIo Gameplay, 9TOOBI OTKPBITE OKHO pEAaKTHPOBAHIS CKPHIITOB.

OKHO pelaKTUPOBAHUS CKPUIITOB

OTKpBITh OKHO pelaKTopa CKPHUIITOB MOXKHO HECKOJILKMMU criocobamu: BeiOpaB Gameplay —> Edit Scripts; HaxxaTieM Ha KHONIKY
penakTopa CKpUNTOB (KapaHJalll) B IPaBOM BEpXHEM YIITy NAaHEIU UHCTPYMEHTOB; uiu B MeH0 Object wnu NPC, akTuBupoBas
KHOIIKY [...], pacloyo>keHHYO 3a PeJaKTUPYEMBbIM T0JIEM C HA3BaHUEM CKPHIITA.

JlaBaiiTe IOCMOTPHM Ha KHOIIKH, PACIIOJIOKEHHBIE Ha MAaHEIH HHCTPYMEHTOB, ClIeBa HAIIPaBo:

OTKpBITH - TI03BOJISICT BEIOPATH CKPHIIT ISl PEIaKTHPOBAHHS.

CoXpaHHTH - IPOBEPSAET TEKYIINI CKPUNT U KOMITIIIMPYET €ro W BBIaeT coodmeHus 06 ommokax. [Ipumedanue: B 3To BpeMs
peaTbHOTO COXpaHeHU IIaruHa Ha TUCK HE MpoucxoauT. [Ipn Hammcanny OONBIINX CKPUIITOB ITOCIIE COXPAHEHUS CKPUIITA BBI
JIOJDKHBI TIEPUOAMYECKH UCIIOJIb30BaTh KOMaHAY "coOXpaHuTh maru" B rmaBHoM okHe TES CS, Ha cnyyalt "magenus” KOHCTPYKTOpA.
Taxoke eciii pu pelakKTUPOBAHUK CKPHUIITA BBI BAPYT HAXKMETE "COXPAHMUTh TUIaruH", U3MEHEHHS B CKPHUIITE NP 3TOM coxpaHeHsl HE
OynyT. CHadasa BBl JOJDKHBI COXPAHUTh BPYYHYIO CaM CKPHIT. Takxke, eCIIU MPOCTO 3aKPBITh CKPUIITOBOE OKHO, 3TO HE 3HAYHT, YTO
CKPHIT COXPaHUTCS. BBl TOIDKHBI 103a00THTHCS O €r0 COXPaHSHUHU CaMH.

Crpenku Briepen n Hazan oTkpbIBaroT ciieytomuii WK IpeIbIayIUi CKPUIT COOTBETCTBEHHO (B andaBUTHOM ropsizike). Eciu Bbl
NIPUCBOMTE CBOMM CKpHITaM o0Iee 0003HaueHHE B Hayalle MX Ha3BaHUH, TO 3TO OOJETYUT Mepexo]] MEXy CKPUIITAMU U UX ITOHUCK B
Baiem npoekre. Harpumep, Moii iceBnonnm - Grundulum, ¥ OH CTOUT B HayaJie Ka)x10ro MOEro CKpUITa
"GR_ShortReferencetoProject_", a nocieayronye 18e Uin TpU OYKBbI 00pa3ytoT ab0peBuarypy Aiisi KOHKPETHOTO MOJIa; 9TO
3aCTaBHUT BCE CKPUNTHI, HAJ KOTOPBIMH BEI paboTaeTe, pacloI0KHUTECS aKKypaTHO U 1O TOPSIIKY.

CKOMIIITUPOBATH BCE — MEPEKOMITHIIUPYET BCE CKPUNITHI (171 4ero 370 HyxHO0? Hu s1, Hn GhanBuriGhan ne 3Haem). 3To Takxke
00aBUT Kakaplid ckpunt 13 Oblivion B Bamr MoOJ - TAKMM 00pa30M BBI OIYIHTE IBYXMETA0aUTHBIHN esp-(aiii, KOHPIUKTYIOIIHi
MIPAKTUIECKH CO BCEM, C YE€M TOJIBKO MOXKHO. VICTIONB3yHTe 3TO KHOIIKY OCTOPOKHO.

W, nakonerr, KHOTIKa Y TalIUTh — yIaJSIeT CKPUIIT, a MocIeAHs s KHomka "CTpenka BHU3" 3aKphIBa€T CKPUIITOBOE OKHO.

B mpaBom BepxHEM yTITy IMaHEIN HHCTPYMEHTOB MOYKHO HAHTH HUCTIAJAIONINK CITUCOK 1o HazBaHueM Tun Ckpwurnra. J[aHHbIH 010K
MI03BOJISIET BBIOPATh OAMH M3 TPEX TUIIOB CKPUIITOB, 110/ KOTOPBIH noanazaet Bam ckpunt: OobvexT, KBect i Marudyeckuit

D dexr. [Togpoduee 06 3TOM 1M03KE, HO B paMKax BBeeHHs - OOBEKTHBIE CKPHIITHI — 9TO CKPHIITHI, IPUBS3aHHBIE K 00BEKTaM
UTPOBOT0O MHpa (TaKxe, kKak 1 k npeameram nin NPC), KBecToBbIe CKPUIITBI — CKPHIITHI, KOHTPOJIMPYIOLIHME BBIITOJIHEHUE KBECTOB
(kak reHepanys MepcoHaxa), 1 Marudeckue CKpHIIThl — CKPHIITHI, KOHTPOJIHUPYIOIINE Bce 0COOble Marnyeckue 3¢ GeKTs! (B
0COOCHHOCTH, CKpUNTOBBIE 3P (EKTHI).

Yrto MBI X0THM?
Ilepen TeMm, KaK MbI TPUCTYITUM K HAITUCAHUIO HAIIETO YUCOHOTO CKPHUIITA, MBI CHAYajIa JOJUKHBI PEIINTE, YTO MBI XOTHM, YTOOBI OH
nenain!

Jlst aTOTO YaeOHMKA MBI COOMpaeMCsi CO31aTh:

[kad ¢ 3araakoii: mkad 3aragpiBacT 3arajiky 1 OTKPbIBAETCS TOJIBKO B Cliydae MPaBHIbHOTO OTBeTa. Eciu Urpok orsevyaer
HETNPABWILHO — cpabaThIBACT JOBYIIKA M PAHUT UTPOKA, a KA 0CTaeTCs 3aKPBITHIM.

DTO OBOJILHO CJIOKHOE 33J]aHKe, HO MBI OyJIeM BBITIOJHATH €ro IIar 3a IIaroM U B KOHIIE CTAHET OYEBHIIHO, YTO HE BCE TaK CTPAIIHO.

Hanucanue ckpunra
[Tocne OTKPBITHSI CKPUIITOBOTO OKHA, HAXXMUTE Script -> New.... Bol nomkubl 3ametnts, uto Trun Ckpunra — "OObekT", 4TO HaM Kak
pa3 u HyHO. HakMuTe B TTTaBHOM OKHE, KOTOPOE M3 CEPOT0 TEMeph CTano OenbIM. 31eCh BBl OyJeTe MUCATh CKPHIIT.

5.5 Y4eOHMK CKPUTITOB: TlepBbIe CTPOKM.

HaspiBaem ckpunt

CHavaja MBI JOJDKHBI Ha3BaTh CKPUNT. KaXkapIil CKpUIT NOJKEH HAYMHATHCS C €ro Ha3BaHUs. B okHe pemakTopa, moXamyicTa,
HaleyaTanre

CODE
ScriptName RiddleChestScript

OTMCTLTG, YTO HU HpO6€J’IOB, HHU HO,H‘IepKI/IBaHI/Iﬁ B Ha3BaHMH HeT. Ha3panue CKpuIITa JOJIPKHO COCTOATH U3 OAHOT'O CJIOBA, TaK 4YTO
HCIIOJIB30BATh l'IpO6eJ'II)I Helnb3s. Taxke Oblivion UTHOPHUPYET NOAYCPKUBAHUC B aJ'I(l)aBI/ITHOM CITUCKE CKPHUIITOB; BbI MOKETC



HCTIONB30BaTh MMOAYEPKUBAHUE, YTOOBI CIeNaTh Ha3BaHNE 00JIee OHATHBIM I ce0s, HO BB HE YBHAUTE €r0, KOTIA IT03)Ke OTKpOeTe
ckpunt. (omosauTtenpaast nHGopmarnwms: Oblivion momyckaeT Tak Ha3bpiBaeMbli 2 ekt HamoxeHus B ckpunrax TES. Oto koraa Bel
3aMeHseTe OJHOEe UMl KOMaHBI €T0 COKpaIieHHoH Bepcueit. st mpumepa: "ScriptName" cranoButcs "scn", win
"ForceActorValue" cranoButcst "ForceAV". Msl He OyeM UCTONB30BaTh dGGEKT HATOKESHHS B TAHHOM YIeOHUKE, HO HE
YAUBISITECH, €CIIH YBUINTE IOJOOHOE B IpyTruX ckpumnrax.) [lomanTe, 9to ckpuntsl TES He 9yBCTBHTENBHBI K PETUCTPY; BBl MOTJIN
061 Hanucath "scriptname” wim "ScriptnamE", kak yrozaHo.

[MonpoOyiiTe COXpaHUTh CBOIM CKPHIIT, UCIIOJIB3Ys KHONKY «COXpaHUThb» Ha MaHenu 3a1a4. Hudero o4eBuaHOTO HE CIIyYHTCs, HO
€CJIM BBl HAXKMETE Ha KHONKY «OTKPBITh», TO MOXETE YBUAETh Ha3BaHHUE BAIllEro CKpUNTa B nepedHe ckpuntoB Oblivion.
Haxxmure Ha «X» B BEpXHEM IIPaBOM YIJIy OKHa BEIOOpA CKPUIITOB, YTOOBI 3aKPBITh €r0 U BEPHYTHCS B OKHO PEJaKTHPOBAHUSL.
RiddleChestScript ceituac camblil kopoTkuil ckpunt B Oblivion, HO OH HUYETO He AenaeT. [laBaiiTe 3TO UCIIPaBUM.

Komangsr "Begin" u "End"

Komangst "Begin" u "End" onpenensror Hadano u KOHEI OJIOKOB CKPHIITa — OTAETBHBIX YYaCTKOB KOJa, KOTOpbIe OyayT
BBITIOJTHATRCS TIPH OTIPeIeIeHHBIX yenoBuax. Hanpumep, "Begin GameMode" onpenernsT Hadano BBAaYH TEKCTOBOTO OJIOKa,
KOTOpBIi OYyZIET 3aIycKaThes B KaKA0M (peiiMe 10 TeX Mop, MOKa HIPOK HE OTKPOET MeHI0. [l HaluX 1eel HaM Hy>KeH THI-0JIOK
"OnActivate": OH 3aIyCcTHTCS TOJBKO TOT/A, KOT/ia Haml nikad OyAeT akTHBHPOBaH (YTOMHUTEIBLHO OTBEYATh HA 3araJiKy B KaXKI0M
¢peiimMe nnu Besikuii pa3, kak NPC ymper, 00e 3TUX BapHallii BO3MOKHBI C HCIIOJIb30BaHUEM APYTHX BapUAHTOB THIIOB OJIOKOB
Begin!).

Haxxmure nBa pasza Enter, 4To0bI IepeMecTHTh Kypcop BHU3, H OTPEAAKTUPYHTE CBOM CKPHIIT, YTOOBI OH BBITJISZIEN BOT TakK:

CODE

ScriptName RiddleChestScript

Begin OnActivate
; 31ech MbI HameyaTaeM, 4To CJIYYUTCSH, KOrja mKad GyaeT OTKpbIT
End

Ormsate Haxkmute "Coxpanuth”. CKpUNT BCe ellle HUYeTo He JenaeT, Ho, o KpaliHel Mepe, Tereph Mbl OTPEICITAIN YCIOBUS, TIPH
KOTOPBIX OH OyzeT paboTath. Takke 3eCh HY)KHO OTMETHUTh Mapy Bemiei. [lepBoe - MbI 3aKpBUTH TEKYIIU OJIOK Tepel TeM, KakK
HAaYaJ Il HOBBIH — 3TO HE TaK Ba)KHO, KOTJ[a B CKPHUIITE OJMH OJIOK, HO KaK TOJIBKO CKPHIIT CTAHET 0OJICE CII0KHBIM, HAM MOHAI00ATCS
cocraBHbIe 0J0KH. Bripakasice B 0oiee TexHHUSCKUX TepMuHax — 010ku Begin/End He BKIIafpIBacMEIe.

Bropas Belb, KOTOPYIO HaZI0O OTMETUTH, 3TO TOUKA C 3amsaToi ";" Ha uHUMU 4. Touka ¢ 3amiToi 0TMEUaeT OCTANbHYIO YaCTh CTPOKH
KaK KOMMeHTapuid. Bce HaneyaTaHHOE TIOCIIe TOYKH € 3alsTON Ha 3TOH CTPOKE MPU KOMIMIMPOBAHUH CKPHIITa OyIeT
MIPOUTHOPUPOBaHO. KOMMEHTapHH UCTIONB3YIOTCSI, YTOOBI OOBSICHUTD KOJI, 3TO TIOMOKET BaM M IPYTUM OBICTPO MOHSTH, YTO
MIPOUCXOJUT B CKPHIITE Ha OMPEICICHHBIX CTPOKaxX. ECITM BRI XOTUTE HAaMmHUCaTh 00JIee 4eM OJTHY CTPOKY C KOMMEHTapHeEM, TO TOUKY C

3amnsTOM HY>KHO CTaBUTh B HauaJie KaXKJI0M CTPOKH.
Brrgaga TeKCTOBOTO COOOIICHHNS M TIOJTyYeHHE OTBETA OT UTPOKa.

Tenepb Hy>kHO, YTOOBI Hall MIKad C JOBYIIKOH 3arajpIBaj MIPOKy 3arajaky. Jlys atoro ucnonssyercs Gpynkuus "MessageBox",
KOTOpasi JOJDKHA OBITH BaM 3HaKoMa: B " MoeM nepBoM CKpuITe" MCIoIb30Baliack poJICTBEHHas Komana "Message". "MessageBox"
MI03BOJISIET BBIBECTH Ha 3KpaH HEOOJIBIIOE KOJMYECTBO TEKCTA U TAKXKE OTOOPA3UTh HECKOJIBKO BAPHAHTOB OTBETOB, 3 KOTOPBIX
MOKeT BbIOpath urpok. K coxanenuto, B Oblivion (kak 10 Hero u B Morrowind), HeT BO3MOKHOCTH TI€YaTaTh OTBET HA 3arajKy, TaK
YTO HaM IPUAETCS NPEJOCTaBUTh HECKOJIBKO BApHAaHTOB 0TBETOB. CTpoKa Koja JUId ATOro:

CODE

MessageBox ''Be3roJiochlii, HO MJ1a4eT; 0eCKPBHLIbIIA, HO TAPUT; 0e33y0blii, HO KycaeT;

0e3poThlii, HO GopMoueT. Uto 3T10?", ""JleTyuas mbiib'', ""CTapyxa'’, ""Berep'’, ''llpuBuaerue"

[TepBas cTpoka (TEKCT MeXIy NepBOH Mapoil KaBbIUEK) — TEKCT, JEHCTBUTEIHLHO OTOOpaKaeMBbIi B OKHE COOOIIEHUS; OCTATBHON
TEKCT, pa3AelIeHHBIN 3aMAThIMH, COOOIIAeT UTpe, 9TOOBI OHA cIeaia "KHOMKHU'' 10 OJHOMY BBIPKEHHUIO JUTS KXKIOM.

Ho kak Ham caciarhb, YTOOBI 3arajika 3ajgaBajaCb TOJIbKO MIPpU HepBOﬁ IMONBITKE OTKPLITH IHKa(i), a He MOCTOSIHHO? Tenepl, MBI
NepexoauM K HeHTpaHLHOﬁ TEME: UCIIOJIb30BAaHUEC OJHOPA30BBIX yCHOBI/Iﬁ U MMCPEMCHHBIX COCTOSAHMA. Camas pacnpocTpaHCHHas1 U3
np06neM, C KOTOpOﬁ CTAJIKMBAIOTCS HAYWMHAIOMINE B HAITMCAHUW CKPUIITOB JJIs1 ObliViOl’l, 6epeT CBOU KOpHU B HETIOHUMAHUU TOTO,
KaK Ha CaMOM JI€JI€ BBIINIOJHAITCA U, COOTBCTCTBCHHO, JOJI’KHbI OBITH Oq)OpMHeHLI CKPUIITEI. Taxk uro 06paTI/IM BHUMAHUC HA 3Ty
BaXHYIO I€TaJIb.

Kax BBIOIHSIOTCS O0BEKTHBIC CKPHIITBI

Kaxxapiii ckpunT, npuBs3aHHbIi K 00beKTy Wi NPC (0ObEKTHBIN CKPHIIT), BBITOJHACTCS B KAKIOM (hpeiiMe 0TOOpaskeHUS UTPHI Ha
JKpaHe, IM0Ka aKTUBHA sSYeHKa ¢ 00bEKTOM (BO BHYTPEHHHUX SUEHKaX CKPHUIITHI AKTUBHBI TOJBKO B STUEHMKE, B KOTOPOH HAXOIUTCS
WUIPOK; CHAPYKU — B STYEHKE, B KOTOPOH HAXOJUTCS UTPOK M BO BCEX aKTUBHBIX CMEXHBIX sueiikax). Tak 4yTo Kaxablid OTAEIbHbBIN
CKPHIIT (2 HE ero OTAeIbHAas CTpouka) BeinonHseTcs 10-60 pa3 B CeKyHAY WM CTOJBKO Pa3, HACKOJIBKO OBICTPO Ha BallleM
KoMObroTepe uaet urpa! Jlerue Bcero npeacTaBUTh KaXKABIA JOKATBHBIN CKPUIIT 3aBEPHYTHIM B OOJIBIIYIO MUKIHICCKYIO CITHUPAIIB:

JIO TeX MOp Moka (0OBEKT B aKTUBHOM sTYCHKE)
[kox cxpumnTa]
3aBeplLICHHE



Bot nouemy npencraBiaeHHbBIN HIDKE CKPUTIT OyIET TUIEBATHCSI HEMTPEPHIBHBIM ITOTOKOM COOOIIEHUH (€CIH MPUIIOKEH K 00BEKTY WIIH
NPC B Toii ke saeiike, riae u urpok). [IpoBepbTe caMu, €Clii XOTHTE:

CODE

ScriptName HorribleMessageScript

Begin GameMode
MessageBox “Troicsiun 6ecnoJie3HbIX coodmennii!”
End

DTOT mpUMep CPpaBHUTEIHHO 0€300UIHBIH, HO PEJCTaBbTE Ce0C YTO CIYIUTCS, €CIH OBl BB UCIIOJIL30BANIU JIMHUIO KOJIa, KOTOPAs
J00aBIIET MpeIMET B MHBEHTAPh UTPOKA WIIM yCTAaHABIMBACT BO3JIE HETO MOHCTPA, H T.1II.!

BoT nouemy KOHCTPYKIHH C Ucnoib3oBaHueM "Do Once" Tak CyIIecTBEHHbBI M 4aCTO UCIIOJIB3YIOTCS MPU HATMCAHUU CKPHUIITOB JUIS
Oblivion. Tak 4To AaBaiiTe MPOIOHKUM HAIMMCAHUE HAIIETO y4eOHOTO CKPUIITA - HaM HYXHO MIPHUMEHUTH NIEPEMEHHYI0, YTOOBI HaIlle
COO0OIIIEHHE BBIIABAIIOCH TOJIBKO OJIMH pa3. VI3MeHUTe CBOIl CKPHIT KaK yKa3aHO HIXKE:

CODE

ScriptName RiddleChestScript

Short controlvar

Begin OnActivate

If ( controlvar ==0)

MessageBox ''Be3roJiochlii, HO MJ1a4eT; 0eCKPBLIbIIA, HO TAPUT; 0e33y0blii, HO KycaeT;
0e3poThlii, HO GopMoueT. Uto 3T10?", ""JleTyuas Mbb', ""CTapyxa'’, ""Berep', ''llpuBuaerue'
Set controlvar to 1

EndIf

End

U ONSATH COXPAaHHUTE CKPHIIT. 3aMeThTe, uTo KoMaHaa "MessageBox" nosmkHa ObITh HanMcaHa Ha oJHO# cTpoke! He npepeiBaiite u He
nepeHocure ee!

U eme, Hanocnea0K HYKHO OTMETUTh Heckonbko Bemell. Komanna "If" ucnons3yercs 11 NpoBEpKU yCIOBUS — BCAKUM pa3, KOraa
BBIPKEHHUE B KPYTJIBIX CKOOKaX OyIEeT HICTHHHBIM, OyIyT BBITTOJHATHCS MOCIEAYIONTUE CTPOKHU KOJIa, BIUIOTH 10 KoMauabl "EndIf".
"=="— mpoBepseT, IKBUBAJICHTHO JIX JIEBOE BhIpaXKEHHUE (B HAIIEM clTydae 3TO mepeMeHHas "controlvar") BEIpaXE€HHIO ¢ TPaBOi
croponsl (B HameM cirydae "0"). Ecim B 3a0yaere moctaButh "EndIf" mocie komanas! "If", penakrop OyneT BeIIaBaTh COOOIIEHUE
00 ommoOKe, KOT1a BBI MOTBITAETECh COXPAaHUTh CKpHUIIT. "Short controlvar” yka3bIiBaeT HOBYIO TIEpEMEHHYIO0, KOTOPYIO MbI Ha3BaJIH
"controlvar". Ceifuac BaM TOCTaTOYHO 3HATh, YTO JaHHAS MepeMeHHas OyaeT coepkaTh Ieble (Ieble OJ0KUTETbHbIE I
oTpHuIaTeNbHbIe yncia). [lepeMeHHas - 3To "MeTKa-3amoJIHUTEINh", KOTOpast MOKET MIPHHUMATh pa3indHble 3HaueHus. Komanma "Set"
JUTS BaC TOXKE HOBasi, HO IOCTATOYHO MPOCTAasi — OHA YCTAHABJIMBACT 3HAYCHHUE Hallel nepeMeHHoit ¢ 0 Ha 1 (Bce mepeMeHHbIe
HAYMHAIOT C HYJICBOTO 3HaYCHMs). DTO B coueTanuu ¢ komannoii "If ( controlvar == 0 )" obecrnieurBaeT 0 JHOPa30BOE YCIOBHE — B
crepyromeM ¢peiiMe CKpunT OyJIeT BBIIOIHATHCS 10CIIE TOr0, Kak IIepeMeHHoN Oy1eT npucBoeHo 3HaueHue 1, yciaosue "If" Oyner
HEBEPHO U TEKCTOBOE COOOLIEHUE OOJIBIIE BBIIaBaTHCS HE OYIET.

5.6 Y4eOHHMK CKPUNITOB: MEePBHIii TeCT
CoxpaHeHHe U OATOTOBKA MOTU(PUKAIINH.
Harmm ckpunt yxe criocodeH paboTarh, Tak 4TO JaBaWTE €TI0 MPOBEPHM:

* CoXpaHHUTE CKPHIIT U 3aKPOHTE OKHO PEJAKTOpA CKPHUITOB.

* [TocmoTpuTe B 0KHO 00BEKTOB M npociieayiite o aupekropusm WorldObjects > Container > Clutter noka He HaiieTe 00bEKT ¢
Editor ID: CupboardFoodLower.

* Terepb WM MIETYKOM C 3a)KaTOl MpaBol KHONKOM MbIK BeiOepute Edit, nim npocto menkHuTe ABa pasa 1o 00beKTy, YTOObI
OTKPBITh €T0 CBOICTBA.

* 3aTeM B HHCIAJAIOLIEM CIIUCKE CKPUIITOB BBIOEpHUTE TONIBKO uTO caenanHbiii Hamu RiddleChestScript.

* Haxxmute OK, coxpanute mon u Beiiiaute u3 TES CS.

HHPUMEYAHHE: OBPATUTE BHUMAHHWE HA TO, YTO MbI TOJIBKO YTO CAEJIAJINA. PETAKTHPOBAHHE OB BEKTA
BE3 ITPICBOEHM S EMY HOBOI'O ID OITACHOE 3AHATHE. HUKOI'JA TAK HE JAEJIAUTE, ECJIA Bbl HE YBEPEHBI B
TOM, UTO BbI IEJIAETE!

Cxpunr B urpe

* Tenepb ucnonb3yiire "daitiibl JaHHBIX ', YTOOBI AKTUBUPOBATH MO, 3AITyCTHTh UTPY M 3aTPY3UTh COXPaHEHHE.

* Korna urpa 3arpy3urcs, akTUBUPYHTE KOHCOJIb (OOBIYHO 3TO KHOIIKA ~ (THJIBJA), CJIeBa OT | Ha OCHOBHOWM KJIaBHAType) U B KOHCOIH
HameJaTaure:

CODE

player.coc ''AleswelllInn"



n Haxkmure Enter.

TecroBas nokanus, mkad B AllecBeIbCKON TaBepHE

* Brl nosiBuTeCh B AlleCBENILCKOM TaBEpHE, TI€ Bac Cpa3y MOMPHUBETCTBYET rPYIINa HEBUAUMBIX JIOJEil. DTO HE UMEET OTHOIIECHUS K
MOJY, POCTO JaHHAs SUeiiKa UCTIOIH30BaIACh aBTOPOM ISl TECTUPOBAHMS (OHA HAXOJIUTCS CBEPXY B CITUCKE HHTEPHEPOB, MTOITOMY
ee OUeHb JIETKO HaxonuTh). lllenkaliTe, Moka He CMOXKETe IBUTAThCS, M TOIOMANTE K IIKady clieBa oT Bac.

[Tpu akTHBHpOBaHMY MIKada JOJHKHO IOSBIATHCS OKHO COOOIICHNH, KaK Ha KapTHHKE HIDKE.

Voiceless it cries, wingless flutters,
toothless bites, mouthless mutters.
What is it?

n

Co31aHHOE HAMHU OKHO COOOIIEHUI
HaxaTue Ha OZMH U3 BApUAHTOB OTBETA 3aKPOET OKHO, U €CJIM MOMBITATHCSI AKTUBUPOBATH MIKA( OMATh, HUYETO OOJIbIIE MPOU30UTH
HE JIOJDKHO — 3TO XOPOIIIO, T.K. 3HAYHT, YTO HAIlla IIPOBEPKa COCTOSHUS paboTaeT, kak Mbl 1 xoTenu. (Lllkad He OTKpBIBaeTCSA MOTOMY,

YTO MbI CHIC HC BKIIIOYUJIU B CKPUIIT KOMaHAYy Activate, MbI CACIa€M 3TO n03>1<e.)

BrikmounTe Oblivion u 3arpy3ute cBoto Moaudukamuio B TESCS. beaasiM mroasiM u3 AllecBeTbCKOM TaBepHBI MPUACTCS JOKTATHCS
CJIEAYIOLIETO pa3a, 4YTo Obl BEPHYTH CBOIO BUAUMOCTb, HO TakoBa xu3Hb NPC B Bumeourpe.

5.7 Y4eOHMK CKPUIITOB: BHIOOP UTPOKA, OIIUOKHM M MCTIPABJICHUSI.

Br100op urpokom BapuaHTa OTBETa



Teneps HyXKHO, 9TO OBI CKPHIIT BEIYUCIISII, KAKOW BAPHAHT OTBETA BBIOMPAET UTPOK M COOTBETCTBEHHO PEArnpoBall Ha MPABIIIBHBIN U
HEeTpaBWIbHBIE OTBETHI. DYHKIHS ISl MPOBEPKH BHIOpaHHOTO oTBeTa "GetButtonPressed". JlanHas GyHKIUS yCTaHABIMBACT YUCIIO B
3aBUCHMOCTH OT TOTO, Ha KaKyI0 KHOIIKY IIEJIKHYTh MBIIIKOW. Y cTanaBnuBaet "0" mist nepBoit kHomnkw ("'JIeTydas MbIIs" B HaIeM
npumepe) u 1, 2, 3, ¥ T.I. IS CIeAYIOMNX KHOTIOK, B TIOPSIKE, YKa3aHHOM B KomaHe MessageBox. [Toka oTBeT He BEIOpaH,
(yHKITMS ycTaHABIMBAET 1, 00 3TOM HaM TOXKE CJIEeIyeT M03a00TUThCS.

Oynkuus "Activate” 3acTaBUT Ham mikad OTKPHITECS; (PaKTHYECKH, 3Ta (QYHKIHS IPOCTO MHUIIMUPYET CTaHJapTHOE JICHCTBUE,
KOTOPOE JIOJDKHO BBIIIOJIHATHCS, KOTA BBl "'UCTIONb3yeTe" 00BEKT CO CKPHUIITOM: JBeph 0TKpoeTcs, NPC HaYHeT quajor u T.II.
Crenyromue H3MEHEHHS B CKPUIITE TAK)Ke JIEMOHCTPUPYIOT, KAK MOYKHO UCIIOJIb30BaTh YIPABISIOLIYIO IEPEMEHHYIO0, YTOOBI
3actaBuTh Oblivion 006pabarsiBaTh (YHKIUH OJHY [TOCIIE APYTOM, XOTS 3aKOHYEHHBIH CKPHUIIT 00pabaThIBacTCsl KAXKIbIH (pEiM UIpHI:
MIPOCTO YBEJIMYBTE YIPABIAIOLIYIO IEPEMEHHYIO M IPoBepbTe ero B cepuu oneparopos If-Elself. 3To ouens 6e3omacHbIit criocob
ckpunronanucanus A Oblivion. To MOXeT ObITh HE BCET/Ia HYXKHO, HO O€30I1acHO.

IToxanyiicta, U3MEHUTE CBOM CKPHIIT, KaK YKa3aHO HHUXKE:
CODE
ScriptName RiddleChestScript

Short controlvar
Short button

Begin OnActivate

If ( controlvar ==0)

MessageBox ''Be3rojiocslii, HO IIa4YeT; 0€CKPBLIBINA, HO MAPHUT; 6e33y0blil, HO KyCaeT;
0e3poThlii, HO GopMoueT. Uto 3T10?", ""JleTyuas mbiib'', ""CTapyxa'’, ""Berep'', ''llpuBuaerue"
Set controlvar to 1

Elself ( controlvar > 1)

Activate

EndIf

End

Begin GameMode

If ( controlvar ==1)

Set button to GetButtonPressed

If ( button == -1)

Return

Elself ( button == 2)

MessageBox "'TIpaBuibHbIi 0TBeT."
Activate

Set controlvar to 2

Else

MessageBox ''HenpaBuibHbIi oTBeT."
Set controlvar to 0

EndIf

EndIf

End

O6parnTe BHUMaHUE Ha HOBBIN OJIOK - "GameMode", koTopsrit HaunHaeTcs ¢ "If (controlvar == 1)". MsI yctanaBiauBaem "controlvar”
B 1 kak Tonpko mKkad Oyaer akruBupoBad. Ho "OnActivate" TOJbKO 3ammyckaeT CKpUNT B TOM ¢peiiMe, B KOTOPOM 00BEKT OyIeT
aktuBHpoBaH. [ToaTOMY HaM HE0OX0IMMO HCITOJIb30BaTh OJIoKk "GameMode", 9TOOBI TPOJOIHKHUTE MTPOBEPKY BBIOOpA UTPOKA, H Jaliee
MIpoBepKa OyIET BRIOTHATHCA B KaxIoM (peiime. Teneps mpoBepuM Ha)kaTHE KHOTIOK. A cZielaeM MBI 3TO C IIOMOIIIBI0 IPUCBOCHUS
HOBOM IepeMeHHO# "button" BemmunHbl, Bo3Bpamaemoii 'GetButtonPressed". Ckpunt paboTtaert, 1axe Korja Urpa OCTAHABINBAETCS B
OKHIaHUU Bamiero pemeHns. CHadana MBI IPOBEPUM CHUTYAIIHIO, KOTJa HU OHA KHOTIKA He OblIa Ha)kaTa — B 3TOM CITydae KOMaH/a
"return" cooOIIaeT UTPOBOMY JBM)KKY OCTAaHOBHUTH BBITIOJIHEHUE CKPHIITA B TEKYyILIEM (peiime.

IIpaBunbHbIl OTBET - "BeTep'; OH COOTBETCTBYET KHOIIKE HOMED ABA — IIPU HAKATUU 3TOI KHOIKU HAaM HY>KHO U3BECTUTh UIPOKa,
YTO OH JaJI IPaBUJIbHBINA OTBET, M MTO3BOJIUTH PyHKIMH "Activate" oTKpBIT mKad 0ObIYHEIM criocoOoM. Bee 3HaueHus,
COOTBETCTBYIOIINE OCTAIBLHBIM KHOIIKAaM, 03Ha4al0T, YTO UTPOK BHIOPAJ HENPAaBUIIbHBIN OTBET, TAK YTO 3/1€Ch MBI MOXKEM
ucnonb3oBaTh komanay "Else”. B aTom ciyyae Mbl cOOOLIMM UIPOKY, YTO OH TJIYINbIH U mKad He Oy/AeT akTHBHPOBAH.

Teneprs mocMOTpUTE Ha HEOOIBIIIOE AOTIOTHEHNE CBEPXY CKPHIITA!

CODE

Begin OnActivate

If ( controlvar ==0)

MessageBox ''Be3roJiochlii, HO MJ1a4eT; 0eCKPBLIbIIA, HO TAPUT; 0e33y0blii, HO KycaeT;

0e3poThlii, HO GopMoueT. Uto 3T10?", ""JleTyuas mbiib'', ""CTapyxa', ""Berep'’, ''llpuBuaenue'

Set controlvar to 1

Elself ( controlvar > 1)

Activate

EndIf

End



DTO0 03HAYAET, YTO ecir MKad OyJeT aKTUBHUPOBAH B OYAYIIEM, OH OTKPOETCS TOJbKO eciin "controlvar” Oymet 6omibire 1. Bcnomaum
TTOCIICTHII a03all: eCJTM UTPOK JaeT HEMPABMIILHBIN OTBET HA 3arajKy, "controlvar" momydaeT 3HaueHuUe 1, Tak 4TO OH HUKOTA
00JIbIIIE HE CMOJKET OTKPBITH mKad. Ho eciin 0TBET mpaBHiIbHBIH, controlvar moyrydaet 3Ha4eHUE 2, M B JaJbHEHIIIEM HTPOK CMOXKET
OTKPBIBATH IKa( CKOILKO yromaHo. COXpaHUTE U 3aIlyCTUTE CBOW IUIArWH, MPOBEPHTE HAMMMCAHHOE BHIIIIE.

HCpBLIe OIIHOKY U HCHIPpaBJICHUA

Ecnu BeI TCCTUPOBAJIN IUJIAaTUH, TO JOJKHBL ObLIN 06paTI/ITL BHHUMAaHUEC, YTO BCC IIOIIJIO HE COBCCM TakK, KakK OBLIO 3alJIaHUPOBAHO.
BLI60p HCHPABUJIBHOT'O OTBETA HE 3allpall IHKa(i) HaBceraa, a €CJIn UrpokK BI)I6I/IpaJ'I HpaBI/IHLHHﬁ BapUaHT, TO UHBCHTApPb U
COO6H16HI/I€ O IpaBWJIbHOM OTBETC 0T06pa)KaJ'II/ICI) OAHOBPEMECHHO. C006HICHI/IC JOJIDKHO OBITE 3aKpBITO IE€PEA TEM, KaK MOXKHO 6yz[eT
CACJIaTh YTO-TO €LIC, HO OHO IMPUKPBITO I/IHBGHTapeM!

Jagaiite monpo0yem cienyromice (M3MEHUTE COOTBETCTBYIOIIYIO CEKIIAIO CKPHIITA, YTOOBI OH CTaJl TIOX0KHUM Ha TOT:
CODE

If ( controlvar==1)

Set button to GetButtonPressed

If ( button ==-1)

Return

Elself ( button == 2)

MessageBox "'IIpaBuabHbIii oTBeT."
Set controlvar to 2

Else

MessageBox ''HenpaBuibHblIi oTBeT."
Set controlvar to 0

EndIf

Elself ( controlvar ==2)

Activate

EndIf

BuanTe, xak Mbl iepeMecTiiii Komanay "Activate” B cekiuio, kotopas nposepsieT "controlvar == 2"? 310 00ecrneunBaeT 4YeTKyI0
MIOCJIEI0BATEIILHOCTE COOBITHH, IPEIOTBpAILAsi OJTHOBPEMEHHOE OTKPHITHE ABYX OJIOKOB, a Kak ObIJIO YHOMSHYTO BBIIIE, YETKas
MIOCJIEI0BATEIILHOCTD MOXKET OBITH OYCHB BaXKHA IPH HamMcaHuu ckpuntoB 1uist Oblivion — Bcerna crapaiitech u3derarh qenarth
CIMIIKOM MHOro Bemeil cpa3y! CoxpaHure, 3ayCTUTE U IPOBEPHTE CKPUIT.

3amMeuaTesbHO, Teneph MHBEHTAPh OTKPHIBACTCSI KaK HAJ10, HO 4TO 3T0? MbI He MOKeM ero 3akpbITh! [TocMoTpuTe BbllLEe:
nepeMeHHol "controlvar” Obl1a MpHUCBOEHA 2, I OHA M JJAJIe€ OCTAETCS C TAKUM 3HAUYCHHEM, TIOCKOJIBKY MBI €€ OOJIbIe He N3MEHSIEM.
CrneoBaTenpHO, UTpa TeTeph ModydaeT HelpephIBHBIC KOMaHbl " Activate” BCSIKHH pa3, KaK BBITOJHACTCS CKPUNT (B KaXKIOM
¢peiime)! Bot mouemy Mbl He MOXKEM 3aKpbITh MHBEHTAPh — OH MTHOBEHHO OTKPBIBAETCS CHOBA. TaK 4TO M3MEHHTE CIICAYIOILYIO
4acTh CKPUMTA:

CODE

Elself ( controlvar ==2)

Activate

Set controlvar to 3

EndIf

3aHOBO MPOTECTUPYHTE MOJ: TEIEPh BCe padOTACT TaK, KaK MBI XOTeNd. Hajieroch, Bac He CMyTHIIO BBINICYKa3aHHOE OTKJIOHCHHE B
IIPOIIECC OTIAAKU, HO 9TO OYCHD BayKHAsI BEIIb — BaM IIOCTOSHHO IPHUACTCS MPOAYMBIBATH CBOM CKPHUIITHI M UCTIBITHIBATH PA3INIHBIC
CIOCOOBI, UTOOBI TOOUTHCS yCTeXa.

Urto MbI iporryctriin? JIOBYIIKY, KOHEYHO !
5.8 YueOHMK CKPUIITOB: 100aBJIsieM JIOBYIIKY.

Ecnu urpox HenpaBUILHO OTBETHT Ha 3araJiky, Hall MmKkag HaJ0XXUT Ha HEro NpokisThe. CHavana BEIOEpUTE 3aKIMHAHUE, KOTOPBHIM
XOTHTE IOPA3UTh UTPOKA: IETUOK Ha 3HAUOK "+" psgoMm ¢ Magic, emme pa3 HaxxMuTe Ha "+" psaoM co Bkiaakoi Spell, HakoHel,
BbIOepHTE MOAMYHKT "3akiauHanue". BeIOOp 3/1eCh TOBONBLHOW OOJBIION, HO I HAIIUX Ienieit Mbl ucnoibp3yeM Mg05FingerSpelll5
spell.

BriOpaB 310 OoJie3HEHHOE HAaKa3aHUEe, HY)KHO IIPUMEHHUTH €r0 K MTPOKY, KOT/Ia OH JaCT HelpaBUiIbHbINA 0TBeT. OTpenakTHpyiTe
CKPHUIIT:

CODE

Else

MessageBox ''HenpaBuJjibHblii oTBeT."

Cast Mg05FingerSpelll5 Player

Set controlvar to 0

EndIf



OTMeThTe, 4TO MBI HCTTOJIb30BaNK GyHKIHI0 "Cast". (JlomosHuTenbHas nadopManus: 1yt padoTel GyHkiuy "Cast” HeoOX0auM
00bEKT BbI30Ba. Mbl HE BKIIIOYHIIM €r0 B HAIIl CKPUIIT, IOTOMY 4TO 3TO O0OBEKTHBII CKPUIT,  OH OyeT IPUBSI3aH K HTPOBOMY
o0wekty. CrenoBarensHo, GyHKIHS OyIeT NelCTBOBAaTh OTHOCHTEIHHO JAHHOTO 0OBEKTA.)

Tenepb Ball CKPUIIT JOJIKCH BBITJIAJACTD TaK:
CODE
ScriptName RiddleChestScript

Short controlvar
Short button

Begin OnActivate

If ( controlvar ==0)

MessageBox ''Be3roJiochlii, HO MJ1a4eT; 0eCKPHLIbIIA, HO TAPUT; 0e33y0blii, HO KycaeT;
0e3poThlii, HO GopMoueT. Uto 3T10?", ""JleTyuas mbiib'', ""CTapyxa'’, ""Berep', ''llpuBuaenue"
Set controlvar to 1

Elself ( controlvar > 1)

Activate

EndIf

End

Begin GameMode

If ( controlvar ==1)

Set button to GetButtonPressed

If ( button ==-1)

Return

Elself ( button == 2)

MessageBox "'TIpaBuabHbIi 0TBeT."
Set controlvar to 2

Else

MessageBox ''HenpaBuibHbli oTBeT."
Cast Mg05FingerSpelll5 Player

Set controlvar to 0

EndIf

Elself ( controlvar ==2)

Activate

Set controlvar to 3

EndIf

End

Bort u Bce, Baw ckpunt rotos. [To3apasisem! Ecian xotuTe, MOXXeTe O3KCIIEPUMEHTHPOBATH CO CKPHUIITOM, UCIIOJIBb3YS IpyTUe
¢GbyHKIUU.

5.9 Kak y3HaTts 6oJablie.

[Mocne mpouTeHust 3TOro ydeOHMKA BBl MOXKETE CIIPOCUTH Ce0sl, KaK MPOJIOJDKUTH U3yYCHHE HAMMMCAHUS CKPUNTOB? XOPOIIHii criocod
— TIOCMOTPETh IPUMEPHI U3 YIeOHUKA WIIM CKPUTITHI U3 UTPHI (Kak HanucaHHbie Bethesda, Tak 1 u3 Moz0B). [TonpoOyiiTe HalTH
CKPHIIT IOAOOHEII TOMY, YTO BBl XOTHTE HAIIMCATh, 3aTEM CKOIMUPYITE €T0 ¥ M3MEHHTE IO Bary HyXAbl. [IpounTaiite 00mIyro
nHPOPMANNIO Ha CTPAaHUIAX QYHKINH U onmucaHns GYHKINH, KOTOPBIE MOTYT MTOHAAOOHUTHCS BaM IPH OCYIIECTBICHUN 3ayMaHHOTO.

Knaccndukarnus GpyHkimii B GyHKIHOHATIBHBIE THIIHI JOJDKHA TOMOYB BaM B ITOUCKE HyX)HOT0. HakoHer, opunuaisabie GOpyMEI -
OTIIMYHOE MECTO IS ONCKa HHMOpMaIHH (HCTIONb3yiTe (YHKINIO IONCKA) WM MOTYICHUS IOMOIIN B KOHKPETHOH mpobieme. A
OCTaJbHOC — MMPAKTHKA, IPAKTUKA U CIIe Pa3 MPAKTUKA.

5.10 Mocnennne cTPOKH.
Yurarenu, KoTopsle 00paTiiy BHUMaHue Ha GyHKImo "If", 10JKHBI OBLIH 3aMETUTD, YTO CTABUTh KPYTJIbIe CKOOKHM BOKPYT yCIIOBHI
He 00s13aTebHO. S BKIIIOUWII X B JJAHHBIH y4eOHHK, T.K. MHE Ka)KETCsl, 4TO ATO YIOPSI0YMBACT U YIPOLIAET MOHUMaHHE CKPHIITA.

Hakownert, o0bsiBIsIIO orpoMHyI0 OmaronapHocts GhanBuriGhan 3a ganractndaeckoe "PykoBoactBo GhanBuriGhan’a mo ckpunram
Morrowind mns gariaukos" (GhanBuriGhan's excellent Morrowind Scripting for Dummies), B KOTOPOM COAEPKUTCS MIPOTOTHII STOTO
yueOHHKa. 5] He CMOT CBSA3aThCS C HUM, YTOOBI MOJIYYUTh pa3pelieHUe Ha ero UCTIOIb30BaHKE; €CII Y HEro eCTh KaKnue-I100 BOIPOCH
HacYeT JaHHOTO PYKOBOJICTBA, OH BIIpaBe yOpaTh MM OTPEJAKTUPOBATH €ro.

6. ®ynknnu B TES 4

6.1 Uro Takoe pynkuus? (Function)



ODYHKIHMU — 3TO CKPHUIITOBBIE OIEpPAILnH, KOTOPbhIE, B OTIHYHE OT KOMAH/I, HAMPSIMYIO B3aUMOJIEHCTBYIOT C UTPOBBIM MHpOM. U3 Bcex
CKPUITOBBIX Ollepaluii caMoe OOJIBIIOE KOJUYECTBO PUXOJUTCS UMEHHO Ha (DYHKIMH, KOTOPBIX HA JAHHBIH MOMEHT HACYHUTHIBACTCS
359 (B urpe TES 4 Oblivion ucnoms3yetcst 353). BHymuTeIbHOE KOJUIECTBO MOJE3HBIX (YHKITUN — 96 - HACYUTHIBAETCS B
pacmmpurene ckpuntoB OBSE v0009.

[TporpaMMHuCTBI, IPUBBIKIINE K TAKUM SI3bIKaM porpaMMupoBanus, kak Pascal u Delphi, He HaiinyT B ckpuntoBoM si3bike OOIMBHOH
NPUBBIYHBIX Npoueayp. EcTs TonbKko GyHKIMY.

Bce 6e3 nckmouenus pyHKIUHM BO3BpAIIAOT Kakoe-10o 3HaueHue. Bo3BpaiaeMble 3Ha4EHUSI MOTYT OBITH UCIIOJIb30BaHbI IIPU
mpoBepke ycnoBuil "if" WM jke UX MOXKHO COXPAHUTh B IEPEMEHHBIX, UCIIONIB3Ys KOMaHAy “‘set”.

OYHKIMH TOAPA3ISISIIOTCS Ha B TIOJJKATETOPHH: TACCUBHBIE W aKTHBHEIE.

[TaccuBHBIC QYHKIMU TTPOBEPSIOT ONpeAeTICHHBIC 3HAUSHHS B UTPE M BO3BPAIIAIOT X YHCICHHOE 3HadeHue. K nmpumepy,
GetActorValue Bo3Bpaimaet onpeaeneHHoe drciioBoe 3HaueHue, a GetDetected Bo3BpamiaeT “1”, ecnu menb oOHapyxena, i “0”,
€CJIM HET U T.II.

AKTHBHBIE QYHKITUH, B OTJINIUE OT TTACCHBHBIX, BHOCAT H3MEHEHSI B HTPOBOM MHP U, KaK MPABHUIIO, BO3BPAIIAIOT JIOTHIECKUN
pesynbrat (“1” wau “0”) - ObUIN JIK AEHUCTBHS YCTIEIIHBIMU WK HeT. RemoveSpell, k npuMepy, cHUMaeT 3aKkJIMHaHKE C LEeTH U
BO3Bpamaer “1”, eciu ASWCTBUE MPONLIO ycnemHo (T.K. Ha enu 0buto 3akisate). Place AtME co3naeT kakoii-mido oObeKT B
JIOKAIIMHU BBI3BABIICTO 3TY (PYHKIMIO ¥ BO3BPAIACT CCHUIKY Ha KOITUIO 3TOTO 00OBEKTA.

6.2 Tuns! pynxumii (Function Types)

YroOb! Kak-To cucTemarnzupoBats GpyHkunu, B WIKI onn Obliin pasaesnensl Ha 22 KaTeropHu:

Al Functions — ®yHKkInHU, CBA3aHHBIE ¢ HCKYCCTBEHHBIM HHTeIIeKTOM (Radiant Al)

Actor Functions — ®yHKIr#, paboTaromnye ¢ akTepamu.

Actor State Functions — @yHKITUH, CBsI3aHHBIC C COCTOSTHHUEM aKTepa.

Statistics Functions — CtaTuctuueckue (yHKIINH, CBI3aHHBIE C XapaKTEPUCTHKAMH aKTEPOB.

Actor Value Functions — ®yHKIuH, MOTUPHUITUPYIONTHE XapAKTEPUCTUKHA aKTepoB. OTHOCATCS TaK)Ke K CTATUCTHYECKAM (QYHKITHSIM.
Animation Functions — AHIManiMOHHbBIE (YHKITUH

Combat Functions — ®yukiuu 6os

Condition Functions — ®@yHkunu ycinoBuil. MoryT HCIOIB30BaThCS B KAUECTBE YCIOBUH B JII000OM MECTE peIakTopa, I'/ie eCTh
ycJI0BUs (CTaiMy KBECTA, IUAJIOTH, TAKEThl, MEHE/KEp aHUMAIUU H T.I1.).

Crime Functions — @yHKIUY OpecTyIIeHUI

Dialogue Functions — ®yHkuuu ananoron

Faction Functions — ®yHkun Gppakmmii

Magic Functions — Marudeckue ¢GyHKIAN

Miscellaneous Functions — [Ipoune ¢yHkmm

Movement Functions — @yHKITUH TBIKESHUS

Object Functions — O0BeKTHBIE HyHKIHN

Player Functions — ®yHkumm, 06pammaiomuecs TOJIBKO K HIPOKY

Quest Functions — KBecToBble GpyHKINT

Reference Variable Functions — @yHkIu1, BO3Bpalllalolie yKa3aTeIu Uil yCTaHOBKHU ref- mepeMeHHbIX

Time Functions — ®yHKIMKU BpeMEHHU.

Weather Functions — ®yHKIHK TOTOIBL.

Console Functions — Konconbubie ¢pynknuu. [Io apyromy — KOHCOJIbHbIE KOMaH/Ibl, @ THOTIA — YUT-KOJIbI MJIU YHTHI.
OBSE Function Types — @yHxuuu pacmupuresns ckpuntosoro s3sika OBSE.

MHorue u3 OCHOBHBIX (PYHKIHUIT OTHOCATCS Cpa3y K HECKOJIBKHM KaTErOpHSIM.

[Tocie HEKOTOPBIX PA3MBILLICHHH MbI P, YTO ONTUMAIBHBIM PEIICHHEM OYAET pa3MelleHre ONHCAaHUN OCHOBHBIX (QYHKIINH
TES 4 CS B andaBUTHOM MOPSIIKE, OTIEIHHO OYIyT OTIMCAHBI KOHCOJIbHBIE (YHKITUH U KOMaH/IbI, @ TAK)Ke HOBBIE (YHKITUU
pacmmpurens ckpuntoB OBSE.

6.3 Pa6ora ¢pynknmii ¢ konusimu 00bekToB (Reference functions)
OObexTHBIE QYHKINT

BONBIIMHCTBO CKPUNTOBBIX ()YHKIIMU SBJISIOTCS O0OBEKTHBIMU (DYHKIUSAMHE, IOCKOJIBKY 3aIycKaroTcs ¢ kKomuu o0bekra (Object
reference). JIokanbHBIE CKPUNTHI (CKPUIITHI HA 00BEKTAX W CKPUIITHI B TIOJIE result qruaiora) MOTYT UCIIOJIb30BaTh HESIBHBIN CHHTAKCHC
oOparieHnus K KOI1H.

Hanpuwmep:

CODE

GetDisposition player

GetDisposition — 3To 00beKkTHast (yHKIHS — OTHOIIEHHE KOT'0 MbI 3amnpamnBaeM? [I0cKoJIbKy B 9TOM cilydae Mbl HE YKa3bIBaeM
KOIIMIO 00BEKTA, MOJIPa3yMEBACTCS, YTO MbI ITUILIEM:

CODE

thisReference.GetDisposition player; thisReference — konusi, kK KoTOpOii NPUKpenIeH CKPUNT



Bcer/ia MOXKHO UCITIONb30BaTh SBHbII CHHTAKCHC, TOYHO YKa3bIBasl KOMHUIO, HA KOTOPOH BbI3biBaeTcs pyHkuus. HemokanpHbie
CKPUNTHI JJOJDKHBI UCTIOJIb30BATH SIBHBII CHHTAKCHC, TOCKOJIBKY OHH HE 3aIlyCKAIOTCs ¢ Kakoii-inbo konuu. Hampumep:
CODE

JauffreRef.GetDisposition player

3nech Mbl 3anpammBaeM otHowenne /xoddpu(Jauffre) k urpoky. ITOT CHHTAKCHC MOKET UCIIONB30BATHCS B JTFOOOM CKPHIITE,
MIOTOMY YTO MBI SIBHO yKa3aJIi KOITHIO 00BEKTa.

IMTPUMEYAHMHE: BbI Takxe MOXKETE 3aIyCKaTh 0OBEKTHBIC (PYHKINH C TIEPEMEHHBIX THIA ref, KaKk ecyii Obl 3TH NepeMEHHbIE CaMu
ObUTH 00BEKTaMU.

Onucanue ¢pynknuii TES 4 Oblivion B ajsidgaBuTHOM nopsijike:
A
Activate

CHHTaKCHC:
CODE
Activate ActivatorID (optional), NormalActivationFlag (optional)

IIpumepsr:

CODE

Activate player
Activate

Activate player, 1

Oynknus Activate yka3pIBaeT OOBEKTY BBIIIOJHHUTH €r0 JEHCTBHE TO-YMOIYaHHIO.

Ecmu ActivatorID omymieH, To komanna Activate Oy/IeT NCIIOJIb30BaTh «TEKYLIHH aKTHBATOP» BBI3BIBAIOIIEI0 00BEKTA. DTO OYECHB
1oJIe3HO BHYTpH Ostoka OnActivate, Koraa BaM HYXHO, 4YTOOBI aKTUBALIMS TPOXO/IHJIa B OOBIYHOM PEKUME, 38 UCKIIIOUCHHEM
ONpPENEIECHHBIX YCIOBHH.

DTO 03HAYAET, YTO BLI30B
CODE
Activate

OyZeT SKBUBAJICHTHO

CODE

ref actingref

set actingref to GetActionRef
Activate actingref

Eciu ucnonp3yercs ActivatorID, BeI3BIBarOIINI 0OBEKT HCIIOIHUT JCHCTBUE, pUBs3aHHOE K ActivatorID.
CODE

Twum o0bekTa | AkTHBaAs
|

NPC | Iuamnor

KonTeiinep | OTKpBHITH

JBepn | OTKpBITH

Opyxue, Oposs, u T.1. | [ToxHsATh

Kuura/Csurok | Hurath

Ecnu ¢nar Normal ActivationFlag omymieH, BEI3bIBatOLIH 0OBEKT UCTIONHSIET HY)KHOE JICHCTBHE, ITPOITyCKast JII0ObIe OJIOKH
OnActivate, KOTOpbIe MOTYT OBITh Ha HeM. OOBIYHO TaK W UCTIONB3YeTCsl KoMaHaa Activate, T.K. Jalle BCero OHa BBI3bIBAETCS KakK pas
BHyTpH Osoka OnActivate.

Ecmu NormalActivationFlag ycranosien B 1, BEI3bIBaronInii 00beKT OyIeT aKTHBUPOBAH OOBIIHBIM CIIOCOO0M, BKITFOUAsT OJIOK
OnActivate. B o0CHOBHOM 3TOT ¢uiar aHHyJIHPYeT aKTHBAIIHIO 110 YMOJTYaHUIO KaK MPEACTaBIeHO BhIlIe. Micnons3yiiTe TaHHYIO
BO3MOHOCTh OCTOPOYKHO — €CITH BBI BBI30BETEe Activate Ha caMm 00beKT U3HYTpH Osioka OnActivate, BBI TEM CaMBIM 3aITyCTHTE
OCCKOHCYHBIH IHKII.

HpI/I OCTOPO’KHOM HCITIOJIb30BaHUU q)yHKHI/Iﬂ Activate MOKET 0Ka3aThCs OUCHB IIOJIC3HOM JJI TPUHYAUTECJIBHOI'O BbI30BA U
HCIIOJIb30BAHUA KaK HCGBL[O-(l)yHKIII/IH BbI30BAa MCIKAY 3aCKPUIITOBAHHBIM 00BEKTOM M 3aKIIMHAHUAMU. TaKkoe UCIIONL30BaHHE HE
npeanoarajocb u Tp€6y€T THIATCJIBHOTO MJIAHUPOBAHUS.



ITpumep 1:

Ecnu BBI BBI30BETE 3TOT CKPUNT Ha IBEPH, TO IBEPh OYAET ACHCTBOBAThH TaK, Kak OyATO ee aKkTHBHPOBAJ CaM MIPOK (T.€., €CIIH 3TO
3arpy304Has IBepb, HTPOK OyIET TEICOPTHPOBAH B ITYHKT HA3HAUCHHUS JABEPH).

CODE

Activate player

Ipumep 2:

UYroOs! He nepexioumiio 610k OnActivate, OHO TakKe BBI30BeT Activate, Kak OyATO CKpUITa U HET.
CODE

begin OnActivate

if MyCrazyCondition ==

Activate

else

; eJlaeM YTO-TO erle

endif

end

Ipumep 3:

DTOT CKPHIIT 3aIyCKAET OECKOHCUHBIN IIHKII — KaK TOJIbKO 3aCKPUIITOBAHHBIN 00BEKT aKTHBHPOBaH, 0ok OnActivate Oynet
BBIMOJTHATHCS BEYHO.

CODE

float infinity

begin OnActivate

;s HUKOI'JIA Tak He aenaiite!!

set infinity to infinity + .1

message "'Infinity = %.1f", infinity
activate player 1

end

Ipumep 4:

Bot npaBuibHsIi criocob ncnons3oBanus NormalActivationFlag:
CODE

begin OnActivate

; AKTHBHPYeM JIPYroii 00beKT, KOrJa 3TOT AKTHBHPOBaH HIPOKOM
if IsActionRef player ==

MyGate.Activate player 1

endif

end

OtHocures k Tumny: Object Functions
AddAchievement

CHHTaKCHC:
CODE
AddAchievement AchievementNumber

ITpumep:
CODE
AddAchievement 12

HUcnons3yercs Toapko B XBox!

JloGaBiseT ykazaHHOE IOCTHXKEHUE B PO mIb urpoka. T.K. JOCTMIKEHHS POITUCAHBI B IBIKKE, 3Ta QYHKIMS HE HCIOIb3YETCS B
MOJOCTPOEHHH.

OtHocutes k Tumy: 777277777

AddFlames
CuHTaKCHC:

CODE
[ObjectID.JAddFlames

Jlo6aBnser oobekT mmamenu FlameNode k BBI3bIBAEMOMY OOBEKTY.



Cwm. takke: FlameNode, CanHaveFlames, HasFlames, RemoveFlames
Otnocures k Tuny: Object Functions

AddItem

CHHTaKCHC:
CODE
[ActorIDIContainerID.]JAddItem ObjectID, Count

ITpumep:
CODE
AddItem MyObject, 1

CODE

Ref Myltem

Short count

set MyItem to ArenaAkaviriLongSword
set count to 1

player.additem MyItem Count

Jo6agiset gucmo Count npeameToB Object]D B MHBEHTaph BRI3BIBAIOIIETO KOHTEHHEPA.

IIpumeuanus:

B kauectse ObjectID moryt ObITh HcnONBb30BaHbl NepeMeHHble THa ref, a st Count - nepeMenHsle Tuna short.

Jannas ¢pyHkius He BKIoUuT 610K OnAdd moTomy, 4To npeaMeT co3aeTcs BHYTPH MHBEHTapsl, a He o0asisiercs B Hero. Jls
CO3J1aHus1 0OBEKTOB U3 KOHCOJIN, €CJIM BaM HY>KHO BKJIIOUHTH 0510k OnAdd, ucnonesyiite pynkunio PlaceAtMe u nogHuMure
IpeaMeT C 3eMJIN.

KoHconbHOE ncnoabp30BaHue:

Hcnone3ys AddItem ¢ KOHCOJIBIO, BB JOJDKHEI HeToib30BaTh FormID skemaemoro mpenmera, a He ero EditorID.

[osTomy mutst TOTO, 9TOOBI TOOABUTH Ce0€ OTMBIYKY, BMECTO KOMaHIbI

CODE

player.additem lockpick 1

BBI IOJDKHBI HAOpaTh B KOHCOJHN

CODE

player.additem 00000A 1

Kedrigh (wiki) mo6aBun:

"FormID naxoautcs B CS 1 UMeeT BUA: YYXXXXXX.

VY HCIIOJIb3YETCs ISl CChLIKY Ha TUIATHH, 8 XXXXXX - 4TOOBI COCATHCS Ha JIEMCHT BHYTPH IUIarvHa (M OH HE U3MEHSeTCs). Takum
o0pasoM, eciu BHI 3arpyskaete mactep-¢aiin Oblivion B CS n, HeMHOT0 IopaboTaB, CO34aJl HOBBIH 0OBEKT, TO

FormlID »Toro o6bekra OyneT BRITIAACTh Kak 01 XXXXXX.

Yacts FormlID - yy - u3MeHseTCsS B 3aBHCUMOCTH OT 3arpy>KEHHBIX MOJIOB, KOTOPBIE BBl OTMETHIIN IIPH 3arpy3ke."”

IIpum. Garin:
Yy 3aBHCHT OT MOPSIIKOBOIO HOMEPA 3arpyKEHHOr0 MJIarknHa, KOTOPbIE MTPU 3arpy3Ke COPTUPYIOTCS 110 Jate.



CwM. Taxxe: Removeltem, GetltemCount
Otrocures k Tamy: Object Functions | Actor Functions

AddScriptPackage

CuHTaKcuc:
CODE
[ActorID.]JAddScriptPackage PackageID

ITpumep:
CODE
AddScriptPackage MQO07BeggarToTavern

Onucanue:

Oynknus AddScriptPackage mo6aBnseT CKpUITOBBIN HAKeT IS BRI3BIBaromiero akrepa. Korma sta GpyHKIMS BEI3BaHa, ITOT MAKET
CTaHET NpeoOIaarouIM HaJl BCEMH APYTUMH MTaKETaMH.

IIpumeuanus:

AKTep MOXET UMETh TOJIBKO OZIMH CKPUINTOBBIN MakeT. I1py BbI30BE 3TOI (hyHKIUK ABaX/IbI, BTOPOH IAaKET 3aMEHUT MEPBBIN.
OTMeTHM, YTO B Clly4ae, KOT/a 100aBICHHBIN TaKeT He MPUHYXKIAET akTepa K 4eMy-To ("' 1oipkeH 3aBepmTh” (must complete) u/nnn
"noimkeH 1ocTHdb pacnosioxkenus” (must reach location)), on OyneT CHAT, KOTAa aKTep B CIEIYIOMINHI pa3 EPEOLEHNUT STOT MaKeT.
CrpaBka:

Cricok ckpuntoB O6nmBHOHA, KOTOpbIe Ucnonb3yoT AddScriptPackage (WIKI):

AmuseiScript

ArmandChristopheScript

BanditSentryFemaleScript

BanditSentryMaleScript

bernadettepenelesscript

CPRollingRockO1SCRIPT

DASanguineSpell

DavideSurilieScript

HieronymusLexScript

KurtTestMagicEffect2

MartinScript

MethredhelScript

MQO09Script

MQ14StatueScript

MQ15AnaxesDoorSCRIPT

MS45DarMaScript

OrrinScript

TGO03ChapelUndercroftGuardScript

TG11BlindMonkBossScript

ToutiusSextiusScript

TrigZoneP layerDoonceO1DABoethiaSCRIPTO1

TrigZonePlayerDoonceO1DABoethiaSCRIPT02

TrigZonePlayerDoonceO1DABoethiaSCRIPT03

TrigZonePlayerDoonceO1DABo ethiaSCRIPT04

TrigZonePlayerDoonceO1DABoethiaSCRIPT05

TrigZonePlayerDoonceO01DABoethiaSCRIPT06

TrigZonePlayerDoonceO1DABoethiaSCRIPTO07

TrigZonePlayerDoonceO1DABoethiaSCRIPT08

TrigZonePlayerDoonceO01DABoethiaSCRIPT(09

Cwu. Taxoke: RemoveScriptPackage

Otnocures k Tunam: Al Functions | Actor Functions

AddSpell

CHHTaKCHC:
CODE
[ActorID.]JAddSpell SpelllD

ITpumep:
CODE
AddSpell AbWeaknessNormalWeapons

Jlo6aBiseT 3aKIMHAHKUE BBI3bIBAIOIIEMY aKTepy. 3aKIMHAHUSAMHU TaK)Ke CUUTAIOTCS OOJIC3HH, JOTOJHUTEIbHbIE CIIOCOOHOCTH,
6narocnosenus (powers). Korna no6asisiercst ciocoOHOCTh MM 00J1€3Hb, OTOOpaXkaeTcst COOTBETCTBYIOIINI Marndeckuii s dexr.
Korna nobasinsiercs 3akIMHAHKIE WM 0J1ar0CIOBEHHUE, IIOKa3bIBACTCSl CKACTOBAaHHOE 3aKkiIMHaHue\oarocioBenue. Ectb u npyrue
Ba)kKHBIE OTINYMA, cMoTpuTe Spell, 4ToOBI y3HAaTh NOAPOOHOCTH.



IIpumeuanus:

Addspell paboTaeT TOTBKO ¢ THIIAMH 3aKJIMHAHUN, YKa3aHHBIMHU B CEKIIUH 3aKIMHAHUN peJakTopa. E€ Hemp3s NCTIONB30BaTh IS
3aKJIMHAHNH, JOOABJIEHHBIX C IOMOIIBIO CKPUNTOB. [t TMHAMUYECKOTO JOOABICHNS 3aKIIMHAHNS, OCHOBBIBAsICh HA €r0 YPOBHE,
UCTIONB3YHTE CIEAYIONINN CKPHUIT B KAYECTBE PYKOBOJICTBA!

CODE

if ( Player.GetLevel >=25)

player.addspell InnerFire25

elseif ( player.Getlevel >= 20 )

player.addspell InnerFire20

elseif ( player.Getlevel >=15)

player.addspell InnerFirel5

elseif ( player.Getlevel >= 10 )

player.addspell InnerFire10

elseif ( player.Getlevel >=5)

player.addspell InnerFire05

else

player.addspell InnerFireO1

endif

BynbTe 0CTOpOKHBI TPH MCIOIB30BaHUH JaHHON (PYHKIMHU HAa HEYHUKAJbHBIX akTepax. /lo6aBieHne CllocoOHOCTH MITH 3aKJIMHAHUS
Ha aKkTépa U3MEHUT 0a30BBIH 0OBEKT, M BCE aKTEPHI, CO3JIaHHBIC U3 JaHHOTO 0a30BOr0 00BEKTA TAaKXKe NOABEPTHYThCSI H3MEHEHHUIO.
Kaxk 1 60onpInHCTBO (QYHKIMI, 5Ta UMEET OTIMYHS NP UCIIOJIB30BaHUH B KOHCOJH - BMecTo SpellID nano ykassiBats FormID.
OO0parute BHUMaHUE, 4TO OOJIBIIMHCTBO 3aKJIMHAHUI HE paboTaloT Kak criocobHocTH, BKimovas "Ilepo”, "Bpems" n

" Jle3uHTETpaIHIO", TaK ke KaK U JIIoObIe 3aKIMHAHNS, 3aCTaBIISIONINE IIeTTh pearupoBaTh Ha 3aKiIuHaTeNs, HanpuMmep "TloaHATh
MépTBoro", "OuapoBats” win "JleMmopain3oBats".

CwM. Take: RemoveSpell

List of existing scripts that use AddSpell

OtHocures k Taiy: Magic Functions | Actor Functions

AddTopic

CHHTaKCHC:
CODE
AddTopic TopicID

ITpumep:
CODE
AddTopic HiddenCave

Hcnonp3yiiTe 3Ty QyHKIUIO, 9YTOOBI T0OABUTH TEMY B CIIMCOK U3BECTHBIX TEM MIPOKA.

Tospko TeMbI U3 3TOTO crucKa nosBistoTes B nepedne TeM NPC Bo Bpemst quanora. TeMbl Takxke MOXKHO J0OaBUTh, HCIIONIB3YS
ciucok AddTopic B okHE pefakTopa AUATIOroB.

Cwm. takke: List of functions that use AddTopic (wiki)

Otnocures k Tuny: Dialogue Functions

AdvancePCLevel

CHHTaKCHC:
CODE
AdvancePCLevel
advLevel

PyuHoe noBbIlIEHNE YPOBHS UTPOKA, BBI3BIBAIOILEE MEHIO IIOBBIIICHUE YPOBHSI».
Otnocures k Tuny: Player Functions

AdvancePCSKkill

CHHTaKCHC:

CODE

AdvancePCSKill Skill Amount
advSkill Skill Amount

ITpumep:
CODE
AdvancePCSKill Blade 2

Oynxums AdvancePCSkill noseimaer HaBbik urpoka (Skill) Ha BenmuuuHy Amount, Kak €cJid Obl HTPOK MOJIYYWII €T0 TIPU
MHOTOKpPaTHOM HUCIHOJb30BAHUU B UTPE UIIU Y TPEHEPA.



Ora QyHKIMSA cTana 00beKTOM criopa B 06cyxaeanu ModPCSKkill. TToxkanyicTa, MPOYTHTE 3Ty CTPAHMILY TIEpE]] HCIIOTb30BAaHHEM
JaHHOW (QyHKIIHY.

[Tpum. zOmb (ZomBoss):

TecToBoe HOIOJIHEHHE:

AdvancePCSkill no6aBmisieT UTpoky 04ko ckwmia. [Ipudém, ecim CKHIUT B TJIABHBIX, TO IMOBBIMIASTCS ¥ IITKaJIa MOBBIIIEHUS YPOBHSI.
BbI30B yHKIMH C OTPUIIATEILHBIM aPTYMEHTOM TPUBOJUT K 3aBHCAHUIO HIPHI.

Otnocures k Tuny: Player Functions

Autosave

CHHTaKCHC:
CODE
Autosave

Bb130B 3TOH (pyHKINHU MIPUBOJHUT K HEMEUICHHOMY aBTOCOXPAHEHHIO. 3aliCh MPOU3BOAUTCA B TOT JKE CIOT MAMATH, YTO M OOBITHOE
aBTOCOXPAHCHHE.
OtHocutes k Tumy: 777277777

C
CanHaveFlames

CHHTaKCHC:
CODE
[objectID.]CanHaveFlames

Bo3zepamaet 1, eciii 00bEKT MOXKET HCITOJIB30BATh IIaMsl (CBETUIILHUK, HATIPUMED)

Cwm. takke: FlameNode, HasFlames, AddFlames, RemoveFlames
Otnocures k Tuny: Object Functions | Condition Functions

CanPayCrimeGold

CHHTaKCHC:
CODE
[ActorID.]CanPayCrimeGold

Bospamaer 1, eciim akTep IMEET JOCTATOYHOE KOJIMIECTBO 30JI0Ta B MHBEHTAape, YTOOBI OIUIATUTH MITpad 3a mpecTtyruienue, u 0,
€CJIM HeT.

Cwm. takke: GetCrimeGold, ModCrimeGold, SetCrimeGold
Otnocures k Tuny: Crime Functions | Condition Functions

Cast

CHHTaKCHC:
CODE
[ActorIDIActivatorID.]Cast SpellID [TargetRefID]

ITpumep:
CODE
Cast ShrineAkatoshSpeedMagicka Player

[Tpu Be130Be QyHkumy Cast BeI3bIBaoMi 00beKT KacTyeT 3akiauHanue SpelllD na nens TargetRefID (v Tonbko 3aknnHaHus).
OtHocures k Taiy: Magic Functions | Actor Functions

CloseCurrentOblivionGate

CuHTakcuc:

CODE

CloseCurrentOblivionGate iNoResetFlag (optional)

Korna Bei3eiBaetest pynkuust CloseCurrentOblivionGate, To Mup OOnuBHOHA, B KOTOPOM HaXOAUTCS UTPOK, cOpackiBaetcsi. OH
BO3BpAILAeTCs Ty/a, OTKyAa OH Bolues B OOJUBHOH U TOBOPAYNBAETCS JIMLIOM K BOPOTaM. 3aTeM BOPOTa CBOPAUYMBAIOTCS U

MOMEUAIOTCS KAK YHUUTOXKEHHbIE (HE UCIOJIb3yeMble Ooiiee). JIpyrue akTepbl MOMEIIA0TCsI 32 BOPOTA U CBA3AHHBIN MUD
cOpachIBacTCs.



Jpyrue akTepsl (He MpUHAIJISKAIINE K JAHHON JIOKAINN) TAKKe MMOMEINAIOTCS 32 BOPOTa M CBA3aHHBIM MUP cOpachIBaETCSI.
Ecmu onmmonansHsri ¢uar iNoResetFlag = 1, To mup O61MBHOHA TTOCTIE 3aKPBITHS BPAT HE cOpachIBaeTCs.

Cwu. Taxke: CloseOblivionGate
OrtHocures k tumy: Miscellaneous Functions

CloseOblivionGate

CHHTaKcHc:
CODE
CloseOblivionGate iNoResetFlag (optional)

Pedepencnas ¢pynkmus. Ecnu BeI3bIBatonInii 00beKT — Bpata OOJIMBHOHA, OHHU 3aKPBIBAIOTCS (OoJiee moapoOHO - CM.
CloseCurrentOblivionGate).

Cw. taoke: CloseCurrentOblivionGate
OtHocures k Tuny: Miscellaneous Functions

CompleteQuest

CuHTaKCHC:
CODE
CompleteQuest QuestID

ITpumep:
CODE
CompleteQuest SQ09

IlomeuaeT KBeCT KaK 3aKOHYCHHBIH. E,HI/IHCTBGHHHﬁ peaﬂLHLIﬁ 3(1)(1)6KT COCTOUT B TOM, YTO KBECT 6yﬂ€T 0T06pa)KaTI)C${ B pasaelie
«3aBepHI€HHI)I€>> CITMCKa KBCCTOB.

Cwum. takke: StartQuest, StopQuest
OtnHocures k Tuny: Quest Functions

CreateFullActorCopy

CuHTaKCHC:
CODE
[ActorID.]CreateFullActorCopy

Ipumep 1:

®yukuus CreateFull ActorCopy co3naer konuio ykazanHoro akrepa (ActorID, B JaHHOM citydae Urpoka) U ero 6asbl:
CODE

player.CreateFullActorCopy

[Ipumep 2:

@DyHKIKS CO3/1aeT KOIMIO BBI3BIBAIOIIETO aKTepa 1 Bo3Bpainaet ID HOBOro 00bhekTa, MOATOMY MOXKET HCIOJIb30BaThCS ISl TOTO,
9TOOBI 3a/1aTh ref-nepeMeHHyr0, Kak 3TO CIeJIaHO B OTOM IIpUMepe:

CODE

set newRef to CreateFullActorCopy

Komust npencrasisier co60it nMoaHbIN 1y0JIMKaT OPUTHHAIBHOTO akTepa (Ha KOTOPOM "BUCHT" aHHBIH CKPHIIT), BKIIIOYas HHBEHTAPb,
HO CO CJIEAYIOUIMMHU OTOBOPKAMU:

OOBeKTHl MHBEHTAPsI AyOIMPYIOTCS TaKXkKe, Kak U B ciaydae BbizoBa (gynkunu Duplicate Allltems

VY konwuu Het nakeroB M nnn gppakumid.

Cwu. Taxke: DeleteFull ActorCopy

Ornocurcs k tumy: Miscellaneous Functions | Actor Functions

D

DeleteFullActorCopy
CuHTaKCHC:

CODE
[refID.]DeleteFullActorCopy

ITpumep:
CODE



newRef.DeleteFullActorCopy

Oynkmus DeleteFull ActorCopy ymanser cozmannyto komuio aktepa (reflD) moiaHocTeio 1 ero 6a30BEIi 0OBEKT.
ITpumeuanue: Paboraet kak QyHKOHS return — CTPOKH CKPHIITA, CIEIYIOMINE ITOCTIE BBI30BA, BHIIONHATHCS HE Oy IyT.
Cwu. Taxxke: CreateFull ActorCopy

OtHocures k Tuny: Miscellaneous Functions

Disable

CHHTaKCHC:
CODE
[ObjectIDIActorID.]Disable

Oynknus Disable oTk09aeT BBI3bIBAIOIIHNA 00BeKT. OTKITIOYCHHBIE 00BEKTHI HE 3aTPyKaI0TCS B MUP, OTKITIOYCHHBIE aKTEPhI HE
obpabarsiBatoT cBoit MM, HO CKpUMITHI HA OTKIITOYEHHBIX 00bekTax BBITTOJIHAIOTCS.

Oynknus Disable He ynansier 00beKThI U3 UTPHI, OHA TIPOCTO MPEKpaIaeT uxX oTprucoBKy. He momnarafitech Ha Disable, aTo0b1
YBEIUYUTH MPOU3BOJAUTEILHOCTD MYTEM YIAICHUS OOBEKTOB.

Cwm. takxke: Enable, GetDisabled

OtHocures k Tuny: Miscellaneous Functions

DisableLinkedPathPoints

CHHTaKCHC:
CODE
[ObjectID.]DisableLinkedPathPoints

Oynxkmus DisableLinkedPathPoints oTkirouaeT Bee MyTeBBIe Y3761, TPUBSI3aHHBIE K BBI3bIBatonieMy 00bekTy Object]D. Oto HYy*)HO,
4TO0BI I3MEHHUTH HaXOKACHHE ITyTH Ha TEOMETPHH, H3MEHSIOLICHCS] BO BPEMs HTPBI, HAIIPHUMED, Ha Pa3BOJHBIX MOCTaXx (
drawbridges), aBmwxkyniuxcs pemérkax (portcullises), pa3BanuBaromuxcs onopax (crumbling bridges) u T.1.

UYroOb! MpUBs3aTh y3€i MyTH K 00BEKTY, BBIICIUTE €ro B peAakTope 1 Hakmute "R".

Cwu. Taxoke: EnableLinkedPathPoints, Category: Path Grids

OtHocures k Tuny: Miscellaneous Functions

DisablePlayerControls

CuHTaKCHC:
CODE
DisablePlayerControls

[Tpu Be13oBe PyHnkumu DisablePlayerControls Hrpok He MOXKET JBUraThCs, *KJIaTh, aKTHBUPOBATH PEIMETHI WIH [I0OJIy4aTh JOCTYII K
KypHaIy.

IIpumMeuanue: npu ITOM UTPOK BCE eI€ MOKET OCMATPUBATHCS BOKPYT.

Cwu. Taxoke: EnablePlayerControls

Otnocures k Tuny: Player Functions

Dispel

CuHTaKCHC:
CODE
[ActorID].Dispel MagicID

IIpumepsr:
CODE
Dispel ShrineAkatoshSpeedMagicka

CODE
NPCRef.Dispel ShrineAkatoshSpeedMagicka

Oynkmus Dispel ypanser ykazannoe 3axmHanne/mMarnio (MagiclD), Hanoxennsie Ha aktepa ActorID.

IMpumeuanue: Jra GyHKIHS TODKHA paboTaTh U paboTaeT Kak KoMaHaa Return, eciiu Bbl IBITAETECHh YAAIUTh 3aKJIMHAHUE B €10
TeKylieM ckpurnre. Hampumep, B ClieyIoIieM CKpHUIITe COOOIIEHHE MTOKa3aHo He OyaeT:

CODE

scn EXSpellScript

Begin ScriptEffectFinish

player.dispel EXSpell

messagebox ""He 6yner Bugen!"

End



Cwu. Taxoke: Dispel AllSpells
Otrocures k Taiy: Magic Functions | Actor Functions

DispelAllSpells

CHUHTaKCHC:
CODE
[ActorID.]DispelAllSpells

®ynkuus DispelAllSpells ynanseT Bce Tekyliie 3akIMHAHUSA/Maruio, HaJoXKeHHble Ha akTtepa (ActorID).
Cwu. Taxke: Dispel
OtrHocures k Tamy: Magic Functions | Actor Functions

Drop

CuHTaKCHC:
CODE
[ActorID.]Drop ObjectID Count

ITpumep:
CODE
Drop Torch02 2

[Ipu Be30Be yHKUMHU Drop Br3bIBaromuii aktep ActorlD BeiOpacheiBaeT ykasanHbsH npeameT(sl) (ObjectID) B Mup K CBOMM HOTaMm B
ykazaHHoM kosmdecTBe (Count).
Otrocures k Tamy: Object Functions | Actor Functions

DropMe

CHHTaKCHC:
CODE
[ObjectID.]DropMe

[Ipu Be3OBe hyHKIMN DropMe 13 koHTeliHepa (MHBEHTapsT) BEIOpackiBaeTcs BeI3bIBaronuii mpeamer ObjectID. Ecim ero B
KOHTelHepe HeT, pyHKknus He uMmeeT dhdekra.

IIpumeuanus:

Ora ¢pyHKIMA padoTaeT Kak GpyHkus Return - cTpoku ckpumnra, cieayromue 3a Hel, BoimostHeHsl HE OynyT (T.K. 00bEKT YHHUTOXKAET
cfv ce0s B mporiecce ynaaeHus U3 HHBEHTAPs).

B otnmuue ot RemoveMe, QyHKIHS He COXpaHsSIeT YPOBHU H3HOIIEHHOCTH, 3apsia WM CKPUIITOBBIE IIEPEMEHHBIE TIPEIMETa.

CwMm. takke: RemoveMe

OtHocures k Tumny: Object Functions

DuplicateAllltems

CuHTaKcuc:
CODE
[ActorIDIContainerID.]DuplicateAllltems TargetContainerID

ITpumep:
CODE
DuplicateAllltems BlackBrugoRef

®ynxuus Duplicate Allltems yGimpyer Bce IpeaMeTsl, HaxosIuecs B Bbi3biBaronieM konTeliHepe (ActorIDIContainerID), B
ueneBoM koHreitHepe TargetContainerID. 3ackpunroBaHHble 00BEKTHI 1yOINPYIOTCS] KK HOBBIE, HE3aCKPUIITOBAHHbIE (HO B
OCTaJIbHOM WJICHTUYHBIC) - KaK BepCHH (Komuu) camux ceOsi. KBecToBble MpeAMEThI TaKkKe TyOJIUPYIOTCS, TaK YTO UCIIONB3YHTE ITY
(YHKIMIO OCTOPO’KHO. MHOTHE KBECTHI 110JIaraloT, YTO KBECTOBBIC MTPEMETHl YHHKAIbHBI — CO3JJaHUE UX BTOPOW KOITUH MOXKET
MIPUBECTH K HEIKEIATENbHBIM MTOCIEACTBHUSIM.

Cwum. Taxxke: CreateFull ActorCopy

Otrocures k Tamy: Category: Items | Actor Functions

DuplicateNPCStats

CHHTaKcHc:

CODE

[ActorID.]DuplicateNPCStats NPCToCopyFromID

ITpumep:
CODE



myClone.DuplicateNPCStats player

Oynxkmus DuplicateNPCStats my0iampyeT Bce XapakTepHUCTHKH, KOTOPBIE UMEI0TCs y ykazaHHOTo nepcoHaxa (NPCToCopyFromlID),
Ha Be3biBaroniero NPC (ActorID), Bkimodas creyromiee:

Kiacc (class)

VYposens (level)

Hasbixu n atpubytsl (Skills and attributes)

Cwu. Taxke: CreateFull ActorCopy
OtHocures k Tuny: Miscellaneous Functions

E
Enable

CHHTaKCHC:
CODE
[ObjectID.]Enable

@yuxuuns Enable Bximouaer Be3biBaronii 00bekT ObjectID, 3ab6nokupoBanHblil panee ¢pynknuei Disable.

Bce 00beKThI BKITIOUEHBI B UI'PE 110 YMOJYAHHMIO, @ 3TO 03HAYAET, YTO OHHM PEHAEPSATCS B UTPE U, €CIIM OHU aKTEPHI, TO
OTpabaThIBalOTCS WX MakeThl Al

Cw. Taxxe: Disable, GetDisabled

OrtHocurcs k tumy: Miscellaneous Functions

EnableFastTravel

CHHTaKCHC:
CODE
EnableFastTravel flag

Oynkuus EnableFastTravel BkirodaeT nim OTKII09aeT OBICTPOE MyTEIISCTBHE.

Ecmu dunar (flag) ycranosien B "1", Toraa paspermiero, eciu B "0" = 3a010KkupoBaHO 10 TEX MOP, TOKa CHOBA He OyJeT BKIIOYEHO
9TOM (QyHKIIHEH.

OrtHocures k Tumy: Miscellaneous Functions

EnableLinkedPathPoints

CUHTaKCHC:
CODE
[ActorID.]EnableLinkedPathPoints

®ynxuus EnableLinkedPathPoints Bkitouaet Bce myTeBble y3ibl (madrpuisl), cBsi3aHHbIe ¢ 00bEKTOM BbI30Ba Actor]D.
UT0o0BI IPHUBS3aTh TOYKY MMYTH K 0OBEKTY, BEIOEPUTE B KOHCTPYKTOPE TOUKY ITyTH U HAXKMHTE KiaBumry "R".

Cwu. Tarke: DisableLinkedPathPoints, Category: Path Grids

OrtHocurcs k tumy: Miscellaneous Functions

EnablePlayerControls

CHHTaKCHC:
CODE
EnablePlayerControls

®ynxuus EnablePlayerControls BkiltouaeT ynpasieHe Urpoka, OTKiIo4eHHoe panee ¢pyHkuuel DisablePlayerControls
Cwu. Taxke: DisablePlayerControls
Otrocures k Tamy: Player Functions

EquipItem

CHHTaKCHC:
CODE
[ActorID.]EquipItem ObjectID NoUnequipFlag

ITpumep:
CODE
EquipItem FavoriteCuirass



player.EquipItem CursedHelm 1

BrzoB ¢pynxmm Equipltem 3acraBmisier akrepa ActorID onets o6bekt ObjectID. Ecii pmar NoUnequipFlag = 1, akrep (Bkirodas u
MIEPCOHAXA UTPOKA), HE CMOKET CHATh OOBEKT.

Cwu. Take: Unequipltem

Otnocures k Tuny: Object Functions | Actor Functions

EssentialDeathReload

CuHTaKcuc:
CODE
EssentialDeathReload '"Death message'

ITpumep:
CODE
EssentialDeathReload ''Bul mpourpanu. Koddpe your. Hagexanl 6oJibine HeT."

Oynkuus EssentialDeathReload 3actaBnsieT urpy nepesarpys3uTbes (Takxke, Kak U IOCIE CMEPTH NepcoHaxa urpoka). CHavana
HOSIBJIACTCS COOOIEHNUE, 3aTEM MEHIO Iepe3arpy3Ku.
Otnocures k Tuny: Miscellaneous Functions

EvaluatePackage

CuHTaKCHC:

CODE

[ActorID.]EvaluatePackage PackagelD
evp PackagelD

Hcnons3yiite ¢pynkiuio EvaluatePackage Ha ykazanHoM akrepe (ActorID), 4ToObI BEIHYUTH €TI0 IEPEOLICHUTH MAKEeThI U BEIOPAThH
ykazanHblit PackagelD, KoTOpBIi 10JKEH BBIONHATHCS HEMEUIEHHO. JTO MOXKET OBITh HEOOX0/IMMO B TEX CIy4dasiX, KOrja B CKpUITE
N3MEHWINCH Kakue-nubo ycnosusi. Hanpumep, eciu BBl XOTHTE, YTOOBI aKTEp aKTHBUPOBAJ pblyar, KOria Kakoi-HuOy b ¢uar B
CKpHNTE YCTaHOBUTCA B cocrosiHue "True" - "ucrtuna". J{inst Toro, 4To0bI akTep aKTUBUPOBAI €T0 Cpa3y ke Mocje ITOr0 COOBITHS, BaM
HyxHO BbI3BaTh EvaluatePackage u 3acTaBuTh akTepa HEMEIIEHHO NEPEOLICHUTD MTAaKeThl, YTOOBI HE XK/IaTh B TEYEHHE 1IEJI0T0 Yaca.
Ota (YHKIHS JOJKHA HCIIOIB30BATHCSI OCMOTPUTEIBHO, TIOCKOIBKY 3TO MOJKET 3aHSTh JUINTEIBHOE BPEMS B CITydae, €CIIU aKTep
HUMeEET AJIMHHBIA CIIUCOK ITAKETOB M YCIOBHI.

Ortnocurcs k tumy - Al Functions | Actor Functions

F
ForceActorValue

CuUHTaKCHC:

CODE

[ActorID.]ForceActorValue StatName value
[ActorID.]ForceAV StatName value

[Tapamerpsr:

CODE

ActorID - ID nepconaka, HeoOsI3aTeJIbHBII.
StatName - Ha3BaHHe H3MeHsIeMOI XapaKTePUCTUKHU
Value - 3HaueHHe, KOTOpOe Oy/1eT MPUCBOEHO

ITpumep:
CODE
ForceActorValue Strength 50

Oynknus ForceActorValue m3mensiet muist ykazanaoro akrepa (ActorID) ero tekyrnyro xapaktepucTuky (StatName) 110
onpeneneHHoro 3HadeHus (value) (He myraiite ¢ SetActorValue, kotopas m3mensier BA3OBOE 3naueHne XxapakTepUCTHKH).
V3MeHeHHas XapaKTepuCcTHKa OyIeT 0ToOpakaThCs B UTpe KpacHBIM 1BeToM (damaged - moBpesxaeHne) Wi 3eJeHbIM (restored -
BOCCTAaHOBJICHHUE), YTOOBI HH()OPMHUPOBATH UTPOKA, YTO 3TO BpeMeHHas Moauukanus. Hem3MeHeHHbIE mapaMeTpsl OyneT
0TOOpaXXaThCsl CHHUM IIBETOM.

OcHOBBI:

Korna BbI (mutn urpa) ucnosnsdyere GetActorValue, Bbl mosryyaere cyMMy 6a30BOT0 3HAUCHHS aKTEpa IUIIOC 3HAUYCHHS TPEX
MOJU(UKATOPOB - UTPOBOTO, MArMYECKOT'0 U CKPHUIITOBOTO:

1. Game Modifier ncniosie3yercst 1 "nocrosuHoro" addekra, Tnna Damage u Restore.

2. Magic Modifier nucrions3yercs aist "BpeMEHHOTO0", pa3BeBaeMOro Maruueckoro a¢dexra, takoro kak Drain u Fortify.

3. Script Modifier ncrionp3yercs aist "BpeMEHHOT0" HEPa3BEMBAEMOT'0 CKPHUIITOBOIO 3(h(heKTa, TAKOro Kak 0J1arocIoBeHHs 1
MIPOKJISITHUS.



Oynknrm ModActorValue u ForceActorValue H3MEHSIIOT TOJIBKO CKPUNITOBBIA MoaudukaTop. M3sMeHeHus, cAeIaHHbIe STUMH
(YHKIHSAMH, HE BOCCTAHABIMBAIOTCS aBTOMATHIECKH BHYTPHHUTPOBBIMH CPEICTBAMH, TIOTOOHO €CTECTBEHHOMY BOCCTaHOBIICHHIO
3I0POBbS WJIM Maruu. [|Jist 5TOro BaM HY>KHO "YHHUTOXKHTB' MX B CKPHUIITE.

B ckpuntax 3T GyHKIHH BexyT ceOs Tak, KaK OMICAHO BHIIIE, HO B KOHCOJIM OHHU BEAYyT ce0s HECKOIBKO HHAYE - B CBA3H C TEM, UTO
OHH HCITOJIb30BaMCh Bethesda st meneBoro TectupoBanus 00bekToB. CM. onucanue st pynknun ModActorValue:

CODE

ModActorValue health, ( value - GetActorValue health )

Kax u B cimyqae ¢ ModActorValue, npu Bei3oBe ForceActorValue u3 ckpunra n3meHeHus 0y1yT BpeMEHHBIMH.

Cwm. tarcke: Stats List, GetActorValue, GetBaseActorValue, SetActorValue, ModActorValue

OtHocures k Tuny: Actor Value Functions | Statistics Functions | Actor Functions

ForceCloseOblivionGate

CuHTaKCHC:
CODE
ForceCloseOblivionGate

Oynxuus ForceCloseOblivionGate MrHoBeHHO 3aKpbiBaeT Bpata O0nuBroHa — paboTtaet Takke, kak v pyHkius CloseOblivionGate,
HO aHMMaLUs 3aKPBITUS BPAaT HE IPOUTPHIBACTCA.

Cwm. takxke: CloseOblivionGate, CloseCurrentOblivionGate

OtHocures k Tuny: Miscellaneous Functions

ForceFlee

CHHTaKCHC:

CODE

[ActorID.]ForceFlee

[ActorID.]ForceFlee CellID
[ActorID.]ForceFlee CellID, ObjectRefID

ITpumepsr:

CODE

ForceFlee ChorrolTheGreyMare

ForceFlee ChorrolTheGreyMare, BongondRef

BrzoB ¢ynknun ForceFlee 3actaBnseT Boi3biBatomero akrepa (ActorID) yberaTs, HE3aBUCUMO OT TOTO, Cpa)kaeTcs B JaHHBIH MOMEHT
aKTep WM HET.

Ecmu dyHkuus BeI3biBaeTcs 0€3 mapamMeTpoB, akTep OyaeT BRIOMpaTh caM, KyJa yoeraTh M KOTJa OCTAaHOBHUTHCS, T.€. TaK, Kak
MOCTYMHAIOT OOBIYHBIE aKTEPHI.

Ecnu ¢pynkuus BeizeiBaercs ¢ CelllD, akrep Oynet yOerars, moka He JOCTUTHET yKa3aHHOM SYEHKH.

Ecnu ¢pynkius BeizeiBaercs ¢ ObjectRefID, akrep Oyner yoerats, moka He gocTurHet ykazanuoi nenu (ObjectRefID) (B nanHOM
ciryyae staeiika CelllD Oyner urHopupoBaThCs, HO Ul HOPMaJIbHOIM KOMIMIISILIMK CKPHUIITA €€ TpeOyeTcsl 0053aTeNIbHO YKa3aTh).
Ectb nmonesnoe nodouHoe feiicTBIE 3TOH (DYHKIMHU, 3aKIIIOUAIOIEECs] B TOM, YTO €CJIM BBI3BaTh €€ 0e3 ImapaMeTpoB Ha
pasroBapHBalOILEM B IaHHBIH MOMEHT aKTepe, TO OH MTHOBEHHO ITPEKPATUT Pa3roBOp M 00a akTepa HEMEIUIEHHO BO3BPATSTCS K
CBOMM TEKYIIUM MaKeTaM.

Ornocures k tumy : Al Functions | Actor Functions

ForceTakeCover

CuHTaKCHC:
CODE
[ActorID.]ForceTakeCover TargetID Duration

ITpumepsr: ForceTakeCover player 30

Oyukuus ForceTakeCover BeiHyXnaeT Bei3biBatoliero akrepa (ActorID) otnenutbes ot uenu TargetID Ha yka3zaHHOe B ceKyHAax
Bpems (Duration).

Ornocures k tumy: Al Functions | Actor Functions

ForceWeather

Ornucanue: @yHKINS YCKOPEHHOW CMEHBI ITOT OB

Tum: nil

CuHTaKcuc:

CODE

ForceWeather WeatherID WeatherOverrideFlag (optional)

IMapameTpsr:
CODE



WeatherlD - ID o6bexkTa noroasl
WeatherOverrideFlag - Heo0s13aTe/ibHBII, yKa3bIBaeT, 3aUKCHPOBATDH MO0y WJIN HET

ITpumepsr:

CODE

ForceWeather Clear
ForceWeather OblivionStorm 1
fw SigilWhiteOut

®ynxkuuns ForceWeather no3Bossier yctaHoBUTh yKa3aHHYI0 niorony (WeatherID) HemenenHo nocie Bei3oBa. Ecin HeoOs3aTenbHbII
¢ar WeatherOverrideFlag yxa3san u yctanoBiies B "1", To orojia n3MeHsiTbcs He OyeT, IoKa He OyAeT BbI3BaHa (YHKIHS
ReleaseWeatherOverride, B MpOTHBHOM CJIy4ae MOT0/1a BEPHETCS K CBOEMY HOPMAJILHOMY BHJTY COTJIACHO TEKYIIEH CHCTEMBI TTOTOJIBI
B JJAHHOW MECTHOCTH.

Tum moroeI MOKHO U3MEHSTH C IIOMOINBI0 MBYX (hyHKINH - ForceWeather u SetWeather. OTiimuaroTcst OHM TOJBKO TEM, YTO B
MIEPBOM CIIydae Mepexo/l MPON30HAET MTHOBEHHO, @ BO BTOPOM - TIABHO, B COOTBETCTBUH C HACTPOHKAMH OOBEKTA MOTO/IBI.

ID morozsr (Console IDs):

Tamriel

CamoranWeather 000370CE

Clear 00038EEE

Cloudy 00038EFE

DefaultWeather 0000015E

Fog 00038EEF

Overcast 00038EEC

Rain 00038EF2

Snow 00038EED

Thunderstorm 00038EF1
OblivionStormTamriel 000836D5
OblivionStormTamrielMQ16 0006BC8B
Oblivion

OblivionDefault 00032E15
OblivionElectrical 00067198
OblivionMountainFog 000671A1
OblivionSigil 000C0999
OblivionStormOblivion 00067199
SigilWhiteOut 000C42DE

Other

MS14Sky 0018BCCF

CwM. taxxe: ReleaseWeatherOverride, SetWeather
OtHocures k tuny: Weather Functions

G

GetActionRef

CuHTaKCHC:
CODE
set refVar to GetActionRef

Oynknus GetActionRef Bo3Bpamaet ref-mepemMeHHyI0 00bEKTa, KOTOPBINA B JAHHBIH MOMEHT B3aHMMOJCHCTBYET C 3aCKPUIITOBAHHBIM
00BeKTOM. JIOCTYITHO TOJBKO TOT/IA, KOTJIa 00BEKT aKTHBUPYETCSI WK BKIt0YaeTcs. OYHKIUS BO3BpAIIacT 3HAYCHHUE TOIBKO B OJJHOM
(peliMe cpa3y nocie B3auMoJIcHCTBUSA C 00BEKTOM. DTO 03HAYAET, YTO OHA B OCHOBHOM OyIeT moJie3Ha BHYTpH O0510koB OnActivate
unu OnTrigger.

B HEKOTOPBIX ciy4asiX, €CIM 3aCKPUIITOBAHHBIN 00BEKT B3aMMOJICHCTBYET OJTHOBPEMECHHO C HECKOJIBKHUMH 00BEKTaMU (HapuMep, B
30HE JIEHCTBUS 00BEKTa HAXOUTCS HECKOJIBKO TIEPEKITFOUATENei), PYHKIUS BO3BPATHT TOJBKO CAMBIH MOCICIHUI U3 00BEKTOB
B3aUMOJEICTBUSL.

Cwu. Taxke: IsActionRef
Ornocures k tumy: Reference Variable Functions

GetActorValue

KpaTKOG OIINCaHHUC: BosBpamaeT TCKYIICC 3HAYCHUC XapAKTCPUCTHUKU.
CUHTaKCHC:

CODE

[ActorID.]GetActorValue StatName

[ActorID.]GetAV StatName



[Tapamerpsr:

CODE

ActorID - ID nepconaka, HeoOs3aTeJIbHbII
StatName - Ha3BaHHe XapaKTePHUCTUKH

ITpumep:
CODE
GetActorValue Strength

®ynxuus GetActorValue Bo3Bpalaer Tekyuiee MOANGHIMPOBAaHHOE 3HaUEHHE XapakTeprcTiky (StatName) 11 yka3aHHOTO akTepa
ActorID. GetActorValue MOXeT HCIIOJIb30BATHCS C JIIOOBIMHU XapaKTePUCTUKAMU, JOCTYITHBIMH IEPCOHAXY Urpoka wim akrepy (NPC
WJTU CYILIECTBO).

Cw. Taxxe: Stats List, GetBaseActorValue, ModActorValue, SetActorValue, Force ActorValue
Ornocurcs k Tumy: Actor Functions | Actor Value Functions | Statistics Functions | Condition Functions

GetAlarmed

CHHTaKCHC:
CODE
[ActorID.]GetAlarmed

Oynknus GetAlarmed Bo3Bpamiaer uctuny (1), ecnu aktep (ActorID) moaHsut TpeBory.
Ornocurcs k tumy: Crime Functions | Condition Functions | Actor Functions
GetAmountSoldStolen

CHHTaKCHC:
CODE
GetAmountSoldStolen

Oynknus GetAmountSoldStolen Bo3BpamaeT MOJHYIO0 CyMMY YKPaJIeHHBIX TOBapOB, KOTOPBIE UTPOK TpoAan. OTMEThTe, 4TO 3TO
KOJIMYECTBO 30JI0Ta, KOTOPOE MOIYYHII UTPOK 10 (PaKTy, a He 6a30Basi CTOUMOCTD MPEJAMETOB.

Cw. Taoke: ModAmountSoldStolen
Otrocures k Tamy: Player Functions | Condition Functions

GetAngle

CHHTaKCHC:
CODE
[ActorID.]GetAngle axis

ITpumep:
CODE
GetAngle Z

Oynkmus GetAngle Bo3BpamaeT TeKyniid yroi moBopora oobekra (ActorID) mo BeiOpanHoit ocu (axis) (X, Y, win Z) B popmare
float oTHOCHTENEHO MUPOBBIX KOOPJHHAT.

Oco0sbie 3amevanust (eciu (GYHKIMS BbI3BaHA Ha MEPCOHAXKE UTPOKA):

VYron Z Bo3Bpamaercs co 3HaueHueM ot 0 1o 360 rpaja B 3aBUCUMOCTHU OT TEKYILErO MOJI0XKEHUS IOJIOBHI IEPCOHAXKA.

VYron X Bo3Bpaiaercs (Teopetuuecku) B auanasone ot -90 no +90 rpagycos. B aelicTBUTENBHOCTH UTPOBOM JHAaNa30H COCTABISET -
89....+89. Ecniit urpok cMOTpHT BBEpX, TO MpEJeIbHOE BO3BpaIllacMOe 3HaueHUE yriia OyJeT COCTaBIATh -89 rpajycoB, €ciy )K€ OH
CMOTPUT BHH3, Ha HOTH, TO Ipe/ieJIbHOE 3HaUeHHE OyIeT cOCTaBIATh +89.

Ortnocures k Tuiry: Movement Functions | Condition Functions

GetArmorRating

Kpatkoe onucanue: @yHKIMs Bo3BpamiaeT 00Ul pedTHHT OpOHH.
CuHTaKCHC:

CODE

[ActorID.]GetArmorRating

IMapameTpsr:
CODE
ActorID - ID nepconaka, Heo0s3aTeTbHBIIA.



Oynkmus GetArmorRating Bo3BpariaeT moHEIA CyMMapHBIA PEHTHHT BCEX JTOCIIEXOB, OACTHIX B JAHHBIA MOMEHT Ha YKa3aHHOTO
aktepa (ActorID).

Ornocures k tumy: Statistics Functions | Condition Functions | Actor Functions
GetArmorRatingUpperBody

CuHTaKCHC:
CODE
[ActorID.]GetArmorRatingUpperBody

Oynkmusa GetArmorRatingUpperBody He maet peiituar OpoHHM (ToCTIeX0B), HO BO3BpAIIAeT, KAaKOW THII (KJTacc) OpOHH HOCHT aKTep B
CIIOTE BEpPXHEW YacTH TeJa.

[TapameTpsr: ActorID - ID nepconaxa, OpoHI0 KOTOPOTO HY>KHO MPOBepUTh. HeoOs3aTepHBIN.

BozMosxHBIE BO3BpaliaeMbIe 3HaUSHHS Kilacca OpOHU:

0 = Her Oponun

1 = nerkast Opons

2 = TspKenast OpoHs

Cwu. Take: GetArmorRating, GetObjectValue(OBSE)
Otnocures k Tumny: Statistics Functions | Condition Functions | Actor Functions

GetAttacked

CuHTaKCHC:
CODE
[ActorID.]GetAttacked

Oyukius GetAttacked Bo3Bpamaer 1, eciu Bei3biBaromuii akrep (ActorID) 6buT aTakoBaH. DTO 3HAUCHHUE COPACHIBACTCS, KOT/IA aKTep
BBIXOIUT U3 00s1.

IIpumeuanue:

He scuo, yem ona otnnyaercs ot IsiInCombat.

He sicHo, paboTaet iu 9Ta GyHKIUS BOOOIIIE. ..

Cwu. Taroke: IsinCombat
Ornocures k Tuiry: Combat Functions | Condition Functions | Actor Functions

GetBarterGold

CHHTaKCHC:
CODE
GetBarterGold

Tumn: uenoe, HeOTpUIATETHHOE

Oynkuus GetBarterGold Bo3Bparaer qoctymnHoe it oOMeHa KoJmdecTBo AeHer (30501a) y NPC. @akTudecku, 3T0 MaKCUMAaTbHAS
1eHa, 3a koropyto NPC MoXeT 4To-T100 KyIHTh.

Cwum. Taxke: ModBarterGold

OrHocutes k tutry: Statistics Functions | Condition Functions

GetBaseActorValue

CUHTaKCHC:

CODE

[ActorID.]GetBaseActorValue StatName
[ActorID.]GetBaseAV StatName

ITpumep:
CODE
GetBaseActorValue Health

[TapameTpsr:

ActorID - ID nepcoHnaska, HeoOs3aTeIbHBIN

StatName - Ha3BaHHE XapaKTEPUCTUKU

Onucanne: @ynknus GetBaseActorValue Bo3Bpaiaer 6a30Boe 3HaUe€HHE YKa3aHHOM XapakTeprcTHKH StatName y yka3aHHOTO
aktepa ActorID. UToObI y3HaTh Tekylee (MoAn(UIMPOBAHHOE) 3HAUCHUE, UCTIONB3YiTE (yHKIMI0 GetActorValue.

Cw. tarcke: Stats List, GetActorValue

Otnocures k Tuny: Actor Functions | Actor Value Functions | Statistics Functions | Condition Functions



GetButtonPressed

CuHTaKCHC:
CODE
GetButtonPressed

ITpumep:
CODE
set buttonVar to GetButtonPressed

[Tpu mepBom Be3OBe pyHKMK GetButtonPressed, mocie Toro, kak B Urpe ObLTa Ha)kaTa KHOIKA B TUAIOTOBOM OKOIIIKE, CO3IaHHOM
¢yakuneit MessageBox, GetButtonPressed Bo3Bpatut HoMep HaxkaToi kHOTIKH (0" 03Ha"aeT mepByro KHOTIKY, "1" - BTOpYIO, H T.1I.).
Bo Bcex ocTanmbHBIX citydasx (ecii KHOTIKA B MPEIBIAYIINX GpeiiMax He HaKuMaach 00 3HaUCHNE HAXXaTO KHOTIKH YK€ ObLIO
CUMTAHO M COXPAHEHO B MEpeMeHHOH) OymeT Bo3Bpamarses "-1".

OtMetbTe, 9T0 QyHKIUA pearupyet Ha MessageBox, co3maHHEII B 9TOM K€ CKpUIITE.

Ipumep ckpumnra:

CODE

Begin OnActivate

if IsActionRef player ==

messagebox ''Y Bac 3 BapuanTa:", '"Bapunant 1", ""Bapunant 2", "'Bapuant 3"

endif

end

begin gamemode
set button to getbuttonpressed
if button > -1

if button ==

; Bapuant 1
elseif button ==

; BapuanT 2
elseif button ==

; BapuanT 3
endif

endif

end

CwM. Take: MessageBox
OrHocurcs k tumy: Miscellaneous Functions

GetClassDefaultMatch

CHHTaKCHC:
CODE
GetClassDefaultMatch

Oynknus GetClassDefaultMatch Bo3Bparmaer 0, 1 win 2 B 3aBUCUMOCTH OT TOT'O, HACKOJIBKO TEKYIIUN KIJIACC MIEPCOHaKa UTPOKa
COOTBETCTBYET "KJIaccy MO-YMOJIYAHUIO":

CODE

2 = cOOTBETCTBYET MOJHOCTHIO

1 = coBnagaet cnenuanu3zamus (Cpakenne, Marus ujim CKpbITHOCTD)

0 = HeT coBnageHUId

Hanpuwmep, ecin kiace urpoka no-ymoadannio — Ckayr (Scout), a Tekymmii kiiacc — Bapsap (Barbarian), To ata pynkuus
BepHet 1. Econ kiacc urpoka no-ymonrdannw — Iexurens (Healer), a Tekymmii kia1acc — Bapsap (Barbarian), To 3Ta
¢yHaknus Bo3Bpatut () (IOJTHOCTHIO Pa3IMYHbIE CTIEIIHATH3AINN).

Cwm. taxxe: GetlsClassDefault, SetiInCharGen
Otrocures k Tamy: Player Functions | Condition Functions

GetClothingValue
CHHTaKCHC:

CODE
[ActorID.]GetClothingValue

Oyukuus GetClothingValue Bo3BpalaeT «CTOUMOCTb OJESIHUS» OJETOM B TaHHBII MOMEHT Ha BbI3bIBatolieM akrepe (ActorlD)
onexabl u 6ponu, B uatepBaie oT 0 10 100. LieHHOCTB Ka)ka0ro npeaMeTa MaciiTabupyeTcs: B 3aBUCMMOCTH OT IPOLICHTA MTOKPBITHS



JIaHHOTO cJioTa (TI0ATOMY Joporasi poda OyJeT UMeTh OOJIBIINN BeC, 4eM JOpOorue OOTHHKH). DTy (PYHKIHIO JTydIle BCETO
HCTIONIL30BAaTh I JUAIOTOB, 9T00bI NPC pearnpoBanu Ha TO, Kak 60raTo MiId 6€THO OET KTO-JTN00.
Crnenyromue UrpoBBIe HACTPOIKHI HCTIOIB3YIOTCS, YTOOBI OMPEASITUTh IEHHOCTh OJIEK/IBI, M BO3BpaIaoTcs QyHKIHen
GetClothingValue. [IparonieHHOCTH, OpOHS U OJKIa PETYIUPYIOTCS HE3aBUCHMO:
fClothingArmorBase

D10 6a30BOC 3HAYCHHUE CTOMMOCTH JJIsl HOIIICHUSI OPOHM JTFOO0TO THIIA.

3nauenue no ymoadanuto: 0.000

fClothingArmorScale

DTO MHOXUTENb [UIS JICHEKHON CTOMMOCTH HOCUMOM OpOHH.

3nauenue no ymondanuto: 0.2500

fClothingBase

3Ot0 6a30Basi CTOMMOCTH ISl HOIIICHHUS TIOBCEIHEBHBIX OJICXKT IIOOOTO THIIA.

3Hadenue no ymomadanuio: 0.000

fClothingClassScale

3T0 MHOXHTENb IS ACHE)KHON CTOMMOCTH BCel HOCUMOM OZCKIbI.

3Hadenue o ymonadanuio: 3.000

fClothingJewelryBase

D10 6a30Basi CTOMMOCTb JUIS HOLICHHS APATOIICHHOCTH JII000T0 THIIA.

3naueHue no ymonadanuto: 5.000

fClothingJewelryScale

DTO MHOXUTENb JUIS JCHEKHON CTOMMOCTH JIF000H HOCUMOM IParoleHHOCTH.

3nauenue no ymondanuto: 0.1000

OrtHocutes k Tumy: Actor State Functions | Condition Functions

GetCombatTarget

CuHTaKCHC:
CODE
[ActorID.]GetCombatTarget

ITpumep:
CODE
set refVar to GetCombatTarget

Oynkmmsa GetCombatTarget Bo3BpammaeT TeKynryio 00eByro 1eib BeI3bIBatomero akrepa ActorlD.
Ho ecnu BBI3BIBaTH 3Ty QYHKIHUIO C SBHBIM YKa3aHHEM IepcoHaxka urpoka -Player.GetCombatTarget, ¢pynkuuns Bcerna Oyner
Bo3Bpaiarh 0, Tak KaK Urpa He MOXKET ONPEICIUTh, KAKYIO 1IeJIb BIOpal HIPOK.

Ornocures k Tumy: Reference Variable Functions | Actor Functions
GetContainer

CHHTaKCHC:
CODE
set refVar to GetContainer

Oynknus GetContainer Bo3Bpaiiaet ref-nepeMeHHyI0 (CChUIKY) Ha BBI3BIBAIOIINN 00BEKTHBIM KOHTEHHED (€CITH TAKOBOW UMEETCS).
Ornocures k Tumy: Reference Variable Functions
GetCrime

CuHTaKcuc:
CODE
[ActorID.]GetCrime CriminalActorID [CrimeType]

ITpumep:
CODE
GetCrime player, 3

Oynkmus GetCrime Bo3Bpamaet 1, eciu aktep Criminal ActorID coBepmin onpenenennsiii Tin npectymienus [CrimeType] mpoTus
BhI3BIBatomIero akrepa ActorID U Ber3siBaronuii aktep 3HaeT 00 3ToM. Eciim Tum npectymiienus [crime type] omyIieH, TO HCTHHA
BO3BPAILAETCS, €CIIM BBI3BIBAIOLINI 3HACT O JIFOOOM MPECTYIUICHNH, coBeplieHHOM akTepoM Criminal ActorID mpoTus Hero.

Tuns! npectynnenuit [crime type]:

CODE

0 = Kpaxa

1 = Kapmannas kpa:ka

2 = HapyuieHnune TeppuTOpPHH



3 = Araka
4 = YouiicTBo

Cwu. Tarke: Crime Types
Ornocurcs k tumy: Crime Functions | Condition Functions | Actor Functions

GetCrimeGold

CHHTaKCHC:
CODE
[ActorID.]GetCrimeGold

Oynknus GetCrimeGold Bo3Bpariaet Tekyliee 3Ha4YeHUE "KpUMUHAIBHOTO" 30i10Ta y aktepa ActorlD. «KpumunanmsHoe 3010TO»
("Crime Gold") — »T0 Tekymuii mrpad, KOTOPBIH akTep 3apaboTa Ha PECTYTUICHUSX.

Cw. Taxxe: ModCrimeGold, SetCrimeGold
Otnocures k Tuny: Crime Functions | Condition Functions

GetCrimeKnown

CuHTaKCHC:

CODE

[ActorID.]GetCrimeKnown CrimeType, Criminal, Victim
ITpumep:

CODE

GetCrimeKnown 4, EvilJoe, PoorBob

®ynxuuns GetCrimeKnown Bo3Bparuaer 1, eciu Boi3biBatowmuii akrep (ActorID) 3Haer 06 ykazannom npecrymienun (CrimeType).

Cwu. Taxoke: Crime Types
OtHocures k Tuny: Crime Functions | Actor Functions

GetCurrentAIPackage

CHHTaKCHC:
CODE
[ActorID.]GetCurrentAIPackage

Oynkuus GetCurrentAlPackage Bo3BpamaeT ciaenyromue 3Ha4eHHs AJ1s TUIIOB aKeTOB Al, MMeroImuXcs y BBI3BIBAIOIIETO aKTepa
ActorlD:

CODE

0 = EXPLORE
1=FOLLOW

2 =ESCORT

3 =EAT

4 = SLEEP

5 =COMBAT

6 = DIALOGUE
7 = ACTIVATE
8 = ALARM

9 =SPECTATOR
10 = FLEE

11 = TRESPASS
12 = GREET

13 = WANDER
14 = TRAVEL

15 = ACCOMPANY

16 = USEITEMAT

17 = AMBUSH

18 = FLEE_NON_COMBAT
19 = CAST_MAGIC

20 = COMBAT_LOW

21 =GET_UP

22 = MOUNT_HORSE

23 = DISMOUNT_HORSE
24 = DO_NOTHING

25 = CAST_TARGET_SPELL



26 = CAST_TOUCH_SPELL

27 = VAMPIRE_FEED

28 = SURFACE

29 = SEARCH_FOR_ATTACKER

30 = CLEAR_MOUNT_POSITION

31 = SUMMON_CREATURE_DEFEND

32 =MOVEMENT_BLOCKED

Cwu. Taxoke: GetCurrentAIProcedure

Otnocures k Tuny: Al Functions | Condition Functions | Actor Functions

GetCurrentAIProcedure

CHHTaKCHC:
CODE
[ActorID.]GetCurrentAIProcedure

Oynkius GetCurrentAlPackage Bo3BpamaeT ciaenyronue 3HadeHus A TUnos Al-porenyp, UMEIOIIMXCsl y BBI3BIBAIOLIETO aKTEPa
ActorlD:

CODE

0 = TRAVEL

1 = ACTIVATE

2 =AQUIRE

3 = WAIT

4 =DIALOGUE

5 = GREET

6 = GREET_DEAD

7 = WANDER

8 =SLEEP

9 = OBSERVE_COMBAT
10 = EAT

11 =FOLLOW

12 = ESCORT

13 = COMBAT

14 = ALARM

15 =PURSUE

16 = FLEE

17 =DONE

18 = YIELD

19 = TRAVEL_TARGET

20 = CREATE_FOLLOW
21 =GET_UP

22 =MOUNT_HORSE

23 = DISMOUNT_HORSE
24 = DO_NOTHING

25 = CAST_SPELL

26 = AIM

27 = ACCOMPANY

28 = USE_ITEM_AT

29 = VAMPIRE_FEED

30 = WAIT_AMBUSH

31 = SURFACE

32 = WAIT_FOR_SPELL

33 = CHOOSE_CAST

34 =FLEE_NON_COMBAT
35 =REMOVE_WORN_ITEMS
36 = SEARCH

37 = CLEAR_MOUNT_POSITION
38 = SUMMON_DEFEND
39 =MOVEMENT_BLOCKED_WAIT

OTMeTHM, 4TO IpOUEAypa U TEKYIIUH MaKeT - CyTh HE OJHO | TO ke. OTAEIbHBIN MaKeT MOKET COAEPKATh PA3INIHBIC BO3ZMOXKHBIC
MIPOLIEIYPHI - B 3aBUCUMOCTH OT TOTO, UTO JIeaeT B HACTOSAIINI MOMEHT akTep. Hanpumep, B makere "Travel" akrep Oyzaer
BBITIOJHATH MpoLeAypy myTtemectBus - "Travel" (koraa akrep nepeMeiaeTcs K ey Ha3HaYeHUst), a 3aTeM, IPUOBIB B MECTO
Ha3Ha4YeHUsl, OH OyJeT BBIIOJIHATH NpoLeaypy oxuaanus - "Wait".

[Mpouenypa MOKeT TakxKe U He OBITh CBSI3aHHOM C JIEXKALIMM B €€ OCHOBE IIAKETOM - KaKoe-HUOYIb He3aIlIaHNPOBaHHOE COOBITHE
MOXKET 3aCTaBUTh aKTEpa Ha4aTh HOBYIO NPOLEAYPY 0€3 U3MEHEHHS TTaKeTa.

Cwmotpure Take: GetCurrentAlPackage

Otnocures k Tuny: Al Functions | Condition Functions | Actor Functions



GetCurrentTime

CuHTaKCHC:
CODE
GetCurrentTime

Tun Bo3Bpaiaemoro 3nauenus: float (BeuiecTBeHHOE)

ITapameTpsl: HET

Omnucanune: @ynakius GetCurrentTime Bo3BpalaeT TeKyiee 3HAYCHUE UTPOBOTO BPEMEHH B ICCATUIHOM (POpMATE ¢ TUIABAIOIICH
3aIIATOM.

IIpumepsr:

CODE

GetCurrentTime

1) Texymee urposoe Bpems = 4:30 am (4:30), Bo3Bparaemoe 3HaueHue - 4.5
2) Texymee urposoe Bpems = 7:45 pum (19:45), Bo3Bpamaemoe 3Hauenue - 19.75
OtnHocures k Tuny: Time Functions

GetCurrentWeatherPercent

CHHTaKCHC:
CODE
GetCurrentWeatherPercent

Oynknus GetCurrentWeatherPercent Bo3Bparaet HHGOpMAIIUIO O TOM, Ha KAKOW CTaJlH HaXOUTCS MPOIIECC CMEHBI THTIA TIOTOJIBI B
TEKYIIEeH JIOKaIUH.

Jlto60e 3HaueHne B mHTEpBaje OT 0 10 1 TOBOPUT O TOM, YTO ITOTO/Ia MEHSETCSL.

Tun: BemecTBenHoe, B quanaszone ot 0 go 1

Otnocures k Tuny: Weather Functions | Condition Functions

GetDayOfWeek

CHHTaKCHC:
CODE
GetDayOfWeek

Omnmncanne: @yaknusa GetDayOfWeek Bo3BpamaeT TekyIiee 3HaUeHHE THS HEICIH.
Tun Bo3BpamaeMoro 3Ha4eHus: short (IIEJIOYUCICHHOE KOPOTKOE)

ITapameTpsl: HET

BosBpaiaembie 3HAYCHHUS:

Bo3sBsp.3Hau. - Urpos. nenb Hepenu - JleHb Heaenu

0 - Sundas - BockpeceHbe

1 - Morndas - moHeAETFHIK
2 - Tirdas - BTopHUK

3 - Middas - cpena

4 - Turdas - yeTBepr

5 - Fredas - nsaTana

6 - Loredas - cy66oTa

OtnHocures k Tuny: Time Functions
GetDead

CuHTaKCHC:
CODE
[ActorID.]GetDead

ITpumep:
CODE
BossGoblin.GetDead

®yuxkuuns GetDead Bo3Bpalaer HCTHHY, €CIIH BBI3bIBAIOIIMI 00beKT Actor]D mepTs.
Cwu. Taxke: GetDeadCount
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions



GetDeadCount

CuHTaKCHC:
CODE
GetDeadCount ActorBaseType

ITpumep:
CODE
GetDeadCount Goblin

®yuxuuns GetDeadCount Bo3Bpamiaer odmiee konnuecTBo youtsix cymects/NPC ykasannoro tuna (ActorBaseType). 3amerste, 4To
mapameTp ActorBaseType — 3T0 6a30BBIi THIT aKTEPOB, HAIIPUMED, TOOIHWHBI WIIN CIIPUTTAHBL, TOITOMY BBl HE CMOXKETE
HCTIONIL30BATh ATY QYHKIIHIO, YTOOBI TIPOBEPHUTH, OBLJT TU YOUT KOHKPETHBIH 00BEKT, yKa3as ero ActorlD.

Cwu. Take: GetDead

OrHocures k Tumy: Actor State Functions | Condition Functions

GetDestroyed

CHHTaKCHC:
CODE
[ActorID.]GetDestroyed

Oynkmus GetDestroyed Bo3BparmaeT 1, koraa Ber3siBarontuii akrep (ActorID) momeuen Ha yHHUTOXKEeHHE, B ) — BO BCEX APYTUX
CITydJasx.
OrHocures k tumy: Miscellaneous Functions | Condition Functions

GetDetected

CHHTaKcHc:
CODE
[ActorID.]GetDetected TargetID

ITpumep:
CODE
GetDetected player

Oynkmus GetDetected Bo3Bpamaet 1, eciiit BoI3biBaromuii akrep (ActorID) B JaHHBI MOMEHT 3aMETHIT yKa3aHHYIO 1eJb - TargetlD.
Cwu. Taxke: IsActorDetected, GetDetectionLevel, Category:Detection
OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetDetectionLevel

CHHTaKCHC:
CODE
[ActorID.]GetDetectionLevel TargetActor

ITpumep:
CODE
ScaryGuard.GetDetectionLevel player

Oynknms GetDetectionLevel ucronb3yercs 1u1si TPOBEPKH TEKYIIETO YPOBHS 00HAPYKEHUS BBI3BIBAOIINM akTepoM (ActorID)
yka3aHHol uenu (TargetActor).

Bo03MOXHBI ClieyroIIre YpOBHH OOHAPYKECHUS:

CODE

0 = HoTepsin (Lost)

1 = He Buaen (Unseen)

2 = 3ameuen (Noticed)

3 = Bugen (Seen)

Cwu. Take: GetDetected, IsActorDetected, Category:Detection
Ornocurcs k tumy: Crime Functions | Condition Functions | Actor Functions

GetDisabled
CHHTaKCHC:

CODE
[ActorID.]GetDisabled



Oynknms GetDisabled Bo3Bpamaert 1, eciin Bei3biBaromuii aktep (ActorID) oTkimoueH.
Cw. Taxxe: Enable, Disable
Otrocures k Tamy: Object Functions | Condition Functions

GetDisease

CHHTaKCHC:
CODE
[ActorID.]GetDisease

Oynkuus GetDisease Bo3BpamaeT 1, ecnu Bei3bIBaromuit aktep (ActorID) 3apaxen.
OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetDisposition

CHHTaKCHC:
CODE
[ActorID.]GetDisposition TargetActor

ITpumep:
CODE
GetDisposition Baurus

[Tapamerpsr:

ActorID - ID BbI3bIBaroOIIero nepconaxa, HeoOs3aTeIbHbIN

TargetActor - ykazanubiii ID neneBoro akrepa

Oynkmus GetDisposition Bo3BpamaeT TeKyliee OTHOIICHNE BRI3BIBArOMIEro aktepa (ActorID) k ykazaHHOMY IEIEBOMY aKTepy
(TargetActor). YuuTeIBaroTcs Bce MOAU(HUKATOPHI, B TaHHBII MOMEHT BIUSIOIINE HA OTHOIICHHE.

Otnocures k Tumny: Statistics Functions | Condition Functions | Actor Functions

GetDistance

CuHTaKCHC:
CODE
[ObjectID1.]GetDistance ObjectID2

Oynkmus GetDistance Bo3BpalaeT pacCTOSHAE B HTPOBBIX SIMHALAX ITHHBI OT BBI3bIBaromero oosekra (ObjectlD1) mo yka3anHOTO
s;BHO 00BekTa "ObjectID2".

Hrposeie equHuUIbl UTphl OOIMBUOH COOTBETCTBYIOT TaKOBBIM i1t Morrowind.

K mpumepy, nyinHa BHemHel siueiiku paBHa 4096 enuHunaM (units).

[onmpoOHee 0 enuHMUIAX JUIUHBI CM. 31ech: Oblivion Units

IIpumepsr:

CODE

GetDistance TestMarkerRef

CODE
Set distance to Getdistance Player

CODE

Ref Actor

Begin OnActivate

set Actor to GetActionRef

if Getdistance Actor > 70

messagebox ''Tlonoiinute modanxe, moii apyr!"
endif

end

Ornocures k Tuiry: Movement Functions | Condition Functions
GetDoorDefaultOpen

CHHTaKCHC:

CODE

[DoorID.]GetDoorDefaultOpen

Oynkuus GetDoorDefaultOpen Bo3spamaer 1, eciu 18eps (DoorID) oTkpsiTa no-ymonuanuto, u 0 — eciy Ho-yMOJT4aHUIO 3aKpPbITa.



CocTosiHIE T0-YMOJIYaHHI0 — 3TO COCTOSIHUE ABEPH, B KOTOPOE OHA BEPHETCS MOCJIE TOr0, KaK siueiKa BHITPY3UTCS M3 MaMSITH U
UTPOK BHOBb BOWJIET B Hee, BHE 3aBUCUMOCTH OT TOTO, B KAKOM COCTOSIHUHM OHA OCTaach repej 3TuM. COCTOSTHHE MT0-yMOJTYaHHIO
MOJKET OBITh 3a/IaHO Yepe3 PeAaKTOp B OKHE PEIaKTHPOBAHMS CBOMCTB 00BEKTa, MITH Yepe3 ckpunT koMaHaoit SetDoorDefaultOpen.
Ornocures k tumy: Miscellaneous Functions | Condition Functions

GetEquipped

CuHTaKCHC:
CODE
[ActorID.]GetEquipped ObjectID

Oynkmus GetEquipped Bo3spamaet 1, ecim B3biBaromuii akrep (ActorID) oxer B ogexay ObjectID.
Tun Bo3Bpamaemoii mepeMeHHo# - long (enovncieHHas IHHHA)

Cwu. Tarke: OnEquip, OnActorEquip

Otrocures k Tamy: Object Functions | Condition Functions | Actor Functions

GetFactionRank

CHHTaKCHC:
CODE
[ActorID.]GetFactionRank FactionID

ITpumep:
CODE
GetFactionRank FightersGuild

Oynknms GetFactionRank Bo3Bpariaer panr Bei3biBaroiiero akrepa (ActorID) Bo ¢ppakumn FactionID. Ecnu akTep He yncauTcs B
yKa3aHHOU ¢pakiuu, QyHKIus Bo3BpaTtut "-1".

Cwm. takke: GetFactionRankDifference, GetlnFaction, ModFactionRank, SetFactionRank

Otnocures k Tuny: Faction Functions | Condition Functions | Actor Functions

GetFactionRankDifference

CHHTaKCHC:
CODE
[ActorID.]GetFactionRankDifference FactionID TargetActor

ITpumep:
CODE
GetFactionRankDifference FightersGuild JoeFightersGuildRef

O®ynkus GetFactionRankDifference Bo3BpamaeT pa3HuIly B paHrax MeXx,y BbI3bIBatoIiUM akTepoM (ActorID) u yka3aHHbIM
nenesbM akTepoM (TargetActor) B ykazaHHo# ¢pakuuu FactionlD.
Otnocures k Tuny: Faction Functions | Condition Functions | Actor Functions

GetFactionReaction

CuHTaKCHC:
CODE
GetFactionReaction FactionID1 FactionID2

ITpumep:
CODE
GetFactionReaction FightersGuild BlackwoodCompany

®ynxkuus GetFactionReaction Bo3Bpaiaer peakuunto ognoi Gppakuuu (FactionID1) o otHomenuto ko Bropoit (FactionlD2).
Ornocures k tumy: Faction Functions | Condition Functions

GetFatiguePercentage

CHHTaKCHC:
CODE
[ActorID.]GetFatiguePercentage

®ynxkuns GetFatiguePercentage Bo3Bpalaer TeKyIylo yCTaluocTh BbI3bIBatolero akrepa (ActorID), kak 100 ot 6a30BOro0
nokazatens B quanaszone (0.0 ... 1.0).

Tun: BemectBennoe, B nuana3zone ot 0 1o 1

[Mapamerpsr: ActorID - ID nepconaxa, HeoOs13aTeIbHBII



Ornocures k tumy: Statistics Functions | Condition Functions | Actor Functions
GetForceRun

CuHTaKCHC:
CODE
[ActorID.]GetForceRun

Oyukius GetForceRun Bo3pparaet 1, eciu aktep (ActorID) B JaHHBIN MOMEHT HAXOJUTCS B COCTOSIHUM Oera.
Cw. Takxe: SetForceRun
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

GetForceSneak

CuHTaKCHC:
CODE
[ActorID.]GetForceSneak

Oyukuus GetForceSneak Bo3Bpaiuaet 1, eciiv Bei3biBatomuii akrep (ActorID) HaxoauTCs B COCTOSSHUU CKPBITHOCTH.
CwM. Taxxke: SetForceSneak
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

GetFriendHit

CHHTaKCHC:
CODE
[ActorID.]GetFriendHit TargetActor

ITpumep:
CODE
FriendlyGuard.GetFriendHit player

Oyukuus GetFriendHit Bo3BpalaeT ynucio «Ipyx’ecKux» yIapoB, HAHECEHHBIX BbI3bIBaroleMy aktepy (ActorID) yka3aHHbIM
aktepoM TargetActor.
Ortnocures k tuiry: Combat Functions | Condition Functions | Actor Functions

GetFurnitureMarkerID

CuHTaKCHC:
CODE
GetFurnitureMarkerID

Oyukuus GetFurnitureMarkerID BozBpamiaer O mi1s cnomannbix Bewei, 1...10 - ans kposareit u 11...20 s cTynbeB. OTo y37bl
Mapkepos (FurnitureMarker), BCTpOCHHBIE B 00BEKTBI MEOEITH, KOTOPYIO aKTeP MOXKET HCIIOJIb30BaTh. DTa QYHKIHS UCIOIB3YETCS
MeHekepoM annMaiun (idle manager), 4ToObI BRIOpATh HYXKHYIO aHUMAITUEO JUTS HaYala WA KOHIIA UCIIOJb30BaHUS MEOCITH.
Hampumep, xoraa akTep caauTcs Ha CTYI, QYHKINS BO3BPATHT €TI0 THII, YTOOBI OH MPOUTPAT aHUMAITHS KOPPEKTHO.

Otrocures k Tamy: Object Functions | Condition Functions

GetGameSetting

CuHTaKCHC:

CODE

GetGameSetting GameSettingName
getGS GameSettingName

IIpumepsr:
CODE
GetGameSetting fBribeBase

Oynkmmsa GetGameSetting Bo3BpalaeT 3HaUeHNE YKa3aHHOW UTpoBoii HacTpoiiku GameSettingName.
Cwum. Take: Con_SetGameSetting (OBSE)
OrHocurcs k tumy: Miscellaneous Functions

GetGlobalValue
CHHTaKCHC:

CODE
GetGlobalValue GlobalVariableName



ITpumep:
CODE
GetGlobalValue GameDaysPassed

®yuxuus GetGlobalValue Bo3Bpamiaer 3HaueHe yka3aHHOM riobanbsHoU nnepemenHoi GlobalVariableName.

[Mpumeuanue: JlocTyIHa TOJIBKO Kak (PyHKLMS YCIOBUS B Anasiore. B 0OBIYHBIX CKPUNTaX MOKHO IPOCTO HUCIIOJIB30BATh UM
r7100aJIbHON TIEpeMEHHOM:

CODE

set myVar to GameDaysPassed

Cwum. Take: GetQuestVariable, GetScriptVariable
OrHocurcs k tumy: Miscellaneous Functions | Condition Functions

GetGold

CHHTaKCHC:
CODE
[ActorID.]GetGold

IMapameTpsr:

ActorID - ID nepcoHaska, He0Os3aTeIbHBIN.

Oynknus GetGold Bo3BpamaeT o01Iee KOJIMIECTBO 30J10Ta y YKa3aHHOTO akTepa (ActorID).
OrHocures k tumy: Statistics Functions | Condition Functions | Actor Functions

GetHeadingAngle

CHHTaKCHC:
CODE
[ActorID.]GetHeadingAngle ObjectRefID

ITpumep:
CODE
GetHeadingAngle StrangeStatue

Oynkmus GetHeadingAngle Bo3Bpataet yroi moBopoTa MeXIy BEI3BIBAIONNM 00BeKTOM (ActorID) 1 yka3aHHBIM SIBHO OOBEKTOM
ObjectRefID B npexenax ot -180 mo 180.

Hanpumep, urpokx cMoTput Ha ceBep. O0bekT StrangeStatue HAXOIUTCS K 3amaly OT UTPOKa. BEI30B ciienyrome KOMaHAbl BepHET -
90" rpamycos:

CODE

player.GetHeadingAngle StrangeStatue

Ecnun ﬂO6aBI/ITL OTO 3HAYCHUC K TCKYLICMY IMOBOPOTY UI'POKA, OH ITOBEPHETCS JIMLIOM K CTATyC:
CODE

set angle to player.getangle z + player.GetHeadingAngle StrangeStatue

player.setangle z angle

Ornocures k Tuiry: Movement Functions | Condition Functions
GetldleDoneOnce

CHHTaKCHC:
CODE
GetldleDoneOnce

®yuxuus GetldleDoneOnce ucnonesyercst B MeHekepe anumanuu (idle manager), 4To0bl IIOMETHTH OTIPEICIICHHOE aHUMALlMOHHOE
newkenue (idle) st oJMHOYHOTO MPOUTPHIBAHUS B KOHKPETHOM CHTYAITHH.

Hampumep, eciti BbI BCTaBUTE aHUMAIIMIO PpUBETCTBUSA (salute idle) B MpHUBETCTBEHHBIN TUAIIOT, IPOUCXOASAIINN Mex Ty aByms NPC,
U BBICTaBHUTE B JHAIOTE

CODE

GetldleDoneOnce ==

10 B urpe NPC BBIOIHAT €€ BCEro OUH Pa3, a 3aTeM OyayT MPOIyCKaTh €€ 10 KOHIA JHaora.

Otnocures k Tuny: Miscellaneous Functions | Condition Functions

GetlgnoreFriendlyHits

CHHTaKCHC:
CODE



[ActorID.]GetIgnoreFriendlyHits

Oynkmus GetlgnoreFriendlyHits Bo3Bpamiaer 1, ecnu Bei3piBarontiii akrep (ActorID) B JaHHBIH MOMEHT HTHOPUPYET «IPYKECKHE»
yZAapHl.

Cwum. Taxoke: SetlgnoreFriendlyHits

Otnocures k Tuny: Combat Functions | Condition Functions | Actor Functions

GetInCell

CuUHTaKCHC:
CODE
[ActorID.]GetInCell CellNamelID

ITpumep:
CODE
GetInCell Chorrol

®yuxuus GetlnCell Bo3BparuT nctuny, eciu Boipakerne "CellNamelD" coBnanaer ¢ nepBsiMu OykBamu ID HazBaHuS TeKyle
SIYCHKH, B KOTOPO# HaxoauTcs BeI3biBaromuii akrep (ActorID). [TomuepkHeM erie pas, 4To COBIACHUE TOJKHO OBITh TIOJTHBIM U
HMMCHHO NepBbIX OYKB. Eciiu Ha3BaHue cOBNAmacT ¢ IEHTPaIbHBIME YacTsMU [D siuciiku uiu ¢ BBIpaKCHHEM B KOHIIE, TO OyIeT
Bo3BpauieHo False.

B npusenennom npumepe npu BeizoBe GetInCell Chorrol dyHKIMs BO3BpaTUT HCTHHY, €CIIH BBI3BIBAIOIINI EPCOHAXK, HA KOTOPOM
"BHCHT" 3TOT CKpHUNT, Haxomutcs B staetikax Chorrol, ChorrolArena wimu ChorrolFarm u mogo6ubIX. Ho eciii BBI BEI30OBETE ITY Ke
¢dynxmuio ¢ cnoBocoderanreM "Farm" - GetInCell Farm, To Bo3BpamaemsIii pe3yabTaT okakeTcs JIoxkHbIM (False), naxe korma
nepcoHax Haxonutcs B suetike ChorrolFarm. Takum oOpa3om Bl HUKOT]a HE OOHAPYKUTE ITY SUCHKY.

[Tpumedanue: ormethTe, uTo CellNamelD BepHO TOMBKO A7 BHYTPEHHUX SUCECK - MHTEPHhEPOB. JIJIs1 BHEITHUX siueeK (IKCTEPhEPOB)
aTa pyHKIHs He paboTaer. MHOTI2a HEOOXOIUMO CO3JIaTh «ITYCTYI0» BHYTPEHHIOK stueiiky (Hampumep, Chorrol), 910061
ucnons3oBath GetInCell s co3nanus Habopa B3aMMOCBSI3aHHBIX BHYTPEHHHUX M BHEIITHUX siueek (HampuMmep, Bce TIeiKn
ChorrolXXX).

Iepeuens Bcex siueek OONMMBUOHA, OTCOPTHPOBAHHBIE 110 MMeHH (a He 1o ID!) B andasuTHOM nopsike U ¢ ykazanueM ux 1D, Bbl
MozkeTe Haiitu Ha caiite IGN Ha ctpanuneThe Elder Scrolls IV: Oblivion Map Warping FAQ :
http://faqs.ign.com/articles/697/697909p1.html

Hamomanm, 9T0 Kak pa3 BBoauTh B kauecTBe CellNamelD cienyer umMeHHO TiepByro 4yacTh Ha3zBaHus ID nHTEphEpa.

Cwum. Take: GetInCellParam, GetInSameCell, GetInWorldspace

OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetInCellParam

CHHTaKCHC:
CODE
GetInCellParam CellNamelID ActorID

ITpumep:
CODE
GetInCellParam Chorrol JauffreRef

Oynknus GetInCellParam Bo3BpatuT uctuny, ecinu Beipakenne "CellNamelD" coBmanaer ¢ nepBsiMu OykBamu ID HazBaHus
TEKYIIEeH sTUeMKH, B KOTOPO HaXOAUTCs YKa3aHHbIN B BUje nmapametpa aktep (ActorID). [loguepkHeM erie pa3, 4To COBNAZCHUE
JIOJKHO OBITH MOJHBIM M UMEHHO NEpBHIX OyKB. Ecnu Ha3zBaHME COBMAZACT C EHTPAIbHBIMU dacTsaMu ID saeiiku wim ¢ BIpaXeHHEM
B KOHIIE, TO OyzaeT Bo3BparieHo False.

B ¢ynkiun GetInCellParam peanuzoBana Ta sxe QpyHKIMOHaIBHOCTB, 4To U B GetInCell, kpome Toro, uTo 3Ta HyHKIMS He
3aIyCcKaeTcsl Ha 00bEKTe — aKTep yKa3bIBaeTCs B KauecTBe rnapamerpa (6osee nmoxpodHo cmorpute B onrcannu GetlnCell)

Cwm. takxke: GetInCell, GetInSameCell

OtHocures k Tumny: Actor State Functions | Condition Functions

GetInFaction

CHHTaKCHC:
CODE
[ActorID.]GetInFaction FactionID

ITpumep:
CODE
GetInFaction MagesGuild

®ynxuus GetlnFaction Bo3Bpaiuaer 1, ecnu Boi3biBatomuii akrep (ActorID) cocTonT B yka3aHHOH B KauecTBe napamerpa (ppakiuu
(FactionID).



Cwu. Tarke: GetFactionRank
Ortnocurcs k tumy: Faction Functions | Condition Functions | Actor Functions

GetInSameCell

CHHTaKCHC:
CODE
[ObjectIDIActorID.]GetInSameCell TargetRefID

ITpumep:
CODE
GetInSameCell player

Oynknus GetInSameCell Bo3Bpamaet uctuny (1), eciu BRI3BIBAIONNH 00BEKT HAXOIUTCS B TOU K€ siUeiike, UTO M YKa3aHHbBIN B
kadecTBe mapamerpa TargetRefID.

Cwm. taxxe: GetInCell, GetInCellParam

OtHocures k Tuny: Actor State Functions | Condition Functions

GetInWorldSpace

CHHTaKcuc:
CODE
[ActorID.]GetInWorldspace WorldspaceName

ITpumep:
CODE
GetInWorldspace ChorrolWorld

Oynkius GetiInWorldSpace Bo3Bpamaer 1, ecnu Bei3biBatomuit aktep (ActorID) HaxoauTCsa B OJHOM U3 BHEIIHUX SYEEK
(WorldspaceName) onpeaeneHHOTo NpoCcTpaHCTBAa UTPoBOro Mupa. Beerna Boszepaimaer 0 Bo BHyTpeHHeH siuelike.

Cwu. Taxke: GetInCell

OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

GetInvestmentGold

CHHTaKCHC:
CODE
[ActorID.]GetInvestmentGold

IMapameTpsr:

ActorID - ID nepcoHaska, He0Os3aTeIbHBIN.

O®ynkius GetlnvestmentGold Bo3BparaeT KOIHUECTBO HHBECTUPOBAHHOTO akTepoM ActorID 3omnoTa.
Cwu. Taxke: SetlnvestmentGold

OtHocutes k Tumny: Statistics Functions | Condition Functions

GetlsAlerted

CHHTaKCHC:
CODE
[ActorID.]GetIsAlerted

Oynknus GetlsAlerted Bo3BpaliaeT UCTHUHY, €clid BbI3bIBaromuil aktep (ActorID) HaXOAUTCS B COCTOSIHUU TPEBOTH.
OtHocures k Tuny: Actor State Functions | Condition Functions | Actor Functions

GetlsClass

CHHTaKCHC:
CODE
[ActorID.]GetIsClass ClassID

ITpumep:
CODE
GetlIsClass Bard

Oynkuus GetlsClass Bo3Bpamaer 1, ecnu Ber3biBaronuil akrep (ActorID) oTHOCHTCS K yKa3aHHOMY B BUJIE NTapaMeTpa Ki1accy
(ClassID).
OtHocures k Tumny: Actor State Functions | Condition Functions



GetIsClassDefault

CuHTaKCHC:
CODE
GetIsClassDefault ClassID

ITpumep:
CODE
GetlIsClassDefault Acrobat

Oynkuus GetlsClassDefault Bo3BparaeT HCTHHY, €CIIH «KJIACC ITO-yMOIYaHHUIO» UIPOKA COBMAAaeT ¢ yka3aHHbIM KinaccoM ClassID.
«Kiacc mo-ymorgannio» — TOT KJ1acc, KOTOPHIH Urpa IPHUCBAaNBAET HTPOKY HA OCHOBAHUH HCIIOJIH30BAHUS HABBIKOB B PEKUME
«co3manus nepcoHaxka» (cm. SetInCharGen).

OTH KIacchl pa30UBAIOTCS CIEAYIONUM 00pa30M IIPH UCITOJIb30BaHUH HAaBBIKOB bosi, CkpbITHOCTH U Maruu:
CODE

Kuaacc / boii / Marus / CKpbITHOCTH

Thief/-/-/7/

Agent/-/1/6/

Assassin/1/1/5/

Acrobat/2/-/5/

Monk/2/1/4/

Pilgrim/3/-/4/

Bard/ 2/2/3/

Warrior /7/-/-/

Barbarian/6/-/1/

Crusader/5/2/-/

Knight/5/1/1/

Scout/4/1/2/

Archer/4/-/3/

Rogue/3/2/2/

Mage /-/7/-/

Sorcerer/1/6/-/

Healer/-/5/2/

Battlemage /2/5/-/

Witchhunter /1/4/2/

Spellsword /3/4/-/

Nightblade /2/3/2/

Kiacc mo-ymomuaHuio BeIOMpaeTcs IPEeBaINPOBAHNEM OJHOTO HaBbIKA HAJ OCTaIbHBIMH. I103TOMY, €cIm OZMH M3 HUX MPEBBICUT
70%, BbI cTaHeTe BOMHOM (warrior), Mmarom (mage) uiiu Bopow (thief).

Hanpumep, eciin urpok Habupaet 45% 60st, 30% maruu, u 25% cKpbITHOCTH, TO OH ctaHoBuTcst CkayroM (Scout). Ecin nosBisiercs
HEOINpEICICHHOCTh C IByMsl BapHaHTaMU, BeIMTpbIBaeT Oonpunid. Hanpumep, npu Bei6ope Mexay Bapsapowm (Barbarian) n
Kpecronocuem (Crusader), BbI0Op OyzaeT 3aBUCETh OT % Maruu U CKPhITHOCTH.

Otnocures k Tuny: Player Functions | Condition Functions

GetIsCreature

CHHTaKCHC:
CODE
[ActorID.]GetIsCreature

Oyukuus GetlsCreature Bo3Bpaiaet 1, ecnu Bei3biBaromuii akrep (ActorID) — cymectBo (creature).
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

GetIsCurrentPackage

CuHTaKCHC:
CODE
[ActorID.]GetIsCurrentPackage PackagelD

ITpumepsr:
CODE
GetlIsCurrentPackage AnvilGuardPatrolDay8x7

Oynkuus GetlsCurrentPackage Bo3Bpamaer "1", ecnu Boi3biBatronuii akrep (ActorID) B naHHBIN MOMEHT BBINOJIHSET yKa3aHHBIHN B
kauecTBe napamerpa nakeT Al (PackagelD), u "0", ecnu Her.

IIpumeuanus:

Or0 OyIeT CTONPOLEHTHO Ha/IC)KHO JIMIIB B TOM CIIy4ae, KOTAa y akTepa HeT aKTUBHBIX IPEPHIBAIOLIUX MAKETOB.



[IpepriBatonmye MaKeThl, KOTOPHIE aHHYIUPYIOT TEKYIIHH MakeT ¢ 00eM WIIN IUANIOTOM (B T.9., TAKET PACKPBITHS MPECTYIIICHNS), HE
BIIHSIOT Ha pe3ynbTaThl 3ToH GyHKuu. Ecmu aktep BemonaseT maket MyPackage u BctymaeT B 60#, TO BEI30B (DyHKITHH
"GetlsCurrentPackage MyPackage" Bo3Bparut uctuny (1).

"3ammyTanHbe” MIpepHIBAIOIINE TTAKETHI, TAKME Kak makeT ciuenoBanus Follow Package (a Takyke HHUIMHPYIOIIHE AUATIOT WIH
IIpeciIe0BaHNe HAPYIINUTEIs), CTAHYT HOBBIM aKTHBHBIM ITAaKETOM TI0Ka OHU He 3akoHuYaTcs, mosToMy GetlsCurrentPackage
Bo3BpatuT 0. Eciiv BaM HY>KHO OBITh YBEPECHHBIM, YTO IaHHBIN MMAKET HE AKTUBCH, BbI JOJDKHBI IPOBEPUTH TAKXKE MPOIICTYPHI
uckycctBeHHoro unrtesiekra (Al Procedures).

ITpumep:

CODE

if getIsCurrentPackage MyPackage ==

message ''[laker MyPackage nHe akTuBHBIH'"

endif

Korma aktep B HacTOSIINIT MOMEHT CIIEAYET 3a HAPYIIUTEIEM I'PaHUIl WIIM HHAUUPYET Anuanor, coodmenue "Ilaker MyPackage e
akTHBeH'" OyZeT MoKa3aHO AaKke B TOM ciydae, ecin "MyPackage" siBisieTcsi aKTUBHBIM MTAaKETOM.

CODE

if getIsCurrentPackage MyPackage ==

if getCurrentAIProcedure !=4 && getCurrentAIProcedure != 15

message ''[laker MyPackage nHe akTuBHBIH'"

endif

endif

Taxkoe xe coobmenne - "[laker MyPackage He akTiBHBII", OyIeT 0TOOpakaThCs U TOTIA, KOT/IA ITAKEeT He aKTUBHBIN M aKTep He
HHHUIHAATA3UPOBAJ JHATOT ¥ HE MPECICIyeT MPECTYITHHUKA.
Ornocurcs k tumy: Al Functions | Condition Functions | Actor Functions

GetIsCurrentWeather

CUHTaKCHC:

CODE

GetIsCurrentWeather WeatherID
getweather WeatherID

Twurm: BemecTBeHHOE YKcio B auamna3zone ot 0 mo 1

Bo3MmorkHbIE 3HaUECHUS:

0 - Texymas moroma <> WeatherID

1 - Texymas oroaa = WeatherID

Jpyroe - moroja ckopo cMeHutcst Ha WeatherID (maxe eciu mpeoOpa3oBaHue enié He 3aBepIISHO)
[TapameTtprr: WeatherID - ID o6bexTa moroast

Kpatkoe onucanune: CpaBHeHHe Tekyllero Tuna norogst 1 WeatherID

ITpumep:

CODE

GetIsCurrentWeather Thunderstorm

®ynxuus GetlsCurrentWeather Bo3Bpaniaer 1, eciii TeKyIas moroga COOTBETCTBYET 33laHHOM. 3aMeThTe, YTO (PyHKIUS BEpHET
HCTHHY, KaK TOJIBKO ITOT0/1a HAYHET MEHATHCS Ha 3aJaHHYIO (JaXKe €CIIM MepEeXO] ellle HE 3aBEPILCH).
Ornocures k tuiry: Weather Functions | Condition Functions

GetIsGhost

CuHTaKCHC:
CODE
[ActorID.]GetIsGhost

O®ynkus GetlsGhost Bo3Bpamaet 1, ecnu Be3biBatomuii aktep (ActorID) HaxoauTces B COCTOSHUM «Ipu3pakax» ("ghost").
Cwu. Taxoke: SetGhost
Ornocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetIsID

CuHTaKCHC:
CODE
[RefID.]GetIsID ObjectID

®yuxuns GetlsID Bo3pamaer 1, ecnu Boi3biBatoiuii 00bekT (RefID) - konus ykazanHoro siBHO 6a3oBoro oobsekra (ObjectID), kak
9TO ONpEJIENICHO B 00bEKTHOM OKHE KOHCTpyKTOpa (Object Window).

ITpumep:

CODE



Begin Onequip Player ; onuH ckpunT Ha Bech HA00p OpoHU
if GetIsID mycuirass ==
message ''Kupaca Hagera "
elseif GetIsID myboots == 1
message ''bBoTuHku HajxeTbl'"
elseif GetIsID mygauntlets ==
message ''Hapyun Hagers!'
elseif GetIsID mygreaves ==
message ''[loHoxu omeTnI"
elseif GetIsID myhelmet ==
message ''[llnem nager"

else

message "'[Ilut nager"

endif

end

OtHocures k Tumny: Actor State Functions | Condition Functions
GetlIsPlayableRace

CUHTaKCHC:
CODE
[ActorID.]GetIsPlayableRace

Oynkmus GetlsPlayableRace Bo3Bpamaer 1, ecim paca BeI3biBaromero akrepa ActorID urpabensHa.
CwMm. Taxke: Races.
OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetlsPlayerBirthsign

CuHTaKcuc:

CODE

GetlsPlayerBirthsign BirthsignID
getPBS BirthsignID

Oynkmus GetlsPlayerBirthsign Bo3Bpammaer 1, eciam 3HaK pOKICHHUS UTPOKA COBMATAET C YKa3aHHBIM 3HaKOM co3pe3nus BirthsignlD.
Otrocures k Tamy: Player Functions | Condition Functions

GetIsRace

CHHTaKCHC:
CODE
[ActorID.]GetIsRace RacelD

®ynkius GetlsRace Bo3Bpamaet 1, eciu paca BeI3bpiBatoniero akrepa (ActorID) coBnanaet ¢ yka3zaHHOI siBHO pacoit RacelD.
OrHocutes k Tumy: Actor State Functions | Condition Functions

GetIsReference

CuHTaKCHC:
CODE
[ActorIDIObjectID.]GetIsReference ReferencelD

ITpumep:

CODE

if GetIsReference NPC1 ==
messagebox "5 - NPC 1"

elseif GetIsReference NPC2 == 1
messagebox "5 - NPC 2"

else

messagebox "5 - NPC 3"

endif

®ynxuus GetlsReference Bo3Bpaiaer 1, ecnu Bbi3biBatonmii 006ekT (ObjectID) mmu akrep (ActorID) siBistroTcst Konueit yka3aHHOTO
ssBHO 00bekTa (ReferencelD).

Mo cpaBuenwuto ¢ pynkuueii GetlsID, xotopas cBepsier ¢ 6a30BbM 00bekTOM 1D, onpenenennsM B okae Object Window
KOHCTpPYKTOpa, 3Ta pyHkuus Oeper d B KauecTBe nmapamerpa Julsl CpaBHEHHs yKkazaHHyIo ref-nepemennyo (xonuo oobekra). Cebliika
JIOJDKHA OBITh peabHOM.



Otrocures k Tamy: Object Functions | Condition Functions
GetlsSex

CuHTaKCHC:
CODE
[ActorID.]GetIsSex MalelFemale

ITpumepsr:

CODE

If GetIsSex Male ==

Message ''Bbl 10HO0112a, 7Kopax."
endif

If Player.GetIsSex Female
Message ''OnHako, Bbl 04eHb HAXOTYHUBBL. "'
endif

CODE

If Player.GetIsSex Female ==

Message ''0-0-0... 1a BbI ieBymKa!"

else

Message '"UTo 3T0 BbI BBIPSIAWINCH B JaMCKHE MAHTAJI0HbI, M0OJIOI0i YeaoBeKk? "
endif

Oynknms GetlsSex Bo3Bpamaer 1, ecim o1 BeI3siBaromiero akrepa (ActorID) coBmamaeT ¢ yka3aHHBIM SIBHO B BHJIE TIapaMeTpa
nosioM (Male - myxunHa wnn Female - xeHmuHa).

Cwu. Tarke: GetPClsSex

OtHocures k Tumny: Actor State Functions | Condition Functions

GetIsUsedItem

CUHTaKCHC:
CODE
[ActorID.]GetIsUsedItem ObjectID

ITpumep:
CODE
GetlsUsedItem Apple01

Oynkuus GetlsUsedItem Bo3BpalaeT HCTUHY, €cIH BbI3biBaronuil aktep (ActorID) B 1aHHBIN MOMEHT UCNONB3YET yKa3aHHBIN SIBHO
B BHJIe mapamerpa Object]D npenmer. [lonesna TOJIBKO B pyHkumsx ycnoBus nuainora, moromy 4yro nepemennas Usedltem Bcerna
OUHIIEHA [TPH BBHIIOJIHEHUU CKPHIITA, HO JITo00e jieficTBUE, BhI3bIBaeMoe paboToil Al (BBIOOp aHMMALMH, Pa3roBOp, H T.[.) IIPH
YCTaHOBIIEHHO NEpEeMEHHOMH, JaeT BO3MOXHOCTb IPOBEPUTH €€ B YCIIOBHH.

OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

GetlsUsedItemType

CuHTaKCHC:
CODE
[ActorID.]GetIsUsedItemType ObjectType

ITpumep:
CODE
GetlsUsedItemType Ingredient

Oynkmus GetlsUsedItemType Bo3Bpamaer 1, eciu Bor3piBaronnuii akrep (ActorID) B maHHBI MOMEHT HCHIONB3YeT YKa3aHHBIH SIBHO B
kadgecTBe mapamerpa ObjectType tun nmpeamera. [Tonesna TOJIBKO B pyHKINAX yCIOBUS AHANOTA, IOTOMY YTO ITEpeMEHHAs
UsedItem Bceraa ouniieHa npy BRIMTOJTHEHUN CKPUIITA, HO JII000€ NeiicTBHE, BhI3bIBaeMoe paboToi Al (BEIOOP aHMMAIIMH, pa3roBOp,
1 T.J.) IPU yCTAHOBJICHHOW NIEPEMEHHOM JaeT BO3MOXXHOCThH IIPOBEPUTDH €€ B YCIIOBHUH.

OrHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

GetItemCount
CHHTaKCHC:

CODE
[ActorIDIContainerID.]GetItemCount ObjectID



ITpumep:

CODE

if (GetltemCount Gold001 <= 0)
disable

endif

CODE
Ref Myltem
Short count

set MyItem to ArenaAkaviriLongSword
if player.GetltemCount Myltem ==
player.additem MyItem 1

endif

Oynkmus GetltemCount Bo3BpaImaeT KOJIMIeCTBO YKa3aHHBIX SBHO B BUE apamerpa mpeameroB Object]D B maBeHTape
BhbI3bIBatonlero akrepa (ActorID) wiu B konteiinepe (ContainerID).

IIpumeuanue:

* B xauectBe ObjectID moxxHO ncnons3oBath Ref-nepemennyro.

Cwm. takke: AddItem, Removeltem

Otnocures k Tuny: Object Functions | Condition Functions | Actor Functions

GetKnockedState

CuHTaKCHC:
CODE
GetKnockedState ActorID

Oynkius GetKnockedState Bo3Bpalaer Tekyiuil cTaTyc HOKayTa YKa3aHHOTO SIBHO B BUJE apameTpa akrepa (ActorID):
CODE

0 = oOBIYHBII

1 = HokayT

2 = HOKJIAayH

OrHocures k Tumy: Actor State Functions | Condition Functions
GetLOS

CHHTaKCHC:
CODE
[ActorID.]GetLOS ObjectID

ITpumep:
CODE
testActor.GetLOS TestMarker

Oynknus GetLOS BosBpaiiaet 1, ecnu Bei3biBatomuii aktep (ActorlD) HaxoauTcs B Ha TUHUM BUAUMOCTH YKa3aHHOTO SIBHO B BUJIC
mapameTpa oobekra (ObjectlD). MokeT BBI3BIBATECS TONBKO HA aKTepax.
OrtHocures k Tuiry: Movement Functions | Condition Functions | Actor Functions

GetLevel

CHHTaKCHC:
CODE
[ActorID.]GetLevel

Oynkums GetLevel Bo3BpamaeT TeKyIuii ypoBeHb BhI3bIBatoIIero akrepa (ActorID).
OrHocures k tumy: Statistics Functions | Condition Functions | Actor Functions

GetLockLevel

CuHTaKCHC:
CODE
[ObjectID.]GetLockLevel

®ynxuuns GetLockLevel Bo3BpamaeT ypoBeHb 3anupanus Bei3biBaroniero oosexra (ObjectID) B auanazone (0 ... 100). 3amersTe, 4T
(YHKIMS HE JaeT TEKYIIEro COCTOSHUS 00bEKTa, OHA MTOKa3bIBAET JIMIIb TOT YPOBEHb 3alIMPaHus, KOTOPBII ObUT Obl, €cii Obl OH OBLI
3anepr.



Cwm. taxxe: GetLocked, Lock, Unlock
OrtHocures k tumy: Miscellaneous Functions | Condition Functions

GetLocked

CHHTaKCHC:
CODE
[ObjectID.]GetLocked

®ynxuuns GetLocked Bo3pamaer 1, ecinu Boi3biBaromuii 00b6ekT (ObjectID) 3anept, u 0 B mpoTHBHOM ciry4ae.
Cwm. takxke: GetLockLevel, Lock, Unlock
Ornocures k tumy: Miscellaneous Functions | Condition Functions

GetNoRumors

CuHTaKCHC:
CODE
[ActorID.]GetNoRumors

®ynxuus GetNoRumors Bo3Bpainaer 1, eciu y Be3biBaroniero akrepa (ActorID) ¢ar "No Rumors" ycranosien B "1" (T.e., y Hero B
Jnuanorax HeT TeMbl "Rumors” (ciayxu)).
OtHocures k Tumny: Actor State Functions | Condition Functions

GetOffersServicesNow

CHHTaKCHC:
CODE
[ActorID.]GetOffersServicesNow

Oynkuus GetOffersServicesNow Bo3Bpaiuaet 1, ecnu Bei3biBatomuil aktep (ActorID) B TekyllieM nmaxkere NpeaaaraeT yciIyru.
OtHocures k Tumny: Actor State Functions | Condition Functions

GetOpenState

CHHTaKCHC:
CODE
[ObjectID.]GetOpenState

Oynkmus GetOpenState Bo3BpamaeT CTaTyc OTKpBIBaHUS aHUMIpoBaHHOH ABepH (ObjectID). Bo3Bparmarorcs ciexyronue 3HaYCHNUS:
CODE

0 = anyero (He 1BepH)

1 = oTkpHBITO

2 = oTKpBIBaeTcst

3 = 3aKpBITO

4 = 3akpbIBaeTcs

Cwu. Tarke: SetOpenState
OrHocures k tumy: Miscellaneous Functions | Condition Functions

GetPCExpelled

CHHTaKCHC:
CODE
GetPCExpelled FactionID

ITpumep:
CODE
GetPCExpelled DarkBrotherhood

Oynkmus GetPCExpelled Bo3Bpamaer 1, ecim UTpok M3rHaH U3 YKa3aHHOW SBHO B BUE napamerpa ¢pakmpm FactionID.
Cwum. Tarke: SetPCExpelled
Otrocures k Tamy: Faction Functions | Player Functions | Condition Functions

GetPCFactionAttack
CHHTaKCHC:

CODE
GetPCFactionAttack FactionID



ITpumep:
CODE
GetPCFactionAttack MagesGuild

®ynxuuns GetPCFactionAttack Bo3BpamiaeT 1, eciii UTpoK aTakoBall 4jeHa yKa3aHHOU B Buje napamerpa ¢pakuu (FactionID).
CopaceiBaetcs ¢uiar ¢pynkiueit SetPCFactionAttack.
Otnocures k Tuny: Faction Functions | Player Functions | Condition Functions

GetPCFactionMurder

CuHTaKCHC:
CODE
GetPCFactionMurder FactionID

ITpumep:
CODE
GetPCFactionMurder MagesGuild

®ynxuuns GetPCFactionMurder Bo3Bpainaer 1, ecim urpok yous wieHa ykazaHHO# B BuJe napamerpa ¢paxuuu (FactionID).
3aMeTbTe, 4TO 3TO He 0053aTeNbHO J0JDKHO OBITh NIPECTYILICHNE, 3aMeueHHoe cBuaereneM. CopaceiBaercs (auar GpyHkuunei
SetPCFactionMurder.

Otrocures k Tamy: Faction Functions | Player Functions | Condition Functions

GetPCFactionSteal

CuHTaKCHC:
CODE
GetPCFactionSteal FactionID

ITpumep:
CODE
GetPCFactionSteal MagesGuild

Oynkuus GetPCFactionSteal Bo3BpamaeT 1, eciiu urpok 4To-HUOYh YKpas y djieHa YKa3aHHOH B BUJE MmapameTpa Qpakiuu
(FactionID). 3ameTbTe, 9TO 3TO HE 00s3aTEIHLHO TOJDKHO OBITH TIPECTYIUICHUE, 3aMeUeHHOe cBuaeTeneM. CopacsiBaeTcs ¢ar
¢dynkmueit SetPCFactionSteal.

Otrocures k Tamy: Faction Functions | Player Functions | Condition Functions

GetPCFactionSubmitAuthority

CHHTaKcHc:
CODE
GetPCFactionSubmitAuthority GuardFactionID

ITpumep:
CODE
GetPCFactionSubmitAuthority ICFaction

HemHoro o6mieii napopManuy.

Buytpennnii guar «faction submit authority» aBToMaTHUECKH yCTaHaBIMBAaeTCS B " 1" BCSAKMIA pa3, KOTJa MEPCOHAX UTPOKa
NOAYUHSETCS (MAET B TIOPHMY WM IUIATHT WTpad) cTpaxe U3 onpeneneHHoi gpakuuu. (OTOT ¢ar MOKHO TakKe yCTaHOBUTD
CaMOCTOSTENLHO, UcTob30BaB GyHkuio SetPCFactionSubmitAuthority. Jlyist ounctku (cOpoca diara) HCHonb3yiTe 3Ty QYHKIHUIO C
napameTpoM iFlag=0.)

Korna ¢unar ycranaBnuBaercs B "'1" 11 KOHKPETHOH (DpakLyM CTpaXkel, apecTOBaBILEH UTPOKa, TO €€ MOXKHO MOXKHO B JTaJIbHEHILIEM
orpenenuTs. B cirydae, eciim apecTOBaBIIHUI CTpaXk MPUHAIUIEKHUT K HECKOJIBKUM (DpakuusM, ¢uiar ycTaHaBJIMBaETCs AJIsl IEPBOH 110
CIIHCKY.

Omnmncanne Qyukmun GetPCFactionSubmitAuthority.

Oynkmus GetPCFactionSubmitAuthority Bo3Bpamaet "1", eciu ykazaHHast SBHO B BHe mapaMetpa ¢pakuust GuardFactionID
COBITAZIaeT ¢ (hpaKiel apecTOBABIIETO UTPOKA CTpaXka. TakuM 0Opa3oM MOKHO OIPENENUTD, CTPaXX KaKoH (pakiuy apecToBal
UTPOKA.

Otrocures k Tamy: Faction Functions | Player Functions | Condition Functions

GetPCFame
CHHTaKCHC:

CODE
GetPCFame



ITpumep:
CODE
Set TempVar to GetPCFame

Oynkius GetPCFame Bo3Bpalaer Tekyliee 3Hau€HUE NMOJIOKUTENbHOMU penyTanuu (fame) nepconaxa urpoka. Tobko 3TOT
MEPCOHAX UMEET PEMyTALUIO - KaK MOJIOKUTEIbHYIO, TaK U OTPULATEIbHYIO.
OtHocures k tuny: Player Functions | Condition Functions

GetPClInFaction

CuHTaKCHC:
CODE
GetPClInFaction

To xe, uro u pynkiusa GetInFaction, HO MpUMeHUMa TOJIEKO K HTPOKY. OCHOBHOE HCITOJIb30BaHUE — (YHKITUS COCTOSTHHS B
Jiaorax.
Otnocures k tuny: Player Functions | Condition Functions

GetPClInfamy

CHHTaKCHC:
CODE
GetPCInfamy

ITpumep:
CODE
Set TempVar to GetPCInfamy

®ynxuus GetPClnfamy Bo3Bpalaer Tekyiee 3HaueHUEe OTpHLaTeIbHON penyranuH (infamy) urpoka. TosbKo y UTpoka MOXET OBITh
KaK MOJIOKUTEbHASA, TAK U OTPULIATEIbHASI PEIyTaLusl.
Otnocures k tuny: Player Functions | Condition Functions

GetPClIsClass

CuHTaKCHC:
CODE
GetPClIsClass

To xe, uro u GetlsClass, HO mpuMeHNMa TOJIBKO K UTPOKY. OCHOBHOE MCIOJIB30BaHUE — (DYHKIUS COCTOSIHUS B TNAJIOTAX.
OtHocures k tuny: Player Functions | Condition Functions

GetPCIsRace

CHHTaKCHC:
CODE
GetPCIsRace

To xe, uro u GetlsRace, Ho nprMeHNMa TOJBKO K UTPOKY. OCHOBHOE HCIIONIb30BaHIE — (YHKLHS COCTOSHHUS B ANAJTOTaX.
Otrocures k Tamy: Player Functions | Condition Functions

GetPCIsSex

CHHTaKCHC:
CODE
GetPCIsSex MalelFemale

Oynknms GetPClIsSex Bo3BpamaeT 1, eciiu mepcoHak UTPOKA OTHOCHTCS K YKa3aHHOMY SIBHO B BHJIE TTapaMeTpa oIy -
Male(myxunna) wim Female (xeHmmHa).

(B 0CHOBHOM HCTIONB3yeTCA KaK YCIOBHE B (PYHKIUSAX AUATIOTOB, TIE UTPOK HE SBISETCS IETBHI0»).

Otrocures k Tamy: Player Functions | Condition Functions

GetPCMiscStat
CHHTaKCHC:

CODE
GetPCMiscStat MiscStatID



ITpumep:
CODE
GetPCMiscStat 4; Bo3Bpanaer camoe 00JIbII0€ NOKEPTBOBAHUE UTPOKA

Oynknms GetPCMiscStat Bo3BparnaeT 3HaueHUe YKa3aHHOW B BUJIE MapaMeTpa mpodei craTucThku urpoka (MiscStatID).
ID npoueii cTaTUCTUKH:

HOURS IN PRISON - Bpewms, IpOBEJCHHOE B TIOPbME

DAYS PASSED - npoiineHHbIX AHEN

SKILL INCREASES - poct mactepcTBa

TRAINING SESSIONS - TpeHupoBOUHBIE CECCUU

LARGEST BOUNTY - cambie 00oJIbIIME TI0)KEPTBOBAHHS
CREATURES KILLED - kKo1u4ecTBO YOUTBIX CYIIIECTB

PEOPLE KILLED - koiuuecTBO YOUTBHIX JIOJCH

PLACES DISCOVERED - o6Hapy)eHHBIX MECT

LOCKS PICKED - BeiOpaHO 3aMKOB

PICKS BROKEN - pa36uto ykazaremnei

10 SOULS TRAPPED - noiitmano gy

11 INGREDIENTS EATEN - chefieHHbIC HHTPEAUEHTHI

12 POTIONS MADE - U3roToBi€HO TEKCTYP

13 OBLIVION GATES SHUT - 3akpsiTo BopoT O0nnBHOHA

14 HORSES OWNED - BinaaeHue no1aabMu

15 HOUSES OWNED - Bnagenue joMaMu

16 STORES INVESTED IN - coxpaHHOCTh HHBECTHITUH

17 BOOKS READ - npounTaHo KHHAT

18 SKILL BOOKS READ - npounTaHo KHHUT, yBEITUIHBAIONINX HABBIKH
19 ARTIFACTS FOUND - nHaiineHo apTedakToB

20 HOURS SLEPT - konm4ecTBO 4acoB, MPOBEIECHHBIX BO CHE

21 HOURS WAITED - koiu4ecTBO 4acoB, MPOBEACHHBIX B OKUIAHUH
22 DAYS AS A VAMPIRE - xonuuecTBO AHEH, IPOBEACHHBIX "B IIKype" BaMIIupa
23 LAST DAY AS VAMPIRE - nocnenuuii ieHb, NPOBEACHHBIN KaKk BaMIIUP
24 PEOPLE FED ON - HakOpMJICHHBIX JIIOACH

25 JOKES TOLD - paccka3aHO IIyTOK

26 DISEASES CONTRACTED - BouieueHo OoJie3Hei

27 NIRNROOTS FOUND - nHaiiieHO HUPHPYTOB

28 ITEMS STOLEN - ykpazeHo npeaMeToB

29 ITEMS PICKPOCKETED - npucBoeHO HaiiIEcHHBIX IPEIMETOB

30 TRESPASSES - konudecTBO HapymIeHUH TpaHuI]

31 ASSAULTS - xonmn4ecTBO HamaeHUHA

32 MURDERS - konudecTBo yOUiicTB

33 HORSES STOLEN - ykpazneHo nomajeit

O 0NN WD —O

[Tpumeuanue: 3ameTbTe, 4TO IPH BBOJIE B KadyecTBe napamerpa MiscStatID uuncen, 6onbinux yem 33, pyHKIUS BCe paBHO BO3BpaIlaeT
4rcyo (1Mo KpaifHel Mepe, B KOHCOJIH). DTO HAYEro He 3HaJanue OOIbIINe [EeNbIe YHCia, TaK Kak, moxoxe, Gynkiwms GetPCMiscStat
N IPOCTO YNTAET N-bIii 4-0alTHBII KIacTep 1ocie ONnpeAeIeHHOI TOYKH U ITOKa3bIBAET €ro 3HaYEeHHEe, KaK HeTIOAMCaHHOE JUTHHHOE
nenoe (unsigned long int).

Otrocures k Tamy: Player Functions | Condition Functions

GetPCSleepHours
CuHTaKCHC:

CODE
GetPCSleepHours

®ynkius GetPCSleepHours Bo3BpalaeT 4ucio 4acoB, KOTOpbIe UTPOK BBICTABUII B MEHIO cHa. Bo3Bpamaer 0, eciiu UrpoK He CIHUT.
Otnocures k tuny: Player Functions | Condition Functions

GetPackageTarget

CuHTaKCHC:

CODE

set refVar to [ActorID.]GetPackageTarget

Oynkius GetPackageTarget Bo3Bpainaet ref-nepeMeHHy0 LieIH TEKYLIETo MakeTa BeI3biBaroiero akrepa ActorID (ecnu nens ects).
Otnocures k Tuny: Reference Variable Functions

GetParentRef

CHHTaKCHC:



CODE
set refVar to [ObjectID.]GetParentRef

Oynkmus GetParentRef BozBpamaer yka3zarens (ref-mepemennyto) Ha poantens (6a30BbIif 00beKT) BEI3bIBaromIero oosexTa ObjectID.
Ecnm takoBoro Het, Bo3Bpamaercs 0"
Otnocures k Tuny: Reference Variable Functions

GetPersuasionNumber

K coxanenuto, onucanus pynkuun GetPersuasionNumber (a taxke GetTotalPersuasionNumber n HEKOTOPBIX APYTHX) B
odunuansaoM WIKI Hetr. Huuero He an v HoMcK B MHTEPHETE - HUA HA aHTJIMHCKUX CalTax, HU Ha JIIOOBIX APYTHUX.

Oynknmn GetPersuasionNumber u GetTotalPersuasionNumber B ckpuntax O0JIMBHOHA HE UCIIOJIB3YIOTCS, YBHL. ..

B WIKI Ha cTpanumnax ¢ 3TuMu QYHKIUSIMHU IPUBEICHO TOJIBKO c1oBO Placeholder, koTopoe MOKHO TIepEeBECTH Kak
3ape3epBUPOBAHHOE MECTO, T.€., €CIIH BaM yJAcTCs UX PacIIU(pPOBaTh, BBl BIIOJIHE MOXKETE 3aMOTHUTD MYCTYIOIIHE CTPAHUIIBI.
Ecmu Brl skenaete "pacmudpoBats” 3TH 3arafodHble GyHKITUH, TPOYUTANTE ITY TEMY.

Cw. taxxe: GetTotalPersuasionNumber

Otnocures k Tuny: Miscellaneous Functions | Condition Functions

GetPlayerControlsDisabled

CuHTaKCHC:
CODE
GetPlayerControlsDisabled

Oynkmus GetPlayerControlsDisabled Bo3Bpamaer 1, ecnu yrpasieHre IepcoHaka UTPOKa OTKIIOUEHO.
Cwu. Tarke: DisablePlayerControls, EnablePlayerControls
Otrocures k Tamy: Player Functions | Condition Functions

GetPlayerHasLastRiddenHorse

CuHTaKCHC:
CODE
GetPlayerHasLastRiddenHorse

Oynkmus GetPlayerHasLastRiddenHorse Bo3BpamaeT 1, ecii y UTpoKa €CTh «IIOCIIEAHSS JIOMAab, Ha KOTOPOH €3MWIn» — T.€. Y
UTPOKa eCTh JIOIIA (b, OH Ha HEW €311 ¥ OHA BCE eIl JKUBA.

Cwum. Tarke: IsPlayersLastRiddenHorse

Otrocures k Tamy: Player Functions | Condition Functions

GetPos

CHHTaKCHC:
CODE
[ObjectID.]GetPos axis

ITpumep:
CODE
GetPos Z

Oynkmusa GetPos Bo3BpamaeT TeKymie MupoBsie KoopauHatel 00bsekTa (ObjectID) Ha onpenenenHoit ocu (X, Y, win Z) B BUIAC
BemecTBeHHoro uucina (float).
OtnHocures k Tuny: Movement Functions | Condition Functions

GetQuestRunning

CuHTaKCHC:

CODE

GetQuestRunning QuestID
GetQR QuestID

IIpumep:
CODE
GetQuestRunning MS29

Oynkius GetQuestRunning Bo3spamaet "1", ecnu yka3anHbli B Buze napamerpa ksecT (QuestID) B faHHBIM MOMEHT BBINOIHSIETCS,
n "0" B IPOTUBHOM CITy4ae.

Cwum. Takke: StartQuest, StopQuest

Otnocures k tuny: Quest Functions | Condition Functions



GetQuestVariable

CuHTaKCHC:
CODE
GetQuestVariable

Oynkuus GetQuestVariable Bo3Bparaer 3HaueHHE KBECTOBOI IEpEMEHHOM.

[Mpumeuanue: Ito TOJIBKO ¢ynkuns Y CJIOBUSL. UToOb! momy4nTh 3HaU€HHE KBECTOBOI IEPEMEHHOM B CKPHIITE, HYXK/IbI B 9TOH
¢ynkiuu Het. [IpocTo uenomp3yiiTe ciaeayomuii CHHTaKCHC!

CODE

QuestName.VarName

Cwu. Take: GetGlobalValue, GetScriptVariable, GetStage
Ortnocures k tumy: Quest Functions | Condition Functions

GetRandomPercent

CHHTaKCHC:
CODE
GetRandomPercent

Oynknus GetRandomPercent Bo3Bpariaer ciaydaitHoe urcio B uHTepBaie ot 0 10 99 BKIIOYATETHHO.

Yro0bl CreHepUpOBaTh CIydaifHOE YMCIIO B 33JAHHOM JIMAITa30He MEXKy MUH. U MaKC. 3HAYCHHSIMHU HCIIONb3YHTE CIICAYIOIIU
CHUHTaKCHC!

CODE

set randVal to min + GetRandomPercent * (max-min) / 99

ITpumepsr:

CODE

short dice

set dice to 1 + 0.06 * GetRandompercent; => 1 to 6 (almost equal chances see talk page)

CODE
short rnd
set rnd to 5.0/99 * Getrandompercent ; =>0 to 5 (only 1% chance for 5! see talk page)

CODE
float rnd
set rnd to 0.05 * Getrandompercent ; => 0.00 to 4.95

CODE
float rnd
set rnd to 5/99 * Getrandompercent ; => 0.00 to 5.00

Cwm. Takxke: Rand(OBSE)
Ornocures k tumy: Miscellaneous Functions | Condition Functions

GetRestrained

CuHTaKCHC:
CODE
[ActorID.]GetRestrained

Oynkius GetRestrained Bo3Bpamaet "1", eciu Bei3biBaromnuii akrep (ActorID) HaxoauTcs B 6ecco3HATEIBHOM COCTOsTHUY (restrained
state).

Cwmortpure Takxke: SetRestrained

Ortnocurcs k tumy: Al Functions | Condition Functions

GetScale

CuHTaKCHC:
CODE
[ObjectID.]GetScale

Tun Bo3BpalaeMoil nepeMeHHO!: BeeCTBEHHOE, HEOTPHUILIATENIBHOE.
Onucanne: @ynkius GetScale Bo3BpamaeT MacIiITaOHBIH MHOKHUTENb BbI3bIBatoliero oobekra (Object]ID), Ha KOTOPBIH YMHOXKEH €ro
HOpMaJIbHBIN pa3zmep.



Bo3morkHbIe 3HaUEHUS:

menbmie 1.0 (0.5 ... 0.99) - ymeHbIIeHHBIE pa3Mepsl (IS aKTEPOB - POCT)
1.0 - HOpMaTBbHEIE, 3aJaHHBIC U3HAYAIBHO, Pa3MEpPHI.

6ompire 1.0 (1.01 ... 2.0) - yBemTu4eHHBIE pa3MephbI

[Tpumedanne: CTaHAAPTHBIN POCT aKTepa B UMITEpHH paBeH 128 en. (units).
OtHocures k Tumny: Statistics Functions | Condition Functions

GetScriptVariable

CHHTaKcHc:
CODE
GetScriptVariable ObjectRef Variable

Oynkmus GetScriptVariable Bo3Bpamaet 3HaueHHE JOKaIbHOM mepeMeHHo# Variable i3 ckpunTa Ha yKa3aHHOM B BHJIE ITapaMeTpa
oowexTe ObjectRef.

[pumeuanne: 1o TOJIBKO byukmms YCIOBUIM! UTo6b! MOTydnTh 3HAYCHHE 00BEKTHOI IEPEMEHHOMN B CKPHIITE, Hy /Il B 9TOH
¢ysaknuu Het. [IpocTo UCTIONB3YITE CICAYIONIHMIA CHHTAKCHUC:

CODE

ObjectRef.VarName

Cwm. Takxe: GetGlobalValue, GetQuestVariable
Otnocures k Tuny: Miscellaneous Functions | Condition Functions

GetSecondsPassed

CuHTaKCHC:
CODE
GetSecondsPassed

Tun Bo3Bpaaemoro 3nauenus: Float (BemecTBeHHOE)
ITapameTpsl: HET

ITpumepsr:

CODE

GetSecondsPassed

Oynknms GetSecondsPassed Bo3BpamaeT 4nuciio CeKyH I, MPOIISIIINX ¢ MOMEHTA TIOCJIEIHETO BBI30Ba 3TOM (PYHKIIMH B MPEIBIAYIITHX
UTPOBBIX pperiMax. Tui Bo3BpaniaeMol IepeMeHHO - BemecTBeHHbIH (float).

OueHb Mmose3Ha IS CO3IaHus TaiiMepa BHYTPU CKpUMNTA. Y KaKIOTO CKPHIITa €CTh cBOM cueTynk At GetSecondsPassed u mpu
BBI30BE 3TOH (YHKITMH OH Bcera copacwiBaercs B "0". Takum 00pa3oM, eciii ee BBI3bIBaTh HECKOIBKO pa3 MOAPS] BHYTPH OJHOTO
¢peiima, To 3Ta QyHKUMS B cKpHunTe Oynet Bo3pamars "0".

Ipumep 1:

CODE

float timer

begin gamemode

if timer > 0

set timer to timer - GetSecondsPassed

else

; Bpems ucrekiio! JleiaeM uro-Tto.

endif

end

Ipumep 2:

CODE

float timer1

float timer2

begin gamemode

set timer1 to getsecondspassed

; 31ech Bo3BpalaeTcsi BpeMsl, poleiiee

; ¢ MOMEHTA BbI30Ba (YHKIIMH B NpeabIAyeM (peiive
set timer?2 to getsecondspassed; 3nech Bo3Bpamiaercs (
end

OtHocures k Tuny: Time Functions
GetSelf

CHHTaKCHC:
CODE



set refVar to GetSelf
set refVar to this

ITpumep:
CODE
if GetSelf == GetActionRef

CODE
set MyQuest.targetRef to GetSelf

®ynxuus GetSelf BozBpaiaer ref-nepeMeHHyI0 B Ka4eCcTBE yKa3aTellsl Ha BHI3BIBAIOILMI 00beKT. Mcronb3yeTces st yTBEpkKICHUI
WIN YCTAHOBKH ref-TepeMeHHBIX B APYTUX CKPUNTAX.

IIpumeuanus:

Korna sta ¢yHKIUS BEI3BIBAETCSI HA 00BEKTaX, KOTOPHIE MOXKHO TIOJIOKHUThH B KOHTEHHED (HalpHMep, Opy>KUE HIIH TIPEeAMETHI), ref-
nepeMeHHas OyeT BO3BPAIIATLCs, HO JIUIIb [0 TEX HOP, ITOKa 00BEKT OCTAETCS B UTPOBOM MHPE.

Ora QyHKIU paboTaeT HEHAIEKHO, KOT/Ia BBI3BIBACTCS HA UTPOKE.

Otnocures k Tuny: Reference Variable Functions

GetShouldAttack

CUHTaKCHC:
CODE
[ActorID.]GetShouldAttack TargetActor

ITpumep:
CODE
EvilBanditBoss.GetShouldAttack player

®ynknus GetShouldAttack Bo3BparaeT uucio, COOTBETCTBYIOLIEE KeETaHUIO BeI3bIBatoLIero akrepa (ActorID) aTakoBaTh ykazaHHYIO
B BHJIe ITapamerpa uenb TargetActor. Eciu Bo3Bpaiaemoe 3HaueHue OoIbIe HyJIs, TO aKTep Oy/AeT aTakoBaTh 11eJIb IPH OOBIYHBIX
oOcrosiTesnbcTBaX (T.€., aKTEp arpecCUBEH, MOXKET 0OHAPYKUTH LieJIb, HE 3aJepKaH, He HAXOANUTCS B OECCO3HATEILHOM COCTOSIHUU 1
T.0L.).

Otnocures k Tuny: Combat Functions | Condition Functions

GetSitting

CuHTaKCHC:
CODE
[ActorID.]GetSitting

Oynkius GetSitting Bo3Bparaet 1715 BbI3biBatoniero akrepa (ActorID) B 3aBUCMOCTH OT €ro COCTOSTHHS IO OTHOILIEHUIO K
JIefCTBUIO "CEeCTh/BCTATh" CIEAYIOLINE 3HAUCHNUS :
0 — He cunut

1 — 3arpyxaercs anumanus "cuieHus "

2 —TotoB cecTb

3 - Cumur

4 —ToToB BcTaTh

11 — 3arpysxaercs aHuManus "e3/bI Ha JIOTIaIu "
12 —T'0TOB CcecTh B CEIIO0

13 — Cugur Ha nomagn

14 — T'oTOB C1€3Th C JOIIaIA

[Tpumeuanue: Jta ¢pyHkuust He OyzaeT Bo3Bpamarh "1" wiuu "11", eciu BhI3bIBacTCSl Ha IIEPCOHAXKE UIPOKA.
OtHocures k Tumny: Actor State Functions | Condition Functions

GetSleeping

CuHTaKCHC:
CODE
[ActorID.]GetSleeping

Oynknus GetSleeping Bo3Bpamaer cieayiomue 6a30BbIe 3HAYCHUS B 3aBHCHMOCTH OT COCTOSTHHS CHA BBI3BIBAIOIIECTO aKTEPa
(ActorID):

0 — He cniur

1 — 3arpyxaercs maker cHa

2 —T'oToB cnaTth

3 - Cout

4 —T'0TOB NPOCHYTHCS



[Ipumedanne: @yHknus He paboTaeT Ha UTPOKE, TaK KaK OCHOBaHA Ha COCTOSHUS aHUMAITUH akTepa. VIcmonb3yiTe 11 3TOro
¢yrkuuio IsPCSleeping.
OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

GetStage

CHHTaKCHC:
CODE
GetStage QuestID

ITpumep:
CODE
GetStage FGO01

@ynxnus GetStage BO3BpaIacT TEKyIIee MAKCUMAIbHOE COCTOSIHUE 3aBEPIICHHOCTH YKa3aHHOTO B BHAE napaMeTpa ksecta QuestID.
Hanpuwmep, ecnu 3akonuenst ctaguu 10, 30 u 75, ynkuus GetStage BepHer 75. D10 OyIeT cripaBeAIMBO U B TOM ClIy4ae, eclli
cragus 30 ObuIa BBIIIOJIHEHA Y)Ke I10CIIe 3aBEPIICHUS CTaJANH 75 - BCe paBHO OyJeT BO3BpalaTses 3HaueHue 75 (T.€., MaKCUMaJIbHOE).
Ecnu ke BaM Hy)KHO 3HaTh, Kakasi KOHKPETHO CTaJlisi KBECTa 3aBepllieHa IocieiHel, ncnonesyiire pynkuuto GetStageDone.

Cwu. Taxoke: SetStage, GetStageDone

Otnocures k Tuny: Quest Functions | Condition Functions

GetStageDone

CuHTaKCHC:
CODE
GetStageDone QuestID StageIndex

ITpumep:
CODE
GetStage MS09 30

Oynkius GetStageDone Bo3Bpaimaer "1", ecnu ykazanHslit 3tan StageIndex kBecta QuestID 3aBepuien, u "0" B IpOTHBHOM ciydae.
Cwum. Take: GetStage, SetStage
Ortnocures k tumy: Quest Functions | Condition Functions

GetStartingAngle

CuHTaKCHC:
CODE
[ObjectID.]GetStartingAngle axis

IIpumepsr:
CODE
GetStartingAngle Z

Oynkmus GetStartingAngle Bo3BparaeT nepBoHavaNbHEIA yroi moBoporta oobekra Object]ID mo BeiOpannoii ocu (X, Y, win Z)
OTHOCHTEJILHO MHUPOBBIX KOOpAWHAT. THIT BO3BpaIiaeMoi IepeMEeHHOH - BemecTBeHHbIH (float). YToa Bo3BpamaeTcst TOT, KOTOPBIi
ObLT M3HAYAIBHO 33J1aH B PEaKTOPE, a He TEKYIIIHHA, KOTOPBIA MOT H3MEHHUTHCSA B UTPOBOM IIpoIiecce.

OrtHocures k Tuiry: Movement Functions | Condition Functions

GetStartingPos

CHHTaKCHC:
CODE
[ObjectID.]GetStartingPos axis

ITpumep:
CODE
GetStartingPos Z

Oynkmus GetStartingPos Bo3BpamaeT nepBoHaYaIbHOE MECTOIONIOXKEHNE (KOOPAMHATY) BBI3bIBarOmIero oosekTa Object]D mo
BbIOpanHOii ocH (X, Y, Wi Z) OTHOCUTENILHO MUPOBBIX KoopanHat. THuIl Bo3BpaliaeMoii nepeMeHHoH - BeniectenHoe (float).
Koopaunara Bo3Bpaiiaercs Ta, KOTOpas Obljia 3a1aHa B peIaKTOpe U3HAa4YaJIbHO, B KOHCTPYKTOPE, & HE TEKyIasi, KOTopasi Morjia B
UTPOBOM IMPOLECCE U3MEHUTHCS.

Otnocures k Tuny: Movement Functions | Condition Functions

GetTalkedToPC



CuHTaKCHC:
CODE
[ActorID.]GetTalkedToPC

Oynkuus GetTalkedToPC Bo3spamaer "1", eciu BoI3biBaromuil akrep (ActorID) yxxe pasroBapusai ¢ nepcoHaxeM urpoka, u "0" B
IIPOTUBHOM CIy4Yae.
OtHocures k Tuny: Actor State Functions | Condition Functions

GetTalkedToPCParam

CuHTaKCHC:
CODE
GetTalkedToPCParam ActorID

ITpumep:
CODE
GetTalkedToPCParam ValenDrethRef

Oynkius GetTalkedToPCParam Bo3Bpamiaer "1", eciu yka3zaHHbIN B BUAe napameTpa akTep (ActorID) yxe roBopui ¢ nepcoHakem
urpoka, 1 "0" B IPOTUBHOM CIIy4ae.

Hcnonb3yeTcs, B OCHOBHOM, KaK (DyHKLIHSI YCIOBHS B IMAJIOTAX.

GetTalkedToPCParam otaocutcs x Tummy Non-Reference Functions, koTopbsle MpHHUMAIOT akTepa B Ka4eCcTBe Mapamerpa Kak ref-
MIEPEMEHHYIO0, BMECTO BBITIOTHEHHS Ha aKTepe.

Cw. taoke: GetTalkedToPC

OrtHocutes k Tumy: Actor State Functions | Condition Functions

GetTimeDead

CHHTaKCHC:
CODE
[ActorID.]GetTimeDead

ITpumep:
CODE
BossBanditRef.GetTimeDead

Oynknus GetTimeDead Bo3Bparmiaet Bpems (B 4acax) ¢ MOMEHTa CMEPTH BbI3bIBaroIero akrepa ActorlD. Hampumep, ecin
BossBanditRef mepTB yxe 3,5 gaca, To Bei30B BossBanditRef.GetTimeDead Beprer 3,5.
OtHocures k Tumny: Actor State Functions | Condition Functions

GetTotalPersuasionNumber

K coxanenuto, Ha opunmansaom BUKU (1a v B MHTEpHETE) OTCYTCTBYET ONMCAHUE ITOH (DYHKIMH, KaK U CXOIHOM -
GetPersuasionNumber... bosiee moapo6HO 006 3TOM CMOTPUTE B €€ ONHCaHUU.

A B Buku 3HaunTcst Placeholder, 4To MOKHO MepeBECTH Kak "3ape3epBHpPOBaHO" .

Cw. taoke: GetPersuasionNumber

OrtHocures k tumy: Miscellaneous Functions | Condition Functions

GetTrespassWarningLevel

CHHTaKcuc:
CODE
GetTrespassWarningLevel

®ynxuus GetTrespassWarningLevel Bo3Bpaiaer Tekynuii ypoBeHb NpeyNpeXISHUH 0 HapyIIEHUH YaCTHOH COOCTBEHHOCTH.
OOBIYHO HCTIOIB3yeTCs COBMECTHO ¢ pyHKImei IsTrespassing.

YpoBHH TIpEeIyIPEkKACHUN 0 HAPYIICHUH YaCTHOW COOCTBEHHOCTH:

0: ITepBoe npenynpexacHue

1: Bropoe npenynpesxaeHue

2: Coo0IIeHO 0 HApYIICHUH, CTpaxa yXKe B IyTH

Ortnocures k tumy: Crime Functions | Condition Functions

GetUnconscious
CHHTaKCHC:

CODE
[ActorID.]GetUnconscious



Oynknus GetUnconscious Bo3Bpamaet "1", ecim aktep HaxomuTcs B 6ecco3HaTeIbHOM cocTostHud, U "(0" B IPOTHBHOM clTydae.
Cwu. Tarke: SetUnconscious
Ortnocurcs k tumy: Al Functions | Condition Functions

GetUsedItemA ctivate

CHHTaKCHC:
CODE
GetUsedItemA ctivate

K coxanenuto, B opunmansHOM Buku Het onricanwust 3Toi QyHkmuu. 3Ha4uTCs Toybko "Placeholder” - 3apesepBupoBaHo.
Ortnocures k tumy: Condition Functions

GetUsedItemLevel

CHHTaKCHC:
CODE
[ITtemID.]GetUsedItemLevel

Oyukuus GetUsedItemLevel Bo3Bpaiaer "0", eciu BbizbiBatoniuii npeamet ItemID Haxoautces Ha ypoBHe 3emuid, U "1", eciii Ha
YPOBHE TOsica ¥ BhIle. VCroabp3yeTcsl HCKIFOYUTEIILHO KaK (DYHKIMS ycloBHs B auanoroBoM okHe Idle manager koHCTpyKTOpa IUist
OTpeIeNICHNsT HEOOXOJUMON aHUMAITHH.

OrtHocures k tumy: Condition Functions

GetVampire

CuHTaKCHC:
CODE
[NpcID.]GetVampire

Oynkius GetVampire Bo3Bpamtaer 1", ecau Bei3biBatomuit aktep (NpclD) — Bamnup, 1 "0" B IpoTUBHOM cltyyae.
Cwu. Taoke: VampireFeed, HasVampireFed
OrtHocutes k Tumy: Actor State Functions | Condition Functions

GetWalkSpeed

CuHTaKCHC:
CODE
[ActorID.]GetWalkSpeed

[Mapamerpsr: ActorID - ID nepconaxa, HeoOs3aTeJIbHBII.
@ynxuuns GetWalkSpeed no3BossieT y3HaTh CKOPOCTh X01b0bI BhI3bIBatowiero akrepa (ActorID).
OtHocures k Tumny: Statistics Functions | Condition Functions

GetWeaponAnimType

CuHTaKCHC:
CODE
GetWeaponAnimType ActorID

Oynkius GetWeaponAnimType Bo3BpaliaeT TUII aHUMaIUH TEKYIETO OPY>Kusl BbI3bIBaroIero akrepa (ActorID), ykazaHHOTo SIBHO
B BUJIE TapaMeTpa.

Tuns! anuMaruii:

0 = pykonaurHast (HET Opy>KHsl)

1 = onHOpYYHOE OpYyXUe

2 = IBypYyYHOE OpyKHe

3 = nyk

OrtHocutes k Tumy: Actor State Functions | Condition Functions

GetWeaponSKkillType

CHuHTaKCHC:

CODE

[ActorID.]GetWeaponSKkillType TypeWeapont

IIpumepsr:
CODE



GetWeaponSKkillType 1; Bo3Bpanienue Tekylero HaBbIka UCIoJIb30BAHUS KJIUHKOB

Oynkmus GetWeaponSkillType Bo3Bpamiaer amst Bei3siBaromiero akrepa (ActorID) ero Tekymuii HaBbIK B HCIIOIB30BAHUN
ykazaHHoro B Buje napamerpa (TypeWeapont) Tuna opyxus:

CODE

0 = Her opy:xus (pyxonamnas - Hand-to-Hand) i Her HaBbIka (mepconadn - Staff)

1 = Knunku (Blade)

2 = [Ipoosmiee opy:xue (Blunt)

3 = MetkocTh cTpeabobl Jyka (Marksman)

Ipumep 2.
CODE
short charUsingBow

Begin OnPackageChange (Or other one-time condition like OnStartCombat)

if GetWeaponSKkillType 3;(Checks if actor is using marksman skill)

Set charUsingBow to 1

else

Set charUsingBow to 0

endif

End

[ToHBIN TEKCT CKpPUNTA U €ro ucrob3oBaHue cM. Ha opuunansHom WIKI B pasznene Questions B cratse "Increasing Bow Damage”
OrtHocutes k Tumy: Actor State Functions | Condition Functions

GetWindSpeed

CHHTaKCHC:
CODE
GetWindSpeed

Oynkius GetWindSpeed Bo3BpalaeT ckopocTs BeTpa npH Texyueil norone (B npeaenax ot 0.0 go 1.0, kak ycTaHOBJIEHO B
penaxkrope B HacTpoiikax o0bekTa noroasl (Weather type)). Tum Bo3BpaiaemMoii iepeMeHHOI - BEIIeCTBEHHOE.
Otnocures k Tuny: Weather Functions | Condition Functions

GoToJail

CuHTaKCHC:
CODE
GoToJail

®yuxuuns GoTolail B3umaer mrpad (crime gold), KoHpHCKYeT Bce YKpaJeHHBIE TPEIMETHI U3 MHBEHTAPSI UTPOKA U OTIPABIIIET B
OMKANIIYIO TIOPEMY.

IIpumeuanus:

@yskuus paboTaer TOJbKO Ha EPCOHAXKE UTPOKA.

ITocne Toro, kak UTpok OyeT nepeMelieH B TIOPbMY Ha HOBOII JIOKallMy Urpa OyeT 0KUAaTh J0 TeX I0p, I0Ka UIPOK HE OTIOXHET, U
TOJIBKO 3aTEM TEJICTIOPTUPYET €T0 K BBIXOY U3 TIOPBMEL.

TropbMa COIEPKUT Mapy CBsI3aHHBIX nBepei-mMapkepoB ("'Prisonmarker"). OnuH Mapkep yCTaHOBJICH HEMTOCPEACTBEHHO B HHTEPhEpe
TIOPEMHOM KaMepbl, a BTOPOH - BO BHEIIHEH JIOKAINH, Kya MePCOHAX UTPOKa OyJeT mepeMeInieH mocie oTOBaHNS HaKa3aHMUs.
KonduckoBaHnHbIe Y HTpOKa BOPOBaHHBIC IPEIMETHI IIOMEIIEHHI B AITUK "BopoBannbie mpeamets” (Stolengoods), KoTOpbIit
HaXOJHUTCs B TOH jke BHYTpEHHEH siuelike TIOpbMBbI, 4To U Mapkep (Prisonmarker).

Cwu. Taxke: PayFine

Otnocures k Tuny: Crime Functions

H
HasFlames

CHHTaKCHC:
CODE
[ObjectID.]JHasFlames

Oynkus HasFlames BozBpamaer "1", eciiu k Be3piBaeMoMy 00bekTy (ObjectID) yxxe nobasnens! 00bekTs! mtamenn FlameNode.
O FlameNode mo>xHO unTaiite 31ech: http://cs.elderscrolls.com/constwiki/index.php/FlameNode

Cwm. takke: FlameNode, CanHaveFlames, AddFlames, RemoveFlames

Otnocures k Tuny: Object Functions | Condition Functions

HasMagicEffect



CuHTaKCHC:
CODE
[ObjectID.]JHasMagicEffect EffectID

[Tpumep:
CODE
HasMagicEffect FIDG

®yuxuns HasMagicEffect Bozpamiaer "1", eciu BoizbiBatoiunii 00bekT (Object]D) B 1aHHBI MOMEHT ITOJBEP)KEH BO3/IEHCTBUIO
ykazanHoro B Buze napamerpa (EffectID) maruyeckoro addekra.

Cwum. Taxoke: IsSpellTarget, OnMagicEffectHit, Magic Effects List

Otnocures k Tairy: Magic Functions | Condition Functions | Actor Functions

HasVampireFed

CuHTaKCHC:
CODE
[ActorIDIPlayer.]JHasVampireFed

®ynxuns HasVampireFed Bo3Bpamiaer "1", eciu y BBI3bIBAIOIIET0 NIEPCOHaXKa, HA KOTOPOM BbI3BaHa (QYHKIMS, €CTh ¢uiar "vampire
fed" 1 oH ycTaHoBneH B UCTUHY (B "1", ero ycTaHaBIMBaeT Urpa M0 OKOHUAHUM NakeTa "vampire feed").

IIpumeuanus:

@ynxnus paboTaeT KOPPEKTHO TONBKO HAa UTPOKE, T.K. JAHHBIH (1ar ecTh TOJIBKO B €ro cBoiicTBax. [loaTomy mpu BbI30BE (DyHKIMN
ActorID.HasVampireFed 6yzner Bcerna Bo3Bpamarbes 0", 171t TFOOBIX aKTEpPOB.

HasVampireFed Takxe cOpaceiBaet ¢uiar, mo3ToMy, BEI3BaB €€ IBa pa3a IMOApsI, B IEPBEIil pa3 oHa BepHeT "1", a BO BTOpOii pa3 —
"0".

CwM. Taxke: VampireFeed

Otrocures k Tamy: Player Functions

I
IsActionRef

CHHTaKCcHC:
CODE
IsActionRef ObjectRefID

ITpumep:
CODE
IsActionRef player

@ynxuus [sActionRef ncrons3yercs Toneko BHyTpH Omoka OnActivate. Bozspamaer "1", ecim yka3zaHHBIH B BUE TapaMeTpa 00beKT
(ObjectRefID) akTHBHPOBAI YTO-TO MK KOTO-TO (T.€., OBLT aKTHBATOPOM).
Ipumep ckpumnra:

CODE

begin OnActivate

if IsActionRef player ==

MessageBox ""Tbl He MOkKelllb aKTUBUPOBaTh MeHs1. Ciadak!"

else

Activate

endif

end

Bot npumMep peanbHOro ckpunTa, KOTOphI NpuBoAUTCS B TyTopuaine "A beginner's guide, lesson 5 - Anatomy of a quest, part 2" B
cTaguy kBecta 90:

CODE

Scriptname MS02SecretDoor

Begin OnActivate
; 6JIOK CTApTYeT TOJIbKO M0C/1e AKTHBU3AIMY BEPH.
; aKTHBHM3alHsl BO3MOKHA TOJIbKO Mocje 88 craauu u 3amucu B ;)KypHaje

if (GetStage MS02 >= 110 ) && (IsActionRef Player == 1) Activate

H 3TI/I yC.]IOBI/Iﬂ O3HA4YamT, 4TO m;epb OTKpoeTCﬁ TOJBbKO I1JId Bac, KaK TOJBKO BbI 33BeleI/ITe KBECT.

elseif (GetStage MS02 >= 90 ) & & (IsActionRef VelwynBenirusRef == 1 ) Activate

H 3TOT ycnonne O3Ha4yaer, 4YTo m;epb OTKpoeTCﬁ TOJBbKO I1JId Be.]IBI/IHa, IIOKAa BbI HE 32BeleI/ITe CBOI71 KBeECT
endif

End



Begin GameMode
Unlock
End

Otrocures k Tamy: Object Functions
IsActor

CHHTaKCHC:
CODE
[ObjectID.]IsActor

Oynxkmus [sActor Bo3pammaeT 1, ecim Be3pIBatomuii 006ekT (Object]D) — akrep (cymectso mu NPC).
Cwum. Tarke: GetlsCreature
OrtHocutes k Tumy: Actor State Functions | Condition Functions

IsActorAVictim

CHHTaKCHC:
CODE
[NpcID.]IsActorA Victim

Oynkmus [sActorAVictim Bo3Bparmaet "1", ecnm BepiBatomuit NPC (NpclD) B maHHBIH MOMEHT SIBISICTCS )KEPTBOH NMPECTYIICHAS
(byHKIMS BO3BpamaeT 3Ha4eHne Toabko A ogqHoro NPC 3a onuH pas). Mcnonb3yeTcsi, B OCHOBHOM, KaK YCIIOBHUE JIJISl TUAJIOTOB,
CBSI3aHHBIX C TMPECTYIUICHISIMH.

OrtHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

IsActorDetected

CHHTaKCHC:
CODE
[ActorID.]IsActorDetected

Oynknms [sActorDetected Bo3Bpammaer "1", eciu Boi3biBatomuil aktep (ActorID) 3amedeH Apyrum akTepoM.
Cwum. Take: GetDetected, GetDetectionLevel, Category: Detection
Ortnocurcs k tumy: Crime Functions | Condition Functions | Actor Functions

IsActorEvil

CHHTaKCHC:
CODE
[ActorID.]IsActorEvil

@ynxuus IsActorEvil Bozspamiaer "1", eciu BoizbiBatomuii akrep (ActorID) npuHaAIEKHUT TOIBKO K 3JIbIM QpaxiysM (T.e., o
KpaiiHell Mepe X0Ts Obl K OJJHOH 37101 (hpakLuK U HU K OJTHOHN HE 3JI0H).

Ora GyHKIMA TOIbKO padoraeT ¢ NPC, He ¢ cymectBamu. Hukakue cymecTBa He CUYMTAIOTCS 3IIBIMH, HE3aBHCHMO OT TOTO, K KAKOH
(dbpaknuy OHU IPUHAIJIECHKAT.

OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsActorUsingATorch

CHHTaKCHC:
CODE
[ActorID.]IsActorUsingATorch

@yuxuus [sActorUsingATorch Bo3spamaer "1", ecim Boi3biBatomuii akrep (ActorID) ucnonbssyer daxedn (T.€., BBITAIKI €r0).
OrHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

IsActorsAIOff

CuHTaKCHC:
CODE
[ActorID.]IsActorsAIOff

@ynxuus [sActorsAIOff Bo3spamaer "1", ecni Al BeizbiBatomiero akrepa (ActorID) Ob1 BeikmoueH komannoi Toggle ActorsAl.
Cwu. Taxke: ToggleActorsAl
Otnocures k Tuny: Console Functions | Actor Functions



IsAnimPlaying

CuHTaKCHC:
CODE
[ObjectID.]IsAnimPlaying

®yuxuus [sAnimPlaying Bo3spamaer "1", ecin 06bekT BeizoBa (Object]D) B Texymminit MOMEHT BpeMEHH NPOUTPHIBACT aHUMAIIUIO.
OtHocutes k Tuny: Animation Functions

IsCellOwner

CuHTaKCHC:
CODE
IsCellOwner CellID NpcID/FactionID (optional)

ITpumep:

CODE

IsCellOwner WeynonPrioryHouse BladesFaction
IsCellOwner MyImperialCityHouse

@yuxuus [sCellOwner Bo3spamaer "1", ecnu ykazannoi B Buze napamerpa CellID siueiikoit Bnageer NPC (NpclD) wnu dpakius
(FactionID). Eciin BTOpO#i mapameTp He ykasblBaTh, GYHKIHs BepHET "1", eciiu s4elKoN BlaieeT Urpok.

Cwu. Tarke: IsinMyOwnedCell

Ortnocurcs k tumy: Crime Functions | Condition Functions

IsCloudy

CuHTaKCHC:
CODE
IsCloudy

Tun: BemecTBeHHOE B quanazoHe ot 0 1o 1.

@yuxuus [sCloudy Bo3spataer "0", eciii TEKyIy0 NOT0O/1y HEb3s KJIacCU(PHUIMPOBATh Kak oOyiauHyo. 3Hauenue ot 0 o 1
O3HaYaeT Mepexo]I Moroabl K 00magyHocTH. 1" 03HaYaeT YCTAaHOBUBIIYIOCS OOJIAYHYIO TIOTOTY.

Ornocures k tuiry: Weather Functions | Condition Functions

IsContinuingPackagePCNear

CHHTaKCHC:
CODE
[ActorID.]IsContinuingPackagePCNear

®ynkuus [sContinuingPackagePCNear Bo3Bpammaet "1", eciu BbI3bIBAIOIIUI aKT€p HA MOMEHT BbI30Ba SIBIIAETCS 3alUIIEHHBIM OT
MEPEeKIIIOYEHHS TAKETOB B CBS3M C TEM, YTO B TEKyIeM nakete ormedeH ¢uar "[Iponomkars, eciu psiom PC" ("Continue if PC
near"), T.€. aKTEp X0YET NEPEKIIOYUTHCS HA HOBBIH MAKET, HO HE MOXKET, T.K. UTPOK HAXOJUTCS B 3TOM XKe suehKe.

Ortnocurcs k tumy: Al Functions | Condition Functions | Actor Functions

IsCurrentFurnitureObj

CuHTaKCHC:
CODE
[ActorID.]IsCurrentFurnitureObj FurniturelD

ITpumep:
CODE
Bob.IsCurrentFurnitureObj KingsThroneObject

Oynkmus [sCurrentFurnitureObj Bo3Bpamaer "1", ecit NPC (ActorID) cuanT Ha peamere MeOenn yka3aHHOTO B BUJIE TTapaMeTpa
tuna (FurnitureID).

Cwu. Taxke: IsCurrentFurnitureRef

OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsCurrentFurnitureRef
CHHTaKCHC:

CODE
IsCurrentFurnitureRef RefID



ITpumep:
CODE
Bob.IsCurrentFurnitureRef TavernCornerChairRef

Oynknwms [sCurrentFurnitureRef Bo3Bpamaet "1", eciiu NPC cuaut Ha ykazanHoM B Buze napamerpa RefID npenmere mebemnm.
Cwu. Taxoke: IsCurrentFurnitureObj
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsEssential

CHHTaKCHC:
CODE
[ActorID.]IsEssential

Oynknwms [sEssential Bo3parmiaet "1", ecnu y Bei3biBarorniero akrepa (ActorID) ¢ar "Essential” yctanoBien B "1".

Hamomanm, uto korma 3toT ¢urar ycraHosiieH B 1", NPC/Creature yOuTh HEllb3s, OHM MOTYT JIUIITH BPEMEHHO MOTEPITh CO3HAHUE,
KOT'Jla UX 310poBbe ymanaer a0 0 u Hwke. TakuM 00pa3oM MepcoHax MoMedaeTcs Kak "BaykHasl" sl UTPBI IEPCOHA U JACT EMY
3alIUTY B TOM CJIy4ae, eCJIU €ro CIy4aiiHO yObeT Urpok. Takas He0OX0AUMOCTh MOXKET BOSHUKHYTh, HAIIPUMEP, B KBECTaX JJIS HX
HOPMAITLHOTO 3aBEPIICHHUS.

Cwum. takke: SetEssential

OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsFacingUp

CuHTaKCHC:
CODE
[ActorIDIPlayer.]IsFacingUp

Oynkuus IsFacingUp ucnonbs3yercs B AUanoroBoM okHe MEHeKepa aHMManuu KoHCTpykTopa (Idle manager) B kauecTBe ycloBus U
Bo3Bpamaetr "1", eCliu CyIIECTBO YIao, HAXOIUTCS B 0ECCO3HATEIFHOM COCTOSIHMM M 00paIeHo "IuioM" BBEpX.

Oynkuus IsFacingUp Bo3spamaer "1", ecau Bei3biBaromuit aktep ActorID unm nepcoHax Urpoka oceuiana YeTBEPOHOT0e AKHUBOTHOE,
HaMpUMep, UPOK Ha JIOIAIH.

Ho ecnu BBl XOTUTE KCIIOIb30BaTh (DYHKIMIO HA CAMOM YE€TBEPOHOTIOM CYIIIECTBE, TO UCIIOJIL3YHTE B TAKOM Cilydae (QYHKIHIO
IsLeftUp.

OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsGuard

CuHTaKCHC:
CODE
[NpcID.]IsGuard

®ynkuus [sGuard Bo3Bpamaer "1", ecmu kinace Bei3biBaroiiero NPC (NpcID) otmeuen kak "Guard" (knacc cTpaxi).
Cwu. Taxoke: Classes
Otnocures k Tuny: Crime Functions | Actor State Functions | Condition Functions | Actor Functions

IsHorseStolen

CHHTaKCHC:
CODE
[HorselD.]IsHorseStolen

Oynkius [sHorseStolen Bo3eparaer "1", ecnu Be3bIBaromuii 00bekT (HorseID) — ykpajeHHast jo1as.
Otnocures k Tuny: Crime Functions | Condition Functions | Actor Functions

IsldlePlaying

CuHTaKCHC:
CODE
[ActorID.]IsIdlePlaying

ITpumep:

CODE

if (IsIdlePlaying==1 & & MyQuest.HasTeleported==1);Idle animation bug
set MyQuest.HasTeleported to 0

EvaluatePackage

endif



Oynxkmus [sldlePlaying Bo3Bpamiaer "1", eciu BeI3siBatonmii aktep (ActorID) B maHHBIN MOMEHT IPOUTPEIBAET OIpeaesieHHbIH idle.
OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsInCombat

CHHTaKCHC:
CODE
[ActorID.]IsinCombat

®ynknus [sinCombat Bo3spamaer "1", ecnu Bbi3bIBaronuii akrep (ActorID) HaxoquTcst B COCTOSTHUU 001
OtHocures k Tumy: Actor State Functions | Combat Functions | Condition Functions | Actor Functions

IsInDangerousWater

CuHTaKCHC:
CODE
[ActorID.]IsInDangerousWater

O®ynkuus IsinDangerousWater Bo3Bpamaet "1", ecnu BbI3bIBAIOIIUIM aKTep HAXOAUTCS B ONIAaCHOM "Boje" (Hampumep, B JIaBe).
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsInInterior

CHHTaKCHC:
CODE
[ActorID.]IsInInterior

Oynknwus [sInlnterior Bo3Bpamaer "1", ecnu BbI3bIBatonuit aktep (ActorID) HaXoauTCst BO BHyTpEHHEH siuelike (MHTephepe).
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsiInMyOwnedCell

CUHTaKCHC:
CODE
[ActorID.]IsiInMyOwnedCell

[Tpumep ucnonb3oBanust GYHKIUH KaK YCIOBHS:
CODE
If player.IsinMyOwnedCell == 1 && mycontainer.GetInSameCell player ==1 .......

Oyukuus [sSinMyOwnedCell Bo3Bpataet "1", eciu Bei3biBaromuii akrep (ActorID) Haxoautcs B siueiike, NpuHaANexKalen emy.
Cwm. Taxxe: IsCellOwner
Otnocures k Tuny: Crime Functions | Condition Functions | Actor Functions

IsLeftUp

CHHTaKCHC:
CODE
[CreaturelD.]IsLeftUp

ITpumep:
CODE
player.IsinMyOwnedCell == 1 && mycontainer.GetInSameCell player ==

Oynkuus [sLeftUp ncnons3yercs kak ycioBue B AUaI0roBOM OKHe KoHCTpykTopa Idle manager u Bo3Bpamaer "1", eciau
BbI3bIBatolIee yeTBepoHoroe xuBotHoe (Creature]D) HaxoanuTCs B HOKAyHE U €0 JieBast CTOPOHA oOpalieHa BBepX (JIOKUT Ha
paBoM OOKY).

Jnsa pyHorux mcnons3yercs ¢pynkuuns IsFacingUp.

OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsOwner

CHHTaKCHC:

CODE

[ObjectID.]IsOwner NPC/FactionID (optional)

ITpumep:
CODE



SpecialObject.IsOwner BladesFaction
SpecialObject.IsOwner AmuseiRef
SpecialObject.IsOwner

Oynkmus [sOwner BozBpamaet "1", ecnu Be3bIBaromuii 00bekT (Object]D) HaxoxuTcst Bo BageHNH ykazaHHOH Gpakunn/NPC
(NPC/FactionlD). IIpoBepsieTcst TOIBKO HCTUHHOE BiaJieHue 00BbEKTOM, HE IPUHMMAsi BO BHUMaHHUE BiaJeibla siueku. Eciu
¢byHKIMS BhI3BaHa Oe3 mapaMeTpa, To Bo3Bpamiaercs "1", eciii BBI3BIBAIOIINM 00BEKTOM BIIaJCET UIPOK (T.€., BIaJIeIIblia HET).
OTOT KOA HE paboTaeT:

CODE

IsOwner Player

Otrocures k Tamy: Object Functions | Condition Functions
IsPCAMurderer

CuHTaKCHC:
CODE
[ActorID.]IsPCAMurderer

Oynkius [SPCAMurderer Bo3Bpamaer "1", eciu Bei3biBaromuii akrep (ActorID) korma-undyap yousan NPC.
OtHocures k Tuny: Player Functions | Condition Functions

IsPCSleeping

CHHTaKCHC:
CODE
IsPCSleeping

Oynkuus [sPCSleeping Bo3Bpamaer "1", eciu nepcoHax UrpoKa B JaHHBIII MOMEHT CIIUT.
OtHocures k Tuny: Player Functions | Condition Functions

IsPlayerInJail

CHHTaKCHC:
CODE
IsPlayerInJail

Oynxkmus [sPlayerInJail Bo3Bpammaer "1", ecan nmepcoHak UTPOKA B JAHHBIH MOMEHT HAXOJIUTCS «B TIOPHME».
Otrocures k Tamy: Crime Functions | Player Functions | Condition Functions

IsPlayerMovingIntoNewSpace

CuUHTaKCHC:
CODE
IsPlayerMovingIntoNewSpace

Oynxkmus [sPlayerMovingIntoNewSpace Bo3Bpamtaer "1", ecnu mepcoHa)x UTpoKa B JaHHBIH MOMEHT HaXOAUTCS B IIpoIiecce
Iepexoaa B HOBOE MTPOCTPAHCTBO, T.€. UCTIONB3YyeT fast travel nnm uaeT gyepes 3arpyKaromiyio 1Bepb.

[Tpumenenne >Tol HYHKIIMH MOXKET BBI3BIBATH HEJOYMEHHE, HO €€ TI0JIE3HO IMOMENIaTh Ha JitoObie makeThl follow, KoTopbie
00yCIIOBIIEHBI MeCTOIIONIOKeHHEeM urpoka. Ckaxem, ectb NPC, ueit maket follow 3a urpokom ornpenesnieH Tak, YTO0BI OH HE 3aX0 U
BO BHYTpeHHHE sueiiku 1 He mokuaan Skingrad. [Ipobimema B TOM, 94TO HOCIEAOBATENH IEPEMEIIAIOTCS 10 TOTO, KaK MPHUOBIBAEeT
UTPOK, TAK YTO OHU HE MEPECUYUTHIBAIOT, YTO IICIh YK€ BO BHYTPCHHEH suciike wiu 3a mpeaenamu Skingrad, moka OHH U HTPOK HE
OyayT yxe B HOoBoM Mecte — noirydaeM NPC, KOTOpEIii iepeMeIaeTes ¢ BAMH, a 3aTeM TomaeT rnemkoM a0 Skingrad, rie Obl BBl HU
OKa3aJIUCh.

Dta (yHKIUSA BO3BpAIIACT UCTHHY, KOTJIa HTPOK HAXOIHUTCS B CEPEIMHE 3arpy3KH B HOBYIO siueiiKy wiun B mpouecce fast travelling —
TaK 4TO, €CJIA TIOMECTUTh

CODE

IsPlayerMovingIntoNewSpace ==

Kak ycnoBue Ay makera follow, oH mepecuntaeTcs Bo BpeMs 3arpy3Ky M He TIOHAET 3a HTpokoM 3a Skingrad wiin BO BHyTpEeHHHE
STYEHKU.

Otrocures k Tamy: Player Functions | Condition Functions

IsPlayersLastRiddenHorse
CHHTaKcuc:

CODE
[ActorID.]IsPlayersLastRiddenHorse



Oynxkmus [sPlayersLastRiddenHorseBo3Bpammaer "1", ecnu BeI3piBarontuii aktep (ActorID) — mocnensss jgo1maas, Ha KOTOPOH €371
UTPOK.

Cwum. Take: GetPlayerHasLastRiddenHorse

Otrocures k Tamy: Player Functions | Condition Functions

IsPleasant

CHHTaKCHC:
CODE
IsPleasant

Oynxkuwus [sPleasant Bo3pamiaer "0", eciiu TEKYIIYIO IMMOTOY HENB3sT OXapaKTEPHU30BaTh KaK XOPOIIYIO (COTHEUHYIO, MPUATHYIO).
Bo3zBpamaemoe 3HaueHue - BEMIECTBEHHOE B Auanazone ot "0" mo "1".

[Ipomexyrounoe 3HaueHne Mexay "0" u 1" o3HagaeT mporecce yaydIeHusI TOTOAbl B CTOPOHY XOPOIIICH.

B ciygae xopomreii u cTabuiibHON TIOro bl OymeT Bo3BpaieHa "1".

Ornocures k Tuiry: Weather Functions | Condition Functions

IsRaining

CHHTaKCHC:
CODE
IsRaining

Oynknms Bo3Bpamiaet "0", eciiu TeKyIas moroja He KiaccuGuIupyercs Kak Tk, 3Hadenune ooibire "0" 1 menbe "1" o3Havaer
MPOLIECC CMEHBI IOTO/IbI, HATIPUMED, TIEPEXO0JI K TOMKIIO.

Ecnm Bo3Bpamiaercs "1", To 3TO 03HaYaeT, YTO HA JAHHOH MECTHOCTH YCTOSBINASCS AOXKIJINBAS MTOTO/IA.

Ornocures k tuiry: Weather Functions | Condition Functions

IsRidingHorse

CuUHTaKCHC:
CODE
[ActorID.]IsRidingHorse

®ynknus [sRidingHorse Bo3Bparmaer "1", ecnu Be3bIBaromuii akrep (ActorID) B TaHHBIN MOMEHT elleT Ha JIOMIa/Iu.
OrHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

IsRunning

CHHTaKCHC:
CODE
[ActorID.]IsRunning

Oynxuums IsRunning Bo3Bpamaer "1", eciau BoI3biBatomuii akrep (ActorlD) B naHHbBIN MOoMeHT niepensuraercs (0exut). Eciu
(YHKIMS BBI3BIBACTCS HA IIEPCOHAXE UTPOKA U BKIIIOUEH PEKUM aBTonepeABmkenus (knasuma Q), To pyHkuus takxke BepHer 1",
HECMOTpA Ha TO, HA CaMOM JIH JIEJIE aKTep IMEePEIBUTacTCs, MM XKeE 3aCTPsUI B PACILEINHE M CTOUT Ha MECTE.

Cw. taxxe: SetForceRun, GetForceRun

OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsShieldOut
CHHTaKCHC:

CODE
[ActorID.]IsShieldOut

Oyuxnus IsShieldOut Bo3Bpamaet "1", ecnu Bei3biBatomuii akrep (ActorID) B 7aHHBIN MOMEHT AEPIKUT IIUT.
OrHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

IsSneaking
CuHTaKCHC:

CODE
[ActorID.]IsSneaking

®ynkuus IsSneaking Bo3Bpamaet "1", ecnu Be3bIBaromuii akrep (ActorID) B TaHHBII MOMEHT HaXOAUTCS B PEXKUME "KPacThes'.
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsSnowing



CHHTaKCHC:
CODE
IsSnowing

@ynkuus [sSnowing Bo3BpaTtut "0", eciiu TEKYIIy0 NOTOLY HENIb3s 0XapaKTePU30BaTh KaK CHEXXHYIO (SNOW).
3nauenue "1" OyaeT BO3Bpalll€HO, €CIIM 10ro/ia Ha JAHHON MECTHOCTH YCTOSBILAsICS M CHEXKHASI.

BosBpamaemoe 3HaueHue, nexaree Mesxxay O u 1, o3HauaeT mporecc CMEHbI OT0/Ibl, HATIPUMED, B CTOPOHY CHEXHOM.
Otnocures k Tuny: Weather Functions | Condition Functions

IsSpellTarget

CuHTaKCHC:
CODE
[ObjectID.]IsSpellTarget MagicID

ITpumep:
CODE
IsSpellTarget SuperStrengthBuff

Oynxuus IsSpellTarget BozBpamaer "1", ecin BoI3biBatoiuii 00bekT (ObjectID) B 1aHHBI MOMEHT UCIIBITHIBACT BIUSHHUE
yKa3aHHOTO B BuJe napaMmerpa (MagicID) marndeckoro npenMeTa (3aKIMHAHUS, 3a4apOBAHUS WU 3€JIbS).

Cwum. Take: HasMagicEffect

Otrocures k Tairy: Magic Functions | Condition Functions | Actor Functions

IsSwimming

CuHTaKCHC:
CODE
[ActorID.]IsSwimming

Oyukus [sSSwimming Bo3Bpamiaer "1", eciu Bei3biBaromuii akrep (ActorID) B 1aHHBIM MOMEHT IIJIaBaeT B BOJE.
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsTalking

CuHTaKCHC:
CODE
[ActorID.]IsTalking

®ynknus IsTalking Bo3Bpamtaer "1", ecnu Bei3biBatomuii aktep (ActorID) B naHHBIN MOMEHT pa3roBapUBaeT.
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsTimePassing

CHHTaKCHC:
CODE
[ActorID.]IsTimePassing

Oynknus [sTimePassing BozBpamaet "1", eciu Ber3piBarontuii akrep (ActorID) B JaHHBIA MOMEHT CITUT, OTABIXACT WIH
MyTEHIECTBYET (T.€., BpeMs NMPOXOIUT B PEKUME MEHIO).

ITpumep:

CODE

if IsTimePassing ==

3 AeJIaeM YTO0-TO

endif

Ota QyHKIUSA 0COOCHHO MoJie3Ha BHYTpH O10ka MenuMode, koria Hy»HO, 9TOOBI CKPHUIT BBITIONHSIICS TOJBKO BO BPEMsI
HaXOXICHUS UTPOKA B PEXKUME MCHIO.

Hampumep, cregyromuii CKpunT BepHeT 1", €ClIi UTPOK Ha caMOM JieJie CIUT WA oKujaeT (MHade nHoraa Gynkmms MenuMode
OyzneT Bo3Bpamath "1" mpu 0TOOpaXKeHNH MEHIO CHA/OTbIXa JaKe B TOM CiIydae, eIl HTPOK OTMEHHT ¢, 0€3 CHa WIIM OTIbIXa):
CODE

begin MenuMode 1012

if IsTimePassing ==

; 1eJ1aeM YTO-TO

endif

end

Otnocures k tuny: Player Functions | Condition Functions



IsTorchOut

CuHTaKCHC:
CODE
[NpcID.]IsTorchOut

Oyukius [sTorchOut Bo3spamaer "1", eciu Bei3biBaronuit NPC (NpclD) B naHHBII MOMEHT BBITAIMII (haKel.
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

IsTrespassing

CuHTaKCHC:
CODE
[ActorID.]IsTrespassing

®ynkuus IsTrespassing Bo3Bpamaer "1", eciu BbI3piBaronuii akrep (ActorID) B JaHHBIN MOMEHT HapyLIaeT 4yKyl TEPPUTOPHIO.
Otnocures k Tuny: Crime Functions | Condition Functions | Actor Functions

IsTurnArrest

CUHTaKCHC:
CODE
[ActorID.]IsTurnArrest

Oynknus [sTurnArrest Bo3BpamaeT 1", eciiv Bei3piBaromuii aktep (ActorID) B JaHHBI MOMEHT TOBOPHUT CO CTPa)xKeM, UMesl Harpaay
3a rosoBy. Ilone3na Tonbko kak pyuknus ycnosus B mpuBetcTBud (GREETING), u3-3a cienuduku padoTsl GyHKIMA.
Otrocures k Tamy: Player Functions | Condition Functions

IsWaiting

CHHTaKCHC:

CODE

[ActorID.]IsWaiting

Oynkmus [sWaiting Bo3Bpammaer "1", eciu BeI3sBatommii aktep (ActorID) B maHHBIH MOMEHT HAXOIUTCS B COCTOSIHUH OKHAIAHMS.
Cwu. Taroke: Wait, StopWaiting

OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions
IsWeaponQOut

CHHTaKCHC:

CODE

[ActorID.]IsWeaponQOut

Oynkmust [sWeaponOut BozBpamaet "1", eciu Be3biBaromuii akrep (ActorID) B JaHHBI MOMEHT BBITALIII OPYIKHE.
OrtHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

IsXBox

Oynknuei [sXBox Bo3BpamaeTcs "1", eciin urpa BBITIOJHAETCS Ha TuiaTdhopme XBox. D10 TpedyeTcs u3-3a cenuduaeckux
0COOCHHOCTEH IIaTHOPMBI, TAKUX, HATIPUMED, KaK TOCTHKCHUS HITH YIIPaBJICHUE.

Otnocures k Tuny: Miscellaneous Functions

IsYielding

CuHTaKCHC:

CODE

[ActorID.]IsYielding

Oynkmus [sYielding Bo3Bpammaer "1", eciu Bei3siBatonmii akrep (ActorID) B maHHBIN MOMEHT HOTy4aeT MPHOBLIE.
OrHocures k tumy: Actor State Functions | Condition Functions | Actor Functions

K
Kill

CHHTaKCHC:



CODE
[ActorID.]Kill ActorKillerID (optional)

BroB ¢pynknuu Kill yoseT aktepa ActorID, He 3aTparuBasi 3HaUeHHE €T0 30OPOBBS, OJJHAKO BaKHBIE (essential) It UTPBI KBECTOBEIE
aKTEephI JUIIb TIOTEPSIOT HAa BPEMs CO3HAHHE.

OmnmuonansHbii mapametrp ActorKillerID siBnsieTcst HeoOs3aTENBHBIM - OH JIMIIB coodmiaeT cucteme ID akTepa, OTBETCTBEHHOTO 32
cmepTsh ("B moeii cmeptr npoury Bunuth Knary K", nomuaunte?). MHoraa ato TpedyeTcs B IPECTYIUICHUSX, a TAKXKE MIPHU 3aITycKe
6moka OnDeath.

HamomuuM, 4T0 3TOT THI GJIOKA BBIOJIHAETCS TOJBKO OJIMH pa3, Koraa ykazaHHbli aktep (ActorKillerID) yousaer
3ackpunroBaHHoro akrepa (ActorID). Eciin mapamerp He Mcronb3yeTcsi, 0JIOK BBIIOJIHAETCS, KOTIa 3aCKPUITOBAHHBIIN aKkTep
yMUpaer.

CODE

begin OnDeath ActorID (e 06s13aTe1bHO)

end

OueBuzHO, yto pyHkuuto Kill HeT cmbicia pa3meruats BHyTpHu Ooka OnDeath - oHa 10/KHA HAXOUTHCS BO BHEIITHEM 110
OTHOUICHHIO K HEMY OJIOKe.
OtHocures k Tumy: Statistics Functions | Actor Functions

KillAllActors

CuHTaKCHC:
CODE
KillAllActors

Brzo KillAllActors yOuBaeT BceX akTepOB B 3arpy>K€HHOU 30He. ECl BBI30B MPOMCXOIUT BO BHEITHEH siUeHKe, TO MOTHOHYT BCe
aKTephl Ha MIIOIMAAN 5X5 s9eeK BOKPYT Urpoka. Eciny Bo BHyTpeHHEH siueiike, TO BCe aKTEpPhl, HAXOIAIINUECS C UTPOKOM B 3TOH
JIOKAIHH.

Taxoke, kak u ¢ Qynkuneii Kill, BaxHble (essential) akTepbl HOTEPSIIOT HA BpeMs CO3HAHHE (UNCONSCious, 3TO UX OOBIYHOE «MEPTBOE»
COCTOSIHUE).

Hcnonp3oBaTh QyHKIHUIO HYXKHO KpaiHEe OCMOTPUTEIBHO. . .

OtHocutes k Tumny: Statistics Functions

L
Lock

CuHTaKCHC:
CODE
[DoorIDIContainerID.]Lock lockLevel lockAsOwner (optional)

ITpumep:
CODE
Lock 30
Lock 751

Oynknms Lock 3anmpaet BezpiBaeMyro nBeps (DoorID) mmn korTteiinep (ContainerID) mo ykazannoro B Buje mapametpa (lockLevel)
JKEJIaeMOTO YPOBHSI CIIOKHOCTH. [Ipu ncmosib30Banny onmuoHaNbHOTO (tara LockAsOwner nBepb OyneT 3amepra TakuM o0pasom,
Kak OyZITo ee 3arep Biajener]. DTo Hy>KHO JJIS TOTo, 9To0bI Al MOT onpenenuTs, SBISETCS IM IPOHUKHOBEHHE B SUCHKY 32 IBEPBIO
HapylnieHreM rpaHull coocTBeHHocTH Witn HeT. Eciu durar LockAsOwner ycranosiieH B 0", TO CTAHOBUTCSI HEBKHBIM, ObLIa JTU
siyeiika momeueHa kak "public” (myOmiuHas) wim "private” (4acTHas COOCTBEHHOCTB).

HecmoTps Ha To, 4TO BB MOKETE BBECTH JIt000¢ 3HaueHue s locklevel, ecTh HaOOp OIpeieieHHBIX 3HAYCHUH, ACCOIMHPOBAHHBIX C
KaXIbIM YPOBHEM CIIO)KHOCTH 3aMKa. KaxioMy TakoMy 3HAYEHUIO COOTBETCTBYET UTPOBAast HACTPOIKA, YIPABJIAIONIAs 3HAYCHHUEM.

| YpoBeHs 3aMmka - 3HaueHue - MrpoBast HacTpolika

| Lock Level |Value | Game Setting
| | |

| Very Easy | 7 | ILockLevelMaxVeryEasy - Ouens nerko

| Easy | 20 | ILockLevelMaxEasy - Jlerko
| Average | 40 | ILockLevelMaxAverage - CpemHe
| Hard | 80 | ILockLevelMaxHard - Tsoxeno

| VeryHard | 99 | ILockLevelMaxVeryHard - Ouens Tskeno
| Needsakey | 100 |- HyxeHn kimtou

Cwm. takxke: GetLockLevel, GetLocked, Unlock
OtHocures k Tuny: Miscellaneous Functions



Look

CHHTaKCHC:
CODE
[ActorID.]Look TargetRefID

ITpumepsr:
CODE
Look UrielSeptimRef

Oynkuus Look mpuHyskaaeT Be3bIBarolero akrepa ActorlD cinenuts B3risiom 3a nensto TargetRefID. Komanna nepekpoer Bce
0OBIYHBIE COOBITHS AJIS CIICKEHHS, TToKa He OyneT BbI3BaHa GpyHKIHs StopLook mim ness He TOKWHET 3arpy>KeHHYIO 30HY.

Cwu. Taxoke: StopLook

Ortnocures k tumy: Al Functions | Actor Functions

LoopGroup

CuHTaKCcHC:
CODE
LoopGroup GroupName, 2, [flags]

ITpumepsr:

CODE

LoopGroup Idle2
LoopGroup Idle2, 1

Oynknus LoopGroup mpourpeIBaeT ykazaHHYIO B BuIe mapamerpa GroupName aHUMaMOHHYIO TPYHITy. AHUManus Oyaer
BOCTIPOM3BOANTECS UKIMYHO HEKOTOPOE IEJI0E€ KOJIMIECTBO pa3 (B JAHHOM CiIydae 2), Mocje Yero MOCIe yeT BO3BpaT K aHUMAIiN
Oe3nencTBusI.

Heobs3atenbusrii ¢uar [flags] MokeT MCHOIb30BaTHCS VISl IPOUTPHIBAHMUS AaHUMAIIMOHHON TPl PAa3IMYHBIMHU CIIOCOOAMH.
®naru:

"0" = OObrysbIi (Normal) - TekyIas aHUMaIys IPOUTPaeTcst 0 KOHIIA TIOJIHOTO LIMKIIA, 3aTeM CTapTyeT HOBasi aHUMAILUsl CO CBOETO
craproBoro gpeiima.

"1" = Hememiennsrii 3amyck (Immediate Start) — YcTanoBka ¢uara B " 1" IpHBOAUT K HEMEUICHHON OCTAaHOBKE B TEKYIEM (peiime
MIPOUTPHIBAEMOH B JAHHBI MOMEHT aHUMAIIMOHHOM T'PYIITEL, TIOCJIE YETO CIEAYET CTApT HOBOW aHMMAITHH CO CBOETO CTAPTOBOTO
¢dpeiima.

"2" = Hememnennsrit mukin (Immediate Loop) — YcranoBka ¢urara B "2" mprBOANT K HEMEIJICHHOW OCTAaHOBKE B TEKyIIeM (peiime
MIPOUTPHIBAEMOH B TAHHBI MOMEHT aHUMAIIMOHHOM TPYTITBI, TTOCE YeTO CTAPTYET HOBAst aHMMAIIKS CO CBOETO CTapTOBOTO (pelima u
OyZeT BOCIIPOU3BOIUTHLCS B IIUKJIE MHOTO pa3 (I10 MeTIie).

Cwu. Taxoke: AnimGroups, PlayGroup, SkipAnim

Otnocures k Tuny: Functions | Animation Functions

M
MenuMode (Function)

CuHTaKCHC:
CODE
MenuMode MenuType (optional)

ITpumep:

CODE

if (MenuMode == 0)

if (MenuMode 1036 == 1)

[Mpumeuanue: MenuMode MOXeT UCTIONB30BAThCSI KaK (DYHKIUS MJIH KaK TUI OJIOKa.

[Tpu BBI30Be Oe3 mapaMeTpa dTa GyHKIMS BepHeT "1", Kora urpa HaxoIUTCs HE B PEKUME HIPHI, a B PEXKUME OTOOPaKEHHUS MEHIO.
Ecmm ykazats mapamerp MenuType siBHO, To pyHKITHS BepHET "1", KOrma Ha SKpaHe 0TOOPa3UTCs YKa3aHHBIA THIT MEHIO (MITH
YKa3aHHO€ KOHKPETHOE MEHIO).

Tunel MeHIO:

1 = "ryaBHas yeTBepka' (MHTEpQEHC IepcoHaXKa: CTaThl, Marusi, HHBEHTaph, KBECTHI)

2 = moboe Ipyroe MeHIo (COOOIIeHMS, COAEPKIMOE KOHTEeHEpa | T.1.)

3 = KOHCOJIb

CrienaipHbIe MEHIO:

1001 = Message (CoobuieHue)

1002 = Inventory (I1nBeHTapb)

1003 = Stats (Crarchbr)

1004 = HUDMain



1005 = HUDInfo

1006 = HUDREeticle

1007 = Loading (3arpy3ka)

1008 = Container, Barter (KonTeitaep, oOMeH)
1009 = Dialog (/lnamnor)

1010 = HUDSubtitle

1011 = Generic (O6b19HOE)

1012 = SleepWait (Cnats/2KnaTh)
1013 = Pause (ITayza)

1014 = LockPick (Otmbruka)

1015 = Options (Onun)

1016 = Quantity

1017 = Audio

1018 = Video

1019 = VideoDisplay

1020 = Gameplay

1021 = Controls (YnpasneHue)

1022 = Magic (Marwusi)

1023 = Map (Kapra)

1024 = MagicPopup

1025 = Negotiate (Toprosis)

1026 = Book (Kuura)

1027 = LevelUp (YpoBeHs)

1028 = Training (TpenupoBka)

1029 = BirthSign (3naK poxmeHus)
1030 = Class (Kimacc)

1031 = Attributes (ATTpuOyTHI)

1032 = Skills (HaBbiku)

1033 = Specilization (Cneuuanuzarnusi)
1034 = Persuasion (Yoexaenue)

1035 = Repair (ITounnka)

1036 = RaceSex (Paca/Ilomn)

1037 = SpellPurchase (IToxynka 3aknuHaHuil)
1038 = Load (3arpy3uTh)

1039 = Save (CoxpaHHUTh)

1040 = Alchemy (Anxumust)

1041 = SpellMaking (Co3manue 3aKJInHAHAN)
1042 = Enchantment (3agapoBanmue)
1043 = EffectSetting

1044 = Main (I'naBHOE)

1045 = Breath (/Ipixanue)

1046 = QuickKeys (bbicTpble KJIaBULIN)
1047 = Credits (ABTOpBI)

1048 = SigilStone

1049 = Recharge (Ilepe3apsnka)

1051 = TextEdit

OrtHocures k tumy: Miscellaneous Functions | Condition Functions
Message

CHHTaKCHC:
CODE
Message ''"Tekct coodmenusi', [varl], [var2], DisplaySeconds

ITpumep:

CODE

Message '"9T10 coodmeHue'

Message 'Y Bac ectb %.0f yacoB, 4T0o0bI 3aBepIMTH 3anaHue'', GameHour, 10

Oyukuus Message BRIBOAUT Ha KPaH JAUAIOTOBOE OKHO C TeKCTOM coo0ienus. CooOIIeHHe 0CcTaeTes Ha dKpaHe HEKOTOpoe Bpems,
KOTOpOe 3a/1aeTcs B Buae napamerpa DisplaySeconds B ceKyHIax u JOJDKHO OBITH LENBIM YHCIIOM.

[Ipumeuanue: TecTUpoBaHUE MMOKA3AJI0, YTO ITOT HapaMETP HE BIUACT HA MPOIOJDKUTEIILHOCTh OTOOpaxeHus coobmienus. Ecim y
BaC MOJIYYHJIOCH €€ 3a7aTh - COOOLINTE HaM, MOXKaTyHCTa!

C nomoinko Message MOXKHO 0TOOpa3uTh 110 9 mepeMeHHbIX. OHM OKA3BIBAIOTCS B TOM HOPSIIKE, B KAKOM IIEPCUUCIICHBI KaK
napameTpsl GyHKIHU. B cooOIIeHHH JOKEH OBITh YKa3aH CIIOCO0 0TOOpaKEHUS MEPEMEHHOM.
OTo0OpaxkeHue NepeMEeHHbIX



dopmaTupoBaHUE YHUCEIL:
CODE

| Format | Pe3ymbrar
|

%.2f 1 O3HavaeT, 4TO HTA IEpPEMEHHast OyeT 0TOOpaKaATHCS

| ¢ nByMs ipamMu ociie 3arsTou.
|

%.0f | dopmar nepemenHoii 6e3 undp nocne 3ansaroit ("0f"),

|
|

|

|

|

I | 0OBIYHO BBIOMpAETCS! 1Sl OTOOPAXKEHUS LIEIIBIX YHCEIL.
| |
I

I

I

I

I

%5.0f | Yucnmo mepen TOUKOW onpeaesseT O0IIyIo IMPHUHY YUCIa.
| B aToM citydae Bcerna OyaeT 3ape3epBHPOBAHO JOCTATOUHO
| Mmecta s yrcna u3 ATy mudp. [puMeps 0ToOpakeHMs:
| "Yucno 12 Bemrpano”
| "UYucno 1234 Berpano”

[Mepeximouatenu popmarrpoBanus (Switch)

B O6muBHOHE MOTYT OBITH HCIIOJIB30BAHBI CIICAYIOLINE MEPEKII0YATENIA (OPMATUPOBAHHSI, KOTOPHIC MOKHO CTABUTH B OO0
[IOCJIEZIOBATEILHOCTH Cpa3y 3a CUMBOJIOM '%'

CODE

| Switch | Pesymbrar
|

|
[ "+" | OTobpaxatp "+" mepes MoJIOKUTETLHBIMU YUCIIaMHU

| "<Space>" | OctaBuTh MPOOEI TIepe T MOT0KUTEITHHBIMA YACTaMHU
I

|

" | Icionp30BaTh BRIpaBHUBAHUE TI0 JIEBOMY KParo, a HE TI0 TIPaBOMY.
"0" | 3anonHsrommii cumBo npu Gopmaruposanuu Oynet ‘0’ BMecto npobena(' ).

Jpyrue pyHkunn
CODE

| Format | Pe3ymbrar
|

%g | PaboTaeT kak "%.0f", orobpaxast 0 udp mocie 3amsaTo.
| Koraa aiuHa yucia 1octiuraet 7 ASCSITUUHBIX Pas3psiioB

|

|

|

| [ (= 1000000), urpa oToOpa3uT ero B "Hay4IHOU" 3amucH,
| | Hanpumep, "1E+006".
|

|

|

|

|

%.3e | OroOpaxaer Bce yucia B "Hay4HOH" MHTEpIpeTalnuu
[ (123000 = 1.23E+005)
|

% % | cniosie3yeTcst 111 0TOOpaXKeHUsI 3HaKa MPOLEHTa Mepe]] YUCIOM.

ITpumepsr:

CODE

Message '"Varl: % 5.2f / Var2: % 5.2f" Varl Var2
"Varl: 123.45/ Var2: -123.45"

CODE

Message '"Varl: %05.2f / Var2: %05.2f"" Varl Var2
"Varl: 00123.45 / Var2:-00123.45"

CODE

Message ''"Varl: %+-5.0f / Var2: %+-5.0f"" Varl Var2
"Varl:+123 / Var2:-123 "

CODE

Message ""Varl: % .3e/ Var2:% .3e'" Varl Var2
"Varl: 1.234E+2 / Var2:-1.234E+2"

Cwu. Taxoke: MessageBox, GetButtonPressed
OtHocures k Tumny: Miscellaneous Functions



MessageBox

CHHTaKCHC:

CODE

MessageBox ''Coobuienne', [varl], ..., [var9], [''button01'"], ..., [''button10']
MessageBox '"Cooomenue' [varl] ... [var9] [''button01"] ... ["'button10']

ITpumep:

CODE

MessageBox '"9T0 cooomenne'

MessageBox '"HauaTts Bpamenue? Bpems = % .2f"', GameHour, '""OK'"', ""Hu 3a yto"
MessageBox '"'Ckoabko y Bac 3oq0t1a?" ""0'" '""100'" 500" ""1000" ''5000" ''10000"

@ynxuus MessageBox oToOpakaeT coobmeHne, KOTopoe MOKHO OT(GOpMaTHpOBaTh, @ TAKXKE KHOIKH, Ha KOTOPBIE HTPOK MOXKET
HaxkaTb. MessageBox ocraHaBimBaeT BpeMst M 0TOOpa)xaeTcs B BUJE AUAIOrOBOTO OKHA B LIEHTPE 3KpaHa JI0 TEX MOp, HOKA HIPOK HE
Ha)XMET Ha KaKylo-HUOYIb KHOTIKY. HaxkaTre MOXKHO OTCIIeIUTh B CKpUNITE, HCTIONb3ys GyHKIMI0 GetButtonPressed.

Mosxet ObITh 3a1aHO0 10 10 kHOmoK. Ecniu B mapamerpax yHKIMH HE 331aHO HU OJIHOM, 0TOOpa3urcst kHomnka "Done”.

B MessageBox MoxHO nepenats 10 9 nepeMeHHbIX. OHM 0TOOpaXKaroTCs B TOM MOPSIIKE, B KAKOM YKa3aHbI Kak [IapaMeTphl
¢yHKIMK. B cooOmieHnn 10keH ObITh YKa3aH cloco0 0TOOpaKeHHs TIEPEMEHHON.

Ecnu okao MessageBox oTkpbiTo, 3Ta QyHKIMsS OyzaeT Bo3Bpamarh 3HaueHue "-1" B pynkuuio GetButtonPressed 1o Tex nop, noka
UTPOK HE Ha)KMET Ha KaKyl0-HUOY/Ib KHOIIKY.

®dopmMaTHpOBaHUE BBIBOJUMBIX Ha KPaH YNCIOBBIX [IEPEMEHHBIX IIOJIHOCTBIO COBNAIAET C TAKOBBIM JuIs QyHKIMK Message. Onuun
(hopMaTHpOBaHUS MOAPOOHO OMUCAHBI B €€ OMUCAHHM.

Cwu. Take: Message, GetButtonPressed

OrtHocurcs k tumy: Miscellaneous Functions

ModActorValue

CHUHTaKCHC:

CODE

[ActorIDIPlayer.]ModActorValue StatName value
ModAYV StatName value

ITpumep:
CODE
ModActorValue Strength -10

dyrxus ModActorValue n3mMeHseT yka3aHHyIo B BUje apamerpa (StatName) XxapakTepUCTHKY BbI3bIBaIomIero aktepa (ActorlD)
nnm nepconaxa urpoka (Player) Ha 3agannoe 3HaueHue (value), He 3aTparuBast 6a30BOTO 3HAYCHHS XapaKTEPUCTHUKH (B TOTIOTHEHHE K
MOBPEXICHUSAM U MarH4€CKUM H3MECHEHHSIM).

IIpumeuanus:

Oynxuns ModActorValue nu3meHsieT XapakTepUCTUKY Ha 3alaHHOE 3HAUCHHE, HE 3aTparuBas 0a30BOI0 3HAYCHUS XapaKTEPUCTHUKH.
W3menenue npu nomouin ModActorValue moxeT npeBblaTh MakcumyM B 100 npu n3MeHEHHH HaBbIKa U XapaKTEPUCTHUKH,
N3MEHEHHBIH TapameTp OyzaeT nmokas3aH kpacHbIM (damaged - moBpexaeHue) HilK 3eJIeHbIM (restored - BOCCTaHOBJICHHE), YTOOBI
IOKa3aTh BpeMeHHYI0 Moan¢ukannio. HensmMmeHeHHbII napameTp OyneT oToOpakaTbesi CHHUM 1BeTOM. OCHOBHOE MCIIOJIb30BAaHHE
Modactorvalue — 3T0 IPOKJISTES UK OJIarOCIOBEHHS, KOTOPBIE HEIb3sI Pa3BEATh, U 3AKIMHAHNUSA ¥ MarHueCKHUe PEIMETHI,
MoAN(DHUIMPYIOIINE HABBIK/XapaKTepUCTUKY Ha 3HaueHue, 6oibiie 100.

Ecnu BBI XOTHTE C/e/IaTh B CKPUIITE IMOCTOSIHHBIE U3MEHEHHMSI [T akTepa, He ncnoib3yiite ModActorValue. Bmecto 3Toro Hy»)HO
UCTIONB30BaTh SetActorValue mim NpUMEHNTH 3aKIMHAHNE, KOTOPOE M3MEHHUT XapaKTEPUCTHKY JI0 HY’KHOTO BaM 3HAYCHHUS.
Xopommii criocod — co3xats Crnoco6HOCTh (Ability) n ucronszoBate AddSpell, 9ToOB 706aBHUTH €€ B CIIMCOK 3aKIMHAHHH.

Ecmu BeI nicnionezyete ModActorValue B ckpunTe, To MeHAETCS] CKpUITOBBIN Moaudukarop (Script Modifier), u TOJIBKO ckpunr
MOXET BEPHYTb €ro Ha3zaj. J{pyrumu ciioBaMu, €ClIM €CTh CKPHUIIT

CODE

player.modav health 100

BBI TAKXKE JIOJDKHBI CIETIATh
CODE
player.modav health -100

nHade 3tu 100 oukoB *HaBcerma* ocramyTcs B Script modifier.

Xopoumii mpumep umeercs B ckpunte O6mmBrona DarkScalesScript.

Jlyist BpeMEHHBIX N3MEHEHHH, KOTOPBIE MOT'YT BOCCTAHABIMUBATELCS 3aKIMHAHUEM, BBl MOXKeTe Hconb3oBaTh OBSE-pyHkmio
ModActorValue?2 .

Koncouns:

ModActorValue aelicTByeT HHa4e IPU UCIIOJIB30BaHUM B KOHCOJIU. B KOHCOIM OTpHUIIaTeNbHbIE 3HAUEHUS U3MEHSIOT Maruueckuit
moudukarop (Magic Modifier) n MoxxeT ObITH CKOPPEKTUPOBAaHO 3aKIMHAHUEM-BoccTaHOBIEHHEM, TOT 1A KaK MOJI0KUTEIbHBIC
3HAYEHMS] U3MEHSIOT TOJILKO UTPOBBIM MoaudukaTtopom (Game Modifier) makcumym 10 HyJs.



[TpuunHa >THX paznmmauil B moBeneHnn ModActorValue B KOHCOH - HCTIOIB30BaHNE KOMAaH/BI IS TIeJied TecTa, Toraa Kak B
CKpHUIITaX OHA UCITOJIb3YETCS IS BPeMEHHBIX 3 (HEKTOB, KOTOPBIE HE MOTYT OBITH M3MEHEHBI 3aKIMHAHUSMHA WM BHYTPpESHHEH
CHUCTEMOU UTPBI.

IIpakTuka

OcCHOBBI:

Korna Bl (mutn urpa) ucnosszyet GetActorValue, Bbl orydaete cyMMy 0a30BOT0 3HAUEHHS aKTepa IUTIOC TPEX MOAN(PHUKATOPOB:
Game Modifier ucnonb3yercs i "moctosiHHOro" addekra, tTuna Damage u Restore.

Magic Modifier ncrioss3yercst 1uist "BpeMeHHOro'", pa3BeBaeMoro Marnieckoro s ¢exra, rakoro kak Drain u Fortify.

Script Modifier ncriosip3yercst uist "BpeMeHHOTo" Hepa3BeBaeMOT0 CKPUITOBOTO 3 (eKTa, TAKOro KaK OJIaroCIOBEHUs U IIPOKIIATHSL.
®ynaxunn ModActorValue u ForceActorValue H3MeHSIIOT TOJIBKO MOAU(DHUKATOP CKPHIITA.

W3MeHenwns, cienanHble 3TUMH (QYHKIMSIMA, HE MOTYT OBITh BOCCTAHOBJICHBI BHYTPHHUTPOBBIMHU CPEICTBAMH, TIOTOOHO
€CTECTBEHHOMY BOCCTAaHOBJICHHUIO 37I0POBBS MJIM Marud. J{Jsi 3TOT0 BaM HY)KHO "YHHUUYTOXKHUTB' MX B CKPHIITE.

B ckpurnite 3t QyHKIIMK BEAYT ceOs, KaK OMUCAHO BHIIIE, B KOHCOJIH K€ OHH BEIyT Ce0sl HECKOJIBKO WHAYE B CBS3H C TEM, YTO OHHU
rcnoib3oBanuchk Bethesda juist eiaeBoro TeCTUpOBaHUS.

Cwm. tarcke: Stats List, GetActorValue, GetBaseActorValue, SetActorValue, Force ActorValue, ModActorValue2 (OBSE)
OtHocures k Tuny: Actor Value Functions | Statistics Functions | Actor Functions

ModAmountSoldStolen

CuHTaKCHC:
CODE
ModAmountSoldStolen iValue

ITpumep:
CODE
ModAmountSoldStolen 200

®ynxuns ModAmountSoldStolen n3mMeHsieT coxpaHeHHOE 3HaYeHUE O0IIEi CTOMMOCTH MTPOAAHHBIX HTPOKOM YKPaJICHHBIX Belleil Ha
yKa3aHHOE B BUJE apameTpa iValue 3HaueHue.

Cu. Taoke: GetAmountSoldStolen

Otrocures k Tamy: Player Functions | Condition Functions

ModBarterGold

CuHTaKCHC:
CODE
ModBarterGold float

ITpumep:
CODE
ModBarterGold -20.0

Oynknust ModBarterGold u3mensieT KOIMIecTBO 30J10Ta IS TOPTOBIIM Ha YKa3aHHOE B BUE mapameTpa 3HadeHwue (float).
Cwu. Taxke: SetBarterGold
OrtHocutes k Tumy: Statistics Functions | Actor Functions

ModCrimeGold

CHHTaKCHC:
CODE
[ActorID.]ModCrimeGold float

ITpumep:
CODE
ModCrimeGold -20.0

Oyuknust ModCrimeGold n3mensieT Tekyliee 3HaueHHEe KpUMHHAIHLHOTO 30J10Ta y BhI3bIBatomiero aktepa (ActorlD) Ha 3amaHHOE
sHaueHue (float).

Cw. taxxe: GetCrimeGold, SetCrimeGold

Otnocures k tuny: Crime Functions | Actor Functions

ModDisposition

CHHTaKCHC:
CODE



[ActorID.]ModDisposition ActorRefID float

ITpumep:
CODE
ModDisposition player -20

Oynkius ModDisposition mo3BoseT U3MEHUTh OTHOLIEHUE BbI3bIBatolIero akrepa ( ActorID) k yka3aHHOMY B BUJE apaMeTpa
ActorRefID nepconaxy Ha yka3anHoe 3HaueHue (float).

Cwu. Taxke: GetDisposition

OtHocures k Tumny: Statistics Functions | Actor Functions

ModFactionRank

CHHTaKCHC:
CODE
[ActorID.]ModFactionRank FactionID, modValue

ITpumep:
CODE
ModFactionRank FightersGuild, 1

®ynxuuns ModFactionRank u3mensier panr Bei3biBaroniero akrepa (ActorID) B ykazanHo# B Buze napamerpa ¢pakuuu FactionID na
Tpedyemoe 3HaueHne modValue. OT™MeThTe, UuTO MaHHas GyHKIHS dQdeKTa He MPUHECET, €CIIN aKTeP HE SBISASTCS YWICHOM YKa3aHHOMH
(bpakuy, a TakxKe TO, YTO PAHT HUKOTga He omycturcst Huxe 0.

OrtHocurcs k tumy: Faction Functions | Actor Functions

ModFactionReaction

CHHTaKCHC:
CODE
ModFactionReaction FactionID, TargetFactionID, ModValue

ITpumep:
CODE
ModFactionReaction FightersGuild playerFaction -20

Oynknust ModFactionReaction n3aMeHsieT OTHOIIIEHHE YKa3aHHOU B BuIe mapamerpa Gpakmun (FactionID) ko BTopo#i ykazaHHOH
¢paxauu (TargetFactionID) Ha 3Hauerne ModValue.

Cwmotpure pazaen "®dpakiuu”, 9T00BI y3HATH OOJIBIIE.

Cwm. takxke: SetFactionReaction, GetFactionReaction

Otnocures k Tuny: Faction Functions

ModPCAttribute

CuHTaKCHC:
CODE
ModPCAttribute StatName, Value

ITpumep:
CODE
ModPCAttribute Strength 1

Oynkius ModPCAttribute nmo3BossieT AaTh NePCOHAXKY UIPOKa MPUPOCT XapakTepucTHkH StatName Ha ykazaHHOe 3HaueHue Value,
KOTOpoOe OyJeT CUUTAThCsl B UTPE KaK "MOCTOSTHHOE" (TaKKe, KaK Bbl YBEJIMYUBACTE aTpHOYTHI (attribute) Mpy NOBBIIIEHUH YPOBHS).
ITo cpaBuenuto ¢ ¢pynkumeit ModPCSkill B nanHOM ciydyae Value He 0053aTEIBHO JOKHO OBITh MOJIOKUTEIHHBIM.

Cwm. taxoke: Stats List, ModPCSkill

Otrocures k Tamy: Player Functions

ModPCFame

CuHTaKCHC:
CODE
ModPCFame value

ITpumep:
CODE
ModPCFame 4



Oynknust ModPCFame mo6aBisieT 3Ha4eHHE K TEKYIICH MOJIOKUTEIHHON U3BECTHOCTH MepcoHaxa. OTMEThTE, YTO TOJBKO y UTPOKa
MOJKET OBITh KaK ITOJIOKUTEIFHOE, TaK U OTPUIATEIHbHOE 3HAUCHHS MOMYIIPHOCTH.
OtHocures k Tamy - Player Functions

ModPClInfamy

CHHTaKCHC:
CODE
ModPClInfamy value

ITpumep:
CODE
ModPClInfamy 3

Oynkus ModPClInfamy noGasisieT 3HaYeHHE K TEKYIIEH OTPULIATEIFHON H3BECTHOCTH MEPCOHaXKa Urpoka. OTMETHM, YTO TOJBKO y
UTPOKA eCTh KaK MOJIOKUTEIHHOE, TaK M OTPHUIATEIEHOE 3HAYCHNS TIOMYIISIPHOCTH.
OtHocures k Tuny - Player Functions

ModPCMiscStat

CHHTaKCHC:
CODE
ModPCMiscStat MiscStatID Value

ITpumep:
CODE
ModPCMiscStat 12 1; u3MeHsIeT CTATUCTHKY ''CBapeHHBIX 3eJuii'

®ynxuns ModPCMiscStat no3Bossier u3MeHSTH Jt00yto 3anuck (MiscStatID) u3 "HeocHOBHBIX" XapaKTEpUCTHK IIEPCOHAXka UI'POKa
Ha yKazaHHOE 3HaueHue Value.

ITepeuens MiscStatID:

0 DAYS IN PRISON

1 DAYS PASSED

2 SKILL INCREASES

3 TRAINING SESSIONS

4 LARGEST BOUNTY

5 CREATURES KILLED

6 PEOPLE KILLED

7 PLACES DISCOVERED

8 LOCKS PICKED

9 PICKS BROKEN

10 SOULS TRAPPED

11 INGREDIENTS EATEN
12 POTIONS MADE

13 OBLIVION GATES SHUT
14 HORSES OWNED

15 HOUSES OWNED

16 STORES INVESTED IN
17 BOOKS READ

18 SKILL BOOKS READ

19 ARTIFACTS FOUND

20 HOURS SLEPT

21 HOURS WAITED

22 DAYS AS A VAMPIRE
23 LAST DAY AS VAMPIRE
24 PEOPLE FED ON

25 JOKES TOLD

26 DISEASES CONTRACTED
27 NIRNROOTS FOUND

28 ITEMS STOLEN

29 ITEMS PICKPOCKETED
30 TRESPASSES

31 ASSAULTS

32 MURDERS

33 HORSES STOLEN



CwM. taxxe: GetPCMiscStat, ModPCSkill, ModPCAttribute
OtHocutes k Tamy - Player Functions

ModPCSkill

CHHTaKCHC:
CODE
ModPCSKkill SkillName Amount

ITpumep:
CODE
ModPCSkill Block 1

Oynknust ModPCSkill yBennunBaeT yka3aHHbIH B BUAe mapamerpa HaBblk SkillName Ha TpeOyemoe 3HaueHrne Amount.

Y 10CTOBEPHTECH, YTO UCIIOJIB3YETCS MONOKUTEIBHOE YUCIIO. Y BEIMUCHHE, [0 OTHOIIECHHIO K HA0OpYy yPOBHEH, CIMTAETCS] TOUHO
TaKKe, Kak v Ipu OOBITHOM «HAa0Ope» HaBBIKA.

YroObl MOHN3UTH HABBIK WIIM TIOAHSTH €ro 0e3 U3MEHEHHs YpOBHs, ucnob3yiite Player.SetActorValue.

[Mpumeuanue: B Beta Patch 1.1, Bb130B pyHKIMH ObUT HCIIPaBIIEH, TENIEPh OH YBEJIMYMBACT YPOBEHb U YCTAHABIMBACT 3HAUCHHE
ucnonb3oBaHus HaBbika B 0.0. DTO MCIIPAaBUIIO CUTYALIMIO C OTPULIATEIbHBIMU 3HAYEHUSIMHU, HO TIPH BBI30BE (DYHKLIMH, KOT/IA BB
OJIM3KH K TIOIHSTHIO YPOBHSI, HABBIK YBEJIMYMUTCS Ha 3HAUCHHUE, HEOOXOAMMOE JUIs TIOAHSITHS YPOBHSL.

[Ipumedanue: B nenponataennoit urpe ModPCSkill yBenuuut Barm ypoBeHb HaBbIKa Ha "1" W YMEHBIIUT 3HAYEHUE HCITOIH30BAHMS
HaBbIKa Ha TpebyeMoe 3HaueHue s NogHATHS ypoBHs. Eciu 66110 2.56/7.68 mo BeizoBa ModPCSKkill, To mocne cranet -5.12/(New
Level Max). [ToBTopHBI€ BBI30BBI IPOJOKAT YMEHBIIATH 3HAUCHHUE UCIIOJBL30BaHUs HaBbIka Ha Kax el (New Level Max). Eciu Bol
yKe OM3K0 K Habopy ypOBHS, OTPHIIATEIPHOE 3HAUCHHE OYIeT MaJICHLKUM 1 OBICTPO YHIET, HO €CIi T0OABUTh OOJIBIIIE OJHOTO
YPOBHS HaBbIKa, MK BbI 4acTo BbI3biBacTe ModPCSkill (umu AdvancePCSkill), To Takyio HEXBaTKy MPHUAETCS JTOITO
KOMIICHCHUPOBATh U YPOBEHb Pa3BUTHS «3aCTPSHET».

Cwm. take: Stats List, SetActorValue, ModPCAttribute

Otnocures k Tuny: Player Functions

ModScale

CHHTaKCHC:
CODE
[ObjectID.]ModScale Value

ITpumep:
CODE
ModScale 0.4

Oynxuus ModScale yBenmunBaeT MacIITaOHBI MHOXKHUTEIb, HA KOTOPBIH YMHOXKAeTcsl pa3mep BbI3biBaronero oosekra (ObjectID),
Ha yKa3aHHOE B BUJIE Napamerpa 3HaueHue Value (nepemennas tuna float). @yHknus cTporo npubasisiomas — eciii TeKyIni
Mmacutad pases "1.2" u Bl BeI3biBaeTe ModScale .5, HOBoe 3HaYeHHe MacITaOHOrO MHOXKHTEIs OyaeT pasHo 1.7.

CwM. Taxoke: SetScale

OrtHocutes k Tury: Statistics Functions

MoveTo

CHHTaKCHC:
CODE
[ActorIDIPlayer.]MoveTo MarkerID, x, y, z (optional)

ITpumep:

CODE

MoveTo HiddenCaveMarker
MoveTo player, 512, 0, 0

®ynkuus MoveTo nepemeniaeT Bei3piBaromiero akrepa (ActorlD) uinm nepconaka urpoka K MECTOIOJIOKEHUIO YKa3aHHOTO B BUJIE
mapameTpa oobekra (MarkerID). ITapameTpsl X, y, Z — ONIIMOHATIFHOE CMEIICHNE B HTPOBBIX SAMHUIAX H3MEpEHHs (Units) oT
YKa3aHHOTO 00BEKTA.

IIpumeuanus:

Eciu QyHKIUS HCIONB3yeTcs sl IEPEMEIICHUS HIPOKa, OHA JCHCTBYET KaK (yHKIUsA Return — crenyroinue 3a Hel CTPOKU B
CKpunTe 0TpaboTaHbl HE OYAYT.

®dyHKIMsA paboTaeT TONBKO C akTepaMu. Mcroib30BaHue e sl IePEMEIICHHUS APYTHX THIIOB 0OBEKTOB, HAPUMEP, KOHTCHHEPOB U
aKTUBATOPOB, MPUBEJIET TOJIBKO K OOHOBICHHIO KOOPAUHAT O0BEKTA, HO B UITPOBOM MUPE - HET.

JIOTIOTHUTEIBHBIC CTPOKHU B CKPUIITE MOTYT OBITH HEOOXO MBI, YTOOBI FapaHTHPOBATh KOPPEKTHOE NEpEMEIICHHE 00BEKTA!

CODE



myODbject.disable

myObject.moveTo [location]

myObject.enable

set xp to myObject.getPos x

myODbject.setPos x xp

CkpunToBble PYHKIHMHU, B KOTOPBIX OJJHU aKTEPBI SBJISIOTCS Lembo 11 Apyrux (nogodno SayTo nim StartCombat), paborats He
OynyT, ecyin pynkunst MoveTo ucronp3yeTcst Ha TOH e 1IeIH ¥ B TOM ke (dpeiiMe ¢ STUMH QYHKLUSIMU, JaXKe €CIIU LEelb U
MEPEMECTUTCS B CTOPOHY Ha HECKOJIBKO JIOMMOB.

IIpum. Vitalka:

Hexoropoe nonosnnenue no ¢pynkuusm MoveTo u MoveToMarker.

Ecnu 5TH QyHKIIMM HCTIONIB3YIOTCS HA UTPOKE, TO MOCIIE HUX 00s13aTeNIbHO IOJDKHA CTOSITh yHKIMs Return. [lpuuem mexny HuMu
HEITb3s1 CTABUTh HUKaKNE KOMaHIbI.

Tak, HanpuMep, HETb3S:

CODE

Player.MoveTo HiddenCaveMarker

Setatob

Return

A Tak MOXHO:

CODE

Setatob

Player.MoveTo HiddenCaveMarker
Return

WHade mosBIAIOTCS cTpaniHble "Troky". Bo BCIKOM ciiydae, MHE yIaIOCh BBIMTH U3 TIOJIOKEHUS HMEHHO TaKUM 00pa3oMm.
Cw. Taxxe: PositionWorld, PositionCell
OrtHocutes K Ty - Movement Functions

MoveToMarker

CHHTaKCHC:
CODE
[ObjectID.]MoveToMarker MarkerID

ITpumep:

CODE

MoveToMarker MarkerX
MoveToMarker FG04A

®ynxuuns MoveToMarker ucrionb3yercst Juist nepeMelieHus BeizbiBatomiero oobrekra (ObjectID) B ykaszanHoe B BUe apaMeTpa
MecTo, momedenHoe MapkepoM (MarkerID). 3amertste, uto "MarkerID" yka3siBaet Ha ID xormuu 6a3oBoro mapkepa (Reference Editor
ID), pa3MernieHHOro B UrpoBoM Mupe. Ero MoxHO HaliTH Ha COOTBETCTBYIOIIEH BKIagke okHa Reference Windows.

Cwm. Taroke npumeuanus Vitalka B onucannu pynkuun MoveTo...

Cwm. takxke: PositionWorld, PositionCell

OtHocutes k Tuny - Movement Functions

P
PayFine

CuHTaKCHC:
CODE
PayFine

®yukuus PayFine ussiMaer 13 MHBEHTapst UTPOKa KOJIMYECTBO "KPUMHHAIBLHOTO" 30J10Ta, CBOPOBAHHOT'O UM, a TaKKe KOHPHUCKYeT
BCE YKpaJICHHbIE IPEIMETHI, OUMINAs TAKUM 00pa30M MHBEHTAPh OT BCET0 "HaXXUTOT'O HETIOCHIIBHBIM TpyAOM'.

IIpumeuanus:

TropbMa COIEPKUT Mapy CBsI3aHHBIX IBepeh-MapkepoB ("'Prisonmarker"). Onun Mapkep yCTaHOBJICH HEMTOCPEACTBEHHO B HHTEPhEpE
TIOPEMHOM KaMepbl, a BTOPOH - BO BHEIIHEH JIOKANNH, Kya MEPCOHAX UTPOKa OyIeT mepeMeInieH mocie oTOBaHNS HaKa3aHMUs.
KonduckoBaHnHbIe Y HTPOKa BOPOBAHHBIE MIPEIMETHI IIOMEIIEHH! B AITHK "BopoBannbie mpeamets” (Stolengoods), KoTOpbIit
HaXOJHUTCS B TOH jke BHYTPEHHEH siuelike TIOpbMBbI, 94TO U Mapkep (Prisonmarker).

Cwu. Taxoke: GoTolJail, PayFineThief

Otnocures k Tuny: Crime Functions

PayFineThief

CHHTaKCHC:



CODE
PayFineThief

Oynknus PayFineThief m3pimaer B Buze mrpada Bce "KpuMHUHAIBEHOE" 3010TO, CBOPOBAHHOE HTPOKOM.
Cwu. Taxke: PayFine
Otnocures k Tuny: Crime Functions

PickIdle

CHHTaKCHC:
CODE
[ActorID.]PickIdle

®dyukmus Pickldle 3actaBiser Bei3biBaroriero akrepa (ActorID) BeIOpaTh HOBOe aHMManmOHHOE ABMkeHue (idle).
OrtHocutes K Tumy: Animation Functions | Actor Functions

PlaceAtMe

CHHTaKCHC:
CODE
[ObjectID.]PlaceAtMe ItemID, count, [distance], [direction]

ITpumep:
CODE
player.PlaceAtMe NinjaMan, 1, 256, 1

Oynkmus Place AtMe nomemaeT ykazaHHBIH B BuAe mapamerpa 00bekT (ItemID) psimom ¢ Be3bIBatommM o0bekToM (ObjectID) Ha
yKkazaHHOM paccrosHum [distance] u B onpeneneHHOM HanpasiieHuu [direction]. Eciu mecTo mepemerenust Hebe30macHo (B BO3IyXe,
B CTCHE, U T.JI.), 00BEKT OyAET MOMEIICH Ha OJJHON M3 OCTABIIMXCS OCCH WM NPSMO HA MECTE OOBCKTA.

Hanpasnenus:
CODE

0 = Biepean
1 =c3amm

2 = caeBa

3 =cnpaBa

Orta QYHKIUS MOXKET HCIIOJIB30BATHCSI C CYMIECTBAMHU M3 YPOBHEBOTO CITHCKA.

OmHako oHA HE MOXKET HCIOJIb30BaThCS C YPOBHEBBIMU NPEeIMETaMH. Y POBHEBBIE TIPEIMETHI HE TPEAHA3HAYCHBI JIJIS pa3MeIeHUs B
MHpPE — HX UCIIOJIh30BaHUE OTPAaHUIMBACTCS KOHTeHTHepaMu. [10MbITKa TAKKUM ITyTEM CO3J1aTh OOBEKT M3 YPOBHEBOTO CITUCKA
MIPUBEET JINIIH K MOSBICHUIO JKENTOTO BocKHnarenpbHoro 3aaka (Marker_Error.NIF).

Buumanwe: ¢pynknuu Disable 1 Remove He ogHO 1 TO *%e!

OTMeTbTe, YTO Ha CaMOM JIeJIe HET SICHOCTH C nepeMenieHHbIMH QyHKImel PlaceAtMe 00beKTaMu - OHM OTKJIIOUYCHBI B IIPEKHEH
JIOKanuu Wik HeT? V OYUCTUT T WX HOBas 3arpy3ka coxpaHenus? Cy/s 1Mo TecTaM, 3TO He TaK, U 3TO MOXKET ObITh CePhEe3HOM
poOIeMOi, HanpuUMep, ¢ 3aKIIMHAHUSIME, KOTOPBIC MOTYT CO3JIaTh MAacCy aKTHBATOPOB, HO BEb MOCJIE 3TOT0 MX HYKHO OTKJIIOYATh C
nomouipto ¢pyHkimu Disable!

Takum 00pa3zoM, KaKeTcs BITOJIHE 1eJIeCO00pa3HBIM UCIIOBL30BaHUE IS TeNiel iepeMenieHust GyHkipo MoveTo Ha yCTOWYMBBIX
KOITUSX 0OBEKTOB B TEX CIydasx, I/ie TO BO3MOXKHO, BMecTO napbl PlaceAtMe / Disable

B 10 xe camoe BpeMst MoveTo MokeT oka3aThCs TaKOH ke yaoOHOMH, Kak u ¢pyHKiusa PlaceAtMe. OnHako, eclii BaM JIEHCTBUTEIHHO
HY>KHO HCTIOTh30BaTh MMEHHO Place AtMe B BameM Mojie, TO OyAET CIIpaBelTMBO, €CIH BBl YKaXKeTe Ha 3TOT GakT B Readme-daiine
BaIIIeTO MOJaA.

[Tonmy4yeHre CCBUIKH Ha CO3AaHHBIA OOBEKT

[pu ucnonb30BaHNK OTHOTO 00BEKTA 3TA (PYHKIUS BEPHET CCHUIKY HA CO3JaHHBIN 00BEKT, TAK YTO 3TO MOXKET HCIOJIB30BATHCS C
JIOTIOJTHUTEIHHBIM BBI30BOM (DYHKIIUH.

Hanpumep:

CODE

scn scriptName

ref refName

begin blockName

set refName to refCreatingObject.PlaceAtMe ObjectToBeCreated 1, 0, 0

end

Ilepemennas refName Teneps conepxut cesuiky Ha ObjectToBeCreated.
Ora cChUIKa BEpHA TOJILKO U1l 0OBEKTOB, KOTOPHIE HEJIB3sl IOMECTUTh B MHBEHTApb. JJOCTYI MO CChUIKE Ha MTPEMET HHBEHTAps 10Ce
TOTr0, KaK KTO-TO €ro MoAHsA1, MoxeT Bbr3BaTh CTD.

Hcnonb3oBaHue B KOHCOIH
IIpu ucnons3oBanuu PlaceAtMe B KOHCOIU HY>KHO UCTIONB30BaTh HYkHbIH FormID npenmera, a e ero EditorID.



[ToaTomMy, 9TOOBI 1OOABUTEL CeOE OTMBIYKY, BMECTO HCITOJIb30BAHHS
CODE
player.PlaceAtMe lockpick 1, 256, 0

Habepure
CODE
player.PlaceAtMe 00000A 1, 256, 0

FormID M0HO HaliTH B KOHCTPYKTOpPE B CBOicTBax o0bekTa cripaBa oT kosonku EditorID. Kononka ¢ FormID cnpsitana u ee
TpebyeTcsi pa3BepHyTb. FIcHOIb30BaTh 3TOT KO B KOHCOJIU CIIEAYET AJIsl BCeX OOBEKTOB - KaK MPEMETOB, TaK U aKTEPOB.
OtHocures k Tuny: Miscellaneous Functions

PlayBink

CHHTaKCHC:
CODE
PlayBink filename.bik AllowEscapeFlag (optional)

ITpumepsr:

CODE

PlayBink "MyNew.bik" (nmpourpsiBanmne Oblivion\data\video\MyNew.bik)

PlayBink "Mymod\MyNew.bik" (mpourpsiBanue Oblivion\data\video\Mymod\MyNew.bik)
Playbink '"..\sound\videos\Mynew.bik' (mpourpsiBanue Oblivion\sound\videos\MyNew.bik)

Oynkmus PlayBink mo3BossieT mpourpsIBaTh MOJIB30BaTENbCKIE BUAeodaiinsl B popmare filename.bik.

[Ipumeuanus:

Bamm ¢aiiner B popmate *.bik (Bink files) moymkHBI HAXOIUTHCS HA BallleM JKECTKOM JMCKE M OHHM HE JOJDKHBI OBITh YIIaKOBAHBI B
(atine BSA.

Wms ¢aiina HyKHO yKa3bIBaTh B KaBbIYKAX.

[TyTs K (aitny nomken ObITh ciexyromuM: Oblivion\Data\Video\

Ecnu ¢nar AllowEscapeFlag ne pasen "0", To monbs3oBaTenb MOXKET IIpepBaTh MpoUrpeiBaHue Qaiina *.bink nmpu HaxxaTnu Ha
knasuiry ESC. B npotuBHOM citydae BaM NpUIETCS IPOCMATPUBATh BHJIEO 10 KOHIIA.

OtHocures k Tuny: Miscellaneous Functions

PlayGroup

CuHTaKcuc:
CODE
PlayGroup GroupName, [flags]

ITpumepsr:

CODE

PlayGroup Walk
PlayGroup Walk, 1

Oynkmus PlayGroup mpourpsiBaeT aHIMAaMOHHYIO TPYIITY, onpeneneHHyo B GroupName.

HeoOs3aTenpusrit Guar [flags] MojkeT HCHIOTB30BATHCS, YTOOBI HAYATh TPOTPHIBAHNE AHUMAITHOHHON TPYIIIBI Pa3IHIHBIMA
crocobamu.

@uaru:

0 = O6brunbIi (Normal) - TeKyIIas aHUMaIUs IPOUTPAETCS IO KOHIIA TIOTHOTO IUKIIA, 3aTEM HAYHETCS IIPOUTPHIBAHNE HOBOM
aHMMAIIM| C CaMOT0 Hayalia, CoO CBOETO MEPBOTO CTApPTOBOTO (peiima.

1 = Hemennennsrii crapt (Immediate Start) — YcranoBka ¢uiara B eAMHHILY NPUBEJET K HEMEIIGHHOI OCTaHOBKE B TEKyILeM (ppeiime

MIPOUTPHIBAEMOM B JaHHBIM MOMEHT aHUMALIMOHHOM IPyMNIIbL, MOCIE YEr0 HAuHEeTCs MIPOUTPhIBAHNE HOBOM aHMMAaLUU CO CBOETO
cTaproBoro gpeiima.
2 = Hememnennslii 3anyck nukia (netinu) (Immediate Loop) — YcranoBka ¢uiara B 2 mpuBOIUT K HEMEUIEHHOMY ITPEKPAILCHUIO

MMpourpbiBaHus B TCKYILIEM Q)peﬁMe aHI/IMaIII/IOHHOﬁ TpyIIIbl, TOCJIC YCTO CTAPTYCT HOBAd aHMUMAlUsA CO CBOCIO CTapTOBOI'O Q)peﬁMa u

OyZeT BOCIIPOU3BOIUTHLCS B IIUKJIE MHOTO pa3 (I10 MeTIie).
[Ipumeuanue:

[IpourpeiBanyre 3TON QYHKIMEH HEKOTOPHIX aHUMAIIMOHHBIX TPYIIT HA TIEPCOHAKE UTPOKA MOXKET €T0 "3aMOPO3HTh" M OH IMEPECTaHET
pearmpoBaTth Ha Ballld ACWCTBHUS. BepHyTh ero B HOpMaibHOE cocTosiHEE TToMoKeT Bbr30B (yakmmu Pickldle mmm BezoB PlayGroup co

CIIEAYIOLIMMHU ITapaMeTpaMu:
CODE
PlayGroup Idle, 1

OtHocutes k Tuny: Animation Functions

PlayMagicEffectVisuals



CuHTaKCHC:
CODE
[ObjectID.]PlayMagicEffectVisuals MagicEffectID, Duration (optional)

ITpumep:

CODE
PlayMagicEffectVisuals FIDG
pme FTHR 10

®ynxuuns PlayMagicEffectVisuals HakianpiBaeT BU3yanbHYyI0 4acTh Marnieckoro 3ddexra Ha Bei3biBatoiieM oobekre (ObjectID).
Busyanuzanus HakiasiBaeTcs, 10 KpaitHel Mepe, Ha O/IMH LIMKJI, BHE 3aBUCMMOCTH OT IlapaMeTpa duration (IpOJOIKUTENIBHOCTS), a
€CIIH MIPOIOJDKUTEIBHOCTD HE YKa3aHa, TO OyeT 0ToOpakaThesi OCCKOHEYHO MM TI0KA HE OKOHYNTCS IPOUTPHIBAHNE aHHMAIIHN.
3ameThTe, 9TO s 3TOH QyHKIMH duration yKkaspIBaTh HE 0053aTEIBHO, OHA TIPOUTPAETCS XOTS OBl pa3, €CIIM Bl HE yKa3aaH OOJIBIIYIO
MPOJIOIKUTENBEHOCTb.

ITpum. ZomBoss:

@-s1 He anma pe3ynpTara B KOHCOJIH.

[MombITasncs 3aaeCTBOBATH STOT MpoUrpsiBaTeib dpdexroB. HykHO ObLI0 MopKedb 1epeBo... IH(PEKT HyIEeBOH.

CODE

PreloadMagicEffect FIDG

PlayMagicEffectVisuals FIDG 10

Korna s "npukpyTin" Ha Hemucst CKpUNT ¢ QyHKuMeH

CODE

PlayMagicEffectVisuals FIDG 10

TO TOXE HUKAKOTO 3P deKTa He YBUICIT.

Cwu. Take: PlayMagicShaderVisuals, StopMagicEffectVisuals

OtHocures k Tay: Magic Functions

PlayMagicShaderVisuals

CHHTaKCHC:
CODE
PlayMagicShader Visuals EffectShaderID, Duration (optional)

ITpumep:

CODE

PlayMagicShaderVisuals GhostEffect
pms effectShockShield 10

Oynkmus PlayMagicShaderVisuals HakmagsIBaeT BU3yalIn3auio meiinepaoro 3¢ ¢exra Ha BBI3BIBaIOIIEM 00bekTe. Brsyanmnsanms
HaKJIa/IbIBAeTCs, 110 KpalfHel Mepe, Ha OJIMH LIMKJI, BHE 3aBUCUMOCTHU OT napameTpa duration (IpoI0IKUTENEHOCTD), & €CIN
MIPOJIOJDKUTENEHOCTD HE yKa3aHa, TO OyJeT IOKa3bIBaThCsl OSCKOHEYHO MIIM TI0Ka HE OKOHYUTCS NPOUTPHIBAHNUE aHUMALIHH.

IIpum. ZomBoss:

[Tpu pasmerenny Ha 0OBEKTE

CODE

PlayMagicShader Visuals effectFireDamage 10

0TOOPa3MINCh KAKHE-TO MEJIKUE U PEIKHe UyTh 3aMETHBIC OTHEHHBIE IIAPUKH, KOTOPBIE MOSBIIUIICE B CTOPOHE OT OOBEKTA.
Cwu. Take: PlayMagicEffectVisuals, StopMagicShaderVisuals
OtHocures k Tay: Magic Functions

PlaySound

CHHTaKCHC:
CODE
PlaySound SoundID

ITpumep:
CODE
PlaySound SPLIllusionCast

Oynkmus PlaySound mpourpreiBaet yka3aHHbIH B Buae napamerpa SoundID 3Byk, 6€3 onpeaeIeHHOro MecTa 3ByJaHusl.
[Tpumedanue: 3Byku U1l 9T0# QyHKIMH onpenensroTes B pasnene KC Miscellaneous/Sounds.

Cwu. Taxoke: PlaySound3D, StreamMusic

OtHocures k Tuny: Miscellaneous Functions

PlaySound3D

CHHTaKCHC:



CODE
[ObjectID.]PlaySound3D SoundID

ITpumep:
CODE
PlaySound3D SPLINlusionCast

®ynkius PlaySound3D npourpeiBaeT ykazaHHbIH B Buje napamerpa SoundID 3Byk, HCXOAALIUNA U3 TOUKH HAXO0XKICHUS
BhI3bIBaroNero oobekTa ObjectID.

[Mpumeuanue: 3ByKH [U1st 5TOH QYHKINH ONpPEeIsIoTCs B pasjielie KoHctpykropa Miscellaneous/Sounds.

Cwu. Taxoke: PlaySound, StreamMusic

OrtHocurcs k tumy: Miscellaneous Functions

PositionCell

CHHTaKCHC:

CODE

[ObjectID.]PositionCell x, y, z, zZRot, CellID
poscell x, y, z, zZRot, CellID

ITpumep:
CODE
PositionCell 76345, 100.56, 215, 176, ScaryCavern

Oynkmus PositionCell nepenocur Be3siBatommii 006ekT (ObjectID) Bo BHyTpenHI0I0 staeiiky CelllD ¢ koopanHaTamu X, y, z. OOBEKT
OyZeT OBEpHYT Ha yTOJI, ONpeesicHHbIH B mapameTpe ZRot. Bce mapameTpsr - BeecTBEHHEIE ITepeMEHHEIE.

[Tpumedanue: [Toutn Bcerma BeI OyeTe HCIONMb30BaTh GyHKIMI0O MoveTo BMECTO JaHHON KOMaHIbI.

OrtHocutes k Tuiry: Movement Functions

PositionWorld

CuHTaKCHC:

CODE

[ObjectID.]PositionWorld x, y, z, zZRot, WorldID
PosWorld x, y, z, zZRot, WorldID

ITpumep:
CODE
PositionWorld 76345, 100.56, 215, 176, Tamriel

®ynxuus PositionWorld nepenocut 06bekT (Object]D) Bo BHENIHIOW SUEHKY C KOOpJUHATAMH X, Y, Z B YKa3aHHOE UTPOBOE
npocrpaHcTBo Mupa. O0beKT OyIeT OBEpHYT Ha yroJ, OnpeAeIeHHbIH B mapamerpe zRot. Bce mapamerps! - BelecTBeHHbIE
MEepEMEHHBIE.

IIpumeuanue: [Toutu Beeraa Bel Oyaere ucmnoib3oBath MoveTo BMeCTO JaHHOW (PYHKIIUH.

OtHocutes k Tuny: Movement Functions

PreloadMagicEffect

CuHTaKCHC:
CODE
PreloadMagicEffect EffectID

ITpumep:
CODE
PreloadMagicEffect BACU

Oynkmus PreloadMagicEffect moarpy3uT yacTuiis! s Marmdeckoro 3QQeKTa, eciii OHH eIle He 3arpykeHbl. DyHKIHS He eacT
HHYEro, eCJIi OHH yXKe B TaMsATH. MICIONb3yeTcst TOJIBKO TOT/1a, KOT/[a KaCTyeT 3aK/IMHaHHE He-aKTep, TaK KaK aKTepbl MOArPYKatoT
CBOU 3aK/IMHAHUS aBTOMATHYECKH.

OtHocures k Taiy: Magic Functions

R
RefreshTopicList
CHHTaKCHC:

CODE
RefreshTopicList



Oynknus RefreshTopicList mo3BonsieT BpydHyI0 OOHOBUTH CITMCOK TeM auaniora. OOBIYHO 3TOTO JIeiaTh He TpedyeTcs, HO ObIBaeT
MIOJIE3HBIM B HEKOTOPBIX CITydasx (Kak MPaBWIIO, €CIIM CKpUNT paboTaeT B pekuMe BBIBOJA HA dKpaH pa3andHbIX MeHI0 (MenuMode).
Otrocures k Tuamy: Dialogue Functions

ReleaseWeatherOverride

CHHTaKCHC:
CODE
ReleaseWeatherOverride

Oynknus ReleaseWeatherOverride mo3BossieT moroie MEHATHCS B HOPMAJIBHOM JHHAMUYECKOM pHTME. Mcnonp3yercs
HETIOCPEICTBEHHO nociie Be3oBa ¢pyHkunii SetWeather mimm ForceWeather ¢ yctanoBnenusiM ¢utarom WeatherOverrideFlag.
CwMm. Taxxe: SetWeather, ForceWeather

Otnocures k Tary: Weather Functions | Condition Functions

RemoveAllltems

CUHTaKCHC:
CODE
[ActorIDIPlayer]RemoveAllltems TargetContainerID (optional), RetainOwnershipFlag (optional)

ITpumep:

CODE

RemoveAllltems
RemoveAllltems TreasureChest
RemoveAllltems FriendlyJailer, 1

Oynkius RemoveAllltems yganser Bce npeAMeTs! U3 MHBEHTaps BbI3bIBarolero akrepa (ActorID) unu nepconaxa urpoka. Eciu
yKa3aH HeoOs3aTeIbHBIN mapaMeTp - LesieBoi KoHTelHep nin uaeeHTtaps (TargetContainerID), To 00BEKTHI IEpeMeIIaloTcs B HETO,
MHa4e OHU IPOCTO yHUUTOXatoTcsa. Ecin ykasars ¢uar RetainOwnershipFlag = 1, To npenMeTs! 0cTaloTcs B COOCTBEHHOCTH CTapbIX
BIIaJINbLIEB, MHAYE BIaJCHUE OUUILACTCS.

OTMeTbTE, YTO KBECTOBBIE IPEAMETHI 9TOI (PyHKIMEH HEe IepEeMEIaoTCsl B HHBEHTaph UTPOKA, OJTHAKO, ECITH IIepeMelleHHe
MPOU3BOIUTCA U3 KOHTEHHEpa B KOHTEHHEP, TO HUKAKUX OTPAHUYEHUHN JJIsl 3TOU OTNIepaIiy HeT.

Cw. Taoke: Removeltem

Otrocures k Tamy: Object Functions

RemoveFlames
CHHTaKCHC:

CODE
[ObjectID.]JRemoveFlames

®Oynkuus RemoveFlames ynanser oosext miamenn FlameNode ¢ Bei3biBaromiero oosekra ObjectID.

CM. TaKxe: FlameNod CanHaveFlames, HasFlames, AddFlaes

Otrocures k Tamy: Object Functions

Removeltem



CuHTaKCHC:
CODE
[ActorIDIPlayer.]Removeltem ObjectID, Count

ITpumep:
CODE
Removeltem Gold001 50

CODE

Ref Myltem

Short count

set MyItem to ArenaAkaviriLongSword
set count to 1

player.removeitem Myltem Count

Oynkus Removeltem ynanser w3 mHBeHTaps BhI3bIBaromero akrepa (ActorID) yka3zaunslil B Buae mapamerpa o0bekT (ObjectID) B
konuyectse Count.

IIpumeuanus:

B kauectBe ObjectID nomyctumo ucnons3oBats ref-nepemennyto ( reference variable ), a Tun nepemensoit qyg Count - kak short
(xopoTKas LeTOYUCICHHAs).

Ecmu ObjectID oTHOCHTCS K YPOBHEBOMY CIIUCKY, TO OY/ET yllaJieH ypOBHEBBIH NPEIMET, CTEHEPUPOBAHHBIH U3 HETO.

Cwm. takke: AddItem, GetltemCount, RemoveAllltems

Otrocures k Tamy: Object Functions

RemoveMe

CHHTaKCHC:
CODE
[ItemID.]JRemoveMe TargetContainerID (optional)

ITpumep:

CODE
RemoveMe
RemoveMe player

BrzoB ¢ynkmn RemoveMe mo3BossieT yaansaTh Bei3biBarommid 00bekT (ItemID) n3 nHBEHTaps WM KOHTEHHEpa, B KOTOPOM OH
HaxoJuTCcs (€CIH 3TO BO3MOXKHO). Ecii yka3aH HeoOs13aTeIbHBIN mapaMeTp - eJIeBOW HHBEHTaph WM KOHTEHHEP
(TargetContainerID), To 00BeKT mepeMemmaeTcs B Hero.

IIpumeuanus:

Ora QyHKIUS JEHCTBYET IIPH BBI30BE aHaJOrn4Ho (yHKIMK "Return" — T.e., CTpOKM CKpHIITA, CJIETyIOLINE HENOCPEACTBEHHO 3a HEl,
BomoiHAThCE HE BY IV T (Tak kak 00BEKT IMPOCTO yHUUTOXKAET caM ce0sl B poLecce YAaJICHUs U3 MHBEHTAps).

Ora (yHKIUS HE BEIBOAUT HA 9KpaH cooluieHne "Xxx Obl1 yaneH"

Korna BbI ncnonesyere gynkunio RemoveMe cpasy ke mocie Toro, kak 00beKT Obl 100aBlIeH B MHBEHTaph, TO TaKas ONepanus
MOXET BBI3BaTh Pa3IMYHbIC HENPEACKA3yeMble BBUIETHI U3 UIPBIL. JIJist IpeaynpeKaAeH s TaKUX CUTYaluii eCTb IPOCTOM crocoo -
YCTaHOBHTbH 3aJI€PXKKY JUlsl BbIosIHeHUs pyHKunu RemoveMe Ha Bpewmst, peBblaroniie oquH ¢gpeiiM. YcraHoBUB cueTduk Ha 10,
BBI 33JICPXKUTE BBITIONHEHUE QyHKIIME RemoveMe, 1006aBUB OJUH AT MPH KaKI0M BbI30Be pexknMoB MenuMode mimu GameMode, u
JIOCTHTHETE TaKMUM 00pa3oM HEOOXOIMMOM TIEIIH.

Korma ¢pynknus RemoveMe Bri3biBaeTcst B MeHIO oOMeHa (barter-menu; Hanpumep, B mpenenax 6yoka OnAdd), MOTYyT MpOUCXOTUTH
BBUIETHI, KOT/Ia TIPEIMET B CKPHUIITE CYMMHUPYIOIIHIICA U BBl IIpoaeTe Ooiee YeM OIMH U3 HUX, a 3aTeM MEepeKIII09aeTech ¢ MPOJaku
Ha MOKYTKY. UTOOBI 3TO TIPEAOTBPATHTD, IIepel yAaJCHIHEM IpeaMeTa cIeIyeT TN T0KAATHCS 3aKPBITHS AUAJIOTOBOTO OKHA MEHIO
obmena (Menumode=1009), nin He UCTIOIB30BATH TAKOW CKPHUIIT BOOOIIE B OTHOIIICHHH CYMMHPYIOIINXCS HEYHUKAIbHBIX
IIPEIMETOB (CTpEI, HAPUMED).

Cwu. Taxke: DropMe
Otnocures k Tumny: Object Functions

RemoveScriptPackage

CuHTaKCHC:
CODE
[ActorID.]JRemoveScriptPackage

Ipumepsr: (U3 ckpunta MS45DarMaScript)

CODE

if getiscurrentPackage MS45DarMaPrisonerGreetPlayer ==
If getinsamecell player ==

removescriptpackage

endif



endif

Oynkmus RemoveScriptPackage nckimodaet mo00# TeKyIInii BRITIOTHIEMbIH CKPUIITOBEIH MAaKEeT IS BBI3BIBAIOIIETO aKTepa
(ActorID). Oto ObIBaeT HHOTIA HEOOXOAMMO, €CITH BBI JOOABUIIN CKPHUITTOBBIN MAKeT, KOTOPBIA OBUT BBI3BAH ISl O€CCPOIHOTO
BBITIOJTHEHSL.

[Ipumeuanue: Y naneHue CKPUITOBOTO MMAKETa B CIYYasx, KOTJA Y BHI3BIBAIOIETO aKTePa CKPUIITOBBIX MTAKETOB HET, MOXKET MPUBECTH
K MPEKpaICHUIO pab0Thl CKPUITOBBIX MAKETOB Y BCEX KOMUI JAHHOTO MEPCOHAXA, PA3MEIICHHBIX B HTPOBOM Mupe. [ToaTomy
UCTOJIB30BaTh NAHHYIO (YHKIIUIO CICAYET Ha aKTepax, Y KOTOPBIX ONPEACICHbI MakeThl Al ¢ OHAM WM HECKOJIBKAMU YCIIOBHSIMH.
Cmotpure Take: AddScriptPackage

OtHocures k Tuny - Al Functions

RemoveSpell

CuHTaKCHC:
CODE
[ActorID.]JRemoveSpell SpelllD

ITpumep:

CODE

RemoveSpell DisTickleBritch

CODE

If Removespell WeirdAbility == 0; Toggle Ability on/off
Addspell WeirdAbility

Endif

Oynknus RemoveSpell ynamser ykazanHoe 3akimuHanue SpelllD u3 crincka 3aknuHaHMiA BeI3bIBatomiero akrepa (ActorlD). dyakuus
Bo3Bpamiaer "1", eciu 3aKIMHAHKUE YCTIETHO yaaleHo, u "0" — eciu 3aKIMHaHue He MOXET ObITh yaalieHo (HampuMep, ero MpocTo
HET B CITHCKE).

Cwu. Taxoke: AddSpell

Otnocures k Tuny: Magic Functions

Reset3DState

CuHTaKCHC:
CODE
Reset3DState

dynkmus Reset3DState ountaer qro0ble COXpaHEHHbIE TaHHBIC 00 aHUMaIK/ pu3nke 00bekTa. Icronb3yeTcs, B OCHOBHOM, JIJISt
cOpoca JIOBYIIEK ITOCTIe UX UCIOIh30BaHUS.
OtHocures k Tuny: Miscellaneous Functions

ResetFallDamageTimer

CuHTaKCHC:
CODE
[ObjectID.]ResetFallDamageTimer

Oynknus ResetFallDamageTimer cOpaceiBaet Taiimep magenus. [Ipu copoce Taiimepa Be3sBatomuit 006ekT (Object]D) momyqaer
MOBPEXICHHUs TIPH MAJICHUH TaK, Kak OyITO OH HayaJ MajaTh TOJIBKO YTO.
OrtHocurcs k tumy: Miscellaneous Functions

ResetHealth
CHHTaKCHC:

CODE
[ActorID.]ResetHealth

dynkmus ResetHealth ycranaBnuBaeT 310poBbe BhI3bIBatoniero akrepa (ActorlD) k ero 6a30BoMy 3Ha4eHHIO (TIOJTHOCTHIO 37I0OPOB).
OrtHocutes K Tury: Statistics Functions

ResetInterior
CHHTaKCHC:

CODE
ResetInterior CellID

ITpumep:
CODE



ResetInterior MyDungeon(01

Oynkmus Resetlnterior moMedaeT sueiiKy Kak UCTEKITyIo (expired, T.e. JaBHO HE IMOCEMIaeMYyI0), TOATOMY OHA IPH CIIEIYIOIEM
BBI30BE OYZET 3arpy’kKeHa OYHMIIEHHOH, KaK OyJTO MPOIUIO HECKOIBKO THEH.

Urpox HEe MOXKET HAXOAUTHCS B 3TOH sTUEiKe MPHU BHITIOJIHEHUH 3TONH KOMAaH/IbI.

OtHocures k Tuny: Miscellaneous Functions

Resurrect

CUHTaKCHC:
CODE
[ActorID.]Resurrect AnimateFlag (optional)

Oynkmus Resurrect Bockpemaet Bei3piBatomiero akrepa ActorID. Ecim onmmonansaeii ¢urar AnimateFlag = 1, To Bockpemerne
akTepa OyjeT aHUMHUPOBaHO (ITOHUMAIOIITUICS, KaKk OYITO U3 HOKJayHa). B MPOTHBHOM CiTy4ae OH IMPOCTO TIOSBUTCS yKe
BOCKPEIICHHBIM B CBOEM OOBIYHOM COCTOSIHUH.

[Ipumeuanue: B HEKOTOPBIX cUTyanusx (iaar He0OX0 UM, YTOOBI U30eKaTh OOPYIICHHS UTPHI.

IIpumep ckpumnra:

CODE

short FlagDead; YcranaBinBaercs B ''1"', koraa akrep Méprs, n B ''0"' Korna aHmmManusi BoCKpelIeHus 3aBepiieHa.

short ResurrectAminTimer; Cuuraer ¢peiiMbl ¢ MOMeHTa Ha4aj1a BOCKPeIIeHUsI
begin gamemode

5 YeranaBiauBaeM ¢iiar cMepTH nepcoHazka B ''1'' B MOMeHT cMepTH.
;5 (Ilpumeyanue: Bbl, BO3MOKHO, HMeJIH ObI 31ech TeKymuii naketr Al)
if (Actor.GetDead ==1)

set FlagDead to 1

endif

; TaliMep, KOTOPBIii MPEIOTBPATHUT 3aMyCK CKPUNTA 10 TOr0, KaK
; AHMMANHs BOCKPeIIeHNns 3aBepIIuTcH (BKIOYas nakersl Al).

5 CTapTyeT Npu BOoCKpelIeHUM.

if (FlagDead==1) & & (Actor.GetDead ==0)

set ResurrectAminTimer to ResurrectAminTimer+1

endif

;s Uepes 200 ¢peiiMoB (I0CTATOYHO A5 3aBepPIIEHNsS] AHUMALIHHU)
; BO300HOBJIsIeM Pa0oTy CKPHIITA.

if ResurrectAminTimer > 200

set FlagDead to 0

set ResurrectAminTimer to 0

Actor.resurrect 1

endif

; Korna nmepcoHask ;KMB ¥ aHHMAalUsl 3aBepIIeHa, 3allyCKaeM IVIaBHbIH CKPUNT
if FlagDead ==

; 3amoJiHUTE 31ech TpedyeMble qeiicTBUS ISl aKTepa

endif

OtHocures k Tumy: Statistics Functions | Actor Functions
Rotate

CuHTaKcuc:
CODE
[ObjectID.]Rotate axis, degrees/sec

ITpumep:
CODE
Rotate x, 100

®ynxuus Rotate Bpamaer BoizbiBatoimnii 00bekT (Object]D) mo BeIOpaHHOHN ocH axis (X, Y WIH Z) ¢ YKa3aHHOHW CKOPOCTBIO BPAIICHUS
(degrees/sec). Ennnniia n3mepeHus CKOPOCTH - TPpaaychl B ceK. J|BukeHre OCHOBaHO Ha MECTHOM BpalieHnn o0bekTa. Takum
00pazoM, IOJIOKHUTETHHOE ABMKEHHUE 10 ocH "'y" OyneT BpaiaTh 00bEKT 110 €ro MECTHOMY BEKTOPY, HAIIPABICHHOMY BIICpPE/I.



[Mpumeuanue: M3-3a MeTo1a, KOTOPBIH UCTIONIB3YETCS, JaHHAS (PYHKINS HEIPUTOJHA JIJTsI CIIOKHOTO BPAIICHHS: €CITH BbI XOTUTE
Bpaliath 00bEKT, KOTOPBIN yXKe BpaIaeTcsi, TO QYHKIMs MOXKET paboTaTh HE TaK, KaK Bbl Oxkujaere. J{J1s MOBTOPSIOIEroCst Uil
CJIOKHOTO BPALICHHUsI HYXKHO MCIIOJIb30BaTh (DYHKIUH aHUMALIUH - OHU U ObICTpee, U HaJIekKHEe.

OrHocutes k Tuiry: Movement Functions

S
SameFaction

CUHTaKCHC:
CODE
[ActorID.]SameFaction TargetActorID

dynkus SameFaction Bo3Bpamaet "1", eciin Bei3biBaromui akrep (ActorID) auciaurces B TOH ke GpakIuy, 9TO U YKa3aHHBINA
neneBoif aktep (TargetActorID), T.e. BMecTe OHH COCTOST XOTS OBI B OIHOM 001mIel ¢ppakuny.
OrtHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

SameFactionAsPC

CHHTaKCHC:
CODE
[ActorID.]SameFactionAsPC

Oynknus SameFactionAsPC BosBpamiaer "1", ecnu Bei3biBatomuit aktep (ActorlD) HaxoguTcs B TOH ke (hpakiuu, 9To u UTpok. He
paboTaeT Ha 0OOBEKTaX.

OrtHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions
SameRace

CHHTaKCHC:
CODE
[ActorID.]SameRace TargetActorID

dynkus SameRace Bo3BpamtaeT "1", eciv Be3bIBaromuid akrep (ActorID) To# ske pachl, 9TO M YKa3aHHBIN B BHJIE TTapaMeTpa
nenesoi akrep TargetActorID.
OrtHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

SameRaceAsPC

CHHTaKCHC:
CODE
[ActorID.]SameRaceAsPC

®ynkius SameRace AsPC Bo3spamaet "1", ecnu Be3bIBaromuii aktep (ActorID) Toit xe pacsl, UTO U IEPCOHAK UIPOKA.
OrtHocures k Tumy: Actor State Functions | Condition Functions | Actor Functions

SameSex

CuHTaKCHC:
CODE
[ActorID.]SameSex TargetA ctorID

®ynkius SameSex Bo3Bpammaer 1", ecau Bei3bIBatomuit aktep (ActorID) Toro ke mona, 4To U yKa3aHHBIN B KauecTBe MapaMeTpa
nenesoii akrep (TargetActorID).
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

SameSexAsPC

CHHTaKCHC:
CODE
[ActorID.]SameSexAsPC

Oynkius SameSexAsPC Bo3spamaer "1", eciu Bor3piBaronuii akrep (ActorID) Toro xe nmomua, 4To ¥ IEPCOHAX UTPOKA.
OtHocures k Tumny: Actor State Functions | Condition Functions | Actor Functions

Say



CHHTaKCHC:
CODE
[ActorIDIObjectID.]Say TopicID [ForceSubtitleFlag] [SpeakerID] [UnknownFlag]

ITpumep:

CODE

Say SecretTopic

Say DAMolagBalSpeech 1 DAMolagBalVoice 1

@yHkuus Say MOXKET HCIOJIB30BaThCs 1S TOro, 4To0sl NPC nim 00bekT nporoBopuil oauH pas peruky SpeakerID n3 Temsl
TopicID.

IIpumeuanus:

I'y6s1 NPC OynyT CHHXpOHU3HPOBAHBI C €T0 PEYbI0, HO 3TO HE BBI30BET MPEPHIBAHUS B BHITIOTHEHUH TEKyIIero makera Al.

OyHKIMS BO3BpaIIaeT BpeMs B cekyHaax, Heooxoaumoe NPC 11 Toro, 4To0BI TPOTOBOPHUTH BECh TEKCT J0 KOHIIA. DTO MOXKET OBITh
MHOJE3HO IJI CO3IaHMs MOCIIEN0BATEIbHBIX JEUCTBUH.

Ecmu veobs3arenbubiii ¢mar ForceSubtitleFlag = 1, To cyOTuTps OyayT 0TOOpakaThCsl BHE 3aBUCUMOCTH OT PACCTOSIHUS MEKITY
TOBOPSAIIUM U UTPOKOM.

Hcnonw3yst HeoOs3aTenbHbIi mapamerp SpeakerID, MOXHO 3aCTaBUTh IPOU3HECTH YTO-HUOYb CYIIECTBO (creature), akTHBATOP WU
npyroit 00bext. ID ncrone3yercs mpu onpeiesieHuy packl U 11oJ1a BOCIIPOM3BOANMOTrO rojoca, T.€., A1 BBI0Opa M0 (X0 SIIEro
3BykoBoro ¢aitna. [Ipu 3tom NPC He 00s13aTeNbHO TOJIKEH OBITh Pa3MEIIEH B MUpE.

@nar UnknownFlag cienyeT ycTaHOBUTB B "1" BO BCEX CKPUITAX, CBA3AHHBIX C Aa3pUUYECKUMU CBITBIHAMU. PexoMennyeTcs Taxoke
ycTaHaBIUBaTh e€ro B "1" Bcskuil pas, korga SpeakerID yka3biBaeTcs SIBHO B KaueCTBE apaMeTpa.

Cwum. Taxke: SayTo

Otrocures k Tamy: Dialogue Functions | Actor Functions

SayTo

CuHTaKCHC:
CODE
[ActorID.]SayTo TargetActorID TopicID ForceSubtitleFlag (optional)

ITpumep:

CODE

SayTo Joe SecretTopic
SayTo player SecretTopic 1

Ucnone3yiite pynxmuro SayTo, uTo6s! BerzeiBaronit NPC (ActorID) ckasan oxny permmuky (TopicID) urpoky niam qpyromy NPC
(TargetActorID). I'oBopsimmit NPC OyaeT cieauTs 3a Iefbi0 TOBOPOTOM T'OJIOBEI MJIH TOBOPAYMBATECS K HEH, €CIIH ATO TI03BOJISET
TEKYIIUH MMakeT, HO He OyIeT KAaTh, YTOOBI MPUOIM3UTECS Ha HY)KHOE PacCTOSHUE (TI0ATOMY yOennuTech, 9To (QYHKITHS BEI3BIBACTCS,
KOT'JIa paCCTOSIHHE JIJIsl pa3roBOpa JTOCTATOYHO).

OyHKIM BO3BpaIacT BpeMs B CeKyHax, Heooxoaumoe NPC aist Toro, 4To0bl IPOrOBOPUTE BECh TEKCT. DTO MOXKET OBITH TOJIE3HO
IIPH CO3JIAaHUH MOCIICIOBATEIBHBIX JICHCTBHA.

Ecnu ¢nar ForceSubtitleFlag = 1, cyoTuTph! OyyT 0TOOpa)kaThCst BHE 3aBUCUMOCTH OT PACCTOSIHUSI MEK/Ly TOBOPSILIIM ¥ UTPOKOM.
Ipumep ckpumnra:

CODE

begin gamemode

if timer > 0

set timer to timer - getsecondspassed

elseif talk ==

set lastStage to CharacterGen.tauntStage

set timer to SayTo player, CharGenTaunt2 1

if getstage characterGen ==

set characterGen.convTimer to timer - .5

endif

endif

end

CM. Taxxke: Say
Otrocures k Tamy: Dialogue Functions | Actor Functions

ScriptEffectElapsedSeconds
CHUHTaKCHC:

CODE
ScriptEffectElapsedSeconds



OyHKIMA JOCTYITHA TOJIBKO B CKpUNTax Marmdeckux 3¢ dexron (Magic effect scripts) 1 Bo3BpamaeT KOIHIECTBO CEKYHI,
MIPOMIEAIINX C ITOCTIETHET0 OOHOBIEHHUS Marmdeckoro 3gdexra. Buytpu 6moxa dyrkmus ScriptEffectUpdate Bo3Bparmaer
MTOJIOKHUTEIHHOE BEIIECTBEHHOE YNCIIO, HAapumep, 1,8 cek.

HanomHmM, 9TO BCEro CymecTByeT 3 THIIa MarmdecKuX OJIOKOB, MCIIONB3YEMBIX IS CO3aHNSI Marudeckux 3¢ (eKToB:
ScriptEffectStart

ScriptEffectFinish

ScriptEffectUpdate

OtHocures k Tuny: Magic Functions

SelectPlayerSpell

CuHTaKCHC:
CODE
SelectPlayerSpell SpellID/ScrollID

Oynkmus SelectPlayerSpell mcmons3yercs A TOT0, YTOOBI 3aCTaBUTH MIEPCOHAXA UTPOKa BEIOpaTh ykasanHoe 3aknuHanue (SpelllD)
nuinu cBUTOK (ScrollID) B kauecTBE aKTUBHOUW Maruu.
OtHocutes k Tuny: Magic Functions

SendTrespassAlarm

CUHTaKCHC:
CODE
[ActorID.]SendTrespassAlarm CriminallD

ITpumep:
CODE
SendTrespassAlarm player

Oynxuus SendTrespassAlarm nocsuIaeT CUrHa TPEBOTH O HAPYIICHUU IPAaHMILL, KaK €ciii Obl KTO-TO cooOun akrepy (ActorID), uro
NepcoHaX Urpoka (JIM0o ykazaHHbIN npecTynHuK - CriminallD) Hapynini rpaHuIly YaCTHBIX BIIAJACHHH.
Otnocures k Tuny: Crime Functions

SetActorAlpha

CHHTaKCHC:

CODE

[ActorID.]SetActorAlpha [0.0 - 1.0]
saa [0.0 - 1.0]

ITpumep:
CODE
SetActorAlpha .5

Oynkius SetActorAlpha yctanaBnuBaet 3HaueHue alpha gy akrepa ActorID (Hackonbko oH Hempo3pauHslif). 3HaueHue "1.0"
O3HaYaeT MOJIHYI0 HeTpo3padHocTh, "0.0" - MOHYIO TIPO3pavHOCTb.

3ameuanne: C camoro Hadana y urpoBoro nBmxkka Gamebryo (TiookeH B ocHOBY urp cepun TES) cymecTByroT nmpo0iaeMsl ¢
OBepJIesIMH alib(a-KaHAJIOB - STOT MMapaMeTP MOXKET MOPOKAATH CTPAHHBIE APQPEKTHI P HATOKEHUH MAaCOK IIPO3PavyHOCTH Ha
TEKCTYPBI, TAKHE, HAITPAMED, KaK MPOo3padHble TpaHuIlbl BOKPYT Bojoc (hair meshes).

OtHocures k Taiy: Magic Functions | Actor Functions

SetActorFullName

CHHTaKCHC:
CODE
[ActorID.]SetActorFullName ''New Name"

ITpumep:
CODE
SetActorFullName "My Favorite Horse'

Oynknms SetActorFullName n3mensier otoopaxaemoe B urpe ums akrepa (ActorlD) Ha mpuBeIeHHBIN B KadyecTBe mapaMmerpa "New
Name" texct. OOpaTuTe BHUMaHUE, YTO XOTS 3Ta (QYHKIHS U BBI3BIBACTCS KaK yKa3aTellb Ha KOHKpeTHOro aktepa (ActorID - xomus
0a30BOT0 K3EMILISIpa, pa3MEIeHHasi B HITPOBOM MHUpE), OyIeT H3MEHEHO NMsi 0a30BOT0 9K3EMILISIPA, TOITOMY M BCE OCTaJIbHbIE
konuu 3Toro NPC/cymecTBa Takxke MoJydaT HOBOE MM

Otnocures k Tumny: Miscellaneous Functions | Actor Functions

SetActorRefraction



CHHTaKCHC:

CODE

[ActorID.]SetActorRefraction [0.0 - 10.0]
sar [0.0 - 10.0]

ITpumepsr:
CODE
SetActorRefraction 3; semi-transparent

CODE
SAR 0; opaque

Oynknus SetActorRefraction ycranaBmuBaeT 3Ha4eHHE ITOKA3aTeNs MPEIOMIICHHUS Moen akTepa Actor]D (HacKoiIbpKo OH
npo3pauHsblil). BusyanbHO 3TO CMOTPHUTCS TaK, Kak OyATO NEPCOHAX CAEJIAH M3 BOJBI WM Jibaa. CKPUHIIOT:

KaMepsbl).

[Toxoxxe, 4To B 3TOW QyHKIMU ecTh HeOOIbIIOM cO0if. Eciu BbI 3arpy3ure coxpaHeHue, HaX0ICh B pexxume "'semi-transparent”
(mosynpo3pauHblii), TO TAKMM M OCTAHETECh. JTO HY)KHO YUHUTHIBATh P CO3JaHUH d(PPEKTOB 3aKJIMHAHUH, IOTOMY YTO BBl HE
CMOKETe NOMeIIaTh UIPOKY HCII0JIb30BaTh OBICTPYIO 3arpy3Ky BO BpeMs AeicTBus 3 dekTa. B kauecTBe penieHust npoOiemsl B
CKPHIIT MOXHO BCTABHUTH TAKOH KOJ:

CODE

if player.IsSpellTarget thespell ==

player.sar 0

endif

OrtHocurcs k tuiy: Magic Functions | Actor Functions
SetActorValue

CUHTaKCHC:

CODE

[ActorID.]SetActorValue StatName value
SetAYV StatName value

IIpumep:
CODE
SetActorValue Strength 60



Player.SetActorValue Alteration 50

Oynknms SetActorValue mo3Bossier Ha3HAYUTH 0a30Boe 3HaUeHUE (value) kakoi-mibo xapakTepuctuku (StatName) BBI3BIBAIOIIETO
aktepa (ActorID) (To 3HaUEeHHE, KOTOPOE UMEET XapaKTePUCTHKA O€3 TOMOTHUTEIBHBIX MOAU(UKATOPOB). MI3MEeHEHHBINH TapaMeTp
OyZeT 0TOOpaKaThCs B UTPE CHHUM IIBETOM, Kak OyATo oH He maMeHscs ("Unmodified").

IIpumeuanue:

HecmoTtps Ha To, uT0 (QYHKIIHSI BEI3BIBACTCS HA KOHKPETHOH Komuu aktepa (ActorID), oHa H3MEHSCT 3HAYCHHE XaPAKTEPUCTUKU
0a30BOro SK3eMIUIAPa (TO €CTh, H3MCHSCTCS XapaKTCPUCTHKA BCEX KOIHIA JAHHOTO aKTepa B HTPOBOM MHpe). B aToM cMbIcie
¢ysaknus ModActorValue MogudunupyeT XapakTepUCTHKY TOJIBKO KOMUU (He 0a30BOI0 IK3EMILIAPA) M MOTOMY BO MHOTHX CITyJasix
MPEIIOYTUTEIILHEE.

Cwm. taxcke: Stats List, GetActorValue, GetBaseActorValue, ModActorValue, ForceActorValue

OrtHocures k Tumy: Actor Value Functions | Statistics Functions | Actor Functions

SetAlert

CuHTaKCHC:
CODE
[ActorID.]SetAlert [0/1]

@ynxuus SetAlert ycranapnuBaeT BeI3bIBatoniero akrepa (ActorID) B BU3ynpHOE coTossHUE 60€BOI TpeBOTH (Opy’KHE HAroJo).
OTMeTHM, YTO TO YUCTO aHUMALMOHHOE COCTOSIHUE, HUKAaK HE 3aTParuBalollee ero peajlbHOe COCTOSIHUE U (pakTHYecKuil craryc 0osl.
(ITpum. Garin: HaJ0 MONaraTh, MPOUCXOAUT IPOCTAs 3aMCHA AaHUMAIMH OC3/ICHCTBHSI HA AHUMAIIHIO OOCBOI TPEBOTH).

Ortnocures k tumy: Al Functions | Actor Functions

SetAllReachable

CuHTaKCHC:
CODE
[ActorID.]SetAllReachable [0/1]

@ynxuus SetAllReachable - ogna u3 4 GyHKIMA, KOTOpbIE MOTYT UCIIONIB30BATHCSI, YTOOBI YBEINYHUTH IPOU3BOANTEIBHOCTD UIPHI B
CUTYaLUsIX, IJIe MHOTO aKTEPOB HaXOITCs B OO0 WIIM TIEPEABUIAIOTCS 10 CIIOKHBIM MapLIPyTaM WM BBITIOJIHSIOT CIIOXKHBIE
neiicteusa. OtmersTe, uto duar [0/1] cOpacsiBaeTcs B kKaxaoM ¢peiime, TOATOMY 3Ta QYHKIHMS B BBIITOIHIEMOM CKPHIITE JOJDKHA
BBI3BIBATHCS Ha Koruu aktepa (ActorID) B 3arpyxeHHO# 00acTy.

Korma ¢nar ycranosien B "1", mepcoHaku HE HCTIONIB3YIOT CETKY MyTeld. BMecTo 3TOro oHM Beeraa HUIyT K IEeTH HAPSMUK.

Cwum. Tarke: SetScenelsComplex, SetAllVisible, SetNoAvoidance

Ortnocurcs k tumy: Al Functions

SetAllVisible

CHHTaKCHC:
CODE
[ActorID.]SetAllVisible [0/1]

®ynxkuus SetAllVisible - onHa n3 4 yHKUMH, KOTOPBIE MOTYT MCIIOJIB30BATHCS, YTOOBI YBEIMYHUTH IIPOU3BOANTEIHLHOCTE UIPHI B
CUTYAIVSX, T/Ie MHOTO aKT€POB HAaXOIATCS B 000 MIIM TIEPEABUTAIOTCS IO CIIOKHBIM MapIIPyTaM HIIH BEITIOIHSIOT CIIOKHBIE
nerictBus. OT™MeTbTe, uTo duiar [0/1] cOpackiBaeTcs B KakaoM (ppeliMe, TodTOMY 3Ta GYHKIUS B BBITOJTHIEMOM CKPHUITE OJDKHA
BBI3BIBATHCS Ha Koruu aktepa (ActorID) B 3arpyxeHHO# 00acTy.

Ecmu duar ycranosnen B "1", To momnas nposepka sunumocTh (LineOfSight check) mepconaxa ue npomsBogurces (LineOfSight
check). BmecTo 3T0OT0, KOT/1a HYKHO ONPEACINTh, BUANT Jik aktep (ActorID) 4to-mmbo, mpoBepseTcst TOIBKO, BUAUT JIU OH TOJOBHI
IPYTHUX aKTEPOB, BMECTO MOJTHOH MPOBEPKH HA BUAUMOCTE BCEX JIPYTHUX YacTEH MX Tel.

Cwum. takke: SetScenelsComplex, SetAllReachable, SetNoAvoidance

OtHocures k tuny: Al Functions

SetAngle

CHrakcuc:
CODE
[ObjectID.]SetAngle axis, degrees

ITpumep:
CODE
SetAngle x, 100

[Tpu Be130Be PyHKIMHU SetAngle yron moBopoTa BbI3biBatoiiero oobekra Object]D craHOBUTCS paBHBIM YKa3aHHOMY 3HAUEHHIO yIiia
(degrees) Mo ogHOM M3 yKa3aHHBIX Ocel axis (axis = X, y WIH z).

Cwum. Take: GetAngle, GetHeadingAngle

OtHocures k Tuny: Movement Functions



SetAtStart

CuHTaKCHC:
CODE
[ObjectID.]SetAtStart

@ynkuus SetAtStart BocctaHaBIMBaeT NEPBOHAYAIBHOE TOJIOKEHNE U YToJI IIOBOPOTA BhI3bIBatoliero oosexkra ObjectID.
OtHocures k Tuny: Movement Functions

SetBarterGold

CHHTaKCHC:
CODE
[ActorIDIPlayer.]SetBarterGold float

ITpumep:
CODE
SetBarterGold 200

Oynkuus SetBarterGold ycranasnuBaet y BbI3biBaromiero akrepa (ActorID) miu urpoka KoJM4ecTBO 30J10Ta Al TOPTOBIX Ha
yka3aHHoOe B Buje napamertpa (float) 3HaueHue.

Cw. taoke: ModBarterGold

OrHocutes k Tumy: Statistics Functions | Actor Functions

SetCellFullName

CuHTaKCHC:
CODE
SetCellFullName CellID '""New Name"

ITpumep:
CODE
SetCellFullName HouseForSale '"My House"

Oynknus SetCellFullName m3mensier otoopaxkaemoe B urpe ums siaeiiku (CelllD) Ha ykazanubii TekeT (“New Name™). 1o umMst
OyneT yKa3bIBaThCsI Ha JIBEPSIX, BEAYIIUX B STYCHKY, M HAa KapTe.
OrtHocurcs k tumy: Miscellaneous Functions

SetCellOwnership

CUHTaKCHC:
CODE
SetCellOwnership CellID NPC/FactionID (optional)

IIpumepsr:

CODE

SetCellOwnership WeynonPrioryHouse BladesFaction
SetCellOwnership MyImperial CityHouse

[Tpu Be30oBe hynkumu SetCellOwnership BragensiieM ykazaHHo# B Buje nmapametpa saeiiku (CelllD) cranoButces ykasannsiit NPC
win ¢paxuns (FactionID). Ecnu BTOpoii napaMeTp He ykaszaH, siueiika OyneT NpuHaIJIeKaTh HTPOKY.
Otnocures k Tuny: Crime Functions

SetCellPublicFlag

CuHTaKCHC:

CODE

SetCellPublicFlag CellID, Flag
setpublic CellID, Flag

ITpumep:
CODE
SetCellPublicFlag MyCell, 1

Oynkius SetCellPublicFlag ycranaBnuBaeT diar «oOmiecTBeHHas» I yKa3aHHOU B Buje napaMetpa sueiiku (CelllD) B "1" wium B
"0". OO1IecTBEeHHbIE STUEHKH BCETAa JIOCTYIHBI (TO €CTh, HEJb3sI MONACThCS Ha HE3aKOHHOM POHUKHOBEHHUH).
Otnocures k Tuny: Crime Functions



SetClass

CuHTaKCHC:
CODE
[ActorID.]SetClass Classname

ITpumep:
CODE
SetClass Warrior

Oynknus SetClass MeHsIeT Kilacc BeI3bIBaroIero akrepa (ActorlD) Ha yka3aHHBIN B BUe napameTpa HoBbIH kinace (Classname).
ABTOMaTHUYECKHI MEPECUET XapaKTEPUCTUK OYIyT BBIMOIHSITHCS TOJIBKO B TOM CIIydae, €Clii B CBOMCTBaX akTepa yCTaHOBJICHA
COOTBETCTBYIOIIAs TAIOYKA.

OrHocures k Tumy: Actor State Functions | Actor Functions

SetCombatStyle

CuHTaKcuc:
CODE
[ActorID.]SetCombatStyle CombatStyleID

Oynkmus SetCombatStyle yctanaBmuBaeT BeI3bIBatomeMy akTépy (ActorlD) HOBBIN 60eBOI CTHIIB, YKa3aHHEIHM B BHIE apaMeTpa
CombatStylelD.
Otnocures k Tuiry: Combat Functions | Actor Functions

SetCrimeGold

CHHTaKCHC:
CODE
[ActorID.]SetCrimeGold float

ITpumep:
CODE
SetCrimeGold 120.0

Oynknus SetCrimeGold ycranasiuBaet mrpad Bei3bIBaroniero akrepa (ActorID) B ykazanHoe B Buie lapaMetpa float 3HadeHue.
Cw. taxxe: GetCrimeGold, ModCrimeGold
Ortnocures k Tumy: Crime Functions

SetDestroyed

CuHTaKCHC:

CODE
[RefID.]SetDestroyed flag
SetDestroyed 1

Oynkmus SetDestroyed mo3BosieT MOMETHTH BBI3BIBAONTYI0 Konmio 00bekTa (RefID) kax "yHu4TOXEH", €CITN YCTaHOBHUTH
yKka3zaHHBIH B BuAe mapametpa flag B "1". Be13os ato#t dpyukimn ¢ dmarom "0" yoepet 3Ty oTMeTKy. [IpuHIMaIOTCS TOJIBKO
LEJIOYNCIICHHBIC 3HAYCHHUS.

3TO MOXET OBITH ITOJIC3HO IS UCTIONIF30BAThCA Ha JIBEPH WIIM aKTHBATOPE, YTOOHI TOKa3aTh, YTO OHU HE (PYHKITHOHUPYIOT.
PaspymieHHbIC IBEpH/aKTHBATOPHI HE BEIBOJST TSKCT MPY HABEJACHUH HA HUX KYpPCOpa M MX HEJb3sI aKTUBUPOBaTh. OOBEKTHI,
OTHOCSIIIIMECS] K YPOBHEBBIM CITCKaM, HE OYIyT CO3/1aBaTh HOBBIEX CYIIECTB.

IIpumeuanus:

Korna ¢yHKIMs BBI3BIBACTCS HA aKTEpE, 9TO HE 1aCT BO3MOYKHOCTH C HUM T'OBOPUTD, OTPaOUTh MIIM 0OBOPOBATH €TO.
OtHocures k Tuny: Miscellaneous Functions

SetDoorDefaultOpen

CuHTaKCHC:
CODE
[DoorID.]SetDoorDefaultOpen flag

O®ynkius SetDoorDefaultOpen ycTaHaBnMBaeT CI0XKHOCTb 3aMKa BbI3bIBatomux asepeit (DoorlD) B 3HaueHue 0 yMOIYaHUIO (CM.
GetDoorDefaultOpen). Komanzaa uMeeT cMbICT TOJIBKO JUIsL ABEPEH, KOTOPBIE OTMEUEHBI B PEIaKTOPE KaK MOCTOSIHHBIE (persistent);
HEIOCTOSIHHbIE ABEpH "'3a0yayT" Bce M3MEHEHHs, KOT/ia sT9eHKa BHITPY3UTCS U3 aMSITH.

OtHocures k Tuny: Miscellaneous Functions



SetEssential

CuHTaKCHC:
CODE
SetEssential ActorBase bool

ITpumep:

CODE

SetEssential MyFavoriteNPC 1
SetEssential MyLeastFavoriteNPC 0

Oynknms SetEssential mo3BossieT yctaHoBHTH (aar "essential” st ykazaHHOTO B BUe mapameTpa ActorBase aktepa (B "1" wim B
"0"). Korna srot daar ycranosneH B "1", NPC (creature) ctaHOBHTCS HeyOUBaeMbIM - €CJTH €TI0 3I0pOBbe OHMkKaeTcst 10 O 1 HIDKe,
aKkTep MPOCTO MOTEPsSIeT Ha BpeMs co3HaHue. OOBITHO ATO UCTIONB3YETCs, YTOOBI MPEIOTBPATUTH CIIYIaHOE INOO HAMEPEHHOE
yOHUHCTBO UTPOKOM KBECTOBOT'O IIEPCOHAKA, KOTOPBIH HEOOXOIMM ISl YCIIEIITHOTO 3aBEPIICHHS OTIPEICIIEHHOTO KBECTa.
[Ipumeuanne: OTMETHTE, YTO ATO MOKET pabOTATh KaK OIlepaTop BO3BpaTa, €Clii B kadecTBe ActorBase ykasats ref-epeMeHHyIo
(ykazaTenb Ha akTepa).

OtHocures k Tumny: Statistics Functions | Actor Functions

SetFactionRank

CuUHTaKCHC:
CODE
[ActorID.]SetFactionRank FactionID, newRank

ITpumep:

CODE

SetFactionRank FightersGuild, 0
CaranyaRef.SetFactionRank MagesGuild, -1

®ynkuus SetFactionRank ycranaBnuBaer [uis BizbiBatolero akrepa (ActorID) Hosblii panr (newRank) B ykaszanHol ¢pakunn
FactionID. Eciu aktep 4ieHOM (Qpakiiuu HE SIBISETCS, ()YHKIHS BKIFOYUT €0 B WICHBI (PpaKIMy B yKa3aHHOM HOBOM paHTe.
Ipu BEI30BE ByHKIMU ¢ mapameTpom newRank = -1 akrep u3 (pakiuuu OyAeT HCKITIOYCH:

CODE

SetFactionRank FactionlD, -1; 9T0 yganuT akTepa U3 yKa3aHHON QpaKIIi.

[Ipumeuanus:

Panr Bo (paknum ycraHaBnuBaeTcs Ha 6a30BOM 00BEKTE aKTepa Takke, Kak M Ha ero Komun. JIFo0o# akTep, MOPOKISHHBIH OT dTOTO
6azoBoro o0obekTa (ypoBHEBBIC CymiecTBa, pyHkmus PlaceAtMe, u Tak najnee), OyJaeT UMeTh 3Ty (QPAKIUIO U TOT K€ PaHr. ITO HE
SIBIISICTCA TIPOOIIEMOit T IepeNMEHOBAaHHBIX TIEPCOHAXKEH, KOTOPHIE SIBIISIOTCS YHUKAIFHBIMU B HTPOBOM MHpPE, HO MOXKET OBITh
npoOIIeMoit IS cily4aifHO reHepUPYEeMBbIX, HEMMEHOBAaHHBIX TIEPCOHAXKEH MIIN CYILECTB.

Cwm. takxke: GetFactionRank, GetFactionRankDifference, ModFactionRank

Ccebuiku: SetFactionRank/Reference

Otnocures k Tuny: Faction Functions | Actor Functions

SetFactionReaction

CHHTaKCHC:
CODE
SetFactionReaction FactionID, TargetFactionID, modValue

ITpumep:
CODE
SetFactionReaction FightersGuild playerFaction -20

®ynxuus SetFactionReaction no3BossieT yctaHoBUTH peakuuto (otHoweHue) ppakuuu FactionID ko Bropoii ¢ppakiyu
(TargetFactionID) Ha yka3zanHoe 3HaueHue (modValue).

Cwu. Taxke: Category:Factions, ModFactionReaction, GetFactionReaction, GetFactionRank, GetFactionRankDifference,
ModFactionRank

B ckpunitax O61MBrOHA UCTIONB3YETCS B 38 CKpUMITaX, B T.U.:

ArenaAnnouncerScript

ArenaBlueDoorICMonstersScript

ArenaBlueDoorOutsideICScript

Otnocures k Tuny: Faction Functions

SetForceRun

CHHTaKCHC:
CODE



[ActorID.]SetForceRun iForceRunFlag

Oynknus SetForceRun BriIrogaeT/BBIKITIOYAECT MPUHYIUTEIBHBIN OT TSl BeI3bIBatomero akrepa (ActorlD) ¢ moMonIpo yCTaHOBKH
¢mara iForceRunFlag. ITpu yctanoBke B "1" akTep 0exut, mpu "0" - HOpMaTbHBIA PEKIM.
OrtHocutes k Tumy: Actor State Functions

SetForceSneak

CHHTaKCHC:
CODE
[ActorID.]SetForceSneak iForceSneakFlag

Oynkums SetForceSneak BkITtouaeT WM BHIKIIIOYAET IS BRI3BIBarOIIEro akrepa (ActorID) pexum "kpacThes” ¢ TTOMOIIBIO YCTAaHOBKH
¢mara iForceSneakFlag. ITpu "1" - pexxum "KpacTbes” BKITIO4eH, IpH "0" - BO3BpAT K HOPMaIbHOMY PEXHUMY.
OrHocures k Tumy: Actor State Functions | Actor Functions

SetGhost

CHHTaKCHC:
CODE
[ActorID.]SetGhost iGhostFlag ( 0 mim 1)

Oynknus SetGhost BKITtogaeT/BBIKITIOUAET CTaTyC "pu3paka” uist Bei3biBatomniero aktépa (ActorlD). Korna on B ctaTyce mpu3paka:
AKTEp HE BCTyMaeT B APaKy.

AKTEp He MOXKET OBITH paHEH HU OPY)KHEM, HU 3aKJIHHAHUEM.

AxTEp OymeT moABEePIKEH BOTHBIM ITOBPEKACHUSIM U HEKOTOPBIMU JIOBYIIIKAMH.

Axté€p MOXET nanocuts nmoBpexaeHus. Tak, ncrons3oBanue player.SetGhost 1 He OyneT npensTcTBOBaTh HTPOKY YOMBATH €T0
Bparos.

[epconax MOKET BCTYIATh B pa3roBOP U ¢ HUM MOKHO HauaTh Pa3roBop.

ITepconax He MOKeT ObITH 0OOKpaJEH.

Cwm. takke: GetlsGhost

Otnocures k Tuny: Actor State Functions | Actor Functions

SetIgnoreFriendlyHits

CuHTaKCHC:
CODE
[ActorID.]SetIgnoreFriendlyHits ilgnoreHits

@ynxuus SetlgnoreFriendlyHits ncmonbs3yercs, 4ToObl 3acTaBUTh BhI3bIBaroLIero akrepa (ActorID) UrHOpUpoBaTh Ipy>KECTBEHHbIC
yIapsl (1 3alpeTUTh OTBETHBIE). PesxiM ycTanaBnuBaeTcs ¢ momouisio uiara ilgnoreHits. Ipu "1" akTep urHopupyer yaapsl, npu
"0" mepekioyaeTcs B OOBIYHBIA PeXXUM. AKTED, UTHOPUPYIOIIHMHA APYKECTBEHHbIE yaaphl, OyAET BECTH ceOsl CIEAYIOIUM 00pa3oM:
B 6010 He OyzneT cuuTaTh ApY)KECTBEHHBIEC yaphl - OH HUKOT/Ia HE OyyT MPOSIBISTH arpeccHIo K UTPOKY, HE3aBUCUMO OT TOTO,
CKOJIBKO pa3 OH MOIy4uI yAap.

BHe 00s1 npUHUMAaET HOPMaIBLHOE YUCIIO "APYKECTBEHHBIX 00€BBIX ynapoB” (3), Mpexk/e YeM MPOSBUT arpeccuio K UTPOKY.

Cwu. Taxxke: GetlgnoreFriendlyHits

Otnocures k Tuiry: Combat Functions | Actor Functions

SetInCharGen

CHHTaKCHC:
CODE
SetInCharGen flag

ITpumep:
CODE
SetInCharGen 1

Oynkmus SetinCharGen ncnonp3yeTcst IS yCTaHOBKH UTPOKa B COCTOSHUE «TE€HEpaIus IIepcoHaXka» ¢ momompio diara (flag). B
9TOM COCTOSHHHM UTpa OyJeT OTCIEKUBATh UCIIONB30BaHNE UTPOKOM boeBriX, Marndecknx 1 BopoBCKHX HABBIKOB IS TOTO, YTOOBI
creaepupoBath "Kinacc o ymomdanuio' (default class).

Cwmortpure Takxke: GetlsClassDefault.

Otnocures k Tuny: Player Functions

SetInvestmentGold

CHHTaKCHC:
CODE



[NpcID.]SetInvestmentGold Amount

ITpumepsr:
CODE
MyFavoriteNPC.SetInvestmentGold 500

Oynkius SetlnvestmentGold no3BossieT yCTaHOBUTH € IOMOIIBIO MapaMeTpa Amount KOIUYECTBO 30J0Ta, UHBECTUPOBAHHOTO B
NPC. Ono no6apisiercst K 4OCTYIHOMY AJIsl 0OOMEHa 30JI0Ty aKkTepa IIpU TOProBJIE U MO3BOJISIET HIPOKY COBEpLIATh O0JIee KpyIHbIe
CHEJKH, KOTJ]a OH CTaHET HKCIEPTOM TOPTOBIIH.

IIpumeuanue:

HuBecTupyemoe 30J0T0 He HaKarauBaeTcs. Eciiu Bbl yCTaHOBUTE KOJI-BO MHBECTHPOBaHHOTrO 30i0Ta B 500, a motoMm B 750, To NPC
nosryaut nipubasky B 750, a He 1250.

ITapamerp Amount 70JKEH OBITh LEJIBIM TTOJIOXKHUTEIBHBIM THCIIOM.

Cw. taxe: GetInvestmentGold

OrtHocutes k Tumy: Statistics Functions | Actor Functions

SetltemValue

CHHTaKCHC:
CODE
SetltemValue iSetGoldAmount

Oynknus SetltemValue ycranaBiuBaer 6a30ByIo IEHY MpeaMETa, 331aBaeMoTo ¢ momoiisio mapamerpa SetGoldAmount. OTMeTbTE,
YTO MPH BBI30BE HA KOMHK QYHKIHS U3MEHUT 0a30BbIil 00BbEKT (4TO MPUBEAET K M3MEHEHUIO CTOMMOCTH BCEX OCTATbHBIX KOMHI
3TOr0 00BEKTa B UTPOBOM MHpE).

OrtHocutes K TuITy: Statistics Functions

SetLevel

CHHTaKCHC:
CODE
[ActorID.]SetLevel iNewLevel, Level ToPCFlag, MinLevel (optional), MaxLevel (optional)

ITpumepsr:

CODE

SetLevel 10; ycTranaBiuBaeT a0COJIIOTHBIN YPOBeHb BbI3bIBAKOIIEro akTépa Ha 10

SetLevel 2, 1; yctanaBJIn4YaeT ypoBeHb BbI3bIBaIOIIero akrépa kak PC+2

SetLevel 0, 1, 6, 0; ycranaBian4yaeT ypoBeHb akTépa kak PC+0, c MUHUMAJILHBIM OTPaHMYEeHHEM 6, HO He BbIllle TEKYIEro
YPOBHS HTPOKa

Onucanue:

Br3oB gynkuumu SetLevel nozsossier u3meHuts ypoBenb NPC uinu cymectsa (ActorID) nn6o ycraHOBKOH aOCONMIOTHOTO 3HAUCHHMS
iNewLevel, 1n0o yBeIMYUTh YpOBEHb OTHOCUTEIBHO YPOBHS Urpoka ¢ nomousto ¢uara Level ToPCFlag = 1 Ha ykazannyo B
iNewLevel Bennunny.

IMapameTpsr:

"iNewLevel" - HOBBII ypOBEHb IEpCOHAXKA, CIIOCO0 ero ycTaHoBKH 3aBUCHT oT ¢urara Level ToPCFlag.

"LevelToPCFlag" - ¢ar, ycTraHaBIHBaIOMIHN CTIOCO0 pOCTa YPOBHS BBI3BIBAIOIIETO aKTEPa:

"LevelToPCFlag" == 0 ycranasnuBaet npsmoii pocT yposHs. IIpu atom LevelActor == "iNewLevel". Eciu ¢pnar LevelToPCFlag
SIBHO HE yKa3aH,
"LevelToPCFlag" == 1 ycTaHaBIMBaeT poCcT ypOBHA aKTepa B 3aBUCHUMOCTH OT TEKyILero ypoBHs urpoka. [Ipu stom Level Actor ==

LevelPC + "iNewLevel".

"MinLevel" u "MaxLevel" coorBercTBytoT ycTanoBkaMm Calc Min u Calc Max Ha 3aknaaxax NPC u Creature B pegakTope u
paboraroT ToJIbKO B TeX ciryyasx, koraa ¢uar Level ToPCFlag ycranosnen B "1". IIpu "Level ToPCFlag" == 0 napameTpst
"MinLevel" u "MaxLevel" He UMEIOT CMBICTA U MOTYT HE YKa3bIBaThCA.

Bri3oB SetLevel npuBener k HeMeIIEHHOMY IIE€PEPacUeTy CTaTUCTUKU aKTepa U ero CHapshKeHUs (Kak OyJTO UTPOK TOJIBKO YTO
[IOJHSJT YPOBEHbD).

ITpumeuanue: Ty QyHKIMIO MOXKHO BBI3BAaTh HA UTPOKE U M3MEHHUTH €TO YPOBEHB, OJIHAKO 3TO HE U3MEHUT €T0 CTATHCTHUKY (MHUp HE
OyZeT "moIHUMAaTh YPOBEHB' C HTPOKOM, TIOKAa OH HE MPOUIET Yepe3 3arpy30uHyI0 IBEph WIH HE TIOKWHET STYEHKY), TOITOMY 3TO HE
pexomenmyetcs. UcnonpayiiTe ms otux neneit AdvancePCLevel.

Cw. taoke: AdvancePCLevel

OrHocures k Tumy: Actor State Functions | Actor Functions

SetNoAvoidance
CHHTaKCHC:

CODE
SetNoAvoidance [0/1]



Oynknms SetNoAvoidance - ogHa U3 4 GyHKIUH, KOTOPBIE MOTYT UCTIOIB30BATHCS, YTOOBI YBEITMUUTh POU3BOJUTEILHOCTD UTPHI B
CUTYAIHSX, T/Ie MHOTO aKT€POB HaXOATCS B PEKUME 00 MITH BBITIOJHSIOTCS APYTHE CIOXKHBIE AeicTBUSA. OTMEThTE, YTO (iar
cOpaceIBaeTcs B KaXXI0M (perime, To3TOMY 3Ta (PYHKIHS B BEITIOIHAEMOM CKPHITE JOJDKHA BBI3BIBATHCSA HAa KOIHMH (00BEKTE) B
3arpyKeHHOH 00JIacTH.

Korma ¢mar ycranoBieH, akTepsl H30€rafoT CI0KHBIX IIEPEMEIICHIH, HalIpUMep, OHH MIEPEeCTaoT OTKPBIBATE IBEPH U 0OXOIUTH APYT
Jpyra.

Cwum. takke: SetScenelsComplex, SetAllReachable, SetAllVisible

Otnocures k tuny: Al Functions

SetNoRumors

CHHTaKCHC:
CODE
[ActorID.]SetNoRumors [0/1]

Oynknus SetNoRumors mo3BossieT npuHyAUTeIsHO YCTaHOBUTE ¢tar "No Rumors” mist BeizbiBatomiero NPC (ActorID), koTopsrit
ynpasisieT nosisnenueM tonuka "Ciyxu" B nuanore NPC ¢ urpoxom.
Otnocures k Tuny: Dialogue Functions | Actor Functions

SetOpenState

CHUHTaKCHC:
CODE
[DoorID.]SetOpenState flag

ITpumep:
CODE
SetOpenState 1

Oynkius SetOpenState MO3BOJSET BU3YJIBHO, C COOTBETCTBYIOIIEH aHuManuel, 3akpbITh (flag == "0") unu otkpsITs (flag == "1")
BoI3bIBatoutue sepu (DoorlD), eciau oHM 3arpy>keHbl U HAXOIATCS B OAHOM siueiike ¢ urpokoM. He BIusieT Ha OTKPBITHIE MO
YMOJYaHUIO IBEPH.

Cwum. Taxke: GetOpenState

OrtHocurcs k tumy: Miscellaneous Functions

SetOwnership

CuHTaKCHC:
CODE
[RefID.]SetOwnership NPC/FactionID (optional)

ITpumep:

CODE

SetOwnership BladesFaction
RewardSwordRef.SetOwnership

Bnanensuem xormu o6bsekta (ReflD), Ha KoTOpo#i BEI3BIBaeTcs GyHKIma SetOwnership, cTaHOBUTCS yKa3aHHBIHN B BHE ITapaMeTpa
(NPC/FactionID) NPC unu ¢ppakuus. Eciu BTropoit mapameTp He yKa3aH, BJIAJCNIbIIEM CTAHOBUTCS UTPOK.
Otrocures k Tamy: Object Functions

SetPCExpelled

CuHTaKcuc:
CODE
[Player.]SetPCExpelled FactionID iFlag

ITpumep:

CODE

SetPCExpelled MagesGuild 1; uarnats urpoka u3 ¢ppaxuuu MagesGuild u ycranoButb ¢uiar "'expelled" B coctosinue True
(ucTuHa) - "usrnan"’

Oynkmus SetPCExpelled mo3BossieT ycTaHOBUTH IS IepcoHaka urpoka ¢utar "expelled", ycTaHaBiIMBaroNiii Mpu3HaK U3THAHUS €TO
n3 Qpaxkuuu:

Korna iFlag paseH 1, urpok Beironsiercst u3 ykazanHolt ¢ppakuunu (FactionID) u n3mensier "expelled" dutar Ha «uctuny» Ecin urpox
HaXOJMTCS B siUEiiKe, KOTOPOH BiajeeT yKka3zaHHas (hpakius, OH aBTOMaTH4YECKH OyAET TeJIEeNOPTUPOBaH Yepe3 OJIVDKAMIIYIO 1BEpb.
Korna ¢unar iFlag ycranosinen B 0, ¢aar "expelled" cOpacbiBaercst.

Cwu. Taxoke: GetPCExpelled



Otrocures k Tamy: Faction Functions | Player Functions
SetPCFactionAttack

CuHTaKCHC:
CODE
SetPCFactionAttack FactionID iFlag

ITpumep:
CODE
SetPCFactionAttack ThievesGuild 0

@nar «faction attack» yctaHaBnmBaeTCs KaKIblid pa3, KOTJa HIPOK HaNaaaeT Ha YjeHa COOTBETCTBYIONIEH (ppakimm.

Oynkums SetPCFactionAttack mis ykazannoit gppakmuu (FactionID) mo3BossieT yCTaHOBUTB 3TOT ¢uiar IpUHYIUTEIHHO, UCTIONB3Y S
mapametp iFlag == 1. Uto0s1 ouncTuTh ero, ncnone3yite iFlag == 0.

Cwum. Take: GetPCFactionAttack

Otnocures k Tuny: Faction Functions | Player Functions

SetPCFactionMurder

CuHTaKcuc:
CODE
SetPCFactionMurder FactionID iFlag

ITpumep:
CODE
SetPCFactionMurder ThievesGuild 0

@nar "faction murder" ycraHaBIMBaeTCs KaXIbIH pa3, KOrja UTPOK yOMBaeT 4ieHa yKka3aHHOU ¢pakunn. OyHKIus
SetPCFactionMurder no3Bousier st ykazanHoit ¢ppakuun (FactionID) yctanoBHTB 3TOT (uar npuHyAuTeIbHO, uenonb3ys iFlag = 1.
YroOb! ouncTuth GyHKIMIO, Hcnoib3yiire iFlag = 0.

Cwu. Taxke: GetPCFactionMurder

Otnocures k Tuny: Faction Functions | Player Functions

SetPCFactionSteal

CuHTaKCHC:
CODE
SetPCFactionSteal FactionID iFlag

ITpumep:
CODE
SetPCFactionSteal ThievesGuild 0

®nar "faction steal” ycraHaBiaMBaeTCsl KaXkKAbIi pa3, KOTrja UTPOK BOPYET Y WieHa yKa3aHHOH (pakuuu (HECMOTPS Ha TO, OBIJIO JIU 3TO
MPECTYIJICHUEM, WJIH HET).

Oynknus SetPCFactionSteal mo3omnsieT mis ykazanHo ¢pakiuu (FactionID) ycTaHOBUTE 3TOT Quiar MpUHYIUTEINBHO, UCTIONB3YSI
iFlag = 1.

Urto0b! ouncTuTh GYHKIHUIO, Hemonb3yiite iFlag = 0.

Cwm. taoke: GetPCFactionSteal

Otrocures k Tamy: Faction Functions | Player Functions

SetPCFactionSubmitAuthority

CuHTaKcuc:
CODE
SetPCFactionSubmitAuthority GuardFactionID iFlag

ITpumep:
CODE
SetPCFactionSubmitAuthority ICFaction 0

@nar «faction submit authority» ycTaHaBIUBaeTCs aBTOMaTHUECKHU KX AL pa3, KOra UrPOK MOAUUHSIETCS CTpake (UOET B TIOPbMY
WIN TJIATHUT ITpad) yKa3aHHOH (pakiyy.

@ynxuuns SetPCFactionSubmitAuthority mo3Bossier s ykazanuoi ¢ppakiuu (FactionID) ycTaHOBUTB 3TOT ¢uiar IpUHYIUTEIBHO,
ucnons3ys iFlag = 1.

Jlist ounctku GyHkumu ucnonssyiite iFlag=0.

Cwu. Taxoke: GetPCFactionSubmitAuthority



Otrocures k Tamy: Faction Functions | Player Functions
SetPCFame

CuHTaKCHC:
CODE
SetPCFame value

ITpumep:
CODE
SetPCFame 52

Oynknus SetPCFame ycranaBinBaeT 3HaUE€HUE «CIIaBBI» JIJIST HTPOKA, YKa3aHHOE B BUje mapamerpa "value". ToNbKO UTPOK UMEET
SHAYCHUA «CJIABbI» U «I1030pa>».
OtrHocures k Tamy: Player Functions

SetPCInfamy

CHHTaKCHC:
CODE
SetPCInfamy value

ITpumep:
CODE
SetPCInfamy 52

Oynkmus SetPClnfamy ycTanaBnmBaeT 3HaU€HHE «11030pa» IS HTPOKa ¢ MOMOIIBI0 Tapamerpa "value". ToIpKo UTPOK UMeeT
SHAYCHUA «CJIABBI» U «I1030pa».
Otnocures k Tuny: Player Functions

SetPCSleepHours

CuHTaKCHC:
CODE
SetPCSleepHours iHours

ITpumep:
CODE
SetPCSleepHours iHours

Oynkuus SetPCSleepHours 3acTaBiseT urpoka NpUHYAUTENBHO CHATh yKa3aHHOE B Buje napamerpa iHours koi-Bo 4acos.
[Tpumeuanue: Jta GyHKIMS HE BEI30OBET aBTOMATHYECKOE MOBBILICHUE YPOBHSI, JaXKe €CIIM y UIPOKA €CTh HY>KHOE KOJI-BO
MOBBIIIEHUI HaBBIKA.

Cwu. Taxoke: GetPCSleepHours

OtHocutes k Tuny - Player Functions

SetPackDuration

CuHTaKCHC:
CODE
SetPackDuration iDuration

IIpumepsr:
CODE
SetPackDuration 2.0

Oynknus SetPackDuration yctaHaBimBaeT Mpo0HKUTEILHOCTD TEKYIIETO MakeTa akTepa B TedeHUe BpeMeHu iDuration (B MUHYTax
UTPOBOrO BPEMEHH). DTO MOXKET ObITh MOJIE3HO B CUTYAIIMAX, TI€ BBl XOTUTE, YTOOBI IIAKET BBHIMOIHSLICS MEHBIIIE Yaca.
Ortnocures k tumy: Al Functions | Actor Functions

SetPos

CHHTaKCHC:

CODE

[ObjectID.]SetPos axis, pos

ITpumep:
CODE



SetPos y, 100.56

Oynkmus SetPos mmenser koopanHaTh (pos) o0bekra (Object]D) B Mupe mo oxHOM U3 oceit (axis) (X, y, z). KoopauHater nmeroT
tur float.
OrtHocutes k Tuiry: Movement Functions

SetQuestObject

CHHTaKCHC:
CODE
SetQuestObject ObjectID flag

ITpumep:

CODE

SetQuestObject Jauffre 1
SetQuestObject QuestFoozle 0

@yuxuus SetQuestObject ycranasnusaet ¢aar (flag) "kBecToBblil npeaMeT” HA yKa3aHHOM B BHE ITapaMeTpa 00bEeKTe WIIN aKTepe
(ObjectID) B "1" umm "0". Korzaa ¢uiar ycranosien B "1":

NPC/CymecTBo — UMEIOT IPHOPUTET B OOHOBJICHHSIX, KOT/Ia UTPOK N3MEHST cocTosiHKE npouecca. Harnpumep, "kBectoBeie” NPC
OyIyT cle0BaTh 32 HTPOKOM B IPYTYIO JIOKALMIO uepe3 ABepb ObicTpee. Tpynbl He OyayT "momuuIaTses”, Korna MpuaeT Bpems
OOHOBIISATH STYEHKY.

ITpeaMeTsI HHBEHTAPSI — UTPOK HE MOXKET MPOJABaTh MM COPACHIBATh "KBECTOBBIC MIPEAMETHI'".

Otrocures k Tamy: Object Functions

SetRestrained

CuHTaKCHC:
CODE
SetRestrained flag

ITpumepsr:
CODE
SetRestrained 1

Oynknms SetRestrained ycraHaBIuBaeT akTepa B ylep:KaHHOE COCTOSIHUE (MITH OYUCTHTD COCTOSIHUE). Y IepKaHHBIE aKTephl He
OyIyT mepeMemaThCs OT UX TEKYIIUX KOOPJAWHAT, HO OYAYT MPOAOJDKATh ' TyMaTh'" (TTaKeThl BEIOOPA, BHITIOTHEHHE OXPaHHBIX
(YHKIIUH ¥ TIOAHATHE TPEBOTH), U UATH Ha THAJIOT.

[Ipumeuanne: Korna GpyHKIns BeI3BaHA HAa IEPCOHAXE UTPOKA, OH CMOKET CMOTPETh BBEPX MIJIM BHH3, HO BIIPABO FITH BIIEBO HET.
Cwmotpure Take: SetUnconscious

Otnocures k tuny: Al Functions | Actor Functions

SetRigidBodyMass

CuHTaKCHC:
CODE
SetRigidBodyMass fMass

ITpumep:
CODE
SetRigidBodyMass 80

Oynkius SetRigidBodyMass ycTanaBinuBaeT Maccy npeaMeTra ¢ moMobto napamerpa fMass, koTopast onpeemnsieT, HaCKOIbKO
JIaJieKo OH JIBUTAETCsl, KOT/1a UTPOK TOJKAET ero wiu ynapset opyxueM. Jlomycrumole 3Hauenus 0....100, 3nauenue 100 o3Havaer, uto
[peMET He IBUTAeTCs.

Otrocures k Tamy: Object Functions
SetScale

CuHTaKCHC:

CODE

[ObjectID.]SetScale float
ITpumepsr:

CODE
SetScale 1.5



Oynknus SetScale ycTanaBIMBaeT MacIITa0OHBIN MHOKUTENb pa3Mepa BbI3bBatomero oonrexra (Object]D), yka3aHHBIH B Buie
napametpa float. [Ipu mHOXUTENE, paBHOM "1.0", pasmepsl 00bekTa He m3MeHATCs, pu "2.0" - yBennyarcs B 1Ba pas3a, u T.JI.
Macmrab orpanndet nuamnazoHom 0.5.....2.0. yHKIHS MOKET IPUHAMAThH 3HAYCHHS U BHE DTOTO JHAra3oHa, HO JaJIbHEHIIIEero
M3MEHEHHS pa3Mepa He IOCIeayeT.

IIpumeuanus:

Pasmep orpanuuen 3nauenusmu ot 0.5 10 2.0. yHKIMS MOKET IPUHUMATH 3HAUEHHSI U BHE ATOTO JMana3oHa, HO JaJbHEHIIero
M3MCHCHHUS pa3Mepa He MOCIeayeT.

Korna yHKIMs HCHONIB3yeTCs Ha UTPOKE B PEXKHUME OT MEPBOTO JINIA, U3MCHCHUS BUIHBI HE OyIIyT, €CIH MEPEKIIOYUTHCS Ha BUJ OT
TPEThero Juia. XoTs Touka 0030pa UrpoKa B PexKUME OT IEPBOTO JIAIA M3MEHUTCS (CTAHET BBIIIEC WITH HUXKE), HO HE HACTOJBKO,
YTOOBI 3TO OBUIO BU3YaJIbHO 3aMETHO.

Korna ¢ynknus ucnosnb3yercs Ha NPC, napaMeTp (GyHKIMU HCIIONB3YETCS KaK MHOXKHTEIb JJ1s 0a30BOr0 3HAYECHUS pa3Mepa
nepconaxa. Hampumep, Beicokuii Omb¢ umeeT pasmep 1.1, Bei3biBas Ha HeM SetScale 1.5, Mbl omydum pasmep 1.65, 1 IMEHHO 3TO
3HaueHue Oyaer Bo3Bpamiarbes Gpynknueii GetScale.

CwMm. taxke: ModScale.

OrtHocutes k Tury: Statistics Functions

SetScenelsComplex

CHHTaKCHC:
CODE
SetScenelsComplex [0/1]

Oynknus SetScenelsComplex ucmonbiyercs, 9To0B yIPOCTHTh 00padOTKY CIO0KHBIX KOMIDIEKCHBIX CIIEH B CHTYallUsAX, KOTAa B 00
BOBJICUCHO MHOXECTBO aKTEPOB.

OTy QyHKIMIO HyKHO HCIONB30BaTh OCTOPOKHO, U TOJIBKO TOTAA, KOTJa BBl YBEPEHBI, YTO KOHTPOJIHUPYETE CUTYAIHIO, TOCKONBKY €€
HCTIONIb30BAaHKE CYIIECTBEHHHO U3MEHSET IOBEICHHE AKTEPOB B UI'PE 110 CPABHEHUIO C UTPOBBIMH yCTAHOBKAMH.

Baxxnoe 3ameuanne: ®nar oOHYISETCS B KOKIOM QperiMe, TTOdTOMY JIJIsl TOTO, 9TOOBI (urar "KOMITIEKCHOM CIIEHBI" TIOCTOSTHHO
YCTaHaBIMBAJICS, BaM HYKHO BCTABHUTH 3TY (DYHKIIMIO B CKPHIIT, KOTOPBII BHIMOJIHSIETCS HA 00BEKTE B KAKOW-HUOYIb 3arpyKCHHON
obnacty (HarpuMep, 3TO MOXKET OBITh IBEPb HJIM aKTHBATOD).

BakHble M3MEHEHUsI, KOTOPBIE BBI3BIBAIOTCS YCTAHOBJICHHBIM B "1" pi1arom "KOMIUIEKCHOW CLIeHBI':

YMeHbIlIeHNE JeTaIN3alMu U1 aHUMAalUK U 3ByKa.

IIpoBepku OTHOLIEHUS K LIEJIU - 3TO HEBBIMOJIHEHHE JJIs aKTEPOB YacTU MPOBEPOK "NoJkeH atakoBaTh" (“should attack™)
HEMOCPEICTBEHHO BO BpeMsi 004

Bo Bpemst 005t He IPOBEPSIOTCSI OTPAaHUYCHUS HA NIEPEABMKEHHS (aKTEPhI MOTYT Ha 00BEKTaX OTCTYIIUTH B CTOPOHY H T.II.)

Huskue u HIbKe cpeJHEro ypoBHH MPOIiecca He OOHOBIISAIOTCS - 3TO OY€Hb BayKHO! DTO 03HAYAET, YTO JUIS aKTEPOB, KOTOPBIE HE
HaxojsaTcs B 3arpyxxenHoi oosnactu, HE BYJIYT OBHOBJIEHDI ycranoBieHHbIe (iaru 10 TeX mop, Moka OHKW He MPOUIYT uepe3
3arpyKeHHYI0, HarpuMmep, ABeps. M 3To TaBHas NpUYNHA, H3-3a KOTOPOH 3Ta (PyHKIHMS TOJDKHA UCTIONh30BaThCs C 0CO00H
OCTOPOKHOCTBIO.

IMosBnsAtOmMECS B 3arpy>KEHHOW 00JIaCTH TPYIBI yOHPArOTCS JaIle.

HaxoxneHne myTu oTKIIIOUEHO (akTepbl He OyIyT OTKPBIBATh ABEPH MM 00XOJIUTH JAPYT Apyra)

Cwm. takke: SetAllReachable, SetAllVisible, SetNoAvoidance

OtnHocures k tuny: Al Functions

SetShowQuestItems

CuHTaKCHC:
CODE
SetShowQuestItems flag

Oyrkmus SetShowQuestltems wconb3yeTces IS TOTO, YTO MOKa3bIBaTh WU MPATATh 'KBECTOBBIE" MPEAMETHI B HHBEHTApE UTPOKa
(0OBIYHO UTPOK HE MOXKET cOpachIBaTh M MpoaaBath "kBecToBBIe" mpeametsl). Korna ¢uar flag == 1, "kBecToBbIe" mpeaMeTs! OymyT
NoKasaHbl B MHBeHTape (1o ymosryanuio). Korna flag = 0, "kBecToBbIe” peAMETHI HE 0TOOPaXKaIOTCH.

OueBUIHO, YTO 3Ta (GYHKIMS JOJDKHA UCTIOJIB30BAThCS B OUEHb PEIKHUX CIydasX, KOTrJa Hy»KHO, 4TOOBI HTPOK HE IOTEpsUT HaBceraa
CBOU "KBECTOBBIE" MIPEIMETHI.

Otnocures k Tumny: Object Functions

SetSize

CuHTaKCHC:
CODE
SetSize iValue

ITpumepsr:

CODE

SetSize 10.0; YBesumuut poct yenoBeka Ha 10 ex, T.e. oH cocraBut 128+10=138 en.
SetSize -7.0; YMeHBIIUT POCT Ye0BeKAa Ha 7 eI, T.e. OH cocTtaBuT 128-7=121 en.
SetSize 0.0; Bo3Bpamaer pocTt 4ejoBeKa K CTAHAAPTHOMY 3HadeHuio 128 ex.



Br3oB dyHkmu SetSize yMeHbIIaeT/yBEITUIMBACT POCT YEJIOBEKa Ha YKa3aHHYIO BETUIHHY iValue, SBISIONIYIoCS BeIeCTBEHHBIM
YHUCIIOM C IIIaBaromieil Toukoi. CTaHAapTHBIA POCT YelloBeKa B UMIepun Tampuanb cocTaBiseT 128 exuaut (units).
OrtHocures k tumy: Miscellaneous Functions | Actor Functions

SetStage

CuHTaKcuc:
CODE
SetStage QuestID StageIndex

ITpumep:
CODE
SetStage MS27 30

Oynknus SetStage ycTaHaBIMBaeT yKazaHHYIO B Buje mapamerpa craauio (Stagelndex) xBecta (QuestID) B cocTosiHme "BrimomHeno"
(Completed). Pe3ynbTaTsl BRITIOTHEHUS Pa3IHIHBIX SJIEMEHTOB CTAIHH KBECTa MOTYT HCIIOIB30BaTHCS B KAYECTBE YCIOBUI
(pe3ynbTaThl HOMCKOB, TOOABJICHUE 3aIIMCEil B KBECTOBBIH )KypHaJI, 3aBepIICHHE KBECTa, €CIIH ATO HEOOXOANMO).

IIpumeuanus:

Ecnu a0 nepBas cragus KkBecTa, oHa Oynet no0aBiieHa B )KypHaI M UTPOK HOJIyYHUT Ha dKpaHe coobmenue "Ksecr nodasnen” ("Quest
Added").

Ecnu kBect B HacTosiiee BpeMsi He BBINOJIHSIETCS, BHI30B SetStage aBTOMAaTHYECKH €ro 3aIlyCTHUT.

Bcerna nomuunte, uto Setstage oOpabaTbiBaeT (IPHHUMAET) TOJIBKO TE CTAHH, KOTOPBIE ONpe/iesieHbl Ha Biaike "Quest Stages”
sToro kBecta. Eciu Bl mombITaeTech yCTaHOBHTE CTaJHIO KBECTa, KOTOpas HE OlpeesieHa, MHICKC CTaIiH BOOOIIE He U3MEHHTCS.
Cxpunr B nosie "Result" cragmm kBecTa OyaeT BEIIIOIHEH cpa3y ke Iocie BbI3oBa (pyHKunu SetStage. [ maBHBIN ckpunT, coneprkanmii
BEI3BIBaeMyIo (GyHKIHIO SetStage, OymeT MPHOCTaHOBIICH 10 TEX MOP, TOKA HE BBIIOJIHAUTCS CKpUNT B moje "Result". BoamoxxHo maxke
HCTIONBb30BaHue KoMaHIb! SetStage 1 B camoM nosie "Result". B 3ToM cirydae HOBBII CKPUIT B 3TOM IT0JI€ BBITIOJTHHUTCS] BMECTO
KOMaH[BI SetStage, a CTapblii CKPUOT MPOJOIDKUTCS MOCIE TOTO, KaK 3aKOHIUTCS HOBBIMH.

HeBo3MOXHO onpeaenuTs nepeMeHHbIe B ckpunTe moutst "Result” cragum kBecta! DTOT TEKCT CKOMITUITUPYETCS, HO IIEpEMEHHBIC
OynyT Bcerna paBusl "0"

Cwu. Taxoke: GetStage, GetStageDone

OtHocures k Tumny: Quest Functions

SetUnconscious

CHHTaKCHC:
CODE
[ActorID.]SetUnconscious flag

IIpumepsr:
CODE
SetUnconscious 1

@ynxkuus SetUnconscious ycTaHaBiIMBaeT BhI3bIBaronero akrepa (ActorID) B Oecco3HaTebHOE COCTOSHHE (MIIM OUHUILAET COCTOSIHUE)
Y TTOMOIIM yKa3aHHOTO B Buje napamerpa ¢uiara (flag) co 3nauenuem "1". beccoznarenbHble akTephl He "ayMaroT" BooOIIe.
BrinonHseTcs Tonpko aHMManus 0e3aeHCTBUS M GU3HMYECKOE PearnpoBaHie Ha IPEAMETHI, YAAPSIOUINE HX.

IIpumeuanus:

ITpu Be130Be PyHKIMU SetUnconscious Ha MEPCOHAXKE UTPOKA OH CMOXKET CMOTPETh TOJIBKO BBEPX MIIM BHH3, HO HE BIIPABO MIIH
BJIEBO.

YcraHoBka 3T0TO (htara Ha akTepe MPUBEIET K HEBO3MOKHOCTH €r0 HOPMAJIBHOH akTUBAIK ( Tpabeka, KapMaHHOW Kpa)ku MITH
Oecellbl ¢ HUM) IO TEX TOP, Toka ¢utar "6ecco3HarenbHOCTH" HE OyneT cOpomeH (ycranosieH B "0").

Bb130B 3TOH (pyHKINH Ha aKTepe, HAXOAAIIEroCsl B IAHHBIH MOMEHT B PEXXHME JHUANO0ra, He MPUBEAET K €T0 HEMEIEHHOMY
3aBEpLICHHIO, OJHAKO B JAJIbHEHIIIEM BCE TMAJIOTH CTaHyT HEBO3MOXHBI 10 cOpoca (hiiara.

Otnocures k tuny: Al Functions | Actor Functions
SetWeather

CuHTaKCHC:
CODE
SetWeather WeatherID, WeatherOverrideFlag (optional)

IIpumepsr:

CODE

SetWeather clear

sw OblivionStormTamriel 1



dynkmus SetWeather ycTaHaBlIMBaeT IIOroly K yKazaHHOMY B BUjIe napamertpa tuiry noroasl WeatherID. IToroga HauneT mepexon K
HOBOM TOT0/Ie, BpeMs mepexofa - 3To ycraHoBka "Trans Delta" Ha HOBoM 00bekTe mMOroApl. OTMETHM, YTO €CJIM TIOT0/1a B HACTOSIITUI
MOMEHT HU3MEHSIETCS, 9TO OCTAHOBUT €€ N3MEHECHNE U HAYHETCS TIepeX0]] K HOBOH TOTO/IE.

Ecmm meobs3arensueiii ¢irar WeatherOverrideFlag ycrarnosiern B "1", To moroia ocTaHeTCs B TEKYIIEM COCTOSHHH JI0 TEX IOP, TTOKa
He Oyzer Bei3BaHa pyHknus ReleaseWeatherOverride, koTopast yCTAHOBUT HOPMaJIBHBIN PUTM CMEHBI TIOTOJTBI.

[Ipumeuanue: Tun MOrobl MOKHO CMEHHTH ¢ TOMOIIBIO IBYX (yHkimiA: ForceWeather u SetWeather. OTinuyaroTcst OHH TOJIBKO TEM,
YTO B MIEPBOM CIIy4dae MePeXo MPOU30MIET MIHOBCHHO, & BO BTOPOM - IUIABHO, B COOTBETCTBHH C HACTPONKAMH 00BEKTa MOTOIBI.
Cnucok goctynsbsix TumnoB norojsl WeatherID (Console IDs):

Tamriel

CamoranWeather 000370CE

Clear 00038EEE

Cloudy 00038EFE

DefaultWeather 0000015E

Fog 00038EEF

Overcast 00038EEC

Rain 00038EF2

Snow 00038EED

Thunderstorm 00038EF1

OblivionStormTamriel 000836D5

OblivionStormTamrielMQ16 0006BC8B

Oblivion

tba

CwM. taxxe: ForceWeather, ReleaseWeatherOverride
OrHocutcs k Tuiy: Weather Functions

ShowBirthsignMenu

CHHTaKCHC:
CODE
ShowBirthsignMenu

@ynxuuns ShowBirthsignMenu BbI3bIBacT OKHO BBIOOpa 3HaKa 30,1uaka. [Ipeapaynmii 3HaK OyaeT 3aMeHeH.
CwM. taxxe: ShowRaceMenu, ShowClassMenu
Otrocures k Tamy: Player Functions

ShowClassMenu

CuHTaKCHC:
CODE
ShowClassMenu

®ynxuuns ShowClassMenu oTKpbIBaeT OKHO BBIOOpa Kilacca NMepcoHaka UrpoKa.
(Komanzma cOpocHT TeKyIne HaBBIKH UI'POKA)

Cwu. Taxoke: ShowBirthsignMenu, ShowRaceMenu

Otrocures k Tamy: Player Functions

ShowDialogSubtitles

CHHTaKCHC:
CODE
ShowDialogSubtitles 0/1

®ynxuus ShowDialogSubtitles riro6abHO BKIIIOUACT/BBIKIIOUACT CYOTUTPHI K Juaioram (youpaeT GJIM30CTHYIO IIPOBEPKY).
Otnocures k Tuny: Dialogue Functions

ShowEnchantment

CuHTakcuc:

CODE

ShowEnchantment

®ynkius ShowEnchantment BbI3BIBa€T B UTPE TUAIOTOBOE OKHO 3a4apOBaHUS.
Cwum. Taxoke: ShowSpellMaking

Otnocures k Tuny: Magic Functions | Player Functions

ShowMap



CuHTaKCHC:
CODE
ShowMap MapMarkerID, enableFastTravel (optional)

ITpumep:

CODE

ShowMap SecretDungeonMapMarker; noka3biBaer SecretDungeon Ha KapTe MHpa, HO IepeMeCTUTHCSI TyAa ¢ moMouIbio fast
travel Hesb3s1.

ShowMap NotSoSecretVillageMapMarker, 1; nokassiBaer NotSoSecretVillage Ha kapTe Mupa, 1 Ty/1a MOKHO MlepeMeCTHTHCS
¢ momomnio fast travel.

Oynkus ShowMap nobasister ykasannsiid Mmapkep (MapMarkerID) Ha MupoByto KapTy urpoka. ITpok He CMOXKET epeMeCTUThCS
Tynaa ¢ momonipio fast-travel, ecu durar enableFastTravel He yctanosnen B "1" (pasen 0).
OrtHocurcs k Tumy: Miscellaneous Functions

ShowRaceMenu

CHHTaKCHC:
CODE
ShowRaceMenu

Oyukius ShowRaceMenu BI3bIBaeT OKHO BbIOOpa pachl (CHEIHATBHBIC CIOCOOHOCTH HOBOW Pachl 3aMEHSIT CTaphIC).
Cwu. Take: ShowBirthsignMenu, ShowClassMenu
Otrocures k Tamy: Player Functions

ShowSpellMaking

CHHTaKCHC:
CODE
ShowSpellMaking

Oynkuust ShowSpellMaking BbI3bIBaeT JUaIOrOBO€ OKHO CO3/1aHUS 3aKJIMHAHUI.
CwM. Taxxe: ShowEnchantment
Otrocures k Tairy: Magic Functions | Player Functions

SkipAnim

CuHTaKCHC:
CODE
[ActorID.]SkipAnim

Br13oB Qynkumu SkipAnim npuBOAXT K HEMEAJICHHOMY 3aBEPIICHHIO TIPOUTPHIBAEMON aHUMAaIMK B TeKyleM Qpeiime (kazape) uis
BbI3bIBaroulero akrepa ActorID.

IIpumeuanus:

JeiictBre gpynkunu SkipAnim Ha 00beKT OyAET MPOAOIDKATHCS 10 TEX MOP, MOKa OOBEKT OCTACTCS 3arpyKEHHBIM B TEKYILEH sueiike
Wy He OyIeT BBI3BaHO HOBOE IIPOUTPHIBAHIE aHMMAIINH ¢ ToMoIbio ¢pyHkuui LoopGroup mmm PlayGroup.

OyHknus paboTaeT HEHAIE)KHO M MOKET BBI3BIBATh MEPIIAHUE BBI3BIBAIOIIETO AKTEPA, a TO U TIOJIHOE NCUE3HOBEHHE, NN JKE
KaxyIleecss 0TOOpaKEHUE B APYTOM MECTE, YEM 3TO €CTh (DaKTHIECKU.

Cwu. Taxke: LoopGroup, PlayGroup

OrtHocutes K TuIy: Animation Functions

StartCombat

CuHTakcuc:

CODE

[ActorID.]StartCombat TargetActorID

ITpumep:

CODE

StartCombat SuperGuard

Oynkmus StartCombat nmpuHy)aaeT BeI3bIBaronero akrépa (ActorID) HagaTts 00if ¢ ykazaHHBIM B BHIe mapameTrpa TargetActorID
BTOPBIM aKkTepoM. Bei3bIBaromuii akTép OyieT Bcerza JiepKaTh LEeJIEBOro akTépa IepBbIM B CBOEM CITHCKe Iiesel (target list).
OtHocures k tuny: Actor Functions | Combat Functions

StartConversation

CHHTaKCHC:



CODE
[ActorID.]StartConversation TargetActorID, TopicID

ITpumepsr:

CODE

StartConversation Joe, SecretTopic
StartConversation player, ForceGreetTopic

Oynkius StartConversation HCIOIb3yeTCs A IPUHYAUTENBHOTO Hauana auanora mexxay Asymsi NPC Ha onpenenéHHuyro TeMy.
Korna BbI BbI3bIBacTE 9Ty QyHKIMIO HA akTépe (ActorID), OH HauMHAET NCKATh YKAa3aHHOTO B BHJIE NTapaMeTpa LeJIEBOro akTépa
TargetActorID, uTo6b1 Hauats paszrosop (TopicID), HezaBucumo ot Toro rae 3ty 18a NPC HaxonsTcs B HacCTOsIIEE BPEMSL.

Br1 MokeTe TakxKe HCHOIBb30BaTh 3T0, 4T006I NPC npruHYyIUTEIHO 00paTHIICS K HTPOKY, YCTaHABIMBAs UTPOKa Kak TargetActor.
VYka3aHHast TeMa OyJeT HCIIOIb30BaThCSl BMECTO HOPMAJIBHOTO IIPHUBETCTBEHHOTO TOMHKA, TAKUM 00pa3oM Bel MoxkeTe 3acTaBUTH
NPC nauaTs quasnor ¢ 1r000# TeMsl, Kakyto 3axoture (Mcmons3yiite Greeting, eciu Bl XoTHTe IPOCTO 0OBIYHOE IPUBETCTBUE).
Otrocures k Tamy: Dialogue Functions | Actor Functions

StartQuest

CHHTaKCHC:
CODE
StartQuest QuestID

ITpumep:
CODE
StartQuest SQ09

Oynknms StartQuest 3amyckaeT ykazaHHBIN B Bue mapameTpa QuestID kBecT. D10 03HadaeT, 4To:
Bce BiioskeHHBIE B KBECT TUANOTH OyIET BKIIOYEHBI.

CKpUNTHI KBECTA, €CIIM TAKOBBIC €CTh, HAYHYT BBITIOJIHATHCS.

Cwu. Taxoke: StopQuest

OtnHocures k Tumny: Quest Functions

StopCombat

CHHTaKCHC:
CODE
[ActorID.]StopCombat

Oynkmus StopCombat octanaBimuBaeT 00 A1 BRI3BIBaromero akrepa ActorlD. OxHako, eciim akTep BCe eIlle arpecCUBeH U IMEeT
HU3KOE PACIIOJIOKEHHE K JTF00OMY H3 PSAI0M HAXOMASIIMXCS aKTePOB, OH MOXET HEMEJICHHO BO3BpaTUThCs B Ooit. Hanbomee mone3Ha
9Ta QPYHKIHS B TEX CIy4asX, KOrjia TpeOyeTcs OCTAHOBUTH 0O, KOTOPBIN OBLT HAYAT UCKYCCTBEHHO, C TOMOINBIO (DYHKIIUU
StartCombiat.

CwM. Taxxke: StartCombat

OtHocures k tuny: Combat Functions | Actor Functions

StopCombatAlarmOnA ctor

CHHTaKCHC:

CODE
[ActorID.]StopCombatAlarmOnActor
SCAOnActor

®ynkius StopCombatAlarmOnActor ocTaHaBIMBaeT Bce aTaky U TpeBoru (alarms) mpoTus BbI3bIBatomIero akrépa (ActorlD).
Otnocures k tuny: Combat Functions | Actor Functions

StopLook

CuHTaKCHC:
CODE
[ActorID.]StopLook

Oynkmus StopLook oTMeHsIeT BEIHYKICHHOE OCMaTpUBaHUE [T BRI3BIBatomiero akrepa (ActorlD), Ber3BanHOe dyHKnmeit Look.
BosBparaercst oObI4Has TMHUS TOBEJCHUS aKTepa.

Cmotpure Taxke: Look

Otnocures k tuny: Al Functions | Actor Functions

StopMagicEffectVisuals



CuHTaKCHC:
CODE
StopMagicEffectVisuals MagicEffectID

ITpumep:

CODE
StopMagicEffectVisuals SABS
sme SHL.D

®ynxuuns StopMagicEffectVisuals npexpaiaer Bu3yaabHOE NPOUTPHIBAHHUE YKa3aHHOT'O B BUJE MTapaMeTpa Maruueckoro s gexra
MagicEffectID.

Cmotpure Taxoke: PlayMagicEffectVisuals

OtHocures k Taiy: Magic Functions

StopMagicShaderVisuals

CHUHTaKCHC:
CODE
StopMagicShader Visuals EffectShaderID

ITpumep:

CODE

StopMagicShaderVisuals GhostEffect
sms effectShockShield

Oynkmus StopMagicShaderVisuals nmpekpariaer BU3yaibHOE IPOUTPEIBaHUE YKa3aHHOTO B BHe mapamerpa EffectShaderID
meinepHoro s dexra.

OTMEThTE, YTO OCTAHABIIMBATH IICHIEP, Y KOTOPOTO BbI YKa3aJIU MPOJAODKATEIBHOCTh, HE 00s13aTEIILHO.
Crucok mieiaepoB Marmdeckux 3¢ Qexron
http://cs.elderscrolls.com/constwiki/index..._Effect_Shaders
CIHUCOK MpeyCTaHOBJICHHBIX MICHICPHBIX 3()()EKTOB, KOTOPBIC MOTYT MPUMEHSITCS B MATHYECKUX dPPEKTaX WU MOTYT OBITh
npourpassl ¢ nomouisio PlayMagicShaderVisuals:
* creature AnvilMGPetImp

« creatureEffectGhostAncient

« creatureEffectLichNether

» creatureEffectSkeletonChampion

» creatureEffectSkeletonChampion2

« creatureEffectSkeletonGuardian

« creatureEffectSkeletonHero

e creatureEffectUndeadBlade

e creatureEffectWraithFaded

e creatureEffectWraithGreater

e creatureEffectZombieDread

e effectAbsorb

e effectAtronachFlame

« effectAtronachFrost

« effectAtronachStorm

« effectBurden

* effectCalm

« effectCharm

* effectCommand

* effectDamage

e effectDemoralize

e effectDestruction

e effectDetectLife

e effectDisease

» effectDisintegrate Armor

« effectDrain

« effectEnchantAlteration

» effectEnchantConjuration

« effectEnchantDestruction

» effectEnchantFireDamage

* effectEnchantFrostDamage

« effectEnchantIllusion

* effectEnchantMysticism

« effectEnchantPoison

« effectEnchantRestoration

» effectEnchantShockDamage



» effectEnchantTurnUndead
» effectFireDamage

» effectFireDragon

» effectFireShield

» effectFortify

» effectFortifyFatigue

* effectFortifyHealth

* effectFortifyMagicka

* effectFrenzy

* effectFrostDamage

* effectFrostShield

* effectLock

» effectOpen

» effectParalyze

» effectPoison

» effectRally

* effectReanimate

* effectReflect

* effectReflectDamage

» effectReflectSpell

* effectResistNormalWeapons
* effectRestore

» effectRestoreHealth

» effectShield

» effectShockDamage

» effectShockShield

» effectSiegeCrawler

» effectSilence

» effectSoulTrap

» effectSpell Absorption

* effectStone

* effectSummonMythicDawn
» effectSunDamage

» effectTelekinesis

* effectTG11Stone

* effectTurnUndead

* effectWeakness

* GhostEffect

* LifeDetected

* testfireshader

* testfrostshader

* testwatershader
Cmotpure Take: PlayMagicShaderVisuals, List of Effect Shaders
OtHocures k Tuny: Magic Functions

StopQuest

CHHTaKCHC:
CODE
StopQuest QuestID

ITpumep:
CODE
StopQuest SQ09

Oynkuus StopQuest ocTaHaBIMBAET yKa3aHHBIN B Buje napamerpa QuestID kBecT.

DTO 03HAYAET, YTO:

Bce npukpemnn€énabie quanoru 0yayT OTKIFOYCHBI.

KBecToBbIe CKPUNTHI, €CIIH OHU €CTh, OyJeT OCTAHOBJICHEI.

[Ipumedanue: Jta GyHKIMSA He paboTaeT Kak GyHKIUS Bo3BpaT, Korma BhI3bIBaeTCS U3 COOCTBEHHOTO ckpunTa. CKkpunt OyneT
MIPOJIOJIKATH pabOTaTh, MOKA HE TOCTUTHET IMOCIIEIHETO OJIOKA.

Cwm. Takxke: StartQuest

OtnHocures k Tumny: Quest Functions

StopWaiting

CHHTaKCHC:
CODE



[ActorID.]StopWaiting PackagelD

Oynkmus StopWaiting coobmraer Be3bIBatomeMy akrepy ActorID, 94To Hy)XHO BO300HOBHTH HOpMaJbHOE MoBeneHHe Al-makeTra
(PackagelD) mocne HaxoxaeHUs B cocTosTHAN oxunannsg (Wait), BEI3BaHHOM kKoMaHoi Wait.

Cwmortpure Takke: Wait

Otnocures k tuny: Al Functions | Actor Functions

StreamMusic

CHHTaKcuc:

CODE

StreamMusic ''<Filename>''; npourparthb ykazanHblii (paiij (KaBbIYKH 00513aTeJIbHbBI!)
StreamMusic Public ; urparts cayuaiinelii ¢gaiia u3z Data\Music\Public

StreamMusic Explore ; urparsb ciayuaiinbliii ¢paiin uz Data\Music\Explore
StreamMusic Dungeon ; urparsb cay4aiinbiii ¢paiin uz Data\Music\Dungeon
StreamMusic Random ; urparsp ciay4yaiinblii ¢paiija U3 Tpex Nanok, yKa3aHHbIX BbIlle

ITpumepsr:

CODE

StreamMusic "'data\music\special\success.mp3"

StreamMusic ''LauncherMusic.wav"'

StreamMusic "..\Morrowind\Data Files\Music\Special\morrowind title.mp3"
StreamMusic "'C:\WINDOWS\Media\tada.wav"'

Oynknms StreamMusic BOCIIPOU3BOIUT YKa3aHHBIN (B KaBbIUKaX) 3BYKOBOM (haii.

IIpumeuanus:

Bethesda He moxymMeHTHpOBaa ATY QYHKITHIO, M OHA YACTUYHO CIOMaHa/He3aKOHYCHA, TaK YTO OyIbTEe OCTOPOXKHBI U CIEIUTE 32
BO3MOJKHBIM CTPaHHBIM TIOBEIICHHEM.

[Mocne 3aBepieHUs MPOUTPHIBaHKS OyeT BEIOPAH HOBBIN (hailyl B COOTBETCTBUH C TEKYILCH JIOKAIIUCH.

Ecnu BbI ykaxkete umst (paiina, KOTOPBIHA HE CYIIECTBYET, TO OYIET MPOUTPHIBATHCS MY3bIKa, 3BY4YaBIIIas 0 3TOTO.

StreamMusic padoTaer B siueiikax, I'ie TUI My3bIKH ycTaHOBIIeH Kak "Dungeon” mim "Public”. Korna ¢ysnkuus ncrnons3yercs B
syeiike "Default”, oHa nUIIB 3aHOBO MPOUTPHIBAET TEKYIINH (aii.

UtoOb! HCIIOIB30BATh 3Ty KOMaHy B siueiike "Default”, HeoOxomumo cHavana BeI3Bath StreamMusic random, 3aTeM MOI0KAATh OJHH
(dpeiim, 9TOOBI KOMaHa BBITIONHWIIACH, U 3aTEM BBI3BaTh Streammusic "<filename>".

StreamMusic He mpekpaniaeT IpourpeiBaHre 00€BOH My3bIKH, 00€Basi My3bIKa ITPH BBI30BE ()YHKITUH HAYHET MPOUTPHIBATHCS 3aHOBO.
ITyTh k uMenn (aiina orcunthiBaeTcs oT nanky Oblivion, a He Data\Music.

Tun ¢daiin vHe 06a3arensHO HomKeH ObITe MP3. JIto60it popmart, koTopsrit mornMaer Windows Media Player, Mo>keT HCIIomp30BaThCS
B Oblivion (Hanmpumep ¢aiinst .MID).

Tun ¢aitna gaxxe He 00A3aTENHHO JOIDKEH OBITh MY3BIKOW; €CJIH BBl TAKUM 00pa3oM 3ammycTuTe Buaeo, Oblivion cBepHETCS H
BHJICOPOJIMK OYAET MOKa3aH B JIOMOJHUTEIFHOM okHe. Korna ponuk 3akonuutcs, Oblivion BO300HOBHT CBOIO paboTy. (ITO MOXKET
MIPUBECTH K HECTAOMIILHOCTH MIPHI, TAK YTO UCIOJB3YHTE 3TO TOJIBKO JUIS MACXAJIOK. )

Cmotpure Taxke: PlaySound, PlaySound3D

OtHocures k Tuny: Miscellaneous Functions

T
This

CHHTaKCHC:

CODE

set refVar to This
set refVar to GetSelf

ITpumep:

CODE

if This == GetActionRef
CODE

set MyQuest.targetRef to This

Oynknwms This sensercs ncepnoanMoM pyaknun GetSelf. Bo3spaimmaeT cchuiKy Ha BbI3BaBIIUH 00beKT. [Toe3Ha sl HCTIOJTE30BAHMS
B KQUE€CTBE YCJIOBUH MM JUIA yCTAHOBKH IIEPEMEHHBIX B APYTHX CKPUITAX.

IIpumeuanus:

Korna ¢yHnkuus BeI3BaHa Ha carriable o0bekTe (OpysKHe WM MpeaMeT U3 KaTeropuu "pasHoe’), BO3BpaniEHHasl CChIIKa HMEET
JIOITYCTHMOE 3HaYEHHUE TOJIBKO B TEX CIIydasX, €CJIM 0OBEKT OCTaETCS B UTPOBOM MUpE.

Ora ¢yHkuus HeHanéxHa npu BeizoBe Ha urpoke (Unreliability with Player).

@®ynkius Bo3Bpamaet "0" mpu BbI30BE HA HCTOYHUKE CBETA.

Cwum. Taxoke: Unreliability with Player, GetSelf

Otnocures k Tuny: Reference Variable Functions



ToggleActorsAl

CuHTaKCHC:
CODE
[ActorID.]ToggleActorsAl

Oynkiuus ToggleActorsAl BkirouaeT/oTkIOuaeT A BhI3bIBaroIero akrepa (ActorID) uckyccTBeHHBIN HHTEIIEKT Al, aHUMAIMIO U
¢bu3HKy.

Cwum. Taxke: IsActorsAIOff

Otnocures k Tuny: Console Functions | Actor Functions

TrapUpdate

CuHTaKCHC:
CODE
TrapUpdate

TrapUpdate - ocobast GpyHKIMS, TO3BOJISIONIAS JIOBYIIIKAM HAHOCHUTH MOBPEXKICHHUSI.
Jlyist Toro, 4TOOBI JIOBYIIIKA HaHECIIa OBPEX/ICHNUS, B CKPUIITE IOJDKHBI OBITH ONPEEIICHBI ClICIyIOLIHE IIEPEMEHHBIC!

fTrapDamage

Tun nepemenHoii - float

KonnyecTBo noBpexaeHuil, HAHOCUMOE JIOBYIIIKOM.

fTrapPushBack

Tun nepemenHoii - float

Bennuuna cuipl oTaaun, puMeHseMon K akrepy. JlommkHa Ob1Th B peaenax 0 go 1000.

fTrapMinVelocity

Tun nepemensoii - float

MuHuManbHast CKOPOCTb, C KOTOPOH JIOBYIIKA JIOJDKHA JABUTATHCS 110 OTHOLIEHUIO K aKTepy, YTOOBI HAHECTH MTOBPEXkKICHHE. 3HAUCHHE
nowkHO ObTh BSUnits (128 = 6 ¢yToB).

bTrapContinuous

Tun nepemensoii - float

0 = Hanocuts noBpexaeHue Mpu nepBoM KOHTaKTe. | = [I0CTOSIHHO HAHOCUTB MOBPEXKICHUS, OKA AKTEP KOHTAKTUPYET C JIOBYIIKOM.
Ot 3TOTO 3aBUCHT TO, Kak trapdamage u trappushback BimsioT Ha akTepa. [Ji1 TOCTOSHHBIX JOBYIIEK, TAKUX KaK 0OJlaka JIpIMa M
OTOHB, MOBPEXKICHUS U OT/a4a JOJDKHBI ObITh MaJbl. HENOCTOSIHHBIE JIOBYIIIKH HAHOCAT ITOBPEXXACHUS IIPU IEPBOM KOHTAKTE U HE
HAHOCAT MOBPEKACHHUH, TOKa KOHTAKT HE MIPEPBaH U CHOBA HE BOCCTAHOBJICH.

TrapUpdate moxHO momecTuTs B 0510k GameMode; kaxaslii pa3, Koraa oHa OyneT BBRI3BIBATHCS, OyIeT MPOU3BOIUTHCS MTPOBEPKA,
SIBISIETCSI JIM KTO-TO B KOHTAKTE C JIOBYIIKOH, M OyXyT HAHOCHTCS TOBPEKACHHS, OIPEICIICHHBIC BBIIETPHBEICHHBIMH
NIepEeMEHHBIMH.

OtHocures k Tuny: Miscellaneous Functions

TriggerHitShader

CuHTaKCHC:
CODE
TriggerHitShader iStrength

Oynknus TriggerHitShader ucmonb3yeTcs aiist TOoro, 9To0bI BpyYHYIO aKTHBHPOBATH «miewaep yaapax("hit shader"), To ects 3 ekt
pa3MbIBaHMA KpaHa (0OBIYHO HUCIIONIB3YETCs, KOTla HTPOK IaTaeTcs). YacTo ucronb3yeTes B JIOBYIIKAX, U IPYTUX aKTHBATOpaXx,
«COTPSACAIOIINX 3EMITIO».

[Mapamertp cuubl (iStrength) MoxeT OBITH KaK YrOJHO BEJIMK, HO 3HAYCHUS BbILIE 4 WK 5 HE IPUBOIAT K XKenaeMoMy 3 dexTy.
Otnocures k Tuny: Miscellaneous Functions

U
UnequipItem

CuHTaKCHC:
CODE
UnequipItem ObjectID NoEquipFlag

ITpumepsr:

CODE

UnequipItem FavoriteCuirass

CODE

player.UnequipIltem AmuletOfKings 1



®ynknus Unequipltem npuayxnaet urpoka cHATh 006ekT (ObjectID). Eciim NoEquipFlag = 1, akTeps! (BKiIfogas Irpoka) HE CMOTYT
HAJIETh HpPEIMET.

Cwu. Taxke: Equipltem

Otrocures k Tamy: Object Functions | Actor Functions

Unlock

CUHTaKCHC:
CODE
Unlock unlockAsOwner (He 00s13aTeJIbHO)

ITpumepsr:
CODE
Unlock
Unlock 1

Oynxuus Unlock oTkpeiBaeT (yOupaeT 3aMOK) ¢ ABEpU MM KOHTelHepa. Ecim BBl ucnonb3yere HeoOs13aTesbHbIH (uiar
UnlockAsOwner == "1", OyneT cuutaTthcs, YTO IBEPh OTKPBLI BiIajiesel. DTO Hy)XKHO At ueyieid Al, yToObl onpeaenuTs, sSBIseTcs JIn
MOTBITKA BXOJIAa B IYEHKY 3a IBEPbIO HAPYILIEHHEM YaCTHBIX BIaJCHUH UK HET.

Ecnu ¢nar unlockAsOwner yka3aH siBHO 1 paBeH "0", cTaHOBHTCS BCe paBHO, ObLiIa JIM s4elika IoMeueHa Kak myonuynas (public)
WIH KaK 9acTHasi COOCTBEHHOCTH (private).

Cwm. takxke: GetLockLevel, GetLocked, Lock

OrtHocurcs k tumy: Miscellaneous Functions

v
VampireFeed

CHUHTaKCHC:
CODE
[VampireID.]VampireFeed TargetActorID

ITpumep:
CODE
VampireFeed CattleNPCRef

Oynknus VampireFeed nobasiser Be3pIBaromemMy Bamnupy (VampirelD) makeT nutaHus Ha YKa3aHHOTO B BHE ITapamMeTpa
TargetActorID akrepa.

VampireFeed 6epet onuH mapaMeTp akTopa, KOTOPBI CTAHOBUTCS IENIBIO €T0 MaKeTa MATaHuA. DTa QYHKIMA paboTaeT TOJIBKO B TEX
ciryyasix, eciu Bei3biBaronuid NPC siBisieTcst BAMITMPOM, a 11€J1b CIIUT B KPOBATH.

Cwu. Taxoke: HasVampireFed

Otnocures k Tuny: Actor State Functions | Actor Functions

W
Wait

CHHTaKCHC:
CODE
[ActorID.]Wait PackagelD

®ynxuus Wait coobuiaer Bbi3biBaronieMy akrepy (ActorID), 4To Hy)KHO IIEpeHTH B COCTOSIHUE OXHUAaHUs "wait" 1J1sl yKa3aHHOTO
naketa PackagelD.

Beimonzsetcs Tonpko Toraa, koraa PackagelD aBnsieTcd TeKyLIMM MaKeTOM akTepa, U €CIIM TeKYLIUil MaKeT - 3TO MaKeT CIeI0BaHUS
(Follow) unu compoBoxaenus (Accompany).

CMmotpurte Taxxke: StopWaiting

Ortnocures k tumy: Al Functions | Actor Functions

WakeUpPC

CuHTaKCHC:
CODE
WakeUpPC

Oynxuns WakeUpPC npuHyAnTeIbHO 3aKphIBaeT MEHIO OKHJIaHMs/CHA, Kak OyAT0-Obl HrpoK HaXxkan Ha kiaBuinry Cancel
("orMeHuTB").
Otnocures k Tuny: Player Functions



WhichServiceMenu

CuHTaKCHC:
CODE
WhichServiceMenu

Oynxuus WhichServiceMenu Bo3Bparaer 3HaueHHE, COOTBETCTBYIOIIEE TUITY 0TOOPa)XKaeMoro B JaHHBIH MOMEHT CIIy)KeOHOTO
MEHIO:

CODE

0 = Barter (baprep)

1 = Repair (PemonT)

2 = Training (TpeHupoBka)

3 = Recharge (Ilepe3apsiaka)

4 = Spell Buying (ITokynka 3akJuHAHUA)

IMPUMEYAHMUE: 310 paboTaeT TONBKO KaK (GyHKITUS YCIOBHS.

OrtHocures k tumy: Condition Functions

Y
Yield

CHHTaKCHC:
CODE
[ActorID.]Yield

®ynkmus Yield 3acraBiseT Bei3biBaroIero akrepa ActorID moTepsTh OCHOBHYIO 11e7Tb. Bee ocTanbHbBIE 1IeNH, €CIIM OHH €CTh,
YAAJSIOTCS U TIEPCOHAX BBIXOIUT U3 00s1.

[Ipumeuanne: Ecnu apyroit mepcoHaxk yaapuT akTepa, Ha KOTOPOM BbI3BaHa yield, 60#f MokeT Ha4aThCs CHOBA.

Otnocures k Tuny: Combat Functions | Actor Functions

7. Pacimpurens ¢pynkuuii ckpunrosoro sizbika (OBSE v0009a)
Oblivion Script Extender v0009a
Asropsl: Ian Patterson (ianpatt) u Stephen Abel (behippo)

CchUIKH:

Caiit pa3paboTIHNKOB:

http://obse.silverlock.org/

Ckaugatp "Oblivion Script Extender v0009a": http://obse.silverlock.org/download/obse_0009a.zip
Joxymenranuus (Ha aHIJIMHCKOM):
http://obse.silverlock.org/obse_command_doc.html
Hemoncrpanuonnoe suaeo (15MB):
http://obse.silverlock.org/download/OBSE_v0009_Demo.wmv
OdunmanbHeIi Gopym:

Oblivion Script Extender vO009

Oblivion Script Extender v0009a (Thread 2), inclues info on v0010

7.1 OcHOBHBIE CBeAeHUS

Oblivion Script Extender mpeacrasisier co6oit pacmmputens GyHKIHAN CKPUITOBOTO s13b1ka OOIMBHOHA U BBITIOIHSETCS ITOCIIE HETO B
TeHeBoM pexxume. OBSE nobapinseT HOBbIE HHTEpECHBIE ()YHKITUU, KOTOPBIE MOXHO C YCIIEXOM HCIOIh30BaTh B cBonx Monax. OBSE
PEBOTIONMOHU3UPYET HAMMCAHNE CKPUIITOB B CBSI3M C MHOXKECTBOM Pa3IMYHBIX MPUATHEIX gononHeHuil. Hampumep, B OBSE
BKJIFOUCHBI TaKHe O4YeHb rojie3nble pyHKmu, kak IsKeyPressed, GetCurrentSpell u MHOTHE npyrue.

Hauan pa3pabotrky OBSE lan Patterson. [To3nnee k nemy noakiroumiicst Stephen Abel. OBSE pa3BuBaercst BecbMa AMHaMU4HO. B
CKOpOM BpeMeHH oxujaercs Beixo[ 10-it Bepcuu.

OBSE He aenaet HUKakux Mogudukanuii B oblivion.exe mwim TESConstructionSet.exe uiau B 00X APYrux Qaiinax Bamei
YCTaHOBJIEHHOM UTPHI, TAK YTO HE CTOUT OECITOKOUTHCS O BO3SHUKHOBEHUH MOOOYHBIX 3 PexToB. OTMETHTE, YTO PACIIUPUTEIh Hadasl
pa3pabaThIBaThCsl YKe IMOCe BBIX0oAa mocienHeit opunuanpHoi Bepenn matda 1.1.0.511 x urpe TES 4 Oblivion u paboTaeT TOJIBKO ¢
HuM. Bripouewm, B nokanu3oBanHoi Bepcuu oT 1C 3TOT nard yxe BKIIOUYEH M0 YMOIYaHHUIO, TaK YTO CHACTIMBBIM BIIa/IeibLiaM
oduIHMaIbHON BEPCHU HE CTOUT OECIIOKOUTHCS. A BOT MPOOJIEMbI MOT'YT BO3HUKHYTh, €CJIH y BAC HEJHIICH3HOHHAS BEPCHSI.

Ian Patterson npegynpexnaaeT, 4To B CIy4asx, eCclIu:

"...B obse_loader.log cooOmiaercs, 4T0 KOHTPOJIbHASI CyMMa HE COBITJIACT, TO:

Br1 Moxere nmets Bepcrto OOIMBHOHA, KOTOpPasi HE TOAAEpKUBaeTcs. S ncnonp3oBai aHrMiAckui opuunansueiid naty v1.1.0.511, a
BOT JIOKQJIM30BaHHBIC BEPCUH C Pa3IMYHBIMU executables niau apyrumu nardamu padorarts He OynyT. Eciu Oyzner nmerscst
JIOCTATOYHO OOJIBIION CIIPOC JUIsl KaKOH-HUOYIb MOJOOHOH BEpCHH, S MOTY B OyylieM 100aBUTh MOJAEPIKKY PACIIMPHUTEINS U IS
Hee.



Bam ycranoBneHnsI1ii OOJMBHOH MOXET OBITH 3aITOpUYeH. XaKePCKHe WIH NO-cd-TaTdu MOTYT TaKXKe W3MEHUTH KOHTPOJIBHYIO CYMMY
WTPHI, JieNiasi HEBO3MOXKHBIM OOHApYKEHHE YCTAHOBICHHON BepCcHH. "

3TO0 03HAYaeT, YTO BB JOJDKHBI UCIIONB30BATh TOJIHKO O(HUIIHAIbHEIC BEPCHU UTPHI.

310 e oTHOCUTCS U K KOHCTpYKTOpy TES 4 Oblivion. CiemyeT OTMETHTD, YTO CYIIECTBYIONIUE PYCUPUKATOPHI KOHCTPYKTOPA TAKKE
H3MEHSIOT KOHTPOJIBHYIO CYMMY, OJTHAKO €CTh M XOPOIINEe HOBOCTH - cTapaHmsiMu Boblen™a S [laTTepcoH BKIIOYMIT TOIAEPKKY
KOHTpOJIbHOH cymMbl pycudukatopa it TES 4 CS or Serj777, 3a uTo BceM y4acTBOBAaBIIMM B 3TOM IIpoliecce OOJIbIIOE Cracuoo.

7.2 U3MeHeHHUsI B HOBOI1 BEPCUH:

Penakuus OBSE v0009:

1. Bee naauBunyansHeie QyHKIMH, Bo3Bpamatonye 3HaueHus (tuna GetXXXValue), u u3BecTHbIC U3 00Jiee paHHUX PEAAKIINN,
Tenepb HOPMAJIbHO (PYHKIIUOHUPYIOT.

2. BBoaut MHOTO ycTanaBimBaomux (Set) u mogudunupyromux 3uadeHust (Mod Value) ¢hyHKIui 1715 mpeIMeTOB HHBEHTAPS U
Marn4ecKux MpeIMeTOB.

3. Bxirodens! 6eTa-Bepcnu GyHKIUHN yrpasiieHns notokamu. @ynknun Label (MeTkn) u Goto (nepeiTy K) o0ecrieunBaroT OCHOBHBIE
(YHKITUY 17151 OPTaHU3AIMH TAKIOB. DTH QYHKIIMU JOCTYITHBI TAKKe MO ApyTUMH nMeHaMu - kak SavelD u RestorelP.

4. B HOBOH BepCHH:

Becero 114 ¢pynxuuit: 70 13 HUX 00€CIIEYUBAIOT LIEIMKOM HOBYIO (DYHKIIMOHAJILHOCTB;

UCIIpaBJIeH e(eKT, 00Pa30BBIBAIOIINI [IUKIIBI TIPH Pad0OTe ¢ Marn4eckKuMu 3 dexramu;

ucnpanieH aedekt ¢ sqamu npu ucnonb3oBannn GETMIV - Tenieps BbI MOXeTe ObITh YBEPCHBI, YTO BO3BpAIAEMOE 3HAUCHHE O
SITOBUTOCTH I HHOTO 00BEKTa KOPPEKTHO;

HCTPABJICHBI MHOTOYHCIICHHBIC OAarH U APYTHE 3aMEYaHUs 32 TPEXMECSIYHBIN MMEPHOT MEKIY MEXKIY penu3aMu 8-if u 9-if Bepcuii
OBSE;

BKJIFOUCHA HOBas MokymeHTtanus B popmare HTML.

Penmakmua OBSE v0009a:

HCTIpaBJICHBI 3aMeYeHHBIE Oarw;

HCTIpaBJICHBI (YHKIMH YIIPABICHHUS MOTOKAMH;

HCTIPaBJICH BO3MOXKHEIH Oar ¢ pyHkimei SetModel.

7.3 YeranoBka OBSE:

Ckauaiire Oblivion Script Extender v0009a

Ckonmpyiite daitnsl obse.dll, obse_editor.dll u obse_loader.exe B Bamry nanky ¢ Oblivion.

Cxonupyiite scripttest.esp B Bauly nanky ¢ miarusamu (Oblivion plugins) ¥ BKIIOUUTE €rO B JIayHUEpE.

3amycture Oblivion, ncnone3yst ¢aiin obse_loader.exe u3 nanku Oblivion.

Uto08!I co3aaBaTh CBOM MOJIBI ¢ Ucnioab3oBanueM OBSE, Bam HyxHO 3amycTuTh obse_loader.exe ¢ ¢arom -editor. 3To MOXKET OBITh
TaKXKe cJeNlaHo B KOMaHIHOM cTpoke (00praHO, Start -> Programs -> Accessories -> Command Prompt) win xe ¢ ToMoIIso
CO3JIaHUs CHIEINAIBHOTO SPIIBbIKA, KOTOPBIH 3arycTHT (haiin obse_loader.exe ¢ AOMOTHUTENBHBIMHU ITAPAMETPAMH, HAIPUMED, BOT TAK:
CODE

"...wherever it's installed\Oblivion\obse_loader.exe" -editor

7.4 Tunsi ckpuntoBbix pynknuii OBSE v0009a

Bce ckpunrroBbie pynxunu OBSE v0009a pa36uts! Ha 13 kareropwuid:

OBSE Console Functions - KOHCOJIbHBIE (DYHKIHH;

OBSE Debug Functions - oTiagounsle QyHKINY;

OBSE Deprecated Functions - ycrapeBuiie QyHKINY;

OBSE Hero Functions - ¢pyHKIIMHU IJIaBHOTO Iepost;

OBSE Input Functions - hyHKIIMH BBOIA;

OBSE Inventory Functions - ¢pyHKIINHT 11 pabOTHI C HHBEHTapEM;

OBSE Item Functions - ¢yHKIm# 11 paboThI ¢ IPEIMETAMH;

OBSE Magic Functions - Marndeckue QyHKINH;

OBSE Math Functions - marematndeckue GyHKITUH;

OBSE Miscellaneous Functions - pyHKIHH pa3IudaHOTO Ha3HAYCHUS (TIpOvHe);
OBSE Actor Functions - pyHkmu juist paboTsl ¢ akTepamu;

OBSE Flow Control Functions - ¢pyHKun# ynpasieHus IOTOKaMHU;

OBSE Reference Functions - ¢pyHkumu uist pabotsl ¢ ref-mepeMeHHbIMU (CCBUIKaMH)

OtH QyHKIUH, KOTOPBIE paHee ObLIM AOCTYIHBI TOJBKO B KOHCOJIH, TETIEPb MOT'YT HCIIOJIb30BAThCS TAKXKE M B CKPUINTAX, HO UX
KOppeKTHas paboTa He rapaHTupyeTcs. [ JTaBHBIM 00pa3oM, 3TO MOXKET KacaThCsl MX HECOXPAHEHHUS B UTPOBBIX Save-(haiax.
Con GetINISetting

Con HairTint

Con ModWaterShader

PurgeCellBuffers

Con RefreshINI

Con RunMemoryPass

Con SetCameraFOV

Con SetClipDist

Con SetFog

Con SetGameSetting

SetNumericGameSetting



Con SetGamma

Con SetHDRParam

Con SetImageSpaceGlow
Con SetINISetting

Con SetSkyParam

Con SetTargetRefraction
Con SetTargetRefractionFire
Con SexChange

Con ToggleDetection

Con WaterDeepColor

Con WaterReflectionColor
Con WaterShallowColor

DTN GYHKIIUH MOTYT OBIThH TIOJIE3HBI MOJAOCTPOUTENSIM IS OTJIATKA CBOMX COOCTBEHHBIX MOJIOB.

GetOBSEVersion

PrintToConsole

OBSE Deprecated Functions:

®yskuum, KoTopsle OOIbIIIE HE HCNONb3YIoTCs B HOBBIX Bepcusix OBSE, Ho Bce emie paboraromnye aist o0ecrieueHusi COBMECTHMOCTH.
GetActiveSpell 611 nepenmenoBannslii GetPlayerSpell.

SetActiveSpell 6bu1 MckitoueH 6naronaps nanmuuuto SelectPlayerSpell B Oblivione.

GetInventoryltemType - 3To nepeumenoBannslii GetInventoryObject.

a GetEquipmentSlotType -nepenmenosanusiii GetEquippedObject, moTomMy 4T0 5TH HOBBIE HMEHA 00JIee COTIIACOBAHbI C
MOJOCTPOUTENBHBIM KaproHoM OONMMBHOHA U HHTYUTHUBHO TTOHSTHBI.

GetActiveSpell

GetEquipmentSlotType

GetlnventoryltemType

SetActiveSpell

®yskuunm, paboTaromue TOIbKO C IJIaBHBIM T€POEM, IEPCOHAKEM UTPOKa.
B aT0ii KaTeropuu TOIBKO 01HA (QYHKIHSL:
GetPlayerSpell

OtH pyHKIUM MO0 BO3BpAIIAIOT HH(POpMALUIO O HAXKATHX UIPOKOM KJIABHIII KIBHATYpPHI (T.€. unTaeT keypresses), mim 1100
co00IIaeT urpe, 9To UTPoK ABIAETCA inputting HEKOTOPOH HHPOPMALNH (T.€. CHMYJIHUPYET HAXKaTHE Ha KIIABUIILY).
AHammerKey
DisableKey
DisableMouse
EnableKey
EnableMouse
GetAltControl
GetControl
GetKeyPress
GetNumKeysPressed
HammerKey
HoldKey
IsKeyPressed
IsKeyPressed2
MoveMouseX
MoveMouseY
ReleaseKey
SetMouseSpeedX
SetMouseSpeedY
TapKey
UnhammerKey

®ynxuunn stoit kateropun OBSE obecnieunBator ckpuntel 60ee noapooHoi nHdopmanuei o npeamerax, colepKalnuxcs B
MHBEHTape aKTepPOB M KOHTEHHEpax.

GetEquippedObject

GetInventoryObject

GetNumltems

Oynknum 1o kareropun OBSE obGecnieunBaroT ckpunThl 6oJiee moapoOoHOH HHpOopMaIuei o mpeameTax.
CloneForm

GetArmorAR

GetBaseObject

GetCurrentValue

GetEquippedCurrentValue

GetEquippedObjectValue



GetObjectType
GetObjectValue
IsActivator
IsAlchemyltem
IsAmmo
IsArmor
IsBook
IsClothing
IsContainer
IsDoor
IsFurniture
IsIngredient
IsKey

IsLight
IsSoulGem
IsWeapon
ModActorValue2
SetModelPath

Oynkiun OBSE, paboTatomiue ¢ Marueii U 3aKIMHAHUSIMU.
GetPlayerSpell

Otn pynxnmm OBSE mo3BossT HCIOTB30BaTh HOBBIE PACIIMPEHHBIE MAaTEMAaTHIECKHE ONEPAIlH B CKPHUIITaX CO31aBAeMBIX BaMH
MOJIOB.

Peanmu3oBaTh mog00HBIE BOZMOKHOCTH MOYKHO U 6€3 ucmonb3oBanus Gynkmuii OBSE. s 3Toro MoXHO IPUMEHUTH JNTHHHBIC
(hopMyITBI, 0 KOTOPBIX MOKHO MIPOYUTATD 371€Ch.
Abs

Acos

Asin

Atan

Atan2

Ceil

Cos

Cosh

Exp

Floor

Log

Logl0

Pow

Rand

Sin

Sinh

SquareRoot

Tan

Tanh

Oyukuun OBSE, koTophIe CI0KHO OTHECTH K KaKOW-IHO0 IPYroi KaTeropuu.
GetGameLoaded
GetParentCell

OyHKIMH U1 paObOTHI ¢ aKTEpaMH, K KOTOPBIM MOXHO oTHecTH cymiectBa (Creatures) n nepconaxu (NPC's).
GetActorLightAmount

IsRefEssential

SetRefEssential

OyHKIUH, KOTOPEIC 00HAPYKUBAIOT COCTOSIHUE TIPOTPAMMBI WIIA U3MCHSIOT TCUCHHE BBITIOJIHCHHUS CKPHIITOB.

IIpumeuanus:

Hukmuaeckue GyHkmm neictBus nogooHo GoTo (maru k) u Label (MeTka) B opuruHansHoi penakiur OBSE v0009 conepskamu
HeOompIne Oarn. Yoenurecs,

BHI 3arpy3win 6osiee no3nHiow Bepcruto OBSE v0009a nepen nx UCIONb30BaHUEM.

OTMeThTe, 9TO HEKOTOPBIE (PYHKITHH, BO3MOXHO, BEAYT ce0s1 HEMPEIBUICHHO, KOT/Ia BRI3BIBAIOTCS BHYTPH IuKIa. [Ipumep - GyHKIHA
Drop (6pocuTs npenMeT): moKa IHKII BEIITOTHACTCS HETIOCPEACTBEHHO, TO BCE HOPMAaJIbHO, HO IIPH MOCIEAYIONINX BBI30BaX ()YHKIINN
OKQXKETCsI, YTO OHUM OYIAYT 00pabaThIBATHCS UTPOBBIM JIBUKKOM MOCIIEOBATEIHHO.

DTO 03HAYACT, YTO €CJIM Bl OpOCaeTe MPEeaIMEThI B pa3HbIC OTPE3KH BPEMEHH, HO B IpeieliaX He3aKOHYCHHOTO IIUKIIA, TO OyIyT
OpaThCs TONBKO OTICIbHBIC (PPEHMBI, IPEKIEC, YeM BCE MPEAMETHI OKAXKYTCS YIABIIHMHU.

BeritnuTe U3 TeKyIIeH SYCHKH MPEXKIIe, YeM BCE IPEAMETHI OKaKYTCS Ha 3eMIIC. ..

GetGamelLoaded

GoTo



Label
RestorelP
SavelP

®ynkun OBSE, paboTaroniue ¢ KomasMu 00BEKTOB U ref-mepeMeHHbIMU.
GetActorLightAmount
GetBaseObject
GetCurrentValue
GetEquippedCurrentValue
GetEquippedObject
GetEquippedObjectValue
GetInventoryObject
GetNumltems
GetObjectType
GetObjectValue
GetParentCell

Con HairTint
IsActivator
IsAlchemyltem
IsAmmo

IsArmor

IsBook

IsClothing
IsContainer

IsDoor

IsFurniture
IsIngredient

IsKey

IsLight

IsRefEssential
IsSoulGem

IsWeapon
ModActorValue2
SetModelPath
SetRefEssential

Con SexChange

7.5 Opunuansuas gokymenranus no komanaam OBSE v0009a
ITepeon: Boblen
OBSE @ Oblivion Construction Set Wiki

Conepxanue

Function Syntax Format
Function Calling Conventions
Qualities

Types

General Functions
Cloning Functions

Flow Control Functions
Console Functions
Input Functions

Math Functions

Trig Functions

Type Codes

Function Index

CunTrakcuc QyHKImii

(returnValueName: returnValueType) reference.FunctionName parameter1:type parameter2:type
(BosBpamaemoe3nauenneHasBanue: Bosspamraemoe3nauenneTum) O6bvekt. Hazpanne@yHkmy napameTp 1 :Tum mapaMeTp2:Tum

optional — omIIOHANBFHBIE TTApAMETPHI WK CCHUIKH (references) HaOpaHBI KypcHBOM

Tun napameTpa, yka3zplBaeMOro rociie ABOCTOUHS:

float - BeriecTBEHHOE MOJIOKUTEJIbHbIE I OTPULIATEIbHBIC YU CIIA
long - MoJIOKUTENBHOE 1IeTI0€ OOJIBIIOE YUCIIO

short - MONOKUTENBHOE LIEJI0e YUCII0, MeHblIee long

ref - (Reference) cchutka Ha 00BeKT (00BIYHO ObjectID)



chars - 4-x ciMBOJILHBIN KO Marudeckoro s dexra (Hanpumep: FIDG, Z001)
string - (cTpoka) HabOp CUMBOJIOB, 3aKIIOUYCHHBIA B KaBBIIKN

[TpaBwia BeI30Ba QYHKITHI:

ITo ccrmke (Reference) nimm ObjectID

CODE

reference.FunctionName someParameters objectID:ref

ITpumepsr:

CODE

(health:long) reference.GetObjectHealth objectID:ref

(oldEnchantment:ref) reference.SetEnchantment nuEnchantment:ref objectID:ref

OTtH QyHKIMHE MOTYT OBITH BEI3BAaHBI Ha 00BEKTE WK MOIYyInTh object]D B kauectBe aprymenta. Ecim nepenan objectID, on
MOJTy9YaeT MPEUMYIIECTBO Ha/l BBI3BIBAIOIIAM OOBEKTOM.

Toxabko 1o ceeike (Reference):

CODE

Reference.FunctionName someParameters

ITpumepsr:
CODE
(oldPoison:ref) reference.SetEquipped WeaponPoison nuPoison:ref

OTH QYHKIIUHU TOJDKHBI OBITH BBI3BAHBI HA OOBEKTE.

Tonpko mo ObjectID:

CODE

FunctionName someParameters objectID:ref

(masterLevel:short) GetSpellMasteryLevel spell:ref

(effectCode:long) GetNthEffectltemCode magicItem:ref whichEffect:long

CBoiicTBa

CBolicTBa — 3TO HAOOPBI POJACTBCHHBIX 3HAYCHUI U (PYHKIUH, KOTOPBIE MPUMEHSIOTCS K pa3IMIHBIM TUIIaM 00beKTOB OOIMBHOHA.
Jlnst meneit mokymeHTanuu s coopal poJACTBeHHbBIE 3HAYeHHS BMecTe. J[1000# THIT, B KOTOPOM €CTh YKa3aHHOE CBOMCTBO, COMEPIKUT
BCE TEePEUNCIICHHBIC 3HAYCHHS U Bce (DYHKIIMN CBOHCTBA MOTYT OBITh IPUMEHEHHI K THITY.

Attacking (ATakyromrue)

Breakable (Pa3pymaembie)

Class (Kmacc)

Container (Konretinep)

Edible

Enchantable

Equippable

Inventory (MIHBeHTaps)

Magic (Marus)

Named (MmeHoBaHHEIE)

Simple

Wearable

Attacking (ATakyromue)

Tunel ¢ 3TUM CBONCTBOM HCIIOJIB3YIOTCA IS aTaK.

3HaYeHNUS:

Attack Damage - long - 6a30B0oe 3HaUEHHE MOBPEXKICHNS OT aTaKH; UCIOIB3YeTCs B (hOpMYJIe ¢ COOTBETCTBYIOIIMM HaBBIKOM, YTOOBI
paccYuTaTh peaibHOE MOBPEKIACHUE OT aTaKu

Speed - float - pakrop ckopocTH; Hcmoab3yeTcs B PopMylie, 4TOOBI OMPEACTUTh KOIPPUIIMCHT aTaKu

Ignores Resistance flag - bool - onpenenser, OyaeT Ju OpyKUE UTHOPUPOBATH COMPOTUBIICHUE OOBIYHOMY OPYIKHIO.
OyHKIUH:

GetAttackDamage — Bo3Bpaiaer 6a30Boe HOBPEXKICHUE OT aTaku

CODE

(damage:long) reference.GetAttackDamage objectID:ref

SetAttackDamage — 3agaeT 6a30Bo€ TOBPEXICHNE OT aTaKu

CODE

(nothing) reference.SetAttackDamage nuDamage:long objectID:ref

ModAttackDamage — m3mMeHseT 6a30B0o€ IOBPEKACHNE OT aTaKW BBEPX WM BHU3

CODE

(nothing) reference.ModAttackDamage modifyBy:float objectID:ref

GetWeaponSpeed — Bo3BpaIiaeT CKOpOCTb OpYKHs

CODE

(speed:float) reference.GetWeaponSpeed objectID:ref

SetWeaponSpeed — 3a1a€T CKOPOCTb OPYXKHUS



CODE

(nothing) reference.SetWeaponSpeed nuSpeed:float obejctID:ref
ModWeaponSpeed — H3MEHSIET CKOPOCTH OPYKHSI BBEPX WIIM BHHU3

CODE

(nothing) reference.ModWeaponSpeed modifyBy:float obejctID:ref
GetlgnoresResistance — Bo3Bparaer, ycraHoBjeH Jii ¢iar ignores normal damage resistance
CODE

(ignores:bool) reference.GetIgnoresResistance objectID:ref
SetlgnoresResistance — ycranasnuBaet ¢uiar ignores normal damage resistance
CODE

(nothing) reference.SetIgnoresResistance shouldIgnore:bool objectID:ref
Breakable (Pa3pymaemsie)

THIIBI ¢ THM CBOHCTBOM MOTYT OBITH pa3pyIcHBI.

3HaYeHNS:

Health - long - 6a30Boe 310poBEe 00BekTa. He MOKeT OBITH OTPHIIATEIEHBIM.
Current Health - float - Tekymiee 3m0poBbe 00bekTa. OOBEKT MOBPEKICH, KOT/Ia TEKYIIIee 3HaYeHIEe MEeHbIIe 0a30BOTO, M pa3pyIlieH,
Koraa texyiiee 310poBbe gocturaeT . D dekTnBHOCTS 00bEKTa MOKET YMEHBIIATHCS C TIOBBIIICHUEM ITOBPEKICHUIA.
OyHKIUH:

GetObjectHealth — Bo3BpariaeT 6a30BO€ 310pPOBBE OOBEKTA

CODE

(health:long) reference.GetObjectHealth objectID:ref

SetObjectHealth — 3anaet 6a30Boe 310pOBbE 0OBEKTA

CODE

(nothing) reference.SetObjectHealth nuHealth:long objectID:ref
ModObjectHealth — m3mensieT 6a30BOe 370pOBbE 00BEKTa BBEPX MIIM BHHU3

CODE

(nothing) reference.ModObjectHealth modifyBy:float objectID:ref
GetEquippedCurrentHealth — momydgaeT Tekymiee 310poBhe 00BEKTa B YKa3aHHOM CJIOTE SKAITUPOBKH
CODE

(health:long) reference.GetEquipped CurrentHealth slot:short
SetEquippedCurrentHealth — 3a1aet Tekyuiee 340poBbe 00bEKTa B YKa3aHHOM CJIOTE SKUITHPOBKHU
CODE

(nothing) reference.SetEquippedCurrentHealth nuHealth:long slot:short
ModEquippedCurrentHealth — m3meHnsieT Tekymiee 310pOBbe 00BEKTA B YKa3aHHOM CIIOTE SKUIIMPOBKH BBEPX MIIM BHHU3
CODE

(nothing) reference.ModEquippedCurrentHealth modifyBy:float slot:short
Class (Kmacc)

Turibl ¢ TUM CBOMCTBOM COJIEPKAT KIJIACC UTPOKA.

3HaYeHNS:

Attributes - short - arpudyTa Kiacca

Skills - short - HaBBIKH Ki1acca

Specialization - short - cienuanuzanus Kiacca

OyYHKIUH:

GetClass — Bo3Bpamaet kinacc NPC

CODE

(class:ref) reference.GetClass

GetClassAttribute — Bo3BpamaeT N-bIif aTprOyT Ki1acca

CODE

(skill:short) GetClassAttribute whichAttribute:short class:ref

GetClassSkill — Bo3BpamaeT N-bIif HaBBIK KJlacca

CODE

(attribute:short) GetClassSkill whichSKkill:short class:ref
GetClassSpecialization — Bo3BpallaeT CenuanIn3aluio Kiacca

CODE

(specialization:short) GetClassSpecialization class:ref

IsClassSkill — Bo3Bpaiaet, siBisieTCs Jid NepeJaHHbIA HaBbIK HABBIKOM Kilacca
CODE

(isClassSKkill:bool) IsClassSKkill skill:short class:ref

IsMajor — Bo3BpaIaeT, SBIIETCS JIU IepeJaHHbI HAaBBIK ITIABHBIM HABBIKOM KJlacca
CODE

(isClassSKkill:bool) IsMajor skill:short class:ref

Container (Konretinepsr)

JIroOble 0OBEKTHI, MMEIOINE HHBEHTAPD.

OYHKIHH:

GetNumltems — Bo3BpaIaeT YUCIO Pa3IMYHBIX TUIIOB OOBEKTOB B KOHTCHHEPE
CODE

(count:long) reference.GetNumltems

GetInventoryObject — Bo3Bpamiaet objectID N-oro nmpeamera B KoHTeHHEpe



CODE

(objectID:ref) reference.GetInventoryObject whichObject:long

IsContainer — Bo3BparmaeT, SBIsIeTCS I 00BEKT WM IepenaHHblil object]D koHTelHEpOM
CODE

(isContainer:bool) reference.IsContainer objectID:ref

Edible (CrenobHbIe)

Tunel ¢ 3TUM CBOMCTBOM CUHTAIOTCS €IOM.

3HaYCHUS:

Is Food ¢yar - bool - siBisiercst u 00bEKT eoi
OYHKIHH:

IsFood — Bo3Bparaer, siBIseTCS U OOBEKT €0t
CODE

(isFood:bool) reference.IsFood objectID:ref
SetlsFood — 3anmaet, Oynmet Jin 00BEKT CUMTATHCS eA0H
CODE

(nothing) reference.IsFood isFood:bool objectID:ref

Enchantable (3auapoBbsiBaembie)

THIIBI C 5TUM CBOMCTBOM MOTYT OBITh 3a4apOBAaHBI.

Heckoubko 3ameuannii: 3aqapoBanus 1 cuiia ux 3Q(exToB MOTYT OBITH MPUCBOEHBI 0OBEKTAM C BO3MOYKHOCTBIO 3a4apoBaHus. Tui
3ayapoBaHMs JIOJDKEH COOTBETCTBOBATH 00BEKTY, KOTOPOMY OHO ITpHUCBaMBaeTcs. Takoke, Ipu 100aBICHUH 3a4apoBaHus K 00BEKTY,
yOeIuTeCh, 9TO Y 00BEKTa €CTh 3apsil, HHade 3a4apoBaHue padboTtaTh He OyneT. Eciiu 00beKT paHee He ObLT 3a4apoBaH, BEI30BUTE
SetObjectCharge, uTo0BI 3a0aTh 3aps 00bEKTA.

3HaYeHNS:

Enchantment - ref - onpeneneHHoe 3auapoBaHye Ha 3a49apOBBIBAEMOM IIpeAMETE

Charge - long - MakCHMaJbHEIHN 3apsa IpeaMeTa

Current Charge - float - Texkymmuii 3apsg mpeamera

OyHKIUH:

GetEnchantment — Bo3Bpalaer 3auapoBaHie 00bEKTa

CODE

(enchantment:ref) reference.GetEnchantment objectID:ref

SetEnchantment — 3aaeT 3a4apoBaHne 0OBEKTY U BO3BpAIaeT MPEAbLIyIIee 3a4apoBaHHe

CODE

(oldEnchantment:ref) reference.SetEnchantment newEnchantment:ref objectID:ref
RemoveEnchantment — yganseT 3agapoBanne ¢ 00beKTa 1 BO3BpAIIaeT MPEIbIAYIIee 3a9apOBaHNe
CODE

(oldEnchantment:ref) reference.RemoveEnchantment objectID:ref

GetObjectCharge — Bo3BpamaeT MaKCUMaJIbHBIHN 3apsaa 00BbeKTa

CODE

(charge:long) reference.GetObjectCharge objectID:ref

SetObjectCharge — 3agaeT MaKCUMaJIbHBIH 3aps]] 00beKTa

CODE

(nothing) refernce.SetObjectCharge nuCharge:long objectID:ref

ModObjectCharge — u3mMeHsieT MaKCUMaJIbHBIH 3apsii 00bEKTa BBEPX WM BHU3

CODE

(nothing) reference.ModObjectCharge modifyBy:float objectID:ref

GetEquippedCurrentCharge — Bo3BpamniaeT TeKymunii 3aps 00beKTa B yka3aHHOM CIIOTE

CODE

(charge:long) reference.GetEquipped CurrentCharge slot:short

SetEquippedCurrentCharge — 3agaer Tekymuii 3aps1 00beKTa B yKa3aHHOM CIIOTE

CODE

(nothing) reference.SetEquippedCurrentCharge nuCharge:long slot:short
ModEquippedCurrentCharge — u3mMeHsieT TeKyIuii 3apsi 00beKTa B yKa3aHHOM CJIOTE BBEPX MIIM BHU3
CODE

(nothing) reference.ModEquipped CurrentCharge modifyBy:float slot:short

Equippable (HazeBaemsie)

THMBI ¢ 3TUM CBOMCTBOM MOTYT OBITH HaJI€THI IEPCOHAMKEM.
3HaveHHS:

Slot - short - cTOT SKUITUPOBKH 0OBEKTA

OyHKINH:

GetEquipmentSlot — Bo3Bpalaer cjioT SKUIHPOBKU 00BEKTa
CODE

(slot:short) reference.GetEquipmentSlot objectID:ref
GetEquippedObject

Inventory (MIuBeHTaps)



Tunel ¢ ’TUM CBOWCTBOM MOTYT XpaHUTHCS Kak B MHBEHTApe, TaK U CYIIECTBOBATH KaKk OOBEKT BHE HHBEHTAPSI.
3HaYeHNS:

Object - long - 6a30BHIit object id 00BbekTa (T.H. 6a30BEIi 00BEKT)
Weapon Type- short - Ta1m opyxust

Weight - float - Bec ogHOTO 00BEKTa 3TOTO THIIA

Gold Value - long - iena omHOro 00bEKTa 3TOTO TUIA. ITO 3HAUCHUE MOXKET HECOBIIAAaTh C 0TOOpaxkaeMbIM B UHTEp(deiice, T.K. TO
MOJKET BKIIFOYATh JOTOJHUTCIBHYIO CTOUMOCTD 3a4apOBaHMUS.

Is Quest Item flag - bool - sBisieTCst 1M THI KBECTOBBIN NpeaMeToM. KBeCcTOBBIE ITPEAMETHI HEellb3sl aKTUBUPOBATH WJIM BEIOPOCHTD.
OYHKINH:

GetBaseObject — Bo3BparaeT 6a30BbIif 00bEKT

CODE

(objectID:ref) reference.GetBaseObject

GetType — Bo3BpamaeT THII Koj1a s K&KIOTO THIIAa 00BEKTa
CODE

(type:long) reference.GetType objectID:ref

IsWeapon — sBmsieTcst 1 0OBEKT OpYKUEM

CODE

(isWeapon:bool) reference.IsWeapon objectID:ref

ISAmmo — siBAsieTCs I 0OBEKT aMyHUIIHEH

CODE

(isAmmo:bool) reference.IsAmmo objectID:ref

IsArmor — siBisieTcst 11 00BEKT OpOHEH

CODE

(isArmor:bool) reference.IsArmor objectID:ref

IsBook — siBisieTcst 11 00BEKT KHATON

CODE

(isBook:bool) reference.IsBook objectID:ref

IsClothing — siBsIeTCS T OOBEKT OHEIKITOM

CODE

(isClothing:bool) reference.IsClothing objectID:ref
IsIngredient - siBsieTcst 11 OOBEKT MHIPEAUCHTOM

CODE

(isIngredient:bool) reference.IsIngredient objectID:ref
IsKey - sBnsieTcst T 00BEKT KIFOUOM

CODE

(isKey:bool) reference.IsKey objectID:ref

IsAlchemyltem - siBisIeTCS T OOBEKT ATXUM.IIPEAMETOM
CODE

(isAlchemyItem:bool) reference.IsAlchemyItem objectID:ref
IsApparatus - siBJIIeTCSI T OOBEKT aJIXUM.aMMapaTOM

CODE

(isApparatus:bool) reference.IsApparatus objectID:ref
IsSoulGem - siBnsieTcst in OOBEKT KAMHEM JYIIIH

CODE

(isSoulGem:bool) reference.IsSoulGem objectID:ref
IsSigilStone - sBnseTcs 11 00BEKT KAMHEM CHTHIT

CODE

(isSigilStone:bool) reference.IsSigilStone objectID:ref
IsLight - s;BsteTcst 111 0OBEKT HCTOYHUKOM CBETa

CODE

(isLight:bool) reference.IsLight objectID:ref

GetWeight — Bo3BpalaeT Bec npeaMera

CODE

(weight:float) reference.GetWeight objectID:ref

SetWeight — 3anaeT Bec npeamera

CODE

(nothing) reference.SetWeight nuWeight:float objectID:ref
ModWeight — m3MeHsET Bec IpeMeTa BBEpX WIH BHU3

CODE

(nothing) reference.ModWeight modifyBy:float objectID:ref
GetGoldValue — Bo3Bpariaet 6a30ByI0 IIeHy 00bEKTa

CODE

(goldValue:long) reference.GetGoldValue objectID:ref
SetGoldValue — 3aaer 6a30By10 LieHy 00BbEKTa

CODE

(nothing) reference.SetGoldValue nuGoldValue:long objectID:ref
ModGoldValue — u3mensier 6a30By0 1IeHy 00bEKTa BBEPX HJIM BHH3
CODE



(nothing) reference.ModGoldValue modifyBy:float objectID:ref
IsQuestltem — Bo3BpamaeT, SBJISAETCS JIU MPEIMET KBECTOBBIM
CODE

(isQuestItem:bool) reference.IsQuestitem objectID:ref
SetQuestltem — 3aiaeT, ABISAECTCS TN MPEAMET KBECTOBBIM

CODE

(nothing) reference.SetQuestItem isQuestitem:bool objectID:ref

Magic (Marus)

THIIBI C 3TUM CBOMCTBOM MMEIOT TPYIITy Maruueckux 3(pQeKToB

3HaYeHUs:

Magic Item Type - short - Tun marmaeckoro npeamera (Spell (3akmunanne), Enchantment (3agaposanue), Alchemyltem
(Axum.mipenmer), Ingredient (Murpenuenr))

Effect Count - long - yucno marngeckux 3¢ (eKkToB B IIpeaMeTe

Effectltem Code - long - kox Mmarmgeckoro ¢ dexTa

Effectltem Magnitude - long - cra Marmgeckoro 3gdexra

Effectltem Area - long - miomanap, mokpeiBaeMasi Marn4eckum 3pQpexrom

Effectltem Duration - long - npoomkuTensHOCT, Marnaeckoro addekra B cekyHaax

Effectltem Range - short - qucranmms a3 dexra (Self (ua ceds), Touch (kacanue), Target (Ha 1emnb))
Effectltem Actor Value - long - kox 171 aTpr0yTa WiIn HaBBIKH, 3aTparuBaeMoro 3Gpdexkrom
OyHKIUH:

GetMagicltemType — Bo3BpalaeT TUIl MarH4ecKoro npeamera

CODE

(magicltemType:short) GetMagicltemType objectID:ref

(magicltemType:short) GetMIType objectID:ref

GetMagicltemEffectCount — Bo3BparmaeT 9uciio Marnaeckux 3 (HexkTos npeamera
CODE

(count:long) GetMagicltemEffectCount objectID:ref

(count:long) GetMIECount objectID:ref

MagicltemHasEffect — Bo3Bpamiaer, ecTb Jin y Marn4eckoro rnpeaMera onpeeicHHbli g ¢exr. Mcnonsiyer 4 OyKBeHHBII KO LIS
Mmar.adpexra u3 KC.

CODE

(hasEffect:bool) MagicltemHasEffect effect:chars

(hasEffect:bool) MagicHasEffect effect:chars

MagicltemHasEffectCode - Bo3Bpamaer, ecTh In y Marn4eckoro rnpeaMera onpenesieHHsii 3¢ dekr. Mcmons3yer 3HaueHne THIa
long, Bo3Bpamaemoe ¢pyaxmmeii GetNthEffectltemCode nmu GetMagicEffectCode.
CODE

(hasEffect:bool) MagicltemHasEffectCode code:long

(hasEffect:bool) MagicHasEffectC code:long

GetNthEffectltemCode — Bo3Bpainaer ko Mar.3ddexra yka3aHHOTO IpeaMeTa

CODE

(code:long) GetNthEffectItemCode objectID:ref whichEffect:short

(code:long) GetNthEICode objectID:ref whichEffect:short
GetNthEffectltemMagnitude — Bo3Bpamaer cuity onpezaeaeHHoro s¢pgexra

CODE

(magnitude:long) GetNthEffectltemMagnitude objectID:ref whichEffect:short
(magnitude:long) GetNthEIMagnitude objectID:ref whichEffect:short
SetNthEffectltemMagnitude — 3amaeT criry onpeneneHHOro 3 dexra

CODE

(nothing) SetNthEffectItemMagnitude nuMagnitude:long objectID:ref whichEffect:short
(nothing) SetNthEIMagnitude nuMagnitude:long objectID:ref whichEffect:short
ModNthEffectltemMagnitude — u3MensieT cuity onpezenacHHoro 3¢ ¢Gexra BBEpX MM BHU3
CODE

(nothing) ModNthEffectItemMagnitude modifyBy:float objectID:ref whichEffect:short
(nothing) ModNthEIMagnitude modifyBy:float objectID:ref whichEffect:short
GetNthEffectltemArea — Bo3Bpamiaet 30Hy MOKPBITHS 2P deKTa

CODE

(area:long) GetNthEffectItemArea objectID:ref whichEffect:short

(area:long) GetNthEIArea objectID:ref whichEffect:short

SetNthEffectltemArea — 3amaeT 30Hy HOKpeITHS d(HekTa

CODE

(nothing) SetNthEffectItemArea nuArea:long objectID:ref whichEffect:short
(nothing) SetNthEIArea nuArea:long objectID:ref whichEffect:short
ModNthEffectltemArea — u3mensier 30Hy NOKpBITHS 3 (heKTa BBEPX WM BHU3

CODE

(nothing) ModNthEffectItemArea modifyBy:float objectID:ref whichEffect:short
(nothing) ModNthEIArea modifyBy:float objectID:ref whichEffect:short



GetNthEffectltemDuration — Bo3Bpamiaet mpoaoHKUTEILHOCTD A hekTa

CODE

(duration:long) GetNthEffectitemDuration objectID:ref whichEffect:short
(duration:long) GetNthEIDuration objectID:ref whichEffect:short
SetNthEffectltemDuration — 3amaeT mpoI0KUTENLHOCTD dPdekTa

CODE

(nothing) SetNthEffectItemDuration nuDuration:long objectID:ref whichEffect:short
(nothing) SetNthEIDuration nuDuration:long objectID:ref whichEffect:short
ModNthEffectltemDuration — n3mMeHsieT NPOJOKUTEILHOCTD A deKTa BBEPX WIN BHU3
CODE

(nothing) ModNthEffectItemDuration modifyBy:float objectID:ref whichEffect:short
(nothing) ModNthEIDuration modifyBy:float objectID:ref whichEffect:short
GetNthEffectltemRange — Bo3BpamaeT quctaHuio dppexra

CODE

(range:short) GetNthEffectItemrange objectID:ref whichEffect:short

(range:short) GetNthEIRange objectID:ref whichEffect:short
SetNthEffectltemRange — 3amaet auctanuuto 3gdekra

CODE

(nothing) SetNthEffectIltemRange nuRange:short objectID:ref whichEffect:short
(nothing) SetNthEIRange nuRange:short objectID:ref whichEffect:short
GetNthEffectltemActorValue — Bo3Bpalaer 3HaueHUE aKTepa OnpeaesieHHOro 3 dexra
CODE

(actorValueCode:long) GetNthEffectItemA ctorValue objectID:ref whichEffect:short
(actorValueCode:long) GetNthEIAYV objectID:ref whichEffect:short
SetNthEffectltemActorValue — 3aaet 3HaueHHe akTepa ONMpeneIeHHOTo dpdeKTa

CODE

(nothing) SetNthEffectItemA ctorValue nuActorValue:long objectID:ref whichEffect:short
(nothing) SetNthEIAV nuActorValue:long objectID:ref whichEffect:short
RemoveNthEffectltem — ynansier onpeneneHusiil 3 dexT

CODE

(nothing) RemoveNthEffectItem objectID:ref whichEffect:short

(nothing) RemoveNthEffect objectID:ref whichEffect:short

Named (IMeHOBaHHEIC)

Turbl ¢ 3TUM CBOMCTBOM UMEIOT 3aJlaBa€Mble UMEHA

3HaveHUs:

Name - string - oroOpakaemoe UMs THIIA

OyHKINH:

SetName — 3agaeT oToOparkaeMoe nMs 00bekTa. SetName — criennanbHas QyHknust. OHa onpeaeneHa, 4ToOsl paboTaTh ¢
VHBeHTapHBIMY MIPEIMETAMU, HO MOXKET OBITh HCIIOJIb30BaHAa Ha 000 Gopme. UTOOBI HCTIONB30BaTh €¢ HA HCHHBEHTAPHOM
o0bekTe, cCHavaj1a Hy)kKHO Ha3HaunuTh objectID mus ref. {nst GonbrumHcTBa popM Ha3BaHME — yacTh 0a30BOH (OPMBI M H3MEHEHHE
HA3BaHUs U3MEHUT €ro JJIsl BCeX KOIUIA MpeMeTa.

CODE

(nothing) reference.SetName name:string objectID:ref

Simple (ITpocTsie)

Tunsl ¢ ’TUM CBOWCTBOM MMEIOT OJIH ITyTh K MOJIEITH M OIHY UKOHKY

3HaveHUs:

Model Path - string - myTs k Mmozenu B popmate NIF mms mpemmera

Icon Path - string - myTs k nkoHKe B hopmate DDS s mpeamera

OyHKUINH:

SetModelPath — 3amaeT myTh K MOAETH ISl 0OBbEKTA

CODE

(nothing) reference.SetModelPath modelPath:string objectID:ref

SetlconPath - 3agaet myTh K UKOHKE JIJIsl MPEAMETa

CODE

(nothing) reference.SetlconPath iconPath:string objectID:ref

Wearable (HaneBaemebie)

THrel ¢ 3TUM CBOMCTBOM MOTYT OBITH HAIETBIMU AKTEPAMH U MOTYT UMETh Pa3INIHbIE MOJIEIH U TEKCTYPBI JIsI MyKYUH U JKCHIIIHH.
3HaveHHS:

Slot - short - cIOT SKUIMUPOBKHU WA CIIOTHI, 3aHUMAaeMbIe 00BEKTOM

Male Model Path - string - myTs k (aitny B popmate NIF mrst My>KCKo# WM eTMHON MOZIEIH, KOTa Ta HaJeTa

Female Model Path - string - myTs k daitry B popmare NIF st sxeHCcKo# Moy, Korja ta HajieTa

Male Ground Path - string - myTb K daiiny B ¢popmate NIF 11t My»KcKoi Wi eIMHON MOJIe, KOoTia Ta OpolleHa Ha 3eMITI0
Female Ground Path - string - nmyTs k ¢aiiny B popmare NIF 1151 sxeHCKOH MOzeNnH, KOTAa Ta OpolIeHa Ha 3eMITI0

Male Icon Path - string - nmyTb k uxonke B ¢popmare DDS aiist My>KcKoit nim equHON Mojenu

Female Icon Path - string - myTs k nkonke B popmare DDS st sxeHcKo# Moaenn

OyHKIUH:



GetEquipmentSlot — Bo3Bpamniaer cioT S3KUMUPOBKY WIIH CIIOTHI, 3aHUMaeMbIe 00BEKTOM
CODE

(slot:short) reference.GetEquipentSlot objectID:ref

SetEquipmentSlot — 3a7aeT cI0T SKUMUPOBKH WIIN CIIOTHI, 3aHUMaeMbIe 00BEKTOM
CODE

(nothing) reference.SetEquipmentSlot slot:short objectID:ref
SetMaleBipedPath — 3agaet mysxckyto mozaens NIF, korna ta Hazera

CODE

(nothing) reference.SetMaleModelPath modelPath:string objectID:ref
SetFemaleBipedPath - 3amaer sxenckyro mozens NIF, koraa ta Hanera

CODE

(nothing) reference.SetFemaleModelPath modelPath:string objectID:ref
SetMaleGroundPath - 3amaeT myxckyro mozens NIF, koraa ta 6pornreHa
CODE

(nothing) reference.SetMaleGroundPath modelPath:string objectID:ref
SetFemaleGroundPath - 3agaet xeHckyro mognenb NIF, korga Ta 6poriena
CODE

(nothing) reference.SetFemaleGroundPath modelPath:string objectID:ref
SetMalelconPath — 3agaeT HKOHKY MYKCKOH ozex e

CODE

(nothing) reference.SetMalelconPath iconPath:string objectID:ref
SetFemalelconPath - 3a1aeT UKOHKY XKEHCKOI ofex e

CODE

(nothing) reference.SetFemalelconPath iconPath:string objectID:ref

Oblivion Types (Tumsr O6amBHOHA)

Tumner O6MBHOHA — 3TO pa3nuyHbie (HOPMBI, TocTymHbIe 11 3anonHeHns B KC. OHu coo0IIaroTCs ¢ peallbHBIMA 00bEKTaAMH HITH
koHientamu B O0nuBroHe. THITBI — 3TO cOOpaHusl 3HAYCHUN U (PYHKI[HIA, KOTOPhIE MOTYT IPUMEHATHCS K HUM. YacTo y HUX eCTh
CBOICTBa, KOTOPBIC HHKATICYJIUPYIOT CTAaHAAPTHBIC 3HAYCHUS U (HYHKIIMK MESKIY Pa3IMYHBIMU TUIIAMH. ECIM y THIIA €CTh CITUCOK
CBOWCTB, TO Y 3TOTO THIIa €CTh BCE 3HAUCHUS U (DYHKIIMU 3TOTO CBOWCTBA B JIOMOJHEHUE K TOMY, YTO YKa3aHO JIsl JAHHOTO TUIIA
HATIPSAMYIO.

Alchemy Item

Ammo

Armor

Clothing

Enchantment

Ingredient

Magic Effect Setting

NPC

Soul Gem

Spell

Weapon

Alchemy Item (AnxuMudeckuil npeaMer)

ATXUMAYECKUE TPEIMETHI — 3TO 3€IbsI U SBI.

Cgoiictpa: Edible, Inventory, Magic, Named, Simple

3HaYeHH:

@ar Is Poison - bool - ¢uiar onpenenseT, cauTaeTcs JU aATXUMHYECKAN TIPEIMET SA0M. ST — 3TO alTXUMHYECKUHA TTPEIMET, B KOTOPOM
Bce 3¢ (HeKThI oTpuIaTeabHble. ECiu MMeeTcs XOTh OJIUH HEOTPHUIATENbHBIN 3 (HEKT, TO aTXUMUICCKUHN TPEMET SI0OM HE CIUTACTCS.
OyHKUINH:

IsPoison — Bo3BpaIaeT, SABJISETCS JIU aJIXUM.IIPSAMET SJIOM.

CODE

(isPoison:bool) reference.IsPoison objectID:ref

Ammo (AMyHUIUS)

Best amyHUIMS, THITA CTPEIT.

Cgoiictpa: Attacking, Enchantable, Equippable, Inventory, Named, Simple

Armor (bpouns)

Bpons — mro6o¥ Trm HazieBaeMOro 00bEKTa, KOTOPBIHA MPEIOCTABIISET 3alIUTY OT MOBPEKICHUMA
CgoiictBa: Breakable, Enchantable, Inventory, Named, Wearable

3HaueHus:

Armor Rating - long - 3HaueHue 3anMTHI, 1aBaeMoe OpoHei

Armor Type - short - Tun 6ponn. Koasr Tunos bponu.

OyHKIUH:

GetArmorAR — Bo3Bpaiaer peiiTuHr OpoHn 00BeKTa

CODE



(armorRating:long) reference.GetArmorAR objectID:ref
SetArmorAR — 3amaet pedTHHT OpOHU 00BEKTa

CODE

(nothing) reference.SetArmorAR nuArmorRating:long objectID:ref
ModArmorAR — n3mensieT peHTHHT OpOHH 00BEKTa BBEPX MU BHU3
CODE

(nothing) reference.ModArmorAR modifyBy:float objectID:ref
GetArmorType — Bo3Bparuaer 0, eciu OpoHst jierkas u 1, eciu TspKeast
CODE

(armorType:short) reference.GetArmorType objectID:ref
SetArmorType — 3agaeT T OpOHU: JerKas WM TsDKeNas

CODE

(nothing) reference.SetArmorType nuArmorType:short objectID:ref

Clothing (Onexnaa)
Onexna — mo00H HaJieBaeMbIi 00BEKT, KOTOPHIH HE JaeT 3aIlrThl. BKIIFOUYaeT aMyJeThl U KOJIbIIA.
CgoiictBa: Enchantable, Inventory, Named, Wearable

Enchantment (3auapoBanue)

3avapoBaHue — TPyIIa Marundeckux 3G QeKToB, KOTOPBIC MOT'YT OBITH MPUMEHEHBI K 3a4apOBBIBAEMBIM 00BHEKTAM.
CsoiictBa: Named, Magic

3HaueHus:

Enchantment Type - short Tim 06BbexTa, K KOTOPOMY MOKET OBITh IPUMEHEHO 3a4apOBaHHE

Charge - long 3apsin 3agapoBanus. [1o Hew3BeCTHOW M HESCHON MPUYMHE — YUCIIO HHOT/Ia HE COOTBETCTBYET 3HAUCHUIO, YKA3aHHOMY B
KC. IToxoxe, uto B KC yka3siBaeTcs 1eHa U 3apsix BMecTe oT 3HadeHust Cost 3a4apOoBaHHOTO MpeIMeTa.
Cost - long pa3mMep Marmgeckoro 3apsijia, 3aTpaunBaeMoro IpH KaXKA0M HCIOIH30BAHNH 3a9apOBAHUS
OyHKINH:

GetEnchantmentType — Bo3BpamaeT THII 3a4apOBaHUS

CODE

(enchantType:short) GetEnchantmentType objectID:ref

SetEnchantmentType — 3anaet Tun 3adapoBaHus

CODE

(nothing) SetEnchantmentType enchantType:short objectID:ref

GetEnchantmentCharge — Bo3BpaImaeT 3apsi 3a4apoBaHusl.

CODE

(charge:long) GetEnchantmentCharge objectID:ref

SetEnchantmentCharge — 3amaeT 3apsia 3a4apoBaHusl.

CODE

(nothing) SetEnchantmentCharge nuCharge:long objectID:ref

ModEnchantmentCharge — u3mMeHsieT 3apsj 3a4apoBaHUs

CODE

(nothing) ModEnchantmentCharge modifyBy:float objectID:ref

GetEnchantmentCost — Bo3Bpamiaer 1eHy Maruy 3a HCII0JIb30BaHKUEC 3a4apOBaHUs

CODE

(cost:long) GetEnchantmentCost objectID:ref

SetEnchantmentCost — 3a1aeT IIeHy Maruu 3a UCIOJIb30BaHNE 3a4apOBaHUs

CODE

(nothing) SetEnchantmentCost nuCost:long objectID:ref

ModEnchantmentCost — U3MeHsIEeT [IeHy Maruy 3a UCTOIb30BaHUE 3a4apOBAHMS BBEPX HIIM BHU3
CODE

(nothing) ModEnchantmentCost modifyBy:float objectID:ref

Ingredient (Murpenuent)

WHrpenueHThl — mpeIMeThl, KOTOPBIE MOXKHO MCIIOJIB30BAaTh JIJIs CO3/IaHUS aIXUMUYCCKUX MPEIMETOB
Caoiicta: Edible, Inventory, Magic, Named, Simple

Magic Effect Setting (Hactpoiiku Maruueckoro Dddekra)

3HaveHHS:

Code - chars mnu long xox marmaeckoro ¢ dexra. B KC 310 4 cumBonbsaeii kox (kak FIDG mmu Z001). Bo3spamaemoe 3HaueHme OT
¢ysakunit OBSE — tun long ¢ TeM e YiCICHHBIM 3HAYCHUEM.

Base Cost - float 6a30BbIe 3aTpaThl Maruu Ha 3P HEKT

School - short HaBbIK 3aKJIMHAHUS, KOHTPOJIUPYIOMUH 3P PeKT

Projectile Speed - float ckopocTs moneTa Mmarngeckoro 3¢ dexra

Enchant Factor - float mocrostHHBII 3¢ ekt pakTopa 3a4apoBaHysl, IOMOTAIOLINN ONPEIEINTh MaKCUMalbHy0 cuity addekra npu
3a4apoBaHUU

Barter Factor - float nmocrosiHubIi 3 dekT pakropa 0OMeHa, HOMOTAOMINI YBETHYUTH LIEHY IPH 3a4apOBAHUH

Is Hostile ¢uiar - bool onpenesnsier, siBasiercst 1 3pQekT HeraTuBHBIM. T0JIbKO HeraTUBHBIE d()(EKTHI MOTYT OBITD SIIAMH.
OyHKIHH:

GetMagicEffectCode — Bo3Bpamniaer koa Marudeckoro adekra.



CODE

(magicEffectCode:long) GetMagicEffectCode effect:chars
(magicEffectCode:long) GetMECode effect:chars

GetMagicEffectBaseCost — Bo3Bpamaet 6a30BbIe 3aTpaThl Maruu Ha 3 dekr

CODE

(baseCost:float) GetMagicEffectBaseCost effect:chars

(baseCost:float) GetMEBaseCost effect:chars

(baseCost:float) GetMagicEffectBaseCostC effect:long

(baseCost:float) GetMEBaseCostC effect:long

GetMagicEffectSchool — Bo3Bpamaer mkoiny Marndeckoro 3 pexra

CODE

(magicSchool:short) GetMagicEffectSchool effect:chars

(magicSchool:short) GetMESchool effect:chars

(magicSchool:short) GetMagicEffectSchoolC effect:long

(magicSchool:short) GetMESchoolC effect:long

GetMagicEffectProjectileSpeed — Bo3BpamaeT CKOpoCTh HOJIeTa MarHIecKOro 3P dexra
CODE

(projectileSpeed:float) GetMagicEffectProjectileSpeed effect:chars
(projectileSpeed:float) GetMEProjSpeed effect:chars

(projectileSpeed:float) GetMagicEffectProjectileSpeedC effect:long
(projectileSpeed:float) GetMEProjSpeedC effect:long
GetMagicEffectEnchantFactor — Bo3BparuaeT nocTosiHHbIN 3 deKT pakTopa 3aKIMHAHUI Marndeckoro adexra
CODE

(enchantFactor:float) GetMagicEffectEnchantFactor effect:chars
(enchantFactor:float) GetMEEnchant effect:chars

(enchantFactor:float) GetMagicEffectEnchantFactorC effect:long
(enchantFactor:float) GetMEEnchantC effect:long

GetMagicEffectBarterFactor — Bo3Bpamaet moctossHHEIH 3 dekT pakTopa 6apTepa Marmueckoro 3pdexra
CODE

(enchantFactor:float) GetMagicEffectBarterFactor effect:chars
(enchantFactor:float) GetMEEBarter effect:chars

(enchantFactor:float) GetMagicEffectBarterFactorC effect:long
(enchantFactor:float) GetMEBarterC effect:long

IsMagicEffectHostile — Bo3BparmaeT, siBisieTcs i Marugeckuii 3¢ (exT HeraTHBHBIM
CODE

(isHostile:bool) IsMagicEffectHostile effect:chars

(isHostile:bool) IsMEHostile effect:chars

(isHostile:bool) IsMagicEffectHostileC effect:long

(isHostile:bool) IsMEHostileC effect:long

NPC

Csoiictna: Class, Container

3HaueHus:

Equipped Items - NPC moryT HafgeBaTh U UCHOIb30BaTh PEAMETHI
OyYHKIUH:

GetEquippedObject — Bo3BparmmaeT 6a30BbIif 00BEKT MpeaIMeTa U3 YKa3aHHOTO CIIOTa SKUIIHPOBKHI
CODE

(objectID:ref) reference.GetEquippedObject slot:short
GetEquippedCurrentCharge

ModEquippedCurrentCharge

SetEquippedCurrentCharge

GetEquippedCurrentHealth

ModEquippedCurrentHealth

SetEquippedCurrentHealth

GetEquippedWeaponPoison

SetEquippedWeaponPoison

RemoveEquippedWeaponPoison

IsRefEssential — Bo3BpamaeT, SIBISIETCS JIM YKa3aHHBIN akTep essential
CODE

(isEssential:bool) reference.IsRefEssential

SetRefEssential — 3amaet 3HaueHue essential ykazaHHOMY akTepy
CODE

reference.SetRefEssential isEssential:bool

HasSpell — Bo3Bpaiaer, ects u y ykazanHoro NPC yka3aHHOE 3aKJIMHaHME
CODE

(hasSpell:bool) reference.HasSpell spell:ref



ModActorValue2 — u3mMeHsIET TeKyllee 3HaUeHne 0e3 n3MeHeHs1 6a30BOro 3Ha4YeHMsI. JIeHCTBYeT Kak 3aKIMHAHNUE: OTPUIATEIILHBIC
YrcIla YMEHBIIIAI0T 3HAaYeHHE, KOTOPOE MOYKET OBITh BOCCTAHOBIICHO, a IOJIOKUTEIHFHBIC YHCIIa BOCCTAHABIMBAIOT 3HAUCHUE Oe3
MIPEBBIMICHISI MAKCUMAILHOTO 3HAUCHHSL.

CODE

(nothing) reference.ModActorValue2 actorValueName:string value:long

GetActorLightAmount — Bo3Bpaiaer 3HaueHue B ¢popmarte float kommuecTBa cBeTa, najaromiero Ha akrepa, wim 100, ecnn akrep He
HaXOJIUTCS B BBICOKOM/CpeiHe-BbICOKOH 00paboTKe.

CODE

(lightAmount:float) reference.GetActorLightAmout

Soul Gem (Kamens y1m)

Csoiictpa: Inventory, Named, Simple

3HaYeHNS:

Soul Level — ypoBeHb qyIu, HAXOISAIICHCS B KAMHE B HACTOSIIIHA MOMEHT

Capacity — MaKCHIMaJIbHBIA YPOBEHB AYIIHN, KOTOPBIH MOYKET IIOMECTUTHCS B KAMEHb

OyHKINH:

GetSoulLevel — Bo3Bparaer ypoBeHb JyIIH, 3aKIIOUSHHOW B KAMHE

CODE

(soulLevel:short) GetSoulLevel objectID:ref

GetSoulGemCapacity - BO3BpallaeT MaKCUMAaJbHBIN YPOBEHb JYIIH, KOTOPBIH MOXKET MOMECTHTLCS B KAMEHb
CODE

(soulLevel:short) GetSoulGemCapacity objectID:ref

Spell (3aknunanue)

Csoiicta: Magic, Named

3HaYeHNS:

Spell Type - short - Tun 3axnmuHaans. Tun3akIuHAHAS.

Magicka Cost - long - 3aTpaThl Maruu Ijisi KACTOBaHHUS 3aKIHHAHMUS

Mastery Level - short - ypoBeHp MacTepcTBa, HEOOXOAMMBIN A1 KacToBaHMA 3akianHaHuA. Spell Mastery Levels.
OyHKUINHA:

GetSpellType — Bo3BpaIaeT TUM 3aKJINHAHUS

CODE

(spellType:short) GetSpellType objectID:ref

SetSpellType — 3amaeT TN 3aKIMHAHUS

CODE

(nothing) SetSpellType nuType:short objectID:ref

GetSpellMagickaCost — Bo3Bpamiaet 3aTpaTbl Marly PY KaCTOBAHUH

CODE

(magickaCost:long) GetSpellMagickaCost objectID:ref

SetSpellMagickaCost* - 3agaeT 3aTpaTbl Maruy Py KaCTOBAaHUH

CODE

(nothing) SetSpellMagickaCost nuMagickaCost:long objectID:ref

ModSpellMagickaCost* - u3mMeHseT 3aTpaTbl Maruy Npy KaCTOBAaHUM BBEPX WU BHU3

CODE

(nothing) ModSpellMagickaCost modifyBy:float objectID:ref

GetSpellMasteryLevel — Bo3Bpaiaer TpeOyeMblii ypOBEHb MacTepcTBa

CODE

(masteryLevel:short) GetSpellMasteryLevel objectID:ref

SetSpellMasteryLevel* - 3amaet TpeOyeMblii ypoBEeHb MacCTEPCTBA

CODE

(nothing) SetSpellMasteryLevel masteryLevel:short objectID:ref

* 9TW 3HAYEHUS MOTYT OBITh U3MEHEHBI, HO HEe OyIyT UMeTh 3 deKTa, ecliu 3akiInHaHue moMedeHo kak AutoCalc. B macrosmmii
MOMEHT HET Crioco0a ompeeNnTh, ycTaHoBIeH i (aar AutoCalc, HiTu U3MEHUTH €T0 Yepe3 CKPHIIT.

Weapon (Opyxue)

Csaoiictpa: Attacking, Breakable, Enchantable, Equippable, Inventory, Named, Simple
3HaueHus:

Reach - float - paccrosiHue ot obnagaresns A0KyAa J0CTaeT OpyKUE

Weapon Type - short - Tt opyxus

Poison - ref - s, npuMeHEHHBIH K OPYKHIO

OyHKINH:

GetWeaponReach — Bo3BpamaeT AUCTaHINIO TIOPAKEHHAS OPYKUEM

CODE

(reach:float) reference.GetWeaponReach objectID:ref

SetWeaponReach — 3afaer aAucTaHLIUIO TOPAXKEHUS OPYKHEM

CODE

(nothing) reference.SetWeaponReach nuReach:float objectID:ref
ModWeaponReach — u3meHsieT AUCTaHLIUIO TOPAXKEHUS OPY>KHEM BBEPX UM BHU3
CODE

(nothing) reference.ModWeaponReach modifyBy:float objectID:ref



GetWeaponType — BO3BpammaeT THII OpYKHUS

CODE

(weaponType:short) reference.GetWeaponType objectID:ref

SetWeaponType — 3amaet THIT Opy U

CODE

(nothing) reference.SetWeaponType weaponType:short objectID:ref

GetEquippedWeaponPoison — Bo3Bpalaer s, IpUMEHEHHBIH K SKUITMPOBAHHOMY OpPYKUIO. BrI3bIBaeTCs Ha AepikaTesie OpyxKHUs.
CODE

(poison:ref) reference.GetEquipped WeaponPoison

SetEquippedWeaponPoison — 3agaet s, IpUMEHEHHBIH K SKUIIMPOBAaHHOMY OPYKHUIO U BO3BpallaeT NpeAbIayuil s1. Be3siBaercs
Ha JIeprKaTese OpyKHsl.

CODE

(oldPoison:ref) reference.SetEquipped WeaponPoison nuPoison:ref

RemoveEquippedWeaponPoison — yganser u Bo3BpammaeT /1, IPIMEHEHHBIH K SKUITHPOBAHHOMY OPY)KHIO. BEI3bIBacTcsa Ha

Jiep KaTerie OpYXKHUs.

CODE

(oldPoison:ref) reference.RemoveEquipped WeaponPoison

General Functions (OcHoBHbIE QyHKLINH)

IsDoor — Bo3Bparaer, sBIsETCS M BBI3BIBAIOIINI 00BEKT MIIH IepeaBaeMsblii object]D nBepbio

CODE

(isDoor:bool) reference.IsDoor objectID:ref

IsFurniture - Bo3Bpamaet, SBISETCS JIN BRI3BIBAIOIINI OOBEKT I IepeaaBaeMblii object]D mebensio

CODE

(isFurniture:bool) reference.IsFurniture objectID:ref

IsActivator - BO3Bpamiaer, sIBISIETCS JH BBI3BIBAIONINNA 00BEKT WIN NiepeaaBaeMblii object]D akTtuBaTopom

CODE

(isActivator:bool) reference.IsActivator objectID:ref

GetPlayerSpell — Bo3Bparaet objectID Tekyiero 3akinHaHUS UTPOKa

CODE

(spell:ref) GetPlayerSpell

GetGameLoaded — Bo3Bparuaet 1,eciu urpa Obli1a 3arpyeHa ¢ I0CJIeJHEro BbI30Ba JaHHOW (YHKIMN

CODE

(gameLoaded:bool) GetGameLoaded

GetOBSEVersion — Bo3Bpamaet HoMmep Bepcur OBSE

CODE

(obseVersion:long) GetOBSEVersion

GetParentCell — Bo3BpamaeT object]D poauTensckoit s9eHKH BRI3BIBAIONIETO OOBEKTA

CODE

(parentCell:ref) reference.GetParentCell

PrintToConsole — neuataeT cooOlieHre B KOHCOJIHM B TOM ke (opmare, 4to 1 Message

CODE

(nothing) PrintToConsole formatString:string varl var2 etc

SetNumericGameSetting — 3a1aeT ornpeeIeHHOe UTPOBOE 3HAYCHHE, 3aJaHHOE NIEPEMEHHON WU NPSIMbIM 3HAUCHHEM
CODE

(nothing) SetNumericGameSetting gameSettingName:string value:float

GetNumericINISetting — Bo3BpaImaeT onpeae’IeHHOe 3HaUeHne U3 ini-(haiina

CODE

(setting:float) GetNumericINISetting iniSettingName:string

SetNumericINISetting - 3agaeT onpeneneHHOE 3HaYCHNE B ini-(aiiiie, 3aJaHHOE IePEMEHHOH WM MPAMBIM 3HAYCHUEM
CODE

(nothing) SetNumericINISetting iniSettingName:string value:float

Cloning Functions (OyHKIUU KIOHUPOBAHUS)

OyHKIMK KIOHUpOBaHUs 0ocoOeHHbIe. OHU 00BSBIICHBI Kak npuHuMaroie MuBeHtapabie OOBEKTHI, TaK YTO 000N HHBEHTAPHBIN
00BEKT MOKHO TIepeiaTh B HUX, ucnoab3ys ero ID u3 KC. OnHako, BbI MOXETE KIOHHPOBATH JI00YI0 (hopMy, ipucsous ee ID
nepeMeHHo# B opmate ref, a 3arem nepenas 3Ty nepemennyto B CloneForm.

OyHKINH:

CloneForm — co3faeTt 1 Bo3BpamaeT HOBEII 0a30BbIil 00BEKT, ABISIOMINIACS TOUHON Konel mepenanaoro Object]D
CODE

(clonedForm:ref) CloneForm objectID:ref

ITpumepsr:

CODE

ref clonedInventoryltem

ref clonedSpell

ref originalSpell

set clonedInventoryItem to CloneForm WeapSteelShortsword
set originalSpell to StandardCalmTouch1Novice



set clonedSpell to CloneForm originalSpell

IsClonedForm — Bo3Bparmaer, apuseTcs u nepeanHsiii object]D xrornpoBanHO# Gopmoii, ninn Het. KiioHnmposanHas ¢popma
coxpansieTcs B (paitsie coxpanenust. [IpuMepamu KJIOHUPOBaHHBIX (DOPM SIBISIOTCS CO3JaHHBIC HTPOKAMH 3€JIMi, 3aKJIMHAHUN U
3a4apOBaHHBIX MPEJMETOB.

CODE

(isCloned:bool) IsClonedForm objectID:ref

Flow Control Functions (PyHkuuu ynpaBiaeHHs HOTOKOM)

@yHKIMM yrpaBIeHUs TOTOKOM MO3BOJISIIOT BHEIPUTH LUKJIBI B CKpHUIITHL. T.K. B MHTEprperarope OOIMBHOHA HET BCTPOCHHOM
TOJJIEPIKKH IIMKIIOB, CHHTAKCHC 3TUX (YHKIIMH MO>KET IOKa3aThesi cTpaHHbIM. [lepBas gpynkuus, SavelP wium Label, 3anumer
MO3MIMIO MHCTPYKIMH T1TociIe ce0st BO BHYTpEeHHUH cricok. Bropas dynkuums, RestorelP mim Goto, coBepiaeT npsbKoK Hazam, K
COXpaHEHHOM Mo3uluKu. BoT npocroit npumep nukia:

CODE

begin onActivate

; 00bABJIsIEM MepeMeHHYI0, YTOObI XPAHUTDb YHCJI0 HTepalMii IHKIa

long var

set var to 0

; COXpaHsieM TeKyIIHii yKka3zaTelb HA HHCTPYKIHMIO
; 3Ta 3alMCh TOBOPHT, YTO HAYAJI0 IUK.JIa MpsiMo nepea komanaoii PrintToConsole
SavelP; mo:xHO ucnoab3oBaTh Label

; Me4aTaeT TeKYUIYI0 HTepalHIo
PrintToConsole "loop %f'" var

3 OOHOBJIIEM CYETYHK IUKJIA
set var to var + 1

3 MBI XOTHM ¢/1eJIaTh JUIIB 3 UTepaln, TAK YTO MPOBEPSIeM CUETUYHK
if var <3

; MPbITaeM K COXPaHeHHOMH MO3ULIMU

RestorelP; Mo:kHO HcIIb30BaTh Goto

endif

3 €CJIM MbI 3/1eCh, TO BBIILIH U3 IUKJIA
end

IIpu akTHBaLIMK CKPUINT BBIBEICT:
CODE

loop 0.0000

loop 1.0000

loop 2.0000

UtoOb! moICPIKATh BIOKEHHBIC UKIBI, koMaHabl SavelP u RestorelP npuHIMaOT ONMIIMOHANEHBINA [EIOYUCICHHBIH TapaMeTp,
OTIPEIISNAIONINN, B KaKOH "cIIO0T" cOXpaHsATh MHCTPYKIMHU. Ecim ¢loT He yka3aH, TO 1o yMordaHuio oH paseH 0. Bo BHyTpeHHEM
CITUCKE eCTh 256 cI0TOB. BOT mprMep BJIOKEHHBIX ITUKIIOB:

CODE

begin onActivate

long var

long var2

set var2 to 0

SavelP 0 ; Label 0
3 HAYAJI0 BHEIIHEro MUKJIa
set var to 0

SavelP 1 ; Label 1
; HAYaJ10 BHYTPEHHET0 IUKJIa
PrintToConsole "loop %f %f'" var var2

set var to var + 1

if var <3

s BETBJICHHE K Hﬂ‘-lﬂ.]]y BHyTpeHHeFO IMUKJIa
RestorelP 1 ; Goto 1

endif

set var2 to var2 + 1



if var2 <3

; BeTBJIEHHE K HAYaJTy BHEIIIHEr 0 MUK
RestoreIP 0  ; Goto 0

endif

end

BHyTpeHHHUI UK HCIIOJIB3YET CNOT 1, BHemHUi — ca0T 0.

BaxHble npuMevaHus:

Bo3MoxHO c03/1aTh OCCKOHEYHBIH ITUKII, UCTIONB3YS 3TH (QYHKIUH, KOTOpPhIC 3acTaBsIT OOIMBUOH 3aBUCHYTh. 3aMEThTE TAKXKE, UTO,
XOTS CIIMUCOK MECT TEXHHYECKH COXPAHSETCs I100aIbHO, OHU MMEIOT CMBICI TOJBKO BHYTPH TOTO CKPUITA, I/i¢ ObLIIM COXPAHEHBI, 1
JIOJDKHBI PAcIIeHUBAThCS KaK HEBEPHBIC B KOHIIE KaXKaoro ckpunta. Hakonen, He ucnons3yiite SavelP/Label nmu RestoreIP/Goto B
KoHCTpyKIusx 'set' wm 'if. (Hanpumep, "if RestorelP == 4"). Koneuno, nx 6e30macHoO UCIOJIb30BaTh BHYTPH TeJla KOHCTPYKITUH, KaK
MOKa3aHo B MPUMEPAx, TOIBKO HE B CAMUX KOHCTPYKIHUSIX.

Peamusanus stux ¢pynkuuit B OBSE v0009 Obu1a HeBepHOIA, Belyliel K HapyLIIEHUIO paboThI ¢ TAMATHIO U Kpaxy Urpbl, KOTIa LUK
6611 6osbre 10 nrepanmii. Penus v0009a ncnpaBmi 310, HO QYHKIHY B 3TOH BEPCHH OJDKHA CUUTAThCS "OeToi” 1 He
UCIIONIb30BAThCS B PEITM3HBIX MOJaX. DTH (PyHKIMY HAYHYT MIOJHOLEHHO MO /IepXKHUBaThCs JIMIIb HaunHas ¢ Bepcur OBSE v0010,
Tak yTo nposepsiitre, uro GetOBSEVersion Bo3Bpamaer 10 miu Beinie nepes HCIOIB30BaHUEM 3TUX (QYHKIHMH.

SavelP — coxpaHsieT pacroyio)keHre KOMaH/bl, ciaeayrolei 3a komanaoit SavelP

CODE

(nothing) SavelP slot:long

(nothing) Label slot:long

RestorelP — npepeiitu k paHee COXpaHEHHOMY MECTY

CODE

(nothing) RestorelP slot:long

(nothing) Goto slot:long

Console Functions (Konconsnbie GpyHKINM)

HekoTopbie N3 KOHCOJIBHBIX KOMAH]T OBLUTH PACIIUPEHBI B CKPUIITOBBIC (DYHKIMH. Bo MHOTHX clTydyasx UX ()yHKIIMOHATIBHOCTH HE JI0
KOHIIa JOKYMCHTUPOBAHA, T.K. OHM HE OBUIH IPEIHA3HAYCHBI JUIs UCTIOJIF30BaHUS B CKPUIITAX, M [P UX UCTIOIHE30BAHHHA MOTYT
TIPOUCXOUTH CTpaHHbBIE Bely. VI3MeHeHns He OyAyT COXpaHeHbI B (paiin coxpaneHus. [lepeueHb MOTUPUITUPOBAHHBIX KOHCOIHHBIX
KOMAaHJI:

con_GetINISetting

con_HairTint

con_ModWaterShader

con_RefreshINI

con_RunMemoryPass

con_SetCameraFOV

con_SetClipDist

con_SetFog

con_SetGameSetting

con_SetGamma

con_SetHDRParam

con_SetlmageSpaceGlow

con_SetINISetting

con_SetSkyParam

con_SetTargetRefraction

con_SetTargetRefractionFire

con_SexChange

con_ToggleDetection

con_WaterDeepColor

con_WaterReflectionColor

con_WaterShallowColor

Input Functions (®yHKItuu BBOA)

IsKeyPressed — Bo3Bpamaer, Ha)kaTa JIM B JaHHBIH MOMEHT OTIpe/ieNIeHHas KaBuma. VIcoap3ytoTesl cCTaHAapTHBIE KOABI windows.
CODE

(isKeyPressed:bool) IsKeyPressed windowsKeyCode:long

IsKeyPressed2 - Bo3BpaiaeT, Ha)xaTa Jid B JaHHBII MOMEHT oIpeneieHHas kiapuma. Mcnonb3yroTes DX ckaHKOIbL.

CODE

(isKeyPressed:bool) IsKeyPressed2 dxScanCode:long

GetKeyPress — Bo3Bparaetr DX ckanko[ Haxartoit knasuinu. Ecnu HaxkaTa 6oJee, ueM ofHa KiIaBHIIa, ucrnonb3yiite whichlndex,
4TOOBI BEIOPATh, KAKOW KOJI BEPHYTb.

CODE



(keyPressed:long) GetKeyPress whichIndex:long

GetNumKeysPressed — Bo3Bpamniaer 9nciio Ha)XaThIX KIABUII

CODE

(count:long) GetNumKeysPressed

DisableKey — oTkmmogaeT k1aBuily ¢ onpeaeaeHHbIM dX CKaHKOOM

CODE

(nothing) DisableKey dxScanCode:long

EnableKey — Bruitouaet kinaBuily ¢ onpeaeneHHbIM dx ckaHkogoM. Beikmouaercs DisableKey.
CODE

(nothing) EnableKey dxScanCode:long

HoldKey — nep>xuT k1aBuIly ¢ onpeneneHHbIM dX CKaHKOA0M

CODE

(nothing) HoldKey dxScanCode:long

ReleaseKey — oTmmyckaeT Ha)kaTyro KIaBHIITY C OTPEACICHHBIM dX CKAaHKOZAOM

CODE

(nothing) ReleaseKey dxScanCode:long

TapKey — HaxxuMaeT KIaBHITy ¢ OMpPEeICHHBIM dX CKaHKOIOM OJIUH pa3

CODE

(nothing) TapKey dxScanCode:long

HammerKey — nognenpHbIe Ha)aThs KON KaJp KIABUIIU C OMPEACICHHBIM dX CKaHKOIOM
CODE

(nothing) HammerKey dxScanCode:long

AHammerKey - monnensHble Ha)kaTHs KaKIbIH Kaap B anbTepHaTiBe K HammerKey kmaBummy ¢ onpeneneHHpIM dX CKaHKOIOM
CODE

(nothing) AHammerKey dxScanCode:long

UnHammerKey — ocTanaBiIMBaeT Ha)xaTre KIABUIIN C ONPEeTIeHABIM dX CKaHKOJOM

CODE

(nothing) UnHammerKey dxScanCode:long

GetControl — Bo3Bpariaer dx CKaHKO/1 KJIaBHIIH, UCTIOIB3YEMOM JJIsl ONPEACICHHOTO YIIPABICHUS
CODE

(dxScanCode:long) GetControl whichControl:short

GetAltControl - Bo3Bpamiaer dx CKaHKOJ albTePHATUBHON KJIABUIIIM, UCIIOIb3YyEMOIl Ul ONPENENIEeHHOrO yIIPaBICHUS
CODE

(dxScanCode:long) GetAltControl whichControl:short

GetMouseButtonPress — Bo3BpamaeT dx ckaHKO]l HakaTo# KHOTIKY MbIH. Eciin Hakata OoJee, 4eM ofHa KHOTIKA, NCTIOJIb3YHTE
whichIndex, 9T00BI BEIOpaTh, KAaKOH KOJl BEPHYThH

CODE

(dxScanCode:long) GetMouseButtonPress whichIndex:long
GetNumMouseButtonsPressed — Bo3BpamaeT 4uciio HAKaThIX KHOTIOK MBIIIIH.

CODE

(count:long) GetNumMouseButtonsPressed

DisableMouse — npefoTBpaliaeT nepeMeIieHus Kypcopa MbIIIH.

CODE

(nothing) DisableMouse

EnableMouse — otkimtouaet DisableMouse

CODE

(nothing) EnableMouse

MoveMouseX — nBUraeT Mblib 0 TOPU3OHTANIA HA YKa3aHHOE YHUCIIO TTUKCEIICH.

CODE

(nothing) MoveMouseX pixels:long

MoveMouseY - n1BUraet Mplllb MO0 BEPTUKAIN Ha YKA3aHHOE YMCIIO MHKCETEH

CODE

(nothing) MoveMouseY pixels:long

SetMouseSpeedX - ABUraeT MbIIIb 10 TOPU30HTAIH HA YKA3aHHOE YUCIIO MUKCEIeH B CEKYHAY
CODE

(nothing) SetMouseSpeedX pixels:float

SetMouseSpeedY - ABHTaeT MBIIIb [0 BEPTUKAIH HA YKa3aHHOE YHCIIO MMUKCEIeH B CEKYHY.
CODE

(nothing) SetMouseSpeedY pixels:float

Math Functions (Marematndeckue QyHKIINH)

Abs — Bo3Bparniaet abCoJIOTHOE 3HAUCHUE apTryMEHTa

CODE

(absoluteValue:float) abs arg:float

Ceil — Bo3Bparaer GuipKaiiliee 1enoe YuciIo Ooble apryMmeHra
CODE

(ceil:float) ceil arg:float

Exp — BO3BpaIaeT e B CTCIICHH apryMeHTa



CODE

(exp:float) exp arg:float

Floor - Bo3BpamaeT OmkaiiIiee meaoe YUCio MEHbIIE apTyMeHTa
CODE

(floor:float) floor arg:float

Log — BO3BpaIaer HaTypaibHbId Jorapum yucia
CODE

(log:float) log arg:float

Log10 — Bo3Bpamaer ocHoBy 10 norapudma yucia
CODE

(log10:float) log10 arg:float

Pow — Bo3Bpaiaer 6a3y, yBeIHYCHHYIO B HECKOJIBKO pa3
CODE

(pow:float) pow base:float exponent:float

Rand — Bo3Bpamaer cirydqaifHOE 9HCI0 MEXKIY Min ¥ max
CODE

(rand:float) rand min:float max:float

SquareRoot — Bo3BpaIlaeT KOpeHb KBaJAPaTHBIN U3 apryMeHTa
CODE

(sqrt:float) squareroot arg:float

(sqrt:float) sqrt arg:float

Trigonometry Functions (Tpuronomerpudeckue GyHKINN)

ACos — Bo3Bpammaet apkkocunyc aprymenta. ACos u DACos ncrons3ytot rpaaychl. RACose ucnonb3yeT pajanaHsbl.
CODE

(acos:float) acos arg:float

(acos:float) dacos arg:float

(acos:float) racos arg:float

ASin — Bo3Bpamaet apkcunyc aprymenTa. ASin u DASin ncnons3yror rpagycsl. RASin ucnons3yer paguaHsl.
CODE

(asin:float) asin arg:float

(asin:float) dasin arg:float

(asin:float) rasin arg:float

ATan — Bo3Bpamiaet apkranreHc aprymenta. ATan u DATan ucnons3yroT rpagycel. RATan ucnons3yer paauassl.
CODE

(atan:float) atan arg:float

(atan:float) datan arg:float

(atan:float) ratan arg:float

ATan2 — Bo3Bpamaet apkranreHcsl oT aprymeHToB. ATan2 u DATan2 ucnons3yrot rpaaycsl. RATan2 ncnons3yer paguaHsl.
CODE

(atan2:float) atan2 argl:float arg2:float

(atan2:float) datan2 argl:float arg2:float

Cos — Bo3Bpamtaer kocunyc yrina. Cos u DCos ncnons3yrot rpanycsl. RCos ucnons3yeT paauaHsl.

CODE

(cos:float) cos arg:float

(cos:float) dcos arg:float

(cos:float) rcos arg:float

Cosh — BosBpamiaer runepoonudeckuiit kocunyc yria. Cosh u DCosh ucmonb3yroT rpamycsl. RCosh ucnionb3yer pajanaHbl.
CODE

(cosh:float) cosh arg:float

(cosh:float) dco

7.6 Onucanue pynkumii OBSE v0009a B andasuTHOM nopsiake.
A
AHammerKey

CHHTaKCHC:
CODE
AHammerKey key

Coo0miaeT urpe B Kaka0M BTOPOM (hpeiime, YTO MIPOK HaKMMAeT Ha ONPEAEICHHYIO KJIaBHITY KJIABHATYpPbl, U UTPa MOXKET
COOTBETCTBYIOIINM 00pa3oM OTpearupoBarh.

Hcnonb3yeT npoTHBOIONIOKHEIN (peiim, kak u ¢-s1 HammerKey.

[Ipekpamaer ucnons3zoBanrne UnHammerKey.



Ora QYHKIUS UCTIONB3yeT CKaH-Koabl DirectX.
ITpumepsr:

CODE

HammerKey 30;A

AHammerKey 32;D

The player will jerk left and right repeatedly (assuming default set-up).

IIpumeuanus:

Ckan-kozbl DirectX 00BIYHO UCIIOIB3YIOTCS B IECTHAUATEPUYHOM KOJIE, HO 3Ta (PyHKIUS MPUHUMAET AECSTHUYHbIC 3HAYCHUSL.

Bbl MoXeTe Taroke 3a1aBaTh 3Ha4eHUs1, OoJbIINe 255, KOTOphIe IpeJHa3HaueHbI Ul YIpaBlieHns! MbIIIbio. [Ipu konax ot 256 1o 263
BBI MOJKETE paboTaTh ¢ KHONKaMu MbId. Kojpl 264 u 265 npenHazHaueHBI ISl KOJIECHUKA MBITIIH.

Tunosele DX-CKaHKObI KJIABHIL:

CODE

I I
Hex | Dlec | Button | | |
I |

|

0x01 1 | Escape |

0x02 | 2 |1

0x03 | 3 |2

0x04 | 4 |3

e | | |

0x09 | 9 |8 |

0x0A | 10 |9

0x0B 1 0 | |
| | |

ox10| 16 | Q |

Ox11 | 17 | W |

Ox1|2 1|8 E | |

ox17 | 23 |1 |

0x17 | 24 | O |

0x19 | 25 | P |I |
| I |

0x1C | 28 | Enter |

0x1D I25 Left Contrlol |

|
OxIE | 30 | A |
OxIF | 31 [S
0x20 | 32 | D |

0x24 36

U
0x25 | 37 | K |
Lo

0x26 3I8

I
0x2A | 42 | Left Shift |
I
0x2C | 44 |z |
0x2D | 45 | X |
OXZF | 4|L6 [ C | |
0x30 | 47 |B
0x31 | 48 | N
0x32| 49 | M l

|
| I

0x29 | 41 |~(C0nsole? |
I

0x36 | 54 Right Shift |
0x37 | 55 | NUM* |
0x38 | 56 | LeftAlt |
0x39 57 | Spacebar |
0x3A | 58 | Caps Lock |

|
0x3B 59 | F1
0x3C 60 | F2
0x3D 61 | F3
]

I
0x43 67 | F8
0x44 68 | F9



0x45 | 69 | F10
0x46 | 70 | Scroll-Lock |
0x47 | 71 | NUM7
0x48 | 72 | NUMS
0x49 | 73 | NUM9
Ox4A | 74 | NUM-
0x4B | 75 | NUM4
0x4C | 76 | NUMS5
0x4D | 77 | NUM6
Ox4E | 78 | NUM+
Ox4F | 79 [ NUMI
0x50 [ 80 [ NUM2
0x51 | 81 | NUM3
0x52 | 82 | NUMO

0x53 | 83 | NUM. |
| | |
| I 1

0x57 87 | F11

0x58 8I8 F12 | |

| | |
0x9C | 156 | Num Enter |
| |

| I
0x9D | 157 | Right Corlltr01|

I I
0xB5 | 181 | NUmy | |

I I
0xB8 | 184 | Right Alt |

| |

| I 1
0xC8 | 200 | Up Arrow
0xCB 203 | Left Arrow
0xCD | 205 | Right Arrow |
0xDO0O | 208 | Down Arrow

] |

[TonHbIil epedeHb CKaH-KOAOB MOKHO HAMTH 311€Ch.
Cwu. Take: HammerKey, UnhammerKey, TapKey, HoldKey, ReleaseKey
Otrocures k Tary: OBSE Input Functions

Abs

CuHTaKCHC:
CODE
abs [float]

IIpumepsr:
CODE
set n to abs -54

n=>54
CODE
set n to abs 54

n=>54
®ynkuus abs Bo3Bpaiaer abCONIOTHOE 3HAYEHHE YUCIIa, T.€. PE3YJIbTAT BCEra MOJI0KUTEICH.
OtrHocures k Tuny: OBSE Math Functions

Acos

CuHTaKCHC:
CODE
acos [float]

ITpumepsr:

CODE
setnto(r/x)
set theta to acos n

BosBpamaet arccosine uucina (T.€. yroj, YbMM KOCHHYCOH OH SIBJISIETCSI)
ITpumeuanus:



Hauunas ¢ Bepcunt OBSE v0005 Bce TpuroHoMmerprdeckne GyHKIIUN MPUHAMAIOT U BO3BPAIIAIOT 3HAYCHMsI B Tpaaycax. Bepcuu
(GyHKIUH, paboTaIONINX C paguaHaMu, BCe eIle TOCTYITHBI, €ClIi K HUM JT00aBUTh npeduke ¢ Oyksoi "R", T.e. RAcos.

Ora QyHKIUS MOYKET HCIIOJIb30BaThCs B MaTeMaTuieckoi hopmysie (a + acos B), onnako maremarndeckas popMysia He Oyaer
KOMITHJIMPOBATHCS Kak apryMeHT Jyuist dToi pyHknuu (acos (a + B) He paboTaer).

acosa+b=(acosa)+b

CM. TaKke: sin, cos, tan, asin, atan, atan2

Otnocures k tuny: OBSE Math Functions | OBSE Trigonometric Functions

Asin

CHHTaKCHC:
CODE
asin [float]

ITpumepsr:
CODE
set theta to asin (r/y)

Boseparaer apkcuHyc uncia (T.€., BO3BpAIaeTcst yroi, ¢ KOTOPOro ObLIT B3ST CHHYC)

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuronoMerpuyeckne GpyHKINY NPUHUMAIOT U BO3BPAILAIOT 3HAUCHHUS B rpajaycax. Bepcun
¢byHKIMH, paboTaronyX ¢ pajnaHaMHu, BCe ellle JOCTYIIHBI, €CJIM K HUM 100aBuTh npedukc ¢ OykBoi "R", T.e. RAsin.

Ota QYHKIUS MOXKET HCIIOIh30BaThCs B MaTeMaTuieckoi hopmyste ( a + asin B), Ho MaremaTudeckast popmyia He KOMITUIUPYETCS,
KaK apryMeHT s 3Tol ¢yHKImu (asin (a + B) He paboTtaer).

asina+b=(asina)+b

sina+b=(sina)+b

CM. Takxe: sin, cos, tan, acos, atan, atan2

Otrocures k Tary: OBSE Math Functions | OBSE Trigonometric Functions

Atan

CHHTaKCHC:
CODE
atan [float]

OyHKIHS BO3BpalIaeT apkTaHTeHC Yrciia (T.€., YToJI, OT KOTOPOTO OBUT BEIYHCIICH TAHTESHC).
ITpumepsr:

CODE

set theta to atan n

( B oTJIMYME OT asin H acos, e MPUBEACHHBIA IPHUMEp ObIT 3HAYUMBIM, 3TOT IPUMEP - ITO IPOCTO MIPUMEP)

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuronoMmerpuyeckne GpyHKINY NPUHUMAIOT U BO3BPAILAIOT 3HAUCHHMS B rpajaycax. Bepcun
(byHKIMH, paboTaronMX ¢ paJinaHaMHu, BCe elle JOCTYIHBI, €CJIM K HUM 100aBuTh npedukc ¢ Oyksoi "R", T.e. RAtan.

Ora QyHKIHUS MOXKET HCIOJIB30BaThCS B MaTeMaTHueckoii popmyie ( a + atan B), Ho matemaTndeckas Gpopmyra He KOMIMIMPYETCS,
Kak apryMeHT Jist 3Toi GyHKIuH (atan (a + B) He paboTaer).

atana+b=(atana)+Db

CM. Takxe: sin, cos, tan, asin, acos, atan2

Otrocures k tary: OBSE Math Functions | OBSE Trigonometric Functions

Atan2

CHHTaKCHC:
CODE
atan2 [floatl] [float2]

ITpumep:
CODE
set theta to atan2 y x

OyHkws atan2 Bo3Bpaniaet yrox Mexay Bekropamu (float2; floatl).

IIpumeuanus:

Bosppamaer 31auenue B quanaszone ot 0 go 180 mwm ot 0 mo -180

Hauunas ¢ Bepcun OBSE v0005 Bce TpuronoMerpryeckne GpyHKINY NPUHUMAIOT U BO3BPAILAIOT 3HAUCHHUS B rpajaycax. Bepcun
¢byHKIMHA, paboTaronMX ¢ pajinaHaMHu, BCe elle JOCTYIHBI, €CJIM K HUM 100aBuTh npedukc ¢ Oyksoi "R", T.e. RAtan2.

Ora ¢yHkuus Oyzaer paborate B MaTeMaTH4yeckoi popmyie (c + atan2 a B), HO ecin BbI HCTIONIB3yeTE B KaUueCTBE apryMeHTa JUIsl 3TOH
(bYyHKIMK MaTeMaTHYeCKyro (hOpMyITy, TO BO3BpAIlaeMbIii pe3yIbTaT OyAeT HeBepHbIM (Hanpumep, pesyiabraToM atan2 a (b + c) Oyzaer
a+b+c).



CM. Takxe: sin, cos, tan, asin, acos, atan
Otrocures k tary: OBSE Math Functions | OBSE Trigonometric Functions

C
Ceil

Oynkuus Ceil gaer Te ke pe3yabTaThl, UTO U NpUBEAEHHbIE B 3ToM cTaThe Wiki mpumMepst: Ceiling and Floor
Bosepamaer 6mmxaiiiiee nesoe 4ncio, Oospliee ykazaHHOro B Buje napamerpa Gynkuuu Ceil.

CuHTakcuc:

CODE

ceil [float]

ITpumepsr:
CODE
set n to ceil 5.234

n==6
Cwu. Taxke: floor
Otnocures k tuny: OBSE Math Functions

CloneForm

Oynknust CloneForm oTHOCUTCS K 0COOBIM (PYHKIMSM KIIOHHUPOBAHUSI.

OHu 00BsBICHBI Kak puHUMarorue uBenTapabie OOBEKTHI, Tak YTO 000N HHBEHTAPHBIN 00BEKT MOYKHO TIepeIaTh B HUX,
ucnonb3ys ero ID u3 KC. Oxrako, BbI MOXeTe KIOHHPOBATH JIIO0YIO popmy, prcBouB ee ID mepemeHHoi B popMmare ref, a 3aTem
nepenas 3Ty nepemennyto B CloneForm.

Oynkmusa CloneForm co3mgaer 1 Bo3BpamaeT HOBEII 0a30BbIi 0OBEKT, ABISIOMINICS TOYHON Konmel nepenanaoro ObjectID

CHHTaKCHC:
CODE
[nuObjectID] CloneForm [objectID]

Ota QyHKIHA cO3AaeT TOUHBIN AyOIHKAT yKa3aHHOTO B BHAe nmapaMeTpa ObjectID 6a30Boro 00beKkTa 1 BO3BpAIIaeT €ro HOBBIH
nuObjectID. Knounnposanusie hopMsI coxpaHsroTes B urpe. Kiionnposanne o0bekTa IM03BOIISIET BaM AeJaTh JTI00bIe N3MEHEHUS Ha
CO37aHHOM O00BEKTE, HE 3aTparuBasi €ro 0a30BbIM (MCXOIHBIN) OOBEKT.

CODE

ref clone

ref originalObject

set originalObject to myReference.GetBaseObject
set clone to CloneForm originalObject; kionnpoBanue 6a3oBoro oobexra B ref-nepemennyio Clone
player.placeAtMe clone 1 0 0; mepeHeceHne KONMUH B PACNOJI0KeHHe HTPOKA

CODE

ref clonedInventoryltem

ref clonedSpell

ref originalSpell

set clonedInventoryItem to CloneForm WeapSteelShortsword
set originalSpell to StandardCalmTouch1Novice

set clonedSpell to CloneForm originalSpell

Ora yHKIUs paboTaeT ¢ JII0OBIMH UTPOBBIMU THIIAMU (0OBEKTHI, 3aKIMHAHMS, 3a4apoBanus, NPCs).

Ecnu ¢ynkius BeI3biBaeTcs Ha 00bEeKTe MHBEHTAPs! (OpY>KUe, OPOHSI, HCTOYHUKH CBETA, SJ(bl, KHUTH, HHIPEAUCHTHI U T.I1.), BB,
BO3MOXHO, nepenaere ero Editor]D 13 KOHCTpYKTOpa HEMOCPEICTBEHHO B (DYHKIIHIO.

Jyist mro00ro Apyroro THIa BBl JOJDKHBEI HEPBBIM JIEJIOM YCTaHOBUTH ref-iepeMeHHyIo

1t cooTtBetcTByIomero ObjectID mepen BerzoBoM ¢yrknnu CloneForm.

[Ipumedanus: Y kIoHUPOBaHHBIX MepcoHaxeit (NPC) B MHBEHTape HET HUKAKUX MPEMETOB, OH ITYCT.

Ortnocures k tury: OBSE Item Functions

Cos

Bonee n3BectHa kak QpyHkuus "Cosine" (KOCHHYC).
BosBpaiaer kocunyc yria.

CuHTakcuc:

CODE

cos [float]



IIpumepsr:
CODE
set x to r * ( cos theta )

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuronoMerpuyeckne pyHKIMY NPUHUMAIOT U BO3BPAILAIOT 3HAUCHHUS B rpajaycax. Bepcun
(byHKIMH, paboTaronMX ¢ pajinaHaMu, BCe ellle JOCTYITHBI, €CIM K HUM 00aBuTh npedukc ¢ 0yksoii "R", T.e. RCos).

Ora ¢yHkuus Oyzner paborate B MaTeMaTH4ecKoi popmyie (a + cos B), HO eciti BB UCTIONB3yeTE B KAYECTBE apryMeHTa [UIs 9TON
(byHKIMM MaTeMaTHYeCKyro (hopMyIty, TO 3Ta (GYHKIHM KOMITHIMPOBAThCs He Oyner (Hanpumep, (cos (a + B) ).
cosa+b=(cosa)+b

CM. Takke: sin, tan, asin, acos, atan, atan2

Otrocures k Tary: OBSE Math Functions | OBSE Trigonometric Functions

Cosh

CuHTaKCHC:
CODE
cosh [float]

ITpumepsr:
CODE
set x to cosh theta

dyrkmus Cosh Bo3BpamaeT runepO0IuIecKrii KOCHHYC yTIa.

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuroHoMerprdeckne GyHKIIMN MPUHAMAIOT ¥ BO3BPAIIAIOT 3HAYCHMSI B Tpaaycax. Bepcuu
GyHKIUH, paboTAIONINX C paguaHaMu, BCe eIle JOCTYIHBI, €ClIi K HUM J100aBUTh npeduke ¢ OykBoi "R", T.e. RCosh).

Ora ¢pyHKIUs Oyaet paboTath B MareMaTuieckoi hopmyite (a + cosh B), HO ecii BbI HCITOJIb3yeTe B Ka4eCTBE apryMeHTa IS 3TOM
(GYHKIMK MaTeMaTHYeCKyr0 (hOpMyITy, TO 3Ta (GYHKIHMSI KOMIIMIMPOBAThCs He Oyner (Hanpumep, (cosh (a + B) ).
cosha+b=(cosha)+b

CM. Takke: sin, cos, tan, asin, acos, atan, sinh, tanh

Otnocures k Tuny: OBSE Math Functions | OBSE Trigonometric Functions

D
DisableKey

CuHTaKCHC:
CODE
DisableKey key

ITpumep:
CODE
DisableKey 20;T

®ynknus DisableKey 3anpemniaer ncnois30BaHNe KIABUIIN KJIABHATYPHI C YKa3aHHBIM B IECITHIHOM HCUHCICHUN CKaH-KoaoM (key).
s Bo3Bpara ucnons3yite Gynkuio EnableKey.

Prevents resting (assuming default set-up).

IIpumeuanus:

Ckan-kozpl DirectX 00BI9HO HCIIONIB3YIOTCA B IECTHAAIATCPUYHOM KOZIE, HO 3Ta (DYHKINS MPUHUMAET YHCIIA B JECATHIHOM
HCUYHUCIICHUH.

Bbl MoXeTe Taroke 3a1aBaTh 3HaUeHUs1, OoJbIINe 255, KOTOphIe IpeJHa3HaueHbI Ul YIpaBleHns! MbIIIbio. [Ipu konax ot 256 1o 263
BBl MOJKETe paboTaTh ¢ KHONKaMu MbIn. Kojpl 264 u 265 npenHazHaueHBI sl KOJIECHUKA MBIIIIH.

Oynxuus IsKeyPressed Oyzer paborars ¢ 3a610kupoBaHHbIME KilaBuinamu, HO GyHkuus [sKeyPressed2 - Het, pazse uTo QyHKUMS
TapKey Obla BeI3BaHa B nipeabinyiieM ¢peiime u Bee enie padortaer. @ynkunn HoldKey, HammerKey n AHammerKey Taxxe He
OynyT paboTaTh, MOKa KjlaBuIla 3a0JIOKMPOBaHa, HO HAUHYT paboTaTh HEMEUICHHO II0CJIE TOTO0, KaK Oy/eT 3amyieHa QyHKIus
EnableKey, ecni nx KoHEUHO He 3a0J0KHPYIOT MEPE 3TUM ApYyrue GyHKINH.

Hamnbonee yacto ucnonp3yeMble CKaHKOIBI IPHUBEACHHI B onncannu ¢pyHknnn AHammerKey.

ITosHBIA CIIUCOK CKaH-KOJOB MOKHO IIOCMOTPETH 37€ECh.

Cwu. Take: EnableKey

Otrocures k Tary: OBSE Input Functions

DisableMouse

®yuxuus DisableMouse npenoTBpalaet nepeMeneHne MBIIIH, a TaKXKe e KHOIKU. YToObI pa30I0KMpOBaTh MBIIb, UCIIOIL3YHTE
¢ynkmo EnableMouse.

CuHTakcuc:

CODE



DisableMouse

Cwu. Take: EnableMouse, SetMouseSpeedX, SetMouseSpeedY, MoveMouseX, MoveMouseX
Otrocures k Tary: OBSE Input Functions

E
EnableKey

CHHTaKCHC:
CODE
EnableKey key

Oynkmus EnableKey paspemraer ucmons30Bath 3a010KHpoBaHHyI0 panee ¢pynkuueii DisableKey xmasumry (key). Kon xaBumm
HEOOXOIUMO yKa3BIBaTh B IECITUYHOM HCUYHCICHUH.

ITpumep:

CODE

EnableKey 20;T

Paspemaem ucnonb3oBanue kiapumu "T".

IIpumeuanus:

Ckan-kozbl DirectX 00BIYHO HCIIONB3YIOTCS B IIECTHAIIATEPHYHOM KOJIE, HO 3Ta (DYHKIIHS MPUHUMACT YHCIIA B IECATHYHOM
HCYHCIICHUH.

BrI MojkeTe Taroke 3a/1aBaTh 3HAYSHUS, OOJIbIIHE 255, KOTOpBIE peHa3HAYCHBI IJIs YIIpaBieHus MbIIb0. [Ipu komax ot 256 no 263
BBI MOKETe paboTaTh ¢ KHONMKaMu MbId. Koabl 264 1 265 npeaHa3HaueHbl U KOJIECHKa MBIIIH.

Hamnbonee gacto ucnonp3yeMble CKaHKOIBI IPHUBEACHHI B onncannu ¢pyHknnn AHammerKey.

IlonHbI# cIMCOK CKaH-KOAOB MOXHO IIOCMOTPETH 31€ECh.

Cwu. Tarke: DisableKey

Otnocures k tuny: OBSE Input Functions

EnableMouse

CHHTaKCHC:
CODE
EnableMouse

Oynknus EnableMouse papemiaet paboTy MbIIH, 3a0JIOKHPOBaHHYIO panee GpyHKIuei DisableMouse.
Cwu. Tarke: DisableMouse, SetMouseSpeedX, SetMouseSpeedY, MoveMouseX, MoveMouseX
Otrocures k Tary: OBSE Input Functions

Exp

CHHTaKCHC:
CODE
exp [float]

ITpumep:
CODE
set n to exp n

OyHKIM exp (IKCIIOHEHTa) BO3BpAIaeT OCHOBAaHHE €, BO3BECHHOE B yKa3aHHYI0 cTeneHb (float). @yHKIMS sBIsieTcss 00paTHOH o
OTHOUIEHHIO K (YHKIMH HATypalbHOro Jorapugpma log.

CwM. Taxke: log

Otnocures k tuny: OBSE Math Functions

F
Floor

Oynknus Floor Bo3Bpaniaer Gmmkakiiiee 1eaoe 4ucio, MEHbIIee YKa3aHHoTo B Buze mapametpa (float).
CuHTaKCHC:

CODE

floor [float]

ITpumep:
CODE
set n to floor 5.784



n=>5

[Mpumeuanne: @ynkuns Floor nemaer To xe, uro u Ceiling and Floor
Cwm. takxe: Ceil

Ortnocurcs k tury: OBSE Math Functions

G
GetActorLightAmount

CUHTaKCHC:
CODE
[Ref.]GetActorLightAmount

Oynkmus GetActorLightAmount momkHa BEI3BIBaTHCA ¢ ToMoIsio ref-epemennoit (Ref), ykaspiBaromeit Ha akrepa. Tun
BO3BpaIlaeMoil IepeMeHHOM - BelecTBeHHOe. DYHKIMS BO3BPAIAET KOJIUYECTBO CBETA, OCBEIIAIOIIEE B JAHHBIN MOMEHT KOTHIO
aktepa. bornbiiee 3HaueHNe 03HaYaeT U OOJBIIYIO0 OCBEIIEHHOCTh. OCBENeHHOCTh Koyeoercs B Auamna3one ot "0.00" (momHas
teMHOTa) 70 "100.00" (oueHs spKo).

Otnocures k Tuny: OBSE Reference Functions | OBSE Actor Functions

GetAltControl

Garin: B wiki 5Ta ¢yHKIMS OIiicaHa COBEPLIEHHO HEBHIATHO. [103TOMY 51 HECKOJIBKO 0paboTai ONMCaHue.

Oynknus GetAltControl Bo3BpamaeT Homep kHomku MbImn (MouseButtonID), koTopoit Ha3HaueH yka3aHHBINA B BHIE TapaMeTpa
urposoii kox Controlld (ae myrtatite ¢ DX-ckankomamu!).

CuHTaKCHC:

CODE

GetAltControl Controlld

IIpumepsr:

CODE

set mouseAttackButton to GetAltControl 4; kHOIKa aTaku
set mouseBlockButton to GetAltControl 7; kHomka 6Ji0Kka
set mouseRestButton to GetAltControl 16; kHonmka oTabIXa

[Ipumeuanus:

Ora QyHKIUSA BO3BpAIAET YHUCII0, KOTOPOE COOTBETCTBYET hopmyie (255 + MouseButtonID*256). JleBast kHomka mbimiu - ID "0",
mpasas - ID "1", cpenusis - ID "2" u T.1. BIUIOTH 10 MakcuManbHoH ¢ ID "7".

Ecnm 5Ta kHOTIKa He MpUBsA3aHa K YIPABICHUIO B UTPE HITH YIIPaBICHUE HEACHCTBUTEIHHO, 3Ta (QYHKIIMS BO3BpAaTUT 3HaUeHHe 65535
(-1, ectu cUNTHIBATh 3HAYEHUE B KOPOTKYIO IEIOUNCICHHYIO TIEPEeMEHHYIO (short)).

Ecnu BBl XOTHTE 3HATH, KaKas KIIABUINIA KIIABHATYPHI, CBSI3aHHAS C YIPABICHUEM, ObLIa HaXkaTa, ucnonb3yite pynkuuto GetControl.
YroOs! mpeobpazoBath 3HaueHue, Bo3BpanieHHoe GetAltControl, B DX-ckaHKo/, NPUTOIHBIH IJIs1 HCTIOJIB30BaHUS C PYHKINEH
IsKeyPressed2, BxitounTe B CBOH CKPHIIT KOJ, TOJJOOHBINA 3TOMY:

CODE

short button

set button to getAltControl 4; attack button

if ( button != -1 ); onpeneisieM, Ha3HAYEHO JIM AelicTBUE

; "aTaka' KakoH-HUOYIb KHOMKE MBIIIT

set button to ( button - 255 ) /256 + 256

endif

HNudopmanms:

MouseButtonID. Kak u3BecTHO, MBIIIKH OBIBAIOT pa3Hble. Y OJHUX UMEIOTCS BCETO JIBE KHOMOYKH, IPYTHE - TPEXKHOMOYHBIE CO
CKpOJIJIOM, a TPEThH - HE MBILIb, a LieJasi UTPOBasi KOHCOJIb... Bbl MOXKeTe Ha3HAUUTD yNpPaBICHUE BCEM UMEIOLIUMCS y Bac
"MBIIIUHBIM" KHOIIKaM, C TEM, YTOOBI B UTPE MOKHO OBLIO OTKPBIBATH OINPEICIICHHBIC OKHA WU COBEPIIAThH HEKOTOPHIC ICHCTBHS,
IIPOCTO HaXaB HA COOTBETCTBYIOIIYIO KHONKY. KHonku Mbimu uMerot kaxkaast cBoit ID-kon (MouseButtonID). JIeBast kHOmKa MbIu
umeet 3Hauenue ID "0", npasas - ID "1", cpeansist - ID "2" u T.1. BINIOTH 10 MaKCUMalibHOM co 3HauenueM ID "7". JleiicTBus,
KOTOpbIE MOXKHO Ha3HAUUTh 3TUM KHOIKaM (HE TOJbKO KHOIKAaM MBILIM, HO U KJIABHILIAM KJIaBHATYpPbl), TAK)KE UMEIOT cBOM ID-kox
(Control IDs).

DX-ckankozpl. B otimiane ot urpossix ID-komoB, DX-ckaHKOIB BO3BpAIIalOT CTaHAAPTHEIN KOA Ha)kaToi kiasumy DirectInput u ot
urpel He 3aBUCAT. Ho 3aT0 ¢ moMomipio pyHkmid OBSE ux MOXKHO ¢ yCcIieXoM HCIOJIb30BaTh IS OTIpEIeNIeHNsT HA)KaToOl B HTpe
KJIQBHIIU U UCTIOJIB30BaTh B CBOMX MoAax. UTo takoe ckaHKobI Directlnput, BB MOKeTe IPOYNTATH 3/1€CH:
http://coop.chuvashia.ru/kartuzov/mgr/Book...1-fil=wgp06.htm

Tabmuna coorBerctBus Control IDs npusenena B [Ipunoxenun 4: Urpossie ID ynpasnenus (Control IDs)

Cwm. takxke: GetControl

Otnocures k tuny: OBSE Input Functions

GetArmorAR



CHHTaKCHC:
CODE
[ref.]JGetArmorAR [objectID]

Oynkmusa GetArmorAR Bo3Bparaer pedTHHT 6poHH BI3bIBatomiel kommu (ref) mmbo 6azoBoro oowvexTa (ObjectID). ba3oBelif 00BeKT
ObjectID mosmy4aeT npeBOCX0ICTBO, €CIIM BBI3BAHBI 00a.

3HaueHue, BO3BpAIaeMoe 3TOH (QyHKIMEH, eCTh peHTHHT OpOHH, ONpeeJICHHBIN B KOHCTPYKTOpE, M yMHOXeHHbIH Ha 100. HaBbik
BIIaJIeNblla BO BHUMAHUE HE TPUHUMAETCSL.

[Tpumeuanue: CyIiecTByeT 3KBUBAJICHT - He UcTioyib3yeMast 6onee pynkuus GetObjectValue, kotopas pabotaet ¢ aprymentom 150.
Otnocures k Tuny: OBSE Item Functions

GetBaseObject

CuHTaKCHC:
CODE
[Ref.]GetBaseObject

®ynxuuns GetBaseObject nomkHa BeI3biBaThcsa Ha Koruu (Ref). Bo3spamaer ykazatens (ref-niepemMenHas) Ha 6a30BbIi 0OBEKT.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

GetControl

CuHTaKCHC:
CODE
GetControl Controlld

Oynknus GetControl Bo3Bpamiaet DirectX-ckaHKOI KJIABHIITN KJIaBHATYPHI, KOTOPas MPUBs3aHA K YKa3aHHOMY B BHJIE TTapaMeTpa
Controlld neiictButo st ynpasienus urpoit (cM. cricok Control ID B orucanuu ¢ynkiun GetAltControl).

ITpumepsr:

CODE

set ForwardKey to GetControl 0

set CastKey to GetControl 7

IIpumeuanus:

Ora ¢yHKIMs Bo3BpamaeT DirectX-ckanko sl B quana3one ot 0 10 255. Ecnu HU 01Ha U3 KJIaBUIII K UTPOBOMY YIIPaBICHUIO HE
MIPUBs3aHA WIH YIPABICHUE OTKIIOYEHO, GYHKIUS BO3BPATHT 3HaueHHe 65535 (-1, eciii CUNTHIBATh KaK KOPOTKYIO TICJIOUHCICHHYIO
MIEPEMEHHYIO).

Ecmu Bam TpeOyeTcst y3HATh HOMEP KHOTIKH MBIIITH, KOTOpas MPHUBA3aHA K YIIPABICHUIO B UTPE (OTKPBITH THAIIOTOBOE OKHO HJIH
BBITIOJTHUTH KaKoe-Tn00 AeicTBre), ucnonb3yire pyaknuio GetAltControl.

Ecnu nepenaznaunts ynpasnenue, Gpynkuus GetControl (Haunnas ¢ vO007) He OyzeT Bo3BpaiiaTh HOBOE 3HAYCHHUE 10 TEX IOP, IOKa
BbI HE BBIIIETE U CHOBA HE 3arpy3UTE UTpY.

ID ynpasnenus (Control IDs) npusenens! B IIpunoxenuu 4: Urpossie ID ynpasnenus (Control IDs)

Haubonee yacto ucnonbp3dyembie DX-ckankoasl npuseneHsl B [Ipunoxennn 3: Ckankonsr DX

Cwm. takxke: GetAltControl

Otnocures k tuny: OBSE Input Functions

GetCurrentValue

CuHTaKCHC:

CODE

[ref.]GetCurrentValue ValueType
[ref.]GetCV ValueType

Oynkuus GetCurrentValue Bo3BpalaeT TeKyliee 3HaU€HUE 3alpalIiBaeMoro tumna seauuussl ValueType u3 JonoaHUTensHOM
nHpopmaunu o BeI3bIBaroLIei Konuu ref.

@ynkius Bo3Bpamaer "0", ecliu TUI YKa3aHHOTO 3HAUEHUS] HE COOTBETCTBYET BBI3BIBAIOLIEH KOMUM (HApUMeEp, I OPYKHs
3anpalIuBaeTCs PEHTHHT OPOHH, WIIH AJIS OJISKABI - €€ M3HOIIEHHOCTD). Bo3Bpamaer 6a30Boe 3HaUEHHE, €CIIH OHO HE H3MEHSIIOCh U3
0a3bl. B HacTosmIMit MOMEHT TOJBKO 37I0POBhE, HArpy3Kka U s OyayT BO3BpAIIaTh pa3InIHbIE 3HAUCHHS MO0 cpaBHeHUI0 ¢ GetOV.
ITpumepsr:

CODE

scn ScriptonSentientSword

Begin Gamemode

If GetCV 2 <50

Message '"UyBcTByOIMil MeY TelenaTHYecKH 00paiaercsi K BaM ¢ Npocb0oii 0 pemonTe."

Endif

end

Tumns! Bo3BpalaemMsIx BeTUYUH npuBeeHsl B “IIpunoxenue 1: Bo3BpaliaeMble TUIIBI BETUYUH



Cwu. Take: GetObjectValue, GetEquippedCurrentValue, GetEquippedObjectValue
Ornocures k tuiry: OBSE Item Functions | OBSE Reference Functions

GetEquippedCurrentValue

Oynkuus GetEquippedCurrentValue Bo3BpalnaeT Tekylee 3HaUCHHUE 3anparirBaeMoro Tuna sennyussl ValueType u3
JIOTIOJTHUTEIbHON MH(POPMAIMK O BBI3bIBaIOIIEH Komuy ref.

@®ynkius Bo3Bpamaet "0", ecliu TUI YKa3aHHOTO 3HAYEHUS] HE COOTBETCTBYET BBI3BIBAIOLIEH KOMUM (HApUMeEp, I OPYKHs
3anpaliuBaeTcst peUTHHT OPOHH, HIIH JJIs OJISKABI - €€ 3710poBbe). Bo3Bpamiaer 6a30Boe 3HaYCHUE, €CIIM OHO HE U3MEHSUIOCH U3 0a3bl.
B HacTosmit MOMEHT TOJIBKO 37I0pOBbE, HATPY3Ka M s OylyT BO3BpAIaTh pa3jiMyHble 3HaUE€HHs 10 cpaBHeHHMIO ¢ GetOV.
CuHTakcuc:

CODE

GetEquippedCurrentValue ValueType SlotID

GetECYV Valuetype SlotID

ITpumep:

CODE

if player.getecv 2 16 <= 0.3 * player.geteov 2 16

message ''KadecTBo Bamero Tekyuiero opyxus can3mioch 10 30%. OrpemonTHpYiiTe ero.
endif

Value Types:

CODE

Jluana3oH - THI BETHIHHBI
Range - Value Types

000-099 - O6mue 3Hauenus (Common Values)
100-149 - Opyxwue u ctpens! (Weapon and Ammo)
150-199 - Bpons (Armor)

200-209 - Kamuu nym (Soul Gem)

210-219 - Unrpenuents! (Ingredient)

220-229 - Anxumuueckue npeametsl (Alchemy Item)

[TosHBI# TIepedeHb BO3BpaIllaeMbIX BeTW4IHH NMpuBeaeH B “IIpunokenne 1: Bo3Bpamaembie TUIIBI BETUYUH

[TepedeHsb BceX MOCTYMHBIX IS SKUMTUPOBKH CI0TOB TipuBeeH B “Tlpunoxenue 2: Ciotel ID s sxunuposku (Slot IDs)”
Cwu. Take: GetEquippedObjectValue, GetCurrentValue, GetObjectValue

Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

GetEquippedObject

CUHTaKCHC:
CODE
GetEquippedObject [slot]

Oynkmus GetEquippedObject nomkHa BEI3BIBaThECA Ha yKa3aTene. Bozpamaer Object]ID o0bekTa, pa3sMEIIeHHOTO B yKa3aHHOM IS
SKHITUPOBKH cioTe (slot).

ITpumepsr:

CODE

ref Weapon

set Weapon to player.GetEquippedObject 16

ref UpperBodyArmor
set UpperBodyArmor to player.GetEquippedObject 2

Coxpanster B ref-nepemenHbIx ID-K0/bI OpYy>KHS M SKUIIMPOBAHHOTO HA UI'POKE O0BEKTA B YKa3aHHBIX CIIOTaX.

[TepedeHsb BceX MOCTYIMHBIX IS SKUMTUPOBKH CI10TOB TipuBeeH B “TIpunoxenue 2: Caotel ID s sxunuposkw (Slot IDs)”
IIpumeuanus:

Ho pemmsa OBSE v0006 sta ¢ynkius Opia HazeBanack GetEquipmentSlotType.

Otrocures k Tary: OBSE Inventory Functions | OBSE Reference Functions

GetEquippedObjectValue

CHUHTaKCHC:

CODE

GetEquippedObjectValue ValueType SlotID
GetEQYV Valuetype SlotID



Oynknus GetEquippedObjectValue Bo3BpamaeT it BEI3BIBAIONIETO0 00BEKTa 3HAUEHNE yKazaHHOTO Trma BenmanHH (ValueType),
pasMenieHHoro B ciote SlotID npenmera. @yHKIus Bo3BpaTUT «0», €CITM THUIT 3HAYSHUS HE COOTBETCTBYET 3ampariiBacMou
BeIMYMHE (HAIIpUMeEp, A1 OPY>KHS 3aMPalInBaeTCs CTETIICHb 3aIlIUTHl OPOHH, WM COCTOSHUE H3HOMIEHHOCTH JUTS OJSKIBI).
ITpumep:

CODE

float weaponspeed

set weaponspeed to player.geteov 102 16

B npuBenenHoM npumepe B nepeMeHHO# "weaponspeed' coxpaHseTcsl 3HaU€HHE CKOPOCTH UTPOKA, SKUITHPOBAHHOTO OPY>KHUEM
yKa3aHHOTO THIIA.

IMonHbli nepeueHb BO3BpAllaeéMbIX BEIMYMH NpuBeaeH B [Ipunoxenun 1 “Bo3epamaemsle Tuns! BenuuuH (ValueType)”
[TepedeHsb BceX MOCTYITHBIX ISt SKUTTUPOBKH CI0TOB NpuBeieH B [Ipunoxenuu 2 “Cnotel ID mis skunupoBku (Slot IDs)”

Cwu. Takke: GetEquippedCurrentValue, GetObjectValue, GetCurrentValue

Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

GetGameLoaded

CHHTaKCHC:
CODE
if ( GetGameLoaded )

®ynxuuns GetGameLoaded Bo3Bpamiaer nucruny (“17), ecii ¢ MOMEHTa IOCIIETHETO BBI30Ba 3TOW (YHKIINU COXpaHEHHas Urpa Oblia
3arpy’eHa.

IIpumeuanue:

Kaxpril BEI30B 3TOH (yHKINH B BBI3BIBAEMOM CKpHIITE cOpachiBacT ¢uiar. Bee ckpunTsl, KOTOphIe OyayT BEI3BaHBI OCIIE 3TOTO, HE
JanyT pe3yibTara.

Ortnocurcs k tuiry: OBSE Flow Control Functions | OBSE Miscellaneous Functions

GetInventoryObject

CuHTaKCHC:
CODE
GetInventoryObject index

Oynkmus GetlnventoryObject momkHa BEI3BIBaTHCS HA Komnu. Bo3ppamaet tun npeamera (indexth), pasmenieHHbIH B KOHTEHHEpe
(MHBEHTAapE) MO YKa3aHHBIM UHAEKCOM (index).

ITpumepsr:

CODE

ref itemType; 00bsaBasieM ref-nepemennyo itemType

set itemType to ( player.GetInventoryObject 0 )

container.additem itemType 1

B npuBenenHoM npumepe GpyHKIMS BO3BpaIliaeT NpeMeT, KOTOPhIH B MHBEHTape UIPOKa OB pa3MellieH MepBbIM, MOCIIE Yero B
JIpyroi KOHTeHHep OyaeT N0OaBJIeH OANH MPEAMET TOTO JKE THIIA.

IIpumeuanus:

OOBEKTHI COXPAHSAIOTCA B TOM B TOPSAKE, B KOTOPOM OHH pa3Memanuck. Eciin Bel mproGpenu Med, 3aTeM JIyK U MOCHIE 3TOTO IIHT, TO
Bb130B “GetlnventoryObject 0 Bo3BpaTHT Med, €CIIH yKa3aTh B KadecTBe mapaMmerpa GyHKIuu “1”, To OyaeT BO3BpAIICH JIYK, €CITH
yKazaH mapameTp “2”, To OyJeT BO3BpaIlleH IIHT.

[TpeaMeTsl MTOMHST MOPSAAOK, B KOTOPOM OHH Pa3MEIAIICh, TI0O3TOMY, HallpIMeEp, €CIH Bl OPOCHTE JIyK Ha 3€MIII0, 3aTEM IT00epeTe
ero, mocye gero Ber3oBere GetlnventoryObject 1, To OyzeT BO3BpaIieH BCE TOT )K€ JIYK, a IIUAT OyIeT HAXOAUTHCS 1O HHICKCOM 2.
Tax xe, xak u pyakuusa GetNumltems, pyakuus GetlnventoryObject paboTaer ¢ yHUKaTbHBIMH ITPEIMETaMH, €CIIH IO HHICKCOM 4
YHCIHIIUCH CTPENBI, U UX y Bac HacuuThiBanochk 10 mrt, To Be30B GetlnventoryltemType 3 Bo3BpaTHT THI “kene3HbIE CTpesl” (Bce
NPaBWJILHO — HyMepanus HaunHaeTcs ¢ 0, T03TOMY MHAEKC 3 COOTBETCTBYET 4-My IpeaMeTy). B aToMm ciydae BbI30B
GetlnventoryltemType 4 Bo3BpaTuT ciefyromuii o CIUCKy MpeaMeT, HO OTHIOAb HE CIEAYIOLIYIO KEJIE3HYIO CTPEIy.

Brnots 1o OBSE v0006 sta ¢pynkius 6bu1a n3sectHa kak GetlnventoryltemType.

Otnocures k Tuny: OBSE Inventory Functions | OBSE Reference Functions

GetKeyPress

CHHTaKCHC:
CODE
GetKeyPress id

Oynkuus GetKeyPress Bo3Bpamaer DX-ckaHKo/ KIaBUIIM KJIaBHATYphl, KOTOpask HaXkaTa B JaHHBINA MOMEHT. Ecnu HaxkaTo
HECKOJIBKO, TO ONPEENIUTh, YTO CPEAU HAXKATHIX KIABUII HAXOAUTCS HYKHas MOXHO, €CJIM yKa3aTbh B BUAe Hapamerpa ee ID.
IIpumeuanus:

Orta (QyHKIUS HE ONpeeNseT KOJbl HAKAThIX KHOIIOK MbIIIH.

Ora (hyHKIHS BO3BpAIaeT CKAHKOJ[ KJIABUIIHM B TEYEHHE BCETO NIEPHOJIa, IIOKa KJIaBHIIIa Ha)KaTa, a HE TOJBKO B IEpBOM (peiime.



Ecnu HUKaKkKe KIABHIIHM HE HAXKAThI WIIM €CJIN YKa3aHHBIN B Bujie mapamerpa ID He coBnagaer ¢ HaKaThIMU KJIABHIIAMH, OyIeT
BO3BpanieHo 3HadeHue 65535.

[Tepedens ckankonoB cMoTpute B [Ipunoxxennu 3 OBSE: Cxankoast DX

Cwu. Take: GetNumKeysPressed

Otrocures k Tary: OBSE Input Functions

GetNumltems

CHHTaKCHC:
CODE
GetNumltems

Oynknus GetNumltems J0KHA BBEI3BIBATHCS HAa KOMMMU. Bo3BpaliaeT KOJIM4eCTBO YHUKAIBHBIX IIPEIMETOB B KOHTEHHEPE WIH
WHBEHTapE.

IIpumeuanus:

OTMeTBTE, 9TO BO3BpAIIACTCS KOINIECTBO TOJIHKO YHUKAIHHBIX THUIIOB IIPEAMETOB B MHBEHTape, Harpumep, 10 crpen OymyT
CUNTATBHCS OJJHUM YHHKaIbHBIM OOBEKTOM.

3010TO TaKkKe OYAET CYMTATHCS OJHUM IPEAMETOM, HE3aBUCHMO OT €r0 KOJINYECTBa.

DKHUNMPOBaHHbIE OOBEKTHI U TAKUE XKE, HAXOASIINECS B HHBEHTApeE, TaKKe OYyT CUMTATHCS KaK OJMH YHUKAJIbHBIN IIPEIMET.
Otnocures k Tuny: OBSE Inventory Functions | OBSE Reference Functions

GetNumKeysPressed

CuHTaKCHC:
CODE
GetNumKeysPressed

Oynknus GetNumKeysPressed Bo3BpamaeT o01iee KOTHIECTBO HAKATHIX B JAHHBIA MOMEHT KIIaBHUII KIIABHATYPHI.

IIpumeuanus:

Ora (yHKIUS He paboTaeT ¢ KHOIKaMH MBIILIH.

BonbIMHCTBO KIIaBHATYp MOTYT OTCIIEXKUBATh TOJBKO OIPAaHMYEHHOE KOJIMYECTBO OJHOBPEMEHHO HAXATHIX KJIABUIIL, IO9TOMY MOTYT
BO3BpAILaTh HEKOPPEKTHbIE KOMOMHALIMN HAXKATHIX KJIaBUIL. JTa (QyHKLMS BCETa TOYHO OTPA3UT, CKOJIBKO KIIABHII HAXKaTo, YTOOBI
MOYKHO OBUIO MONBITATHCS MPABUIIBHO OTPEarupoBaTh Ha 0O0JIBIIOE KOJIMYECTBO HaXaThIX KiiaBuil. B O01MBHOHE, HATPpUMED, MOKHO
BHCTH CHUTYaIHIO C HAKATHIMH KJIABHUIIIAMH, HO HE BCETa ONPEICTNTh, YTO HAa CaMOM JeJIe 3aMBICIIHII UTPOK.

Cwu. Takke: GetKeyPress

Otrocures k Tary: OBSE Input Functions

GetOBSEVersion

CHHTaKCHC:
CODE
GetOBSEVersion

Oynxuns GetOBSEVersion Bo3BpaiaeT ycTaHOBICHHYIO Ha KOMITbioTepe urpoka Bepcuio OBSE. Mosker ObITh HCTIONIB30BaHA [UIst
MIPOBEPKH U 00ECTIeYeH I COBMECTUMOCTH C YCTaHOBJIEHHBIMH MOJAMH.

ITpumep:

CODE

if ( GetOBSEVersion <5)

MessageBox '"'"Tpedyercs Oblivion Script Extender v0005 ujau Boimre."

Return

endif

IIpumeuanus:

B xonctpykumsix If...Endif mis onpenenenus 6onee crapbix Bepcuil Bceraa UCIONb3YHTE IIPOBEPKY
«MEHee, UeM», MHa4ye UCI0JIb30BaHUE «HE PABHO» MOXKET “3amepers’ Bac Ha Tekyuieil Bepcun OBSE.
Otnocures k Tuny: OBSE Debug Functions

GetObjectType

Oynknus GetObjectType Bo3Bpamaet THII 00BEKTa M MOKET BBI3BIBATHCA ABYMS Pa3IHMIHBIMU IyTAMHA. B mepBoM cirygae 0OBeKT
yKa3bpIBaeTCs B BHJIE HeoOs3aTenpHoro mapamerpa (ObjectID), a Bo BTopom — Kak yka3aTtens Ha 00bekT (ref). Ecnm ykazats 06a, To
MpearnodTeHre OyAeT OTIaHO YKa3aTelo Ha OOBEKT.

CHHTaKcHc:

CODE

GetObjectType [ObjectID]

Oynxums GetObjectType Bo3Bpamaer uist ykazaHHOro B Bue napamerpa ObjectID oObexra ero .
CODE



[ref.]GetObjectType

Br3piBaetcs Ha ykazarene Ha 00bekT (ref). Bo3Bpamaercs Tum ID BeI3bIBaroOIIel KOMUH.
Bosppamaemsie kos! THoB 006exToB (Type Codes Returned)
CODE

None

TES4

Group
GMST
Global

Class
Faction

Hair

Eyes

Race

10 Sound

11 Skill

12 Effect

13 Script

14 LandTexture
15 Enchantment
16 Spell

17 Birthsign

18 Activator
19 Apparatus
20 Armor

21 Book

22 Clothing

23 Container
24 Door

25 Ingredient
26 Light

27 Misc

28 Static

29 Grass

30 Tree

31 Flora

32 Furniture
33 Weapon

34 Ammo

35 NPC

36 Creature

37 Creature Leveled List
38 Soul Gem
39 Key

40 Alchemy Item
41 Sub Space
42 Sigil Stone
43 Item Leveled List
44 SNDG

45 Weather

46 Climate

47 Region

48 Cell

49 REFR

50 ACHR

51 ACRE

52 Path Grid
53 Worldspace
54 Land

55 TLOD

56 Road

57 Dialog

58 Dialog Info
59 Quest

60 Idle

61 Package

62 Combat Style

ORI AN AR RWN =D



63 Load Screen

64 Spell Leveled List
65 ANIO

66 Water Form

67 Effect Shader
68 TOFT

[Ipumeuanue: B nannoit Bepcuu OBSE oTHIOAb He Bece koAbl Bo3BpalaoTcsa. OQHaKko B JalbHENIIEM, [0 MEPE BbIX0/1a CIETYIOIINX
Bepcuit OBSE, Bce 0HU CTaHYT JOCTYIIHBIMU.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

GetObjectValue

CHHTaKCHC:

CODE

GetObjectValue ValueType [ObjectID]
GetOV Valuetype [ObjectID]
ref.GetObjectValue ValueType
ref.GetOV ValueType

Oynkus GetObjectValue Bo3BpalaeT 3HaueHHE YKa3aHHOTO B Buje napamerpa ValueType tuna BennuuHsl. OyHKIUSA MOXKET
BBI3BIBATHCS KaK B OTHOLLICHNH YKa3aHHOTO B BUjIe HeoOs3aTenpHoro napamerpa ID oowexra (ObjectID), Tak u 1u1st ykasarens Ha
00bekT (ref). @ynHkIMsA Bo3BpaTUT “0”, €CIIHM THII 3alpalrBaeMOol BEIMINHBI HE COOTBETCTBYET BBI3BIBAIOIIEMY OOBEKTY (JIJIst
OpYXHS 3aIIPAILIUBACTCS CTETIEHb 3aALINUTHI, WX JUIA OJCHKIBI — €€ N3HOIIEHHOCTb)

ITpumepsr:

CODE

ref equippedweapon

float weaponspeed

short weapontype

set equippedweapon to player.GetEquippedObject 16

set weaponspeed to getov 102 equippedweapon

set weapontype to getov 103 equippedweapon

BrI3bIBaeTCs M3 CKPUITA, “NOBEMIEHHOTO” HAa 0OBEKT
CODE

float weaponspeed

short weapontype

begin OnEquip

set weaponspeed to GetOV 102

set weapontype to GetOV 103

end

Tumns! Bo3BpalaemMsIx BeIUYUH npuBeseHsl B [Ipunoxenun 1: “Bo3spamiaemsle Tunel Beanuud (OBSEValueTypes)”
Cwu. Taxoke: GetCurrentValue, GetEquippedObjectValue, GetEquippedCurrentValue
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

GetParentCell

CuHTaKCHC:
CODE
GetParentCell

@yuxuus GetParentCell Bo3Bparaet sueiiky, CoJepKallyio BbI3bIBAIOIIYIO KOIIHIO O0BEKTA.
BrI3bIBaeTCs ¢ IOMOIIBIO YKa3atens Ha 00bekT (ref).
ITpumep:

CODE

scn CellChangedScript

float fQuestDelayTime

ref CellLastFrame

Begin GameMode

set fQuestDelayTime to 0.0001

if ( CellLastFrame != player.GetParentCell )

set CellChanged to 1

set CellLastFrame to player.GetParentCell

else

set CellChanged to 0

endif

End



3tot ckpunt nmutHpyeT QyHknuio CellChanged n3 urpst Morrowind. B mamem cirygae CellChanged 6yzet rino6ansHON KOPOTKOi
LIETIOYNCIIEHHON TIEPEMEHHOM.

[Ipumeuanue:

B compoBoxnaromem daiiine commands.txt k OBSE v0004 sta pynkims nmeHoBatack kak GetPlayerCell.

Otnocures k Tuny: OBSE Miscellaneous Functions | OBSE Reference Functions

GetPlayerSpell

CHHTaKCHC:
CODE
GetPlayerSpell

Oynknus GetPlayerSpell BozBpamaer akTHBHOE 3aKITHHAHUE UTPOKA.
Returns the player's active spell.

ITpumep:

CODE

ref spell

set spell to GetPlayerSpell

player.Cast spell

IIpumeuanus:

Y naneHve akTHBHOTO 3aKJIMHAHKS HY)KHO TIPOU3BOIUTH OCTOPOkHO. Pa3zpaborunkam OBSE moka He U3BECTEH MOJIHBIN CITHCOK
3aKJIMHAHUN UTPOKA, IIOATOMY, €CITH BBl yIajsieTe akTUBHOE 3aKiInHaHue, pyHKIus OymeT Bo3Bpamats “0” 10 TeX mop, IoKa HrPOK He
BBIOEpPET HOBOE aKTUBHOE 3aKIMHAHUE. B Oyaymiem ata mpobiieMa OyJeT pelieHa, Kak TOJIbKO HegocTaronmas napopmarus Oyaer
HalzieHa.

PacoBbie Marudeckuie CrocoOOHOCTH MOTYT OBITh yIaJeHBI TAaKUM ke 00pa3oMm.

B Bepcun OBSE v0004 sta dyaxums nmenoBanacsk kak GetActiveSpell. @ynkius Obl1a mepenMeHOBaHa, YTOOBI Ha3BaHNE 3TOH
¢ynkiun OBSE cooTtBercTBoBasio HazBaHuio ¢pynkiun Obnmsuona SelectPlayerSpell.

Cwu. Taxke: SelectPlayerSpell

Otnocures k Tuny: OBSE Magic Functions | OBSE Hero Functions

Con_GetINISetting

CuHTaKCHC:
CODE
con_GetINISetting ''Setting:Subsection"

Oynknus Con_GetINISetting Bo3BpaImaeT xeaeMoe 3HaUueHUE apameTpa, mponrcagHoro B Oblivion.ini 1 yka3aHHOTO KaBBIYKaX B
BbI3bIBaeMOH (GyHKIMH B Buje nmapamerpa "Setting:Subsection”. Ha3BaHne cOOTBETCTBYET Ha3BaHUIO COOTBETCTBYIOLIETO IIapaMeTpa
B ini-aiine. [Togpasaen sBiseTCS TEKCTOM B CKOOKaX M HOSBIISETCS BBIIIE IPYIIBI, K KOTOPOH yKa3aHHas yCTaHOBKA ITPUHAJUIC)KHUT.
ITpumep:

CODE

con_GetINISetting ''bCrossHair:Gameplay"

B manHOM mpumMepe GyHKIUS Bo3BpamaeT 3HaueHne 0 uinu 1, ykassiBaroniee Ha TO, BKIIOUYEH WM HET UTPOBOM Kypcop B 6a30BOM ini-
(atine.

IIpumeuanus:

Ota QYHKIUS TO3BOJISET BPYIHYIO H3MEHHUTh YCTaBKY TOJILKO B TEX CIIydasx, KOTaa ee UMs HaduHaercs ¢ “b”, 1" mwmm “f”. Do
CBSI3aHO C TE€M, UTO UTPE HYKHO 3HATh, K KAKOMY THITY OTHOCSITCA IEpEMEHHBIE, C KOTOPHIMHU OHA OTEPHPYET. Y CTAHOBKH,
HaYMHAIOIIHUECS C IPYTUX OYKB, MOXKET OBITh MepEMEHHBIMH JIFOO0TO THIIA.

W3-3a ocobenHocTel iporpaMMHoro obecrieuenust Wiki Ha3BaHue 3TOH QYHKIIMH 0TOOpaXkaeTCsi HEKOPPEKTHO — MPOMAIAET CUMBOJ
noguepkuBanus. [IpasunsHoe Ha3zBaHue - Con_GetINISetting.

Ora (yHKIMS naeHTHYHA KOHCOoubHOM komanae GetINISetting 1 ipu BbI30Be B CKpUITe BeseT ce0sl Tak, Kak OyATo Bul BbI3BaNIM ee ¢
KOHCOJIH.

Ora (pyHKIMS He IpeAHa3Havanach Uit paboThl B CKPUITAaX, II03TOMY He OyzleT padoTaTh Tak, Kak BaM Obl XOTEJIOCh.

Ortnocurcs k Tury: OBSE Console Functions

GoTo

CuHTaKCHC:
CODE
GoTo [labellID]

®ynkius GoTo no3BonseT B npolecce BLIIOJHEHUS CKPUIITA TepedTH Ha MeTKy labellD, onpeneneHHyto B penenax 3Toro xe
ckpunra. Padoraer ananornuno ¢pynknuu RestorelP. [lns ycraHOBKM METKH BBl MOKeTe Hctoiab3oBath GyHkiun OBSE Label nin
SavelP. fIBHoe ykazaHue HeoOs3aTenbpHOrO apamerpa labellD MoxxeT UCTIOIB30BATHCS P UCTIONB30BAHUN HECKOJIBKHX METOK B
Ipejenax CKpUIITa UM OPraHU30BaTh BIOXKEHHBIE BETBSILUECS LIUKIIBL.



ITpumep:

CODE

begin onActivate

; 00bSIBJISIEM NEPEeMEHHYI0, B KOTOPOii 0yJAeM 0TC/Ie;KUBATh KOJMYeCTBO BHINOJTHEHHBIX IUKJI0B
long var

set var to 0

; COXpaHsieM TeKyllne YCTAHOBKH yKa3aTeJsst

; 3aMMChIBaeM HAYAJIO0 IIMKJIA, KOTOPBIi HAXOAUTCS HemocpeacTBeHHO nepen komanaoii PrintToConsole
SavelP; ycranaBauBaeM MeTKY, MOKHO TaKiKe ObLI0 Hcnoab3oBaTh Label.

3 BBIBOAMM TeKYLIUi OTCUET UK

PrintToConsole ""loop %f'" var

; OOHOBJIsIEM CYETYHK HMKJIa

set var to var + 1

5 HAM HY’KHO BBINOJHHUTH IUKJI BCero TPU pa3a, M03TOMY NpoBepsieM COCTOSIHIE CUeTYHKA

if var < 3

; Iepexo/ MM Ha COXPAHEHHYI0 MeTKY

RestorelP; 31ecs M0oKHO HCN0Jb30BaTh GyHKINIO GoTo, ecim panee ncnoab3oBanace Label
endif

3 €CJIH MBI JOIILJIH B 3TO MECTO, 3HAYHT MBI 3AKOHYHIN UK

end

B mpuBeeHHOM MpHUMeEpe MOCJIE 3aycKa CKpHITa OyIEeT BEIBEICHO:
CODE

loop 0.0000

loop 1.0000

loop 2.0000

JIist Toro, 9TOOBI OPraHU30BaTh BIOXKEHHBIE ITUKIIBI, GYHKITNH SavelP u Restore]lP mpuHUMAIOT MTOMOTHATEIBHBINA TTApaMeTp
(11€T0YMCIACHHOE 3HAUEHUE), ONPEAEIIAIONINIA CIIOT, B KOTOPOM COXpPaHEHa COOTBETCTBYMoLIas MeTKa. Eciu mapamerp He ykasaH, 1o
yMonuaHuio npuHumaercs “0”. Beero Bo BHyTpeHHEM criucke uMeeTcs 256 c10ToB (mocieaHuil Homep - 255, HOCKOJIbKY HyMepalus
HauuHaercs ¢ “07).

B s3p1ke CU Bi10>KEHHBIE IIMKJIBI MO’KHO OPraHM30BaTh C MOMOLIBIO orepaTopa For ciexyrommm obpazom:

CODE

for i=0;i<5;i++)

for (j =0; j <3; j++)

// nes1aeM 4ToO-TO

OpraHu3oBaTh NOAOOHOE MOXKHO Takxke ¢ moMouibio pynkuuii OBSE:
CODE

short i

short j

Label 0; BepxHsist MeTKa BHellIHero mukjaa (AksusBajeHnt SavelP 0)
setjto 0

Label 1; BepxHsisi MeTKa BHYTPEHHero mMukJja

PrintToConsole "i = %.0f, j = %.0f" i, j

setjto(j+1)

if(j<3)

GoTo 1; >xBuBajient RestorelP 1

endif

setito(i+1)

if(i<5)

GoTo 0

endif

OTMEThTE, YTO ECJTH BBIICTIPUBEACHHBIN pUMEp HE “3aBepHYT’ B KOMaHIy yclioBHUs win B 0110k OnActivate, oH OyIeT 3amycKaTbes
BO BCEX MOCJICAYIOMHNX PpermMax.

IIpumeuanus:

Ha nannbIit MOMEHT 3Ta (YHKIUS CUMTAETCS OeTa-BepCHel U MOXKET paboTaTh HeHanexHo. Tpedyercs nanpHelee TECTUpOBaHHUE.
Bonpockl MOTYT BO3HHKHYTh, KOTJIa JIBA MU OOJIBIIIE CKPUIITOB UCIIONB3YIOT OIHU U TE )K€ KOJBI METOK.

BynbTe 04eHb OCTOPOXKHEI B yOSAUTECh, YTO BAIll CKPUIT UMEET KOPPEKTHOE YCIOBHE BHIXOJA U3 IIMKJIA, B TPOTHBHOM CITy4ac BbI
3aIyCTUTE OCCKOHCYHBIN IHKJI, KOTOPBIA MOXET 3aMOPO3UTh UTPY H CAEIaTh HCBO3MOXKHBIM HOPMAJIbHBIH BBIXOJ U3 UTPHI.

Cwm. takke: Label SavelP RestorelP

Otnocures k Tuny: OBSE Flow Control Functions



H
Con_HairTint

CuHTaKCHC:
CODE
ActorRef.con_HairTint red green blue

®ynknus Con_HairTint u3aMeHseT LBET BOJIOC BhI3bIBarOIIero akrepa ActorRef. @yHKIUS BHI3BIBACTCS 110 YKA3aTENO HA OOBEKT.
ITpumep:

CODE

player.con_HairTint 0 0 0

B npuBeneHHOM npuMeEpe LBET BOJIOC IEPCOHAXKA UTPOKA YCTAHABIUBAETCS B a0COIIOTHO YEPHBIH IBET.

IIpumeuanus:

U3-3a ocobenHocTel nporpaMMHoro odecrieuenust Wiki Ha3BaHue 3TOH QYHKIIMH OTOOpaXkaeTCsi HEKOPPEKTHO — MPOMAIAET CUMBOJ
noguepkuBanus. [IpasunbHoe Ha3zBaHue - Con_GetINISetting.

Ora (yHKIMS naeHTHYHA KoHCoubHOM komanae GetINISetting 1 ipu BbI30Be B CKpUITe BeseT ce0sl Tak, Kak OyaTo Bul BeI3BaIN €€ ¢
KOHCOJIH.

Ora (yHKIUS He IpeAHa3Havanach Uit paboThl B CKPUITaX, II03TOMY He OyzeT padoTaTh Tak, Kak BaM Obl XOTEJIOCh.

Otnocures k tuny: OBSE Console Functions | OBSE Reference Functions

HammerKey

CuHTaKCHC:
CODE
HammerKey Key

Oynxuns HammerKey B kaxxom BropoM ¢peiime cooOIaeTt urpe, 4To UTpoK Kak Obl HAXKMMAET Ha YKa3aHHYIO B BHJIE ITapamMeTpa
(Key) knaBumry, XoTs peaJlbHOr0 Hakatusi HeT. rpa, rmojydast 3TH CUrHaJIbl, COOTBETCTBYIOLIMM 00pa3oM pearupyer. OyHKIus
HammerKey ananornuna ¢pynkiun AHammerKey, 3a nckitoueHreM Toro, 4To GppeiiMbl, B KOTOPBIX BO3BPAILAIOTCS 3HAYEHHS ITUX
(byHKIM, He coBranatoT (uepenyrores). Jns orkmodenus ncnons3yiite pynkiuo UnHammerKey. B kauectBe mapamerpa
MIPUHUMAIOTCS CTaHIApTHBIE cKaHKoAbI DirectX.

IIpumepsr:

CODE

HammerKey 30; CumyJsinus HaxkaTusi Ha KJaaBumy “A” (Bji1eBo)

AHammerKey 32; CumyJsinus HaxkaTusi Ha kjaasumry “D” (BnpaBo)

B npuBeneHHOM npuMepe UIpoK OyIeT MHOTOKPATHO JepPraThesl BIEBO-BIIPaBO (IIPEIIOIATaeTcsl, YTO YIPaBICHUE YCTAHOBICHO 110
YMOTYaHHUIO).

IIpumeuanus:

CkaH-kozbl DirectX 00bI9HO MCIIONIB3YIOT HIECTHAALATEPUYHBINA KO/, HO 3Ta (QYHKLUS IPUHUMAET JACCSITUYHBIC 3HAYCHUSL.

Bb1 MoXeTe Taroke 3a1aBaTh 3Ha4eHUs1, OoJbIINe 255, KOTOphIe IpeJHa3HaueHbI Ul YIpaBlieHns! MbIIIbio. [Ipu konax ot 256 1o 263
BBl MOJKETE paboTaTh ¢ KHONKaMu MbIH. Kojpl 264 u 265 npenHazHaueHBI ISl KOJIECHUKA MBIIIIH.

Oynkun OBSE paboTarot ¢ anmapatHo-He3aBucUMBIMA Konamu DirectX, B wactHocTH, Moxyns Directlnput. [Tepeuens DX-
CKaHKOJIOB MPHUBEJICH B npritoxeHnn 3: Ckankopr DX

Cwum. Tarke: AHammerKey, UnhammerKey, TapKey, HoldKey, ReleaseKey

Otrocures k tary: OBSE Input Functions

HoldKey

CHHTaKCHC:
CODE
HoldKey Key

Oynkmus HoldKey coolmraer urpe, 9To UTPOK yaepKUBaeT yka3aHHyIo kiaBumry (Key) B HaaToM COCTOSIHUHU, YTOOBI HTpa
oTpearupoBajia COOTBETCTBYIOIINM 00pazoM. 1y oTMeHs! nenoib3yite Gpynkimio ReleaseKey. B xauecTse mapamerpa
MIPUHUMAIOTCS CTaHIApTHBIE CKaHKoABI DirectX.

ITpumepsr:

CODE

HoldKey 17; CumyJisinisi IOCTOSHHOT0 HazKaTHs Ha KiaaBuiny “W” (Bmepen)

B npuBeneHHOM npuMepe MepcoHaXk UIPoKa OyIeT HOCTOSIHHO NEPeIBUraThCs BIIEPE/, TaXKe €CIIM Ha CaMOM JieJie UTPOK HUYEro He
Ha)KMMAaeT Ha KJIaBUaType.

IIpumeuanus:

CkaH-kozbl DirectX 00BbIYHO HCIIONIB3YIOT HIECTHAALATEPUYHBINA KO/, HO 3Ta (QYHKLUS IPUHUMAET JACCSITUYHBIC 3HAYCHUSL.



BrI MojkeTe Taroke 3a/1aBaTh 3HAYSHUS, OOJIbIIHE 255, KOTOPBIE peHa3HAYCHBI IJIs YIIpaBieHus MbIIb0. [Ipu komax ot 256 no 263
BBI MOKETe paboTaTh ¢ KHONMKaMu MbId. Koabl 264 1 265 npeaHa3HaueHbl U KOJIECHKa MBIIITH.

®ynkuun OBSE paboTatoT ¢ anmapatHo-He3aBUCHMBIME Koamu DirectX, B wactHocTH, MOAyns Directlnput. [Tepeuens DX-
CKaHKOJIOB MpHUBEJCH B npritoxeHnn 3: Ckankoaer DX

Cwum. Take: ReleaseKey, TapKey, HammerKey, AHammerKey, UnhammerKey

OtnHocures k Tuny: OBSE Input Functions

IsActivator

@Oynxuus [sSActivator MOXKET BBI3BIBATHCS JBYMSI Pa3IMuHBIMK NyTsMHU. B iepBoM ciydae 00bEKT YKa3bIBaeTCsl B BULIC
HeoOs3aTensHOTO apamerpa (ObjectID), a Bo BropoM — Kak yka3aTeib Ha 00beKT (ref).

CuHTaKCHC:

CODE

IsActivator [ObjectID]

B nannom ciyuyae ¢pynknus IsActivator Bei3siBaeTcs ¢ ykazanueM id oobekra (ObjectID) B kauecTBe napamerpa. Bosspamaer “1”
(MCTHHY), €CIIM yKa3aHHbBII 00BEKT SIBISICTCS aKTUBATOPOM. DTOT BAPUAHT MCIIOIb30BaHUS MMEET IPHOPUTET MEPE] BEI30BOM Ha
CCBLIKE.

CODE

[Ref.]IsActivator

3nech pynknus [sActivator BeI3bIBacTCS ¢ UCTIOIb30BaHUEM yka3aTels (Ref) Ha BeI3pIBarommii 00bEKT U BO3BpATHUT “1”° (MCTUHY),
ecim caM OOBEKT ABISAETCS akTUBaTOpOoM. Ecii ckpunT “moBerien” Ha caMOM 00BEKTe, TO yKa3aTeslb Ha HETO YKa3bIBaTh
HEOoO0s3aTeHHO.

Ornocures k tuiry: OBSE Item Functions | OBSE Reference Functions

IsAlchemyltem

@ynkuus [sAlchemyltem MoskeT BBI3bIBATHCS ABYMS Pa3IMYHBIMU ITyTSAMH. B epBoM ciryyae 00beKT yKa3bIBaeTCs B BUJIE
Heobs3aTenbHOro napamerpa (ObjectID), a Bo BTOpoM — Kak yka3arenb Ha 00bekT (ref).

CuHTaKcHc:

CODE

IsAlchemylItem [ObjectID]

Bo3zepamaet “1” (uctuny), eciii 00beKT KiIacCHPHUIMPYETCs KaK 3eJbe. DTOT BApUAHT WCTIOIH30BAHMS HMEET IPHOPUTET TIepe]T
BBI30BOM Ha CCBLIKE.

CODE

[ref.]IsAlchemyltem

[Tpumep BbI30Ba 3TOH QyHKIUK C TOMOLIBIO yKa3aTelsi Ha 00beKT. B octansHOM paboTaer Takxe.
Ecnu ckpunt pasmenien Ha camoM o0bekTe, To ykaszaress (ref) nnm nmapamerp (ObjectID) yka3biBaTh He0Os3aTEIBHO.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsAmmo

Oynkrmsa [SAmmo MOKeT BBI3BIBATHCS IBYMS Pa3IMYHBIMH Ty TAMH. B mepBoM ciydae 00BEKT yKa3bIBaeTCs B BUAE HEOOSI3aTEIHHOTO
mapameTtpa (ObjectID), a Bo BTopoM — Kak ykazaTesb Ha 00BeKT (ref).

Oynknust [SAmmo Bo3Bparaer “1”, ecii BEI3bIBaeMBbINH 00BEKT KIIaCCUPUITUPYETCs Kak Ooenpumackl (B OOIMBHOHE K STOMY THITY
OTHOCSITCSI TOJIBKO CTPEJIBI).

CuHTaKcuc:

CODE

IsAmmo [ObjectID]

BrI130B yHKIMHE C SIBHBIM YKa3aHueM B Buje napamerpa Object]D. DTOT BapraHT HCHIOIB30BAHUS HMECT MPHUOPUTET MEPE]] BHI30BOM
C TIOMOIIBIO YKA3aTeIIs.

CODE

[ref.]IsSAmmo

[Tpumep BBI30Ba 3TON YHKIIMH ¢ TIOMOIIBIO yKa3aTens ref.
Ecmu ckpunt mosemnieH Ha caM 00BEKT, TO yKa3bBaTh ero ObjectID wimu ref HeoOs3aTENBHO.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsArmor

@ynxuus [SArmor MOXeT BBI3BIBATHCS IByMs Pa3JINUHBIMU ITyTSMU. B riepBoM citydyae 0ObeKT yKas3bIBaeTCs B BUJE HEO0sA3aTEIBLHOTO
napametpa (ObjectID), a Bo BTopoM — Kak yka3zartenb Ha 00bexT (ref).



®yukmus [sArmor Bo3Bpariaer “1”, eciii BRI3BIBAIONTHI 00BEKT KIacCH(DHUIIUPYETCsT Kak OPOHS.
CuHTaKCHC:

CODE

IsArmor [ObjectID]

Br130B QyHk1mu ¢ siBHBIM ykazanueM 1D oObekra B Buae napamerpa Object]D. DToT BapuaHT HCIIOIb30BaHUS UIMEET IPHOPUTET
nepes] BBI30BOM C IOMOIIBIO yKa3aTesl.

CODE

[ref.]lIsArmor

IIpumep BBI30Ba 3TOH QYHKIMH C TOMOLIBIO YKa3aTens ref.
Ecmu ckpunt mosemnieH Ha caM 00BEKT, TO yKa3biBaTh ero ObjectID win ref HeoOs3aTENBHO.
Ortnocurcs k tuiry: OBSE Item Functions | OBSE Reference Functions

IsBook

@ynxuus [SArmor MOXeT BBI3BIBATHCS IByMs Pa3JINUHBIMU ITyTSMU. B riepBoM citydyae 0ObeKT yKas3bIBaeTCs B BUJE HEO0s3aTEIBHOTO
napametpa (ObjectID), a Bo BTopoM — Kak yka3zartenb Ha 00bekT (ref).

®ynxuus [sBook Bo3Bpaniaer “17, ecinu BBI3BIBAIOIINA 00BEKT KJIACCUPHULIUPYETCS KaK KHHUTA.

CuHTakcuc:

CODE

IsBook [ObjectID]

Br13oB ¢yHkmm ¢ ssBHEIM ykazanueM ID o6wekTa B Buae mapamerpa Object]D. DTOT BapHaHT HCIIONB30BaHUS UMEET IPHOPHUTET
Hepesl BBI30BOM C IIOMOIIBIO yKa3aTels.

CODE

[ref.]IsBook

[Tpumep BBI30Ba 3TON QYHKIMH C TIOMOIIBIO yKa3aTens ref.
Ecnu ckpunt nosemeH Ha caM 00beKT, TO Yka3biBaTh ero ObjectID wiu ref HeoOsi3aTesbHO.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsClothing

Oynkmus [sClothing MoeT BBI3BIBaTHCS ABYMS Pa3IUYHBIMU My TSMH. B IepBoM cirydae 00BEKT yKa3bIBaeTCs B BUIE
HeoOs3aTensHOTO Tapamerpa (ObjectID), a Bo BropoM — Kak yka3aTeib Ha 00beKT (ref).

Oynxkmus [sClothing Bo3Bpamaer “1”, ecnu BBI3BIBAIOMNN 00BEKT KIACCUPHUIMPYETCS KaK OIEKAA.

CuHTaKCHC:

CODE

IsClothing [ObjectID]

Br130B QyHk1mu ¢ siBHBIM ykazanueM 1D oObekra B Buae napamerpa Object]D. DToT BapuaHT HCIIOIb30BaHUS UIMEET IPHOPUTET
nepes] BEI30BOM C TOMOIIBIO yKa3aTesl.

CODE

[ref.]IsClothing

[Tpumep BBI30Ba 3TON QYHKIIMH C TIOMOIIBIO yKa3aTens ref.
Ecmu ckpunt mosemnieH Ha caM 00BEKT, TO yKa3biBaTh ero ObjectID wiu ref HeoOs3aTENBHO.
Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

IsContainer

Oynkius [sContainer MOXET BBI3BIBATHCS JBYMS Pa3IHMUHBIMU MyTsIMH. B IepBoM citydae 0OBEKT YKa3bIBACTCS B BUJIC
HeoOs3aTenbHOro napamerpa (ObjectID), a Bo BTopoM — Kak yka3arenb Ha 00bekT (ref).

Oynkius [sContainer Bo3Bpariaet “1”, eciid BBI3BIBAIOIINN 00BEKT KIACCUPUIIMPYETCS KaK KOHTCHHED.

CHHTaKcHc:

CODE

IsContainer [ObjectID]

Br13oB yHkmm ¢ ssBHEIM ykazanueM ID o6wekTa B Buae mapamerpa Object]D. DTOT BapraHT HCIIONB30BaHUS UMEET IPHOPHUTET
repei BhI30BOM C IMOMOIIBIO yKa3aTells.

CODE

[ref.]IsContainer

[Tpumep BbI30Ba 3TOH QyHKIUK C TOMOLIBIO yKa3zaTens ref.
Ecnu ckpunt nosemen Ha caM 00beKT, TO yka3siBaTh ero Object]ID wunn ref HeobGs3aTenbHO.

Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsDoor



Oyuxuus [SDoor MOXKeET BBI3BIBATHCS IBYMSI pa3inuHbIME NYTsIMHU. B iepBoM ciydae 00bEeKT YKa3bIBaeTCsl B BUE HEOOA3aTEIbHOTO
mapameTtpa (ObjectID), a Bo BTopoM — Kak ykazaTesnb Ha 00BeKT (ref).

Oynknwus [sDoor Bo3Bparaer “1”, ecii BBI3BIBAIONINI 00BEKT KIaCCU(DUIIUPYETCS KaK JIBEPb.

CuHTaKCHC:

CODE

IsDoor [ObjectID]

Bb130B QyHKIMY ¢ iBHBIM yka3aHnueM ID oObekra B Buae napamerpa Object]D. DToT BapuaHT HCIIOIb30BaHUS UIMEET IPHOPUTET
nepes] BBI30BOM C TOMOIIBIO yKa3aTesl.

CODE

[ref.]IsDoor

[Tpumep BBI30Ba 3TOM QYHKIIMH C TIOMOIIBIO yKa3aTens ref.
Ecmu ckpunt mosemnieH Ha caM 00BEKT, TO yKa3bBaTh ero ObjectID wiu ref HeoOs3aTENBHO.
Ornocures k tuiry: OBSE Item Functions | OBSE Reference Functions

IsFurniture

@ynxuus [sFurniture MokeT BBI3BIBaTbCS ABYMS PA3JIMYHBIMU ITyTSIMH. B 1epBoM cirydae 0OBEKT yKa3bIBaeTCs B BUJE
Heobs3aTenbHOro napamerpa (ObjectID), a Bo BTopoM — Kak yka3arenb Ha 00bekT (ref).

@ynxuus [sFurniture Bo3sparaer “1”, eciu BbI3bIBAIOMINN 00BEKT KIACCH(YUIMPYETCS KaK MeOeb.

CuHTakcuc:

CODE

IsFurniture [ObjectID]

Br13oB pyHkmm ¢ ssBHEIM ykazanueM ID o6wekTa B Buae mapamerpa Object]D. DTOT BapHaHT HCIIONB30BaHUS UMEET IPHOPHUTET
nepe/1 BbI30BOM C MIOMOIIBIO yKa3aTells.

CODE

[ref.]IsFurniture

[Tpumep BbI30Ba 3TOH QyHKIUK C TOMOLIBIO yKa3zaTens ref.
Ecnu ckpunt nosemieH Ha caM 00beKT, TO Yka3biBaTh ero ObjectID wium ref HeoOsi3aTenbHO.
Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

IsIngredient

@ynxnus IsIngredient MokeT BBI3BIBAThCSA ABYMS PAa3IMIHBIMU ITyTAMU. B mepBoM citydae 0ObEKT yKa3bIBaCTCS B BUIIE
HeoOs3aTensHOTO apamerpa (ObjectID), a Bo BTopoM — Kak yka3aTeib Ha 00beKT (ref).

@ynkuus IsIngredient BozBparuaer “1”, ecii BBI3bIBAIONIMN 00BEKT KIaCCUYUIMPYETCsl KaK MHIPEIUEHT ISl AIXMMHUYECKHX OIBITOB.
CuHTakcuc:

CODE

IsIngredient [ObjectID]

Br130B QyHKIMY ¢ siBHBIM yka3aHnueM 1D oObekra B Buae napamerpa Object]D. DToT BapuaHT MCIIOIb30BaHUS UIMEET IPHOPUTET
Hepest BBI30BOM C ITIOMOIIBIO yKa3aTelsl.

CODE

[ref.]IsIngredient

[Tpumep BBI30Ba 3TOM PYHKIIMH C IOMOIIBbIO yKa3aTens ref.
Ecmu ckpunT moBemnieH Ha caM 00BEKT, TO yKa3biBaTh ero ObjectID win ref HeoOs3aTENBHO.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsKey

Oynkius [sKey MoKeT BBI3BIBATHCS IBYMS PA3IMYHBIMU TYTSAMH. B iepBoM ciiydae 00bEKT yKa3bIBaeTCs B BUIE HEOOSI3aTEIHLHOTO
mapameTtpa (ObjectID), a Bo BTopoM — Kak ykazaTesnb Ha 00BeKT (ref).

Oynkmus [sKey Bo3Bpamiaer “1”, ecny BRI3BIBAIOMINN 00BEKT KIACCU(HUIIIPYETCS KaK KIF0Y (UTPOBOIA).

CuHTaKCHC:

CODE

IsKey [ObjectID]

Bb130B QyHK1mu ¢ iBHBIM ykazanueM 1D oObekra B Buae napamerpa ObjectID.
CODE
[ref.]IsKey

[Tpumep BbI30Ba 3TOH QyHKIUM C TOMOLIBIO yKa3zaTens ref.
Ecnu ckpunt nosemen Ha caM 00beKT, TO yka3biBaTh ero Object]D unn ref HeobOs3aTenbHO.



Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions
IsKeyPressed

CuHTaKCHC:
CODE
IsKeyPressed Key

Oynkuus [sKeyPressed Bo3Bpamaer “17, ecnu yka3anHas B Buje napamerpa (Key) knasuina B JaHHbIH MOMeHT Haxata. Ko
KJIaBUIIIM XPAaHUTCS B 3ar0JIOBOYHBIX (aiiinax Windows, B omumune ot ¢pynkimu IsKeyPressed2, koTopas ncross3yer anmnaparHo
HEe3aBUCHMEBIE CKaHKOAbI DirectX.

Hexotopsie Windows-ckankoas! knasui (Key IDs)

CODE

1 Left Mouse Button

2 Right Mouse Button

4 Middle Mouse Button

13 Enter
20 Caps Lock

32 spacebar
33 PgUp
34 PgDn
35 End

36 Home
37 Left

38 Up

39 Right
40 Down
44 PrtScr
45 Ins

46 Del

48 0

49
50 2

p—

557
56 8
579
65
66
67
88
89
90

N O%»

96 NUMO
97 NUM1
98 NUM2
103 NUM?7
104 NUMS
105 NUM9
106 NUM*
107 NUM+
109 NUM-
111 NUM/
112 F1

113 F2

114 F3

123 F12



127 F16

160 left shift

161 right shift
162 left control
163 right control

[TonHbI# cIMCOK CKaH-KOAOB BBl MOYKETE HAWTH B IPUIIOKEHUH 5.

IIpumeuanus:

Orta ¢yHKIHA He OyIeT BO3BpamaTh 3HaUCHNE, eciii oToOpakaercs coobmmenne MessageBox, BO3MOKHO TIOTOMY, 9TO BBOJ
MIEPEKITI0YAETCs HA €T0 OKHO.

[TomumTE, YTO 3Ta QYHKIKS BO3BpaIiaeT 1 moka KiaBuIIa HakaTa. Tak 9To, 3TO XOPOIIHHA CIIOc00, YTOOBI TIOIOKIATh, ITOKa e€ He
OTITyCTHT:

CODE

if ( curKey && isKeyPressed curkey ); kiaBuma ocraércst HaskaToi

Return; k1émM oTIyCcKaHUS KJIABUIIH

else

set curkey to 0

endif

if (isKeyPressed <keyCode> )

3 AeJiaeM YTO-1100

set curKey to <keyCode>

endif

Cwum. Taxke: IsKeyPressed2

Otrocures k Tary: OBSE Input Functions

IsKeyPressed2

CHHTaKCHC:
CODE
IsKeyPressed2 Key

Oynkmus [sKeyPressed2 Bo3sparmaer “1”, ecnu ykazanHas kiaBuma Key B TaHHBII MOMEHT HaxxaTa. B kauecTBe mapameTpa
IsKeyPressed2 npuaIMaeT anmapaTHO-He3aBUCHUMBIE ckaHKOBI DirectX, B orimmame ot IsKeyPressed, kotopas paboTaer ¢
BHPTYaJbHBIMU CKaHKOgaMH Windows.

IIpumeuanus:

Cxankozp! DirectX 00b9HO pabOTaIOT ¢ YHCIAMH B MIECTHAANATEPUIHOM HCUHCICHNH, onHako ¢pyaknusa IsKeyPressed2 mpuanmaer
JIeCSATHYHbIC 3HAUCHHMS

Brl MoXeTe Taroke 3a1aBaTh 3Ha4E€HUs1, O0JbIINe 255, KOTOphIe IpeJHa3HaueHbI Ul YIpaBleHNs! MbIIIbio. [Ipu konax ot 256 1o 263
BBI MOJKETE paboTaTh ¢ KHOMKaMu MbIH. Kojpl 264 u 265 npenHazHaueHBI sl KOJIECHUKA MBITIIH.

®ynkuus paboraer ¢ annapaTHO-He3aBUCHUMBIMU Kogamu DirectX, B wactHocTH, Moayis DirectInput. I[Tepeuens DX-ckankonos
npuBesieH B npuiioxkenuu 3: Ckankoasl DX

[TomuwuTe, uTo 3Ta PyHKUMS OyaeT Bo3Bpamars “1” 10 Tex mop, Moka KJIaBuIla HaKaTa, TaK YTO 3TO XOPOLIMI CIOCO0, YTOOBI
MIEPEeXBATUTH HAXKATHE U 3aTEM ITOI0KIATH, IIOKa €€ HEe OTITYCTAT:

CODE

if (curKey & & isKeyPressed2 curkey ); kiaBuia Bcé emé HazkaTa

return; :k1éM, NOKa KJIaBUIIY OTIYCTHT

else

set curkey to 0

endif

if (isKeyPressed2 <keyCode> )

; AejiaeM YTO-HHOYIb

set curKey to <keyCode>

endif

Cwum. Taxxke: IsKeyPressed

Otrocures k Tary: OBSE Input Functions

IsLight
CHHTaKCHC:

CODE

IsLight [ObjectID]

@ynxuus [sLight Bo3Bpaniaer “17, ecnu yka3zanssiil B Buae napamerpa Object]D 00beKT OTHOCHTCS K MICTOYHUKY CBETA.
CODE



[ref.]IsLight

Oynkmus [sLight Bo3Bpamaet “1”, eciii BRI3BIBAIONTHIA 10 yKa3aTemo (ref) 00beKT OTHOCHTCS K HCTOYHHKY CBETA.
Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

IsPotion

@ynxuus [sPotion MoXeT BBI3BIBATHCS ABYMS Pa3IMYHBIMU IIyTSMU. B epBoM citydae 00bEKT yKa3bIBaeTCs B BUJIC HEOOS3aTEIILHOTO
napametpa (ObjectID), a Bo BTopoM — Kak yka3zartenb Ha 00bexT (ref).

CuHTakcuc:

CODE

IsPotion [ObjectID]

Bo3zepamaet “1” (uctuny), eciii 00beKT KiIacCHPUIMPYETCs KaK siI. DTOT BApHAHT WCIIOH30BAHMS IMEET IPHOPUTET TEPET
BBI30BOM Ha CCBLIKE.

CODE

[ref.]IsPotion

3nech (yHKIMS BBI3BIBACTCS C IOMOLIBIO YKa3aTelsl Ha 00BbEKT M Bo3Bpalaet “1”, eciu 3TOT 00beKT KiIaccuPUIMpyeTCs KakK s,
OTMeTbTE, 4TO 51 — 3TO AITXMMHUYECKHI PEIMET, B KOTOPOM Bce 3(h(deKThl oTpuiarensube. Eciu uMeeTcs XoTh 0MH
HEOTpHUATEIbHBIA 3()D(EKT, TO TAKOW aTXUMHYECKUI IPEAMET S0M HE CUUTACTCS M OTHOCUTCS K 3CIIbSIM.

Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsRefEssential

CHHTaKCHC:
CODE
[Ref.]IsRefEssential

BrI3bIBaeTcs ¢ MOMOILBIO yKa3aTessl Ha nepcoHax. Bo3BpaiaeT “1”, eciu NaHHBIN IEPCOHAX SIBISIETCS BaXKHBIM JISI UTPBI (151
KBECTOB) M HE MOJKET OBITh YOHUT.

ITpumep:

CODE

if ( myNPCRef.isEssential )

myNPCRef.setRefEssential 0; ynansiem ¢uiar essential ¢ mepconaxa

endif

Cwu. Take: SetRefEssential
Ornocurcs k tuiry: OBSE Reference Functions | OBSE Actor Functions

IsSoulGem

CHHTaKCHC:
CODE
IsSoulGem [ObjectID]

Oynkmus [sSoulGem Bo3BpamaeT “1”, ecnu ykazaHHBIA 00BEKT ABISICTCS KAMHEM JTYIIL.
CODE
[ref.]IsSoulGem

Oynknus [sSoulGem BosBparmiaer “1”, ecnu 00bEKT, yKa3aHHBIN ¢ TOMONIBIO yKa3aTens (ref), sBiseTcs KaMHeM JTyIIl.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

IsWeapon

CHHTaKCHC:
CODE
IsWeapon [ObjectID]

Oynknus [sWeapon Bo3Bpamaet “1”, ecii yka3aHHBIN B BUJE TapaMeTpa 00bEKT KIacCHPHUIIPYETCS KaK OpyKHe.
CODE
[ref.]IsWeapon

Oynxuus IsWeapon Bozsparuaer “1”, eciiu 00bEKT, yKa3aHHBIN ¢ TIOMOIIBIO yKa3arens (ref), kinaccuduuupyercs Kak opysKHe.
Otnocures k Tuny: OBSE Item Functions | OBSE Reference Functions

L



Label

CuHTaKCHC:
CODE
Label [labelID]

@®ynkius Label no3sonser ycTaHOBUTh Heckoiabko MeTok (labellD) BHyTpu ckpunta. OHa naeHTHYHA KoMaHzae SavelP.
Hcnons3oBanue komanx GoTo i RestorelP BbI30BET nepexo Ha METKY, UTO MO3BOJISIET OPraHU30BBIBATh IPOCTHIE LIUKJIBL.
bnaronaps omuonansHomy ¢uiary Label ID MOHO ycTaHOBUTH HECKOJIBKO METOK MJIM CO3/IaTh BIIOXKEHHBIE [IUKJIIBI.
ITpumep:

CODE

begin onActivate

; 00bsIBJICHHE IePeMEeHHO}, B KOTOPOIi OyAeT XpaHUThCS KOJIMYecTBO UTepanuii HuKiIa

long var

set var to 0

; COXpaHeHHe yKa3aTe/sl HA TEeKYIIYI0 MHCTPYKIUIO
3 9TH 3aIIHCH B HayaJie IMKJIA J0JIKHBI HAX0AuThes 10 KomaHabl PrintToConsole
SavelP; Tak:xe Mmo:kH0 HanmucaTh Label

; BLIBOJ HOMepa TeKyleil nTepauuu
PrintToConsole ""loop %f" var

; OOHOBJICHHE CUETYHKA
set var to var + 1

$ MbI XOTHM BBINOJIHUTD IIUKJ TOJbKO TPH pa3a; NpoBepKa 3HAYEHHUS CUEeTYHUKA
if var <3

; epexo/1 Ha3a/, K COXPAaHEHHOH MO3uUMU

RestorelP; could also use Goto

endif

3 €CJIM MbI IOMAJIN CHAA, TO IUKJ 3aKOHYHJICS
end

IMocre akTUBALIMY B UTPE 3TOT CKPHIIT BBIBEJET Ha SKPAH CIEIYIOLINE COOOLICHUSL:
CODE

loop 0.0000

loop 1.0000

loop 2.0000

JIist moiep kKU BIIOKEHHBIX NUKIOB KoMaH bl SavelP u RestorelP MoryT npuHUMaTh HEOOSI3aTEIBHBIH 1EIOYMCICHHBIN TapaMeTp,
yKa3bIBAIOLINH "cI0T" Ui coXpaHeHus ajapeca HHCTpyKuuu. 1o ymondanutio oH paBeH Hymo. Beero noctynHo 256 ci10ToB.

[Ipumep, 6oee moxoxuil Ha UK fOr U3 HOPMAITLHOTO S3bIKA IPOrPAMMHPOBAHUS, BPOJIEC STOTO:
CODE

for i=0;i<35;i++)

{

for (j =0; j <3; j++)

{

//1enaeM 4TO-TH00

}

}

Co3zanue 1o1o00HOTo LUKIIA ¢ Hctoiab3oBanneM ¢yHkuuit OBSE:
CODE
short i
short j

Label 0; top of outer loop, equivalent to SavelP 0
setjto 0

Label 1; top of inner loop

PrintToConsole "i = %.0f, j = %.0f" i, j
setjto(j+1)

if(j<3)

GoTo 1; equivalent to RestorelP 1

endif

setito(i+1)



if(i<5)
GoTo 0
endif

OTMeThTE, YTO €CJTH BBIICTIPUBEACHHBIN pUMEp HE “3aBepHYT’ B KOMaHy yclioBHUs win B 0110k OnActivate, oH OyZeT 3amycKaTbes
BO BCEX MOCIEAYIOMUX (hpeiimax.

IIpumeuanue:

DYHKIUU HAXOISITCS B CTAAUH OETa-TSCTUPOBAHUS 1 MOTYT OBITh HCHAIEXKHBL.

MoryT nosiBUTCS KOH(PIUKTHI KOTIa IBA MM 00JIee CKPUIITOB UCIOIB3YIOT OJTHH U T€ K€ KOIBI METOK.

Y0enurecr 4TO BaIll IIUKJI UMEET YCIOBUE BBIX0Ja, HHAYE BbI PUCKYETE CO3/IaTh OCCKOHEYHBIH ITUKII, KOTOPBIA OJBECHUT UTPY U HE
JIACT BO3MOXKHOCTH UTPOKY BBIUTH U3 HEE.

CwMm. taxxe: SavelP, RestorelP, GoTo

Ortnocurcs k tuiry: OBSE Flow Control Functions

Log

CHHTaKCHC:
CODE
Log [float]

@ynxkuus Log Bo3BpalaeT HaTypaibHbIN JJorapum yucia.
ITpumep:

CODE

set n to log n

Cwum. Taxke: logl0, exp
Ortnocurcs k tuiry: OBSE Math Functions

Logl0

CHHTaKCHC:
CODE
log10 [float]

Oynkmusa Log10 Bo3BpammaeT gorapudm gucia mo ocHoBaHuo 10.
ITpumep:

CODE

set n to log10 n

Cwu. Taxke: log, exp
Otnocures k Tuny: OBSE Math Functions

M
ModActorValue2

CuHTaKCHC:

CODE

ModActorValue2 StatName value:integer
ModAV?2 StatName value:integer

ITpumep:
CODE
ModActorValue2 Strength -10

®ynxuus ModActorValue2 nzmeHsieT TeKylee 3HaUeHHE XapaKTEePUCTHKH Ha yKa3aHYI0 BEJIMUMHY, HE U3MEHSS IIPpH 3TOM e€ 6a3oBoe
3HaueHue. Value - 3To 1eovYrciieHHas, MOJ0XUTeIbHAs WIH OTpuliaTebHas BenuanHa. ModAV?2 StatName 3.9 npuenér k
N3MEHEHMIO Ha 3 €IUHMUIIBL.

[ombITKa 3a7aTh UCKITIOYUTEIHHO TTOIOKUTEIFHBIM XapaKTePHCTHKAM (HalpuMep, 340POBhs) OTPHIIATEIFHOE 3HAaUEHUE MTPUBEIET K
BBUIETY U3 UIPHL.

B orimmune or ModActorValue, ata GpyHkuunst paboraer Kak 3aKJIMHAHHE!

OTpHuaTenbHble 3HAYEHNUE MOTYT OBITH yJaJeHbl 3aKIIMHAHUEM BOCCTaHOBJICHHS.

[MonoxxuTenbpHbIC 3HAYEHUSI BOCCTAHOBAT YILEpO, HAHECEHHBII XapaKTepUCTUKE, HO XapaKTEPUCTHKA HE MOKET ITPEB30MTH CBOETO
MaKCUMaJIbHOTO 3HAUYEHUSL.

("Player.ModAV?2 health 10000" nonHOCTBIO BEUIEUUT, HO He gacT Bam 10000 310poBbs).

[Mpumeyanus: Orta QyHKIMS HASHTHYHA KOHCONIBEHOH Bepcun ModActorValue



Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions
Con_ModWaterShader

CHHTaKCHC:
CODE
Con_ModWaterShader string float

Amnanor - MWS.

IIpumeuanue:

U3-3a orpannuenuii Wiki, Ha3BaHUE JAHHOI CTATBHU U CCHUIKU Ha HE€ HE OTOOPAKAIOTCSI KOPPEKTHO - B HA3BaHUM (DYHKIMH €CTh
nog4yepkuBanue (_).

Ota QYHKIHUS ABJISIETCS SKBUBAICHTOM KOHCOJBHOH KoMaH bl ModWaterShader u Oynet padoTtaTh Tak, Kak OyATO ObLTa BRI3BaHA U3
KOHCOJIH.

Ota QyHKIHA HE pacuWTaHa HAa UCIOJIb30BaHUE B CKPHUIITAX, IOITOMY MOXET BECTH ceOs HEOKHIaHHO.

Ortnocurcs k Tury: OBSE Console Functions

MoveMouseX

CHHTaKCHC:
CODE
MoveMouseX pixels

Oynkuust MoveMouseX coo0IaeT urpe, 9To MbIIIb OblJIa CABHHYTA Ha OTIPEISIIEHHOE YUCIIO TIMKCENIeH 1o ropu3oHTany. Urpa
OTpearupyer B 3aBUCHMOCTH OT CHUTYaIlHH.

ITpumepsr:

CODE

MoveMouseX -50

B npuBeneHHoM npumepe Kypcop MbIln Oyaer nepemeltes Ha S0 nukcesnei Jiesee.
Cwum. taxke: MoveMouseY, SetMouseSpeedX, SetMouseSpeedY, DisableMouse, EnableMouse
Otnocures k tuny: OBSE Input Functions

MoveMouseY

CuHTaKCHC:

CODE

MoveMouseY pixels[/cpde]

Oynknust MoveMouseY coo0Iiaet urpe, 9To MbIIIb OblIa CABHHYTA HAa OTIPEISIIEHHOE YUCIIO TTMKCENeH 1o BepTukanu. rpa
OTpearupyer B 3aBUCUMOCTH OT CUTYaLlUU.

ITpumep:

CODE

MoveMouseY -50

CnBuraet MbIb Ha 50 MHKCesIeH BHU3 WX BBEPX B 3aBUCUMOCTH OT TOT'O, BKJIFOUCHO JIM MHBEPTHPOBAHUC MBIIIIH.
Cwu. Take: MoveMouseX, SetMouseSpeedX, SetMouseSpeedY, DisableMouse, EnableMouse
Otrocures k Tary: OBSE Input Functions

P
Pow

CHHTaKCHC:
CODE
Pow [base] [exponent]

Oynkius Pow Bo3Bpamaet ocHoBanue (base), BO3BeIeHHOE B YKa3aHHYIO CTEIIeHb (exponent). Bee 3Hauenns nmerot tumn float
(BelecTBEHHBIC).

ITpumep:

CODE

setnto (powxy)

Otnocures k Tuny: OBSE Math Functions
PrintToConsole

CHHTaKCHC:
CODE



PrintToConsole '"Message text'', [varl], [var2], etc

®yrkmus PrintToConsole BEIBOIUT GpopMaTHpOBAaHHBIC CTPOKH B KOHCOJH. VICTIONb3yeTcs TakoH jke CHHTAKCHUC, KaK U TIPH BHI30BE
¢yakunit Message n MessageBox. borbieit yacTbro moJe3HbI A7 IEIeBOI OTIAAKH.
Otrocures k Tary: OBSE Debug Functions

PurgeCellBuffers

CHHTaKCHC:
CODE
PurgeCellBuffers

Oynknus PurgeCellBuffers yanser u3 maMaTu TeKCTypBl WIIM MOZEIH, KOTOPBIE HAXOAATCS BHE 3arpy>KEHHOH B TAaHHBI MOMEHT
obmactu. Vicnonp3oBanue 3TOH (GYHKIN OYUCTUT MAMSATh U YIYUIIUT ObICTpoeiicTBre (fps) UTpsl.

JlanHas BO3MOXXHOCTH ObLiIa T00aBJIeHa IepBhIM odummransHbiM atdeM (v1.1.511) B Oblivion.exe, Ho He B TESConstructionSet.exe.
E€ MO>XHO BBI3BIBAThH M3 KOHCOJIH, OJJHAKO PEJAKTOP CKPHUIITOB HE MPU3HAET € KOPPEKTHON M HUKOT/Ia HE CKOMITHIIMPYET CKPHIIT,
coJlieprKauil TaHHYI0 (QYHKIUIO.

Oblivion Script Extender mo3BoJisieT ckpunTepam UCIOIb30BaTh AaHHYIO (QYHKIHUIO, HO, B OTJIIMYME OT ocTanbHbIX GyHkunit OBSE, eé
ucnonb3oBanue He TpeOyeT Hanuuust OBSE. IInaruusl, y KOTOPBIX B CKPHIITaX UMEETCS 3Ta CKOMIIMIMPOBaHHast QyHIMs, Oy1yT
paborath Takxe U y TeX, y koro OBSE He ycTaHOBICH.

B otimmame ot apyrux pynkumit OBSE, koTOopbie TOEKO MMMUTHPYIOT KOHCOIbHBIE (GYHKITHH, 9Ta QYHKIHS ObliIa CO3/1aHa IS
HCIIOJIb30BaHKS B CKPUIITAX M TEMEPh 3TO BO3MOXKHO.
Ortnocurcs k tury: OBSE Console Functions

R
Rand

CHHTaKCHC:
CODE
rand [min] [max]

®yrkus Rand Bo3BpamaeT CirydaifHO CreHEpHPOBAHHOE YHCII0, KOTOPOE HAXOAUTCS B TMANa30He OT min JI0 max M YKa3aHHBIX B
BHJIC MTAPaMETPOB.

ITpumep:

CODE

set n to rand 1 100

Cwum. takxke: GetRandomPercent
Otnocures k Tuny: OBSE Math Functions

Con_RefreshINI

CuHTaKCHC:
CODE
con_RefreshINI

®yuxrus Con_RefreshINI ucmonb3yercs 11t cOpoca B 3HaUSHHE TI0 YMOJIYaHUI0 H3MEHEHHBIX apameTpoB INI-daiina. M3menenus
Mori ObITh ipon3BeneHb! GpyHkuueit SetINISetting.

ITpumep:

CODE

con_RefreshINI

Wcnone3yercs mocie Ber3oBa pyakmun SetINISetting.

IIpumeuanue:

N3-3a ocobenHocTel mporpaMMHOTO obecrnieuenuss Wiki HazBaHue 3TOH QYHKITUH 0TOOpa)kaeTcsi HEKOPPEKTHO — MPOTaTaeT CUMBOJ
nomguepkuBanus. [IpaBunpHoe HazBanue - Con_RefreshINI.

Ora QyHKIUSA UISHTHIHA KOHCOJIbHOM KoMaH e RefreshINI u mpu BeI30Be B CKpUNTe BeneT ceds Tak, kak Oyaro Bel BEI3Bau ee ¢
KOHCOJIH.

Dra QyHKIUS HE TpeHa3HAYaIach s pa0OThl B CKPUIITAX, TOITOMY He OyneT paboTaTh TakK, Kak BaM ObI XOTEIOCh.

Otnocures k Tuny: OBSE Console Functions

ReleaseKey

CHHTaKCHC:



CODE
ReleaseKey key

Oynkmus ReleaseKey ormenser nevicteus, Be3Banuble pynknuer HoldKey. Ota ¢pyHknus ucrmonsiyer ckankoasl DirectX.
ITpumep:

CODE

if (timer ==0)

HoldKey 17; KnaBuma “W”

elseif ( timer < 30 )

set timer to ( timer + GetSecondsPassed )

else

ReleaseKey 17

endif

B npuBeneHHOM npuMepe nepcoHaxk Urpoka OyzaeT uaru Brepen 30 ceKyH, 3aTeM OCTAaHOBHUTCS (TI0APa3yMEBAETCs, YTO KIABHIIN
YIPaBICHUS YCTAHOBJICHBI 110 YMOJYaHHIO).

IIpumeuanus:

CkaH-kozbl DirectX 00bIYHO UCIIONIB3YIOTCS B IECTHAUIATEPUYHOM KOJIE, HO 3Ta (PYHKIMS IPUHUMAET YHCIIA B JECATHYHOM
HCUUCIIEHUH.

Bbl MoXeTe Taroke 3aJaBaTh 3Ha4e€HUsI, OoJbIINe 255, KOTOphIe IpeJHa3HaueHbI Ul YIpaBlieHns! MbIIIbo. [Ipu konax ot 256 1o 263
BBl MOJKETE paboTaTh ¢ KHONKaMu MbId. Kojpl 264 u 265 npenHazHaueHBI sl KOJIECHUKA MBIIIIH.

Ilepeuyens ckankog0B cMoTpUTe B puiioxkeHuu 3: Cxkankoas DX

Cwum. Take: HoldKey, TapKey, HammerKey, AHammerKey, UnhammerKey

Otrocures k Tary: OBSE Input Functions

RestorelP

CuHTaKCHC:
CODE
RestorelP [labellD]

O®ynkius RestorelP no3sossieT B mpolecce BBINONHEHNUs CKPUITa epeiitu Ha MeTKy labellD, onpenenenHyto B mpeaenax 3TOro xe
ckpunra. Padoraer ananornuno ¢pynkiun GoTo. It ycTaHOBKM METKH BBl MOKETE MCHOJIb30BaTh GpyHkuuto SavelP (ast pyHkmu
GoTo — ¢ momomisio MeTku Label). fIBHOe ykazanue HeoOs3aTenpHOTO MapameTpa labellD MoskeT UCTIONB30BaTHCS TIPU
HCTIONIb30BaHMN HECKOJIBKHUX METOK B IIPEAETaX CKPUITA M OPTaHU30BaTh BIIOKCHHBIC BETBSIIUCCS [IUKIIBL.

ITpumep:

CODE

begin onActivate

; 00bABJIsIEM NepeMeHHYI0, B KOTOPOii 0yieM 0TCJIeKHMBATH KOJHYECTBO BbINOJTHEHHbIX IHKJIOB

long var

set var to 0

cOXpaHsieM TeKyIlHe YCTAHOBKH yKa3aTeJsst

3amuchbIBaeM HAYaJI0 IUKJIA, KOTOPBIH HAX0UTCs HemocpeacTBeHHO nepex komanaoii PrintToConsole
SavelP; ycranaBiuBaeM MeTKY, MOKHO TaKiKe ObLI0 Hcnob3oBaTh Label.

3 BBIBOAMM TeKYILIUii 0TCUET UK

PrintToConsole "loop %f'" var

; O0OHOB.JIsIEM CYeTYHK IHUKJIA

set var to var + 1

; HAM HY’KHO BBINOJHUTH IUKJ BCEro TPU pa3a, M03TOMY POBepsieM COCTOSIHHE CUeTUYHKA

if var <3

; IepexoIM Ha COXPAHEHHYI0O MeTKY

RestorelP; 31ecs M0OKHO HCN0Jb30BaTh GyHKINIO GoTo, ecim panee ncnoab3oBanacs Label

endif

3 €CJIH MBI JOIILJIH B 3TO MECTO, 3HAYHT MBI 3AKOHYHIN UK

End

.
b
.
b

B npuBeseHHOM nprMepe 1oce 3aycka CKpUnTa OyIeT BbIBEACHO:
CODE

loop 0.0000

loop 1.0000

loop 2.0000

Jist Toro, 4TOOBI OPraHU30BaTh BIOXKEHHBbIE LUKIIBI, GpyHKuKU SavelP n RestorelP npuHUMatoT 10MoNHUTENIBHBII TapamMeTp
(1€104YMCIACHHOE 3HAUEHUE), ONIPEAEIIAIONINIA CIOT, B KOTOPOM COXpPaHEHa COOTBETCTBYIOLIas MeTKa. Eciiu mapamerp He ykasaH, 1o
yMonuaHuio npuHumaetrcs “0”. Becero Bo BHyTpeHHEM crucke uMeeTcs 256 c10ToB (mocieaHuil Homep - 255, HOCKOJIbKY HyMepalus
HauuHaercs ¢ “07).

B s3p1ke CU Bi10’KEHHBIE IIMKJIBI MO’KHO OPraHM30BaTh C MOMOILIBIO orepaTopa For ciemyrommm obpazom:

CODE



for i=0;i<35;i++)
{

for (j =05 j <3; j++)
{

//nenaem 4TO-HUOY b
}

}

OpraHu3oBaTh NOAOOHOE MOXKHO Takxke ¢ moMouibio pynkuuii OBSE:
CODE

short i

short j

Label 0; BepxHsist MeTKa BHellIHero mukjaa (AksusBajeHnt SavelP 0)
set jto 0

Label 1; BepxHsisi MeTKa BHYTPeHHero mMuKJja

PrintToConsole "i = %.0f, j = %.0f" i, j

setjto(j+1)

if(j<3)

GoTo 1; >xBuBajient RestorelP 1

endif

setito(i+1)

if (i<5)

GoTo 0

endif

OTMeThTE, YTO ECJTH BBIICTIPUBEACHHBIN pUMEp HE “3aBepHYT’ B KOMaHy yclioBHUs win B 6110k OnActivate, oH OyZeT 3amycKaTbes
BO BCEX MOCJICAYIOMNX PpermMax.

IIpumeuanus:

Ha nanHbIil MOMEHT 3Ta QYHKIUS CYUTACTCS OETa-BepCUCH U MOXKET paboTaTh HEHAIS)KHO. TpedyeTcs nanbHenIee TeCTUPOBaHHUE.
Bonpockl MOTYT BO3HHKHYTh, KOTJIa JIBA MU OOJIBIIIEC CKPUIITOB UCIIONB3YIOT OHU U TE K€ KOJbI METOK.

BynbTe 04eHb OCTOPOXKHEI M yOSAUTECh, YTO BAIll CKPUIT UMEET KOPPEKTHOE YCIOBHE BHIXOJA U3 IIMKJIA, B IPOTHBHOM CITy4ac BbI
3aIyCTUTE OCCKOHCYHBIN IHKJI, KOTOPBIA MOXET 3aMOPO3HUTh UTPY H CAEIaTh HCBO3MOXKHBIM HOPMAJIbHBIN BBIXOJ U3 UTPHI.

Cwm. takke: SavelP, Label, GoTo

Ortnocurcs k tuiry: OBSE Flow Control Functions

Con_RunMemoryPass

CuHTaKCHC:
CODE
con_RunMemoryPass Flag

®ynkius con_RunMemoryPass 3amyckaeT npoxoj OUUCTKY MaMsTH.

IIpumeuanus:

U3-3a orpannuenuii Wiki, Ha3BaHUE JAHHOW CTATBHU U CCHUIKU Ha HE€ HE OTOOPAKAIOTCSI KOPPEKTHO - B HA3BaHUM (DYHKIMH €CTh
nog4yepkuBanue (_).

Ota QyHKIHS ABISETCS YIKBUBAICHTOM KOHCONBHOH QyHKIMHM RunMemoryPass u OyneT pabotaTh Tak, Kak OyATo ObLIa BEI3BaHA U3
KOHCOJIH.

Ota QyHKIMA HE pacuWTaHa Ha WCHOJIH30BaHME B CKPUITAX W MOXET BECTH ceOs HEOXKHIAHHO.

Ortnocurcs k Tury: OBSE Console Functions

S
SavelP

CHHTaKCHC:
CODE
SavelP [labellD]

Oynknus SavelP mo3BosseT ycTaHOBUTH Heckobko MeTOK (labellD) BHyTpu ckpunta. OTa QyHkuus uaeHTrndHa GyHKuu Label.
Hcnonp3oBanne komana RestorelP (mm GoTo, ecniu MeTKa ycTaHaBIMBajiach ¢ momoiisio Gpyakunu Label) BeI3oBeT nmepexona Ha
YCTaHOBJIEHHYIO METKY, 4TO TIO3BOJISIET OPTaHU30BBIBAThH MPOCTHIE UKIEI. biiaronapst onmuonansHOMY ¢utary (LabellD) MmoxHO
YCTaHOBHUTH HECKOJIBKO METOK HIJIH CO3/aBaTh BJIOKCHHBIC ITUKIIBL.

IIpumepsr:

CODE

begin onActivate

; 00bsSIBJICHHE MEPEMEHHOI, B KOTOPOii 0y1eT XpaHUThCS KOJIMYECTBO UTepanHil HUKJIAa

long var



set var to 0

3 COXpaHeHHe YKa3aTe/sl Ha TEKYI[YI0 HHCTPYKIIHIO
3 3TH 3alIMCH B HavaJie IUKJIa J0J3KHBI HAXoauThes 10 komaHabl PrintToConsole
SavelP; Tak:xe Mmo:kH0 HanucaThb Label

; BLIBOJ HOMepa TeKyleil nTepauuu
PrintToConsole "loop %f'" var

; OOHOBJICHHE CUETUYHKA
set var to var + 1

$ MBI XOTHM BBINOJHUTH HHKJI TOJLKO TPH Pa3a; NPoBepKa 3HAYEHHUs CUeTYHKA
if var <3

; Iepexo Ha3a/l, K COXPaHEHHOM MO3UINHT

RestorelP; could also use Goto

endif

5 €CJIN MBI MONIAJIN CHOAA, TO MHUKJI 3AKOHYHJICHA
end

[Mocne akTUBAIK B UTPE STOT CKPHUIT BHIBEICT HA KPAH CICIYIONIUC COOOIICHHUS
CODE

loop 0.0000

loop 1.0000

loop 2.0000

JIist TorO, 9TOOBI OPraHU30BaTh BIOXKEHHBIE ITUKIIBI, GyHKITNH SavelP u Restore]P mpuHUMAIOT TOMOTHATEIHHBINA TTapaMeTp
(11€10YMCIACHHOE 3HAUEHUE), ONIPEAEIIAIOINIA CIOT, B KOTOPOM COXpaHEHa COOTBETCTBYMoLIas MeTKa. Eciu mapamerp He ykasaH, 1o
yMonuaHuio npuHumaercs “0”. Beero Bo BHyTpeHHEM crucke uMeeTcs 256 c10ToB (MocneaHuil Homep - 255, HOCKOJIbKY HyMepalus
HauuHaercs ¢ “07).

B s3p1ke CU Bi10’KEHHBIE IIMKJIBI MO’KHO OPraHM30BaTh C MOMOILIbIO orepaTopa For ciexyrommm obpazom:

CODE

for i=0;i<35;i++)

for (j =0; j <3; j++)

// netaeM 4To-TO

OpraHu3oBaTh NOAOOHOE MOXKHO Takxke ¢ moMouipbio pynkuuiit OBSE:
CODE

short i

short j

Label 0; BepxHsist MeTKa BHellIHero mukjaa (AksusBajeHt SavelP 0)
set jto 0

Label 1; BepxHsisi MeTKa BHYTPeHHEro mMuKJja

PrintToConsole "i = %.0f, j = %.0f" i, j

setjto(j+1)

if(j<3)

GoTo 1; >xBuBajient RestorelP 1

endif

setito(i+1)

if(i<5)

GoTo 0

endif

OTMEThTE, YTO ECJIHM BBIICTIPUBEACHHBIN pUMEp HE “3aBepHYT’ B KOMaHIy ycloBHUs Win B 6110k OnActivate, oH OyJeT 3amycKaTbes
BO BCEX MOCJICAYIOMNX PpermMax.

IIpumeuanus:

Ha nannbIit MOMEHT 3Ta (YHKIWS CUMTAETCS OeTa-BepCHel U MOXKET paboTaTh HeHanexHo. Tpedyercs nanpHelee TeCTUpOBaHUE.
Bonpockl MOTYT BO3HUKHYTh, KOTJIa JIBA MU OOJIBIIIC CKPUIITOB UCIIONIB3YIOT OHU U TE K€ KOJbI METOK.

BynbTe 04eHb OCTOPOXKHEI M yOEAUTECh, YTO BaIll CKPUIT UMEET KOPPEKTHOE YCIOBHE BHIXOJA U3 IIMKJIA, B TPOTHBHOM CITy4ac BbI
3aMyCTUTE OCCKOHCYHBIN IHKJI, KOTOPBIA MOXET 3aMOPO3HUTh UTPY H CAETIaTh HCBO3MOXKHBIM HOPMAJIbHBIHN BBIXOJ U3 UTPHI.

Cwm. takxke: Label, RestorelP, GoTo

Otnocures k Tuny: OBSE Flow Control Functions



SetModelPath

CHHTaKCHC:
CODE
[Ref.]SetModelPath 'path string'' [objectID]

Oynxuus SetModelPath ycranaBnuBaeT Mojens it 6a30Boro 00bekTa. MOKeT BBI3BIBATHCS ABYMS Pa3IMYHBIMU MyTsMH. B mepBom
ciryyae 0OBEKT yKa3bIBaeTCs B BUe HeoOs3aTespHOro napamerpa (ObjectID), a Bo BTopoM — Kak yka3arenb Ha 00bekT (ref).
[Meperiit mapamertp ("path string") 3amaer myTh K Qaiiry *.nif ¢ HOBoH MozenbIO.

[TyTs K (aitmy nomken coaepxarb Oblivion\Data\Meshes.

Ecmu daiin tpebyemsrii *.nif He HaliieH, TO K 00BEKTY HE OYIET MOJKITFOUYCHO HUKAKOW MOJICITH.

Ota GyHKIHS paboTaeT TONBKO C IPOCTHIMHA OOBEKTaMH, C KOTOPBIMHU CBS3aHA TOJIBKO OJHA MOJENb, KaK-TO aKTHBATOPBI, CTATHKA,
O0NBIMHCTBO 00BEKTOB MHBEHTAPA U T.I. DYHKINSA HE 3aTparuBaeT Oy U OpoHIo (A 3Toro ncnonbdyiite SetMaleBipedPath n
nozo06HsIe). Ecnu BBI3BaTh 3Ty (DyHKIMIO Ha aKTEPE, TO MO3KE 3TO MOXKET MPUBECTH K BBIJIETY U3 HIPHI, KOTJa aKkTep Oyaer
nepe3arpyKeH Wi yIajieH.

Ora QYHKIUSA U3MEHSIET MOJIENb TSt 0a30BOTO 00BEKTA, & ITO 03HAYAET, UTO M BCE KOITUH OOBEKTA TOTO JK€ TUIA, KOTOPHIE
BIIOCJICACTBHH OyIyT 3arpy>KeHbl, TAKXKe “TPHOOPETYT  HOBYIO MOJEIIb.

Bce n3MeHeHust He COXpaHsIOTCS B “‘coXpaHeHKkax’”’ (3a HCKIIOUCHHEeM KJIOHMPOBaHHBIX Mojenei (Gopm)), moITOMy OHH 1OCie
repe3arpy3Ky UTpbl CHOBA IPHOOPETYT NEpBOHAYAIBHBII BUI.

HoBast Moziens He OyneT oToOpakaThCst 10 TeX Hop, Ioka 00bEKT He OyJIeT nepe3arpyxeH. DTo 03Ha4yaeT, HalpuMep, 4To Te
00BEKTHI, KOTOPBIE MOTYT OBITh SKUITMPOBAHEI, JOJDKHBI OBITH CHSTHI, @ 3aTeM HaJleThl 00paTHO. YTo KacaeTcsi 00bEKTOB UTPOBOTIO
Mupa, To BbI30B Disable nociie Enable TyT ke 0OHOBHUT MOJI€JIb HA HOBYIO.

Ortnocures k tuiry: OBSE Item Functions | OBSE Reference Functions

SetMouseSpeedX

CHHTaKCHC:
CODE
SetMouseSpeedX speed

Oynkius SetMouseSpeedX nepemeaeT Mbllllb B TOPU30HTAILHOM HAIIPABICHUH CO CKOPOCTBIO, PaBHOM YKa3aHHOMY B BUJIE
napameTpa YucIly MUKcenel 3a cekyHny (speed).

ITpumepsr:

CODE

SetMouseSpeedX 5

B mpuBeIeHHOM ITPUMEPE KypCOP MBIIIH OYAET MEPEABUTATHCS CO CKOPOCTBIO 5 MUKCEINICH B CEKYHIY BIIPABO.
Cwu. Tarke: SetMouseSpeedY, MoveMouseX, MoveMouseX, DisableMouse, EnableMouse
Otrocures k Tary: OBSE Input Functions

SetMouseSpeedY

CuHTaKCHC:
CODE
SetMouseSpeedY speed

Oynkmus SetMouseSpeedY mepemMeniaeT MEIITs B BEPTHKAIFHOM HAIIPABICHUN CO CKOPOCTBIO, paBHOH YKa3aHHOMY B BHC
mmapamMmeTpa 9uCIly TUKCenel 3a cekyHay (speed).

ITpumepsr:

CODE

SetMouseSpeedY 5

B mpuBeneHHOM MpUMEpe Kypcop MBIIIHN OyIeT MEePEIBUraThCsi CO CKOPOCTHIO 5 MUKCENEH B CEKYHIy BBEPX.
Cwum. takxke: SetMouseSpeedX, MoveMouseX, MoveMouseX, DisableMouse, EnableMouse
Otnocures k tuny: OBSE Input Functions

SetRefEssential

CHHTaKCHC:
CODE
[Ref.]setRefEssential booleanFlag

®ynxuns setRefEssential noymkHa BeI3bIBaTHCS Ha yKa3artele Ha nepcoHaxa (ref). Ycranoska ¢uiara booleanFlag B “1” mo3zsosut
noMeTuTh akTepa kak “Essential” - BaXHOTo A5t UTPHI IIEpCOHaXKa, KOTOPOTO Helb3sl YOUTh. JlaHHBIN (uiar BB MOTJINM BUIETH B
KOHCTPYKTOpE — OH eCTh Y Bcex nepcoHaxeit — kak NPC, tak u cymectB — Creature. OOBIYHO 3TO HEOOXOAMMO AJISl TOTO, YTOOBI
UTPOK CIIy4aiHO 100 HAMEPEHHO He YOI 04eHb BaXKHOTO JUIsl IPOXOXKAEHUs KBecTa akTepa. Ecnu ero 3moposbe ymazer 110 0, oH
IIPOCTO TOTEPSIET Ha HEKOTOPOe BpeMs co3HaHue. [IoBTOpHBIN BbI30B 3TOH QyHKIMH ¢ TapaMeTpoM “0” cOpocHT 3TOT (hiar, 1 ero
CHOBa MOKHO OyZeT yOuTb.



ITpumep:

CODE

if ( myNPCRef.isEssential == ()

myNPCRef.setEssential 1; ycranaBinBaem Ha nepcoHake B urpe dJiar “HeyouBaemblii”
endif

Cwu. Taxoke: IsRefEssential
Otnocures k tuny: OBSE Actor Functions | OBSE Reference Functions

Con_SetCameraFOV

CuHTaKCHC:
CODE
con_SetCameraFOV Degrees

Oynknus con_SetCameraFOV ycranaBmuBaeT yroi 3peHUs KaMepsl B ykazaHHoe 3HaueHue (Degrees). Enunniia m3mepenns —
rpajychl, 0 YMOJIYAHUIO paBeH 75°.

IIpumeuanus:

W3-3a orpannyenuii cunrakcuca Wiki Ha3BaHne TaHHOW CTaTbU M CCHUIKM Ha He€ 0TOOpakaloTcsl HE COBCEM KOPPEKTHO - B HA3BaHUU
(YHKIHU TOJIKEH CTOSITh CUMBOJI moadepkuBanus (“_"), a He mpooe.

Orta QyHKIUS SBISETCS SKBUBAJIEHTOM KOHCOJIbHOM KoMaH bl SetCameraFOV u Oyner paboTaTh Tak, kKak OynTo Obliia BbI3BaHA U3
KOHCOJIH.

Ota QyHKIW HE pacCUNTaHA Ha UCIIOIB30BaHUE B CKPHIITAX, TIOATOMY MOXET BECTH ceOs HEOXKHUJaHHO.

Ortnocurcs k Tury: OBSE Console Functions

Con_SetClipDist

CuHTaKCHC:
CODE
con_SetClipDist ClipDistance

®ynknus con_SetClipDist ¢ nomoursio napamerpa ClipDistance ycTaHaBIMBaeT pacCTOSIHUE (B UTPOBBIX €AMHUIIAX JJIHMHBI), HA
KOTOpOM InepecTatoT onpenensatbes kosumsun (Collision Detection).

Kparkast napopmanmsa: HanoMHNM, 4TO KOJIIM3KUHU — 3TO MIEPECCUCHNE MHOKECTBA TOUEK, MPUHAUICKAIINX K PA3ITUIHBIM
TPEXMEPHBIM TEJIaM B IPOLECCE UX COMPUKOCHOBEHHA. DaKT CTOIKHOBEHHSI OOBIYHO IPOBEPSETCS, YTOOBI 0OBEKTHI BETH ce0s1
KOPPEKTHO, ¢ y4eToM (pr3ukw, 3anoxxeHHol B urpoBoi Mup (Rigid Body Dynamics). Uem 6ospiie B3anMOIeHCTBYIOMINX 0OBEKTOB
HaXOJWTCS B 33IaHHOM OT KaMephl pajiyce, TeM Hike OyzaeT ObicTpoaeiicTBue. TouHoe onpeneneHne nepeceueHuii Tpedyer
MIOJTHOTO TIEPEcUeTa BCEX TPEYTOIbHUKOB MOAEIEH, ITO TaK)KEe JOBOJIBHO CYHIECTBEHHO CHIDKAeET fps. [ToaTomy Ha mpakTuke
UCTIONB3YIOTCSI PA3IIMYHbIE ONTHMU3UPOBAHHbIC AJITOPUTMBI.

ITpumep:

CODE

con_SetClipDist 4096

B npuBeaeHHoM npuMepe IUCTaHIUS yCcTaHOBIIeHA paBHON 4096 UTPOBBIX €IMHUI] IJIUHBI, YTO PABHO JIIMHE OJHON CTOPOHBI
KBaJpaTa BHEIIHEN UTPOBOU SUEHKH.

IIpumeuanus:

N3-3a orpannuennii cuaTakcruca Wiki Ha3BaHWE TaHHOM CTaThU M CCHUIKH Ha He€ 0TOOpaKarOTCsI HE COBCEM KOPPEKTHO - B HA3BAaHUU
(YHKITUY TOJDKEH CTOSTH CUMBOJI TIoquepkuBanust (“_"), a He MpoOeIT.

Ota QyHKIHS ABIsSETCA SKBUBAIEHTOM KoHCONMbHON KoMaHab! SetClipDist u 6yaeT paboTaTh Tak, Kak OyATO OBLTa BEI3BaHA U3
KOHCOJIH.

Ota QyHKIHA HE pacCUNTaHA Ha UCIIOIb30BaHUE B CKPHUIITAX, TIOATOMY MOXET BECTH ceOs HEOXKHUIaHHO.

Otnocures k Tuny: OBSE Console Functions

Con_SetFog

CHHTaKCHC:
CODE
con_SetFog StartDistance EndDistance

Oynknus con_SetFog ycranaBnmmBaeT riryOnHy TyMaHa B urpe (B HTPOBBIX eIMHHNAX JUIMHBI). HauanpHOE 3HaUeHNE 3a1aeTCs
napamerpom StartDistance, a koneuHoe — EndDistance.

ITpumep:

CODE

con_SetFog 2000.0 5000.0

B mpuBeneHHOM IpHUMepe TyMaH yCTaHOBIIEH Ha cTapToBoe 3HaueHue B 2000 enunun, a koHeuHoe — B 5000.
IIpumeuanus:



-3a OrpaHUYCHUI CHHTAKCHCA HA3BaHHE JAHHOW CTaThU H uransHoM Wiki ot HKAIOTCSI HE COBCEM K KTHO - B HA3BaHHU
U3-3a orpannye CHHTaKCHCa Ha3BaHHE JIAHHOM CTa ao anpHOM Wiki 0TOOpa)karoTcsi He COBCEM KOPPEKTHO a3Ba
(YHKITUY TOJDKEH CTOSATH CUMBOJI TIoquepkuBanust (“_"), a He poOeIT.

Ota QyHKIHS ABISETCS YIKBUBAICHTOM KOHCONMBHOM KoMaHAbl SetFog u Oyner paboraTh Tak, kKak OyATo ObLTa BEI3BaHA U3 KOHCOIH.
Ota GyHKIMS HE pPaCCUMTaHA HA UCTIOJIb30BAHHUE B CKPHUIITAX, IOATOMY MOXKET BECTH Ce0si HEOKHJAHHO.

Ortnocurcs k Tury: OBSE Console Functions

Con_SetGameSetting

CuHTaKCHC:
CODE
con_SetGameSetting GMST value

Oynknus Con_SetGameSetting ycTaHaBIMBaeT YKa3aHHOE 3HAUeHHE UTpoBoit ycTaHOBKH GMST B TpeOyemoe 3HaueHue value.
ITpumep:

CODE

con_SetGameSetting iMagicMaxSummonedCreatureTypes 10

B mpuBeneHHOM IpUMeEpe HaKJIaIbIBACTCS TPE/iesl Ha 00IIee KOJUYSCTBO OJJHOBPEMEHHO BhI3BIBACMBIX CYIIeCTB (He Bhimie 10).
IIpumeuanus:

W3-3a orpaHnueHMil CHHTAKCHCA Ha3BaHUE TAHHOH cTaThy Ha ouimanbHoM Wiki 0ToOOpakaroTcst HE COBCEM KOPPEKTHO - B HA3BAHHUU
(YHKIHU TOJIKEH CTOSITh CUMBOJI moauepkuBanus (“_"), a He mpooe.

Dta (yHKIUS SBISETCS SKBUBAJICHTOM KOHCOJIbHOM KOMaH bl SetGameSetting u OyneT padoTaTh Tak, Kak OyATO ObLia BEI3BaHA U3
KOHCOJIH.

Ota QyHKIHA HE pacCUNTaHA Ha UCIOIF30BaHUE B CKPHIITAX, TIOATOMY MOXET BECTH ceOs HEOXKHUIJaHHO.

Con_SetGameSetting paboTaeT HEKOPPEKTHO, €CITH B Ka4ECTBE IapaMeTpa yKa3aTh epeMeHHyIo. Ecii BaMm Bce ke Hy»KHO
HCTIOJB30BaTh MIEPEMEHHYIO, TO UCTIONB3YiiTe pyHknuio SetNumericGameSetting.

W3menenus, caenanubie 3ToH (YHKIIUEH B ITPOBBIX YCTAHOBKAX, HE OyIyT COXpaHEeHHBI B “‘coxpaHeHke”. OTCI01a BBITEKAIOT 2 BEIIIH:
Ecmu Byl xoTHTE cenaTh H3MEHEHHE B UTPOBBIX YCTAHOBKAX MMOCTOSHHBIM, BaM HY)KHO CAENaTh Tak, YTOOBI CKPUITOBBIE KOJIBI
OOHOBIISUTH BEJIMYMHY YCTAHOBKH BCSKHIA Pa3, Kak OyAET Iepe3arpyKeHo COXpaHCHHE.

Kora BBl H3MEHsIETE UTPOBBIC YCTAHOBKH, a 3aTEM Iepe3arpyxkacre COXpaHeHUE, M3MEHEHHE BCe elle OyaeT akTuBHO. VrpoBbie
YCTaHOBKH COPOCSATCS TOJILKO TOTJIa, KOT/Ia BbI MOJIHOCTBIO BBIAAETE M3 MIPHI U 3aiiIcTe B HEEC 3aHOBO, MITU KOT/Ia TIOCIIE TIepe3arpy3Ku
COXpAaHCHHS BBI CJICNIACTE 3TO B BAIIEM CKPHIITE.

Cwu. Tarke: SetNumericGameSetting, GetGameSetting
Ortnocurcs k Tutry: OBSE Console Functions

SetNumericGameSetting

CHHTaKCHC:
CODE
SetNumericGameSetting GMST value

®ynxkuus SetNumericGameSetting ycraHaBiIuBaeT B Urpe 3HaueHHe UrpoBoit Hactpoiiku GMST B TpeOyemoe 3nauenue (Value).
ITpumep:

CODE

SetNumericGameSetting iMagicMaxSummonedCreatureTypes 10

SetNumericGameSetting iMagicMaxSummonedCreatureTypes Variable

B npuBeneHHOM npuMepe HAKIAAbIBACTCS MPEAEH Ha 00Iee KOIMIECTBO OJHOBPEMEHHO BBI3BIBAEMBIX cymiecTB (He Boimie 10).
[Ipumeuanus:

Ora ¢ynkmus ngearnaaa Con_SetGameSetting ¢ TOW pa3HUIEH, 9TO MOKET MPHHUMATH HE TOJBKO YHCIIOBBIC 3HAYCHHS, HO U
MEepEMEHHBIE.

W3menenws, caenanHble 9Toi QyHKIMEH B UTPOBBIX YCTaHOBKaX, He OyAyT COXpaHEHbI B “‘coxpaHeHke”. OTCI0/ia BBITEKAIOT 2 BELIH:
Ecnu Bel xoTuTe criesnaTh M3MEHEHHE B UTPOBBIX YCTAHOBKAX IOCTOSHHBIM, BaM HY)XHO clienath Tak, 4TOObI CKPHIITOBBIC KOJBI
OOHOBIISUIM BEJIMYUHY YCTAHOBKH BCSIKUH pas, Kak OyIeT repe3arpykeHo COXpaHEeHHeE.

Korza Bbl M3MeHsIeTe UTPOBBIE YCTAHOBKH, a 3aTEM Iepe3arpykacte COXpaHeHUe, I3MEHEHHUE Bee ellle OyeT akTuBHO. MrpoBbie
YCTaHOBKH COpPOCSITCS TOJIBKO TOT/a, KOT/Ia BBI TOJTHOCTBIO BBIMIETE U3 UTPHI U 3alIETE B HEE 3aHOBO, MIIM KOT'/Ia TTOCIIE TIEpe3arpy3Ku
COXpaHEHMS BB CIIENIACTE 3TO B BAIIEM CKPHUIITE.

Cwum. Take: Con_SetGameSetting, GetGameSetting
Ortnocurcs k Tury: OBSE Console Functions

Con SetGamma
CHHTaKCHC:

CODE
con_SetGamma float



Oynknus con_SetGamma Sets ycTaHaBIMBAaET HOBBIE 3HAYCHHUS TaOJIUI] raMMa-KOPPEKIUU (gamma ramp).

Garin: CnipaBka.

I'amma-xoppexkius (gamma correction). B rpaduaeckoii 6ubimoreke GL cymecTByeT ciennanbHas IpoueaAypa A TaOJnI 3a1aHus
WHTCHCHUBHOCTH KPAaCHOTO, CHHETO U 3€JIEHOTO I[BETOB, KOTOPBIE M3MEHSAIOTCS 110 JIoTapu(MUIEeCKOMY 3aKoHY. CBsI3aHO 3TO C
0COOEHHOCTSIMH BOCTIPUSTHS YE€IIOBEYECKOTO I1a3a MHTEHCUBHOCTEH OCBEIICHHBIX CIIEH, KOTOPBIE TOpa3zo OJrKe K
Jorapu(pMHUYECKOMY 3aKOHY, YeM K JIMHEHHOMY. J{J11 KaXKJ0r0o U3 TpeX LBETOB UMEETCs CBOsI TaOJIMIIa peoOpa3oBanus. DTH
TaOUIIBI B COBOKYITHOCTH MOJTYYHIIU Ha3BaHue ‘“TaOmuIlbl raMMa-Koppekimu” (gamma ramp, He mMyTaiTe ¢ OOBIYHBIMU TaOIHIaMHU
IIBETOB).

Tabnuikl raMMa-KOPPEKIUHU YIPABISIOT paO0TOH IEKTPOHHON MYIIKKH MOHHUTOPA IO JIOTapU(pMHYCCKOMY 3aKOHY. 3allUCH B
TaOIUI[AX raMMa-KOPPEKIMH CTIKUBAIOT PA3IMIHs MEXK/y JTEOMAHCCIICHTHBIMH MOBEPXHOCTSIMUA MOHUTOPOB Pa3IHYHBIX
IIPOM3BOIUTENIEH 3a CUET HEJIMHEHHO! XapaKTepUCTUKHU M IIUPOKOT0 JUHAMHYECKOTO Anara3oHa.

[Ipum. Zomb: IIpu TecTHpOBaHIHN OOHAPYKUIOCH, YTO U3MEHAETCS APKOCTh KapTHHKHU. OT "Bc€ O6enpiM-6eno” mpu 0,01 1o "u
npumia TeMma" npu 1000. Ho mpenenos, kaxetcs, HeT. CTaHAapTHOE 3HAYCHHE Y MEHsI ObLIO TIE-TO YyTh MEHbIIE 1.

[Ipumeuanus:

N3-3a orpaHnveHnid CHHTaKCHCa Ha3BaHWe TaHHOH cTaThu Ha odunnaibHoM Wiki 0ToOpa)aroTcst He COBCEM KOPPEKTHO - B HA3BaHUU
(hYHKITUU TOJDKEH CTOSTH CUMBOJI TTodepkuBanus (“_"), a He mpobert.

Orta QyHKIUS SBISETCS SKBUBAJICHTOM KOHCOJIBHOM KoMaH bl SetGamma (kpaTkoe Ha3Banue SG) u Oyzner paboraThb Tak, Kak OyaTo
ObLIa BRI3BaHA M3 KOHCOJH.

Ora (yHKIHS HE paccunTaHa Ha UCIIOJIb30BaHUE B CKPHUIITAaX, IOITOMY MOXKET BECTH ce0sl HEOKUIAaHHO.

Otnocures k Tuny: OBSE Console Functions

Con_SetHDRParam

CuHTaKCHC:
CODE
con_SetHDRParam EyeAdaptSpeed EmissiveHDRMult TreeDimmer GrassDimmer value5 value6

EyeAdaptSpeed, fEmissive HDRMult, fTreeDimmer, fGrassDimmer, fValue5, fValue6

®ynkius con_SetHDRParam ycranaBnuBaet pasnuussle napameTpsl ais meitnepos HDR (HDR shader).

Bce napameTpsl — BeleCTBEHHBIE IIEPEMEHHEIE.

Garin: CnpaBka.

HDR - a66peBuarypa “High Dynamic Range”, 4To MokHO nepeBecTH Kak “IMpOKHd TuHamuyeckuii nuanason”. HDR -
HOBOMO/IHAsI TEXHOJIOTHSI, II03BOJIAIOIIAs ITOJIYYUTh PEaTUCTHYHbIE BBICOKOKAUYECTBEHHBIE KAPTHHKY C MCIIOJIb30BaHUEM “TPETHUX
meinepo. Hactpoiiku HDR MOXHO BCTpETHTh Kak B KOHCTPYKTOPE, Tak U B ¢aiinax *.ini (ecTh MOJIL30BaTEINbCKHUH ini-(haiiin ¢
HacTpoikaMu, U ecTh 1o ymomdanuio.) B KC Hactpoitku Haxomsres, Hanpumep, B MeHio World\Weather 1 IO3BOJISIIOT HACTPOUTH
HDR pns xaxzaoro tuna noroasl. Bo Bpemst cmens oroisl HacTpoiiku HDR cmemmBatores. Ecnu y nonbs3oBarens otkimouen HDR,
9TH HACTPOWKHN HTHOPUPYIOTCA. ECIM BCe 3HAUEHHS paBHBI HYJIIO, TO HACTPOHKH OYIyT B3SATHI U3 ini-daiina.

[TapameTpsl, koTophie 3amatorcs B GpyHknuu con_SetHDRParam, nmetor cBou ananoru Ha 3aknanke HDR B koHCcTpyKTOpE:
EyeAdaptSpeed — nactpoiika Eye Adapt Speed (ckopocTs amanTauy 3peHus, BEMECTBEHHOE YUcio B MHTEpBaie oT 0 o 1) Biumser
Ha TO, KaK JIOJIT0 KaMepa OyJIeT alaliTUpOBaThCs K HOBOMY YPOBHIO OCBEIIEHHOCTH. YeM MeHbIle 3Ha4eHHe, TeM ObICTpEe aJanTanusi.
EmissiveHDRMult — Hactpoiika Emissive Mult (BeliecTBEHHOE, TOJOKUTEILHOE YHCIIO) - YeM OOJIbIIIC 3HAUCHHE - TEM SIPUC
00bekTHI ¢ emissive lighting.

TreeDimmer - HacTpoiika Tree Dimmer (BelecTBEeHHOE YKCIIO) - YCTaHABIMBAET, HACKOJIBKO SIPKO BBITJLLIAT JepeBbs. Uem Oonblie
3HAYCHHE - TEM sIpUe.

GrassDimmer — Hactpoiika Grass Dimmer (BelecTBEHHOE YHCII0) - Y CTaHABIMBACT, HACKOJIBLKO SIPKO BBITJISINT TpaBa. Yem Gouibie
3HaYEHHE - TEM OHa spHe.

value5 — Tpebyercst TeCTUpOBaHHE.

value6 — TpebyeTrcst TECTUpOBaHHE.

IIpumeuanus:

N3-3a orpaHuveHni CHHTaKCHCa Ha3BaHWe TaHHOH cTaThu Ha odunnaibHoM Wiki 0TOOpa)xaroTcst He COBCEM KOPPEKTHO - B HA3BaHUU
(hYHKITUU TOJDKEH CTOSATH CUMBOJI TTordepkuBanus (“_"), a He mpobert.

Orta QyHKIUS SBISETCS SIKBUBAJIEHTOM KOHCOJIbHOM kKoMaH ikl SetHDRParam (kparkoe HazBanue SHP) u Oyzner paborars Tak, Kak
OyaTo ObUIa BhI3BaHA U3 KOHCOIIH.

Ora (pyHKIHS HE paccunTaHa Ha UCIIOJIb30BAaHUE B CKPUIITaX, IOITOMY MOXKET BECTH ce0sl HEOKUIAaHHO.

Otnocures k Tuny: OBSE Console Functions

Con_SetImageSpaceGlow

CuHTaKCHC:
CODE
con_SetImageSpaceGlow intl int2 int3 int4

Oynxuus con_SetlmageSpaceGlow - ananor konconbHO# ¢ynkiuu SISG. [TpumepHsbIi IepeBo Ha3BaHUS - “yCTAHOBHUTH
KOCMHUYECKOE cBeueHHe n300pakeHus”. [IppuHnmaet 4 neouuciaeHHbIX napamerpa intl...int4.

[Mpum. Zig: Benukonennsiii crietpddexr. 3anaiire napamerpsl Gpynkuun 1 2 3 4 (uam Habepure B koHcomH sisg 1 2 3 4) u O6nuBuoH
CTaHET 3aMETHO BeceleH.

IIpumeuanus:

Tpebyercst TOMOJIIHUTEIFHOE TECTUPOBAHUE — HE U3BECTHO, KAKHE ITapaMeTphl 38 YTO OTBEYAIOT.



W3-3a orpaHnyeHni CHHTaKCHCa Ha3BaHWe NaHHOHW QyHKIMK Ha odurnmansHOM Wiki 0TOOpaXkaeTcsi He COBCEM KOPPEKTHO - B
Ha3BaHWM (DYHKIUU JOJDKEH CTOSITh CHMBOJI IMoauepKuBanus (“_), a He mpober.

Orta ynxus aeusercs sxBuBaneHToM SetlmageSpaceGlow Console Function (kpatkoe HazBanue SISG), u Oynet paboTaTs Tak, Kak
OyaTo ObLTa BRI3BaHA U3 KOHCOJIH.

Ota QyHKIMA HE pacCUNTaHA Ha NCIOIb30BaHUE B CKPHIITAX, TIOATOMY MOXET BECTH ceOs HEOXKHUIaHHO.

Otrocures k Tuny: OBSE Console Functions

Con_SetINISetting

CuHTaKCHC:
CODE
con_SetINISetting Setting value

OyHKINS yCTaHABIMBAET yKa3aHHBIA mapametp (Setting) B Oblivion.ini B Hy>kHOE 3HaueHue (value).
ITpumep:

CODE

con_SetINISetting bCrossHair 0

B npuBenenHoM npumepe GpyHKIMS BBIKIIIOYAET Kypcop npuiena (crosshair).

IIpumeuanus:

W3-3a orpaHM4eHuUi CHHTaKcHCa Ha3BaHKE TaHHOW (YHKIMHU Ha opunnansHoM Wiki oToOpakaeTcsi He COBCEM KOPPEKTHO - B
Ha3BaHWU (QYHKLIUH JOJDKEH CTOATH CUMBOJI TIoadepKuBanus (“_"), a He mpooe.

Ota QyHKIHA ABIsSETCS SKBUBANICHTOM KoHCOoNMbHON KoMaHab! SetINISetting (kpaTkoe HazBanue SetINI) u Oyner paboTaTh Tak, Kak
OyaTo ObLTa BRI3BaHA U3 KOHCOJIH.

Ota (yHKIH HE PacCUNTaHA Ha UCIIOIb30BAHHUE B CKPHIITAX, IOATOMY MOXKET BECTH ce0s1 HEOKHUJAHHO.

Ortnocurcs k Tury: OBSE Console Functions

Con_SetTargetRefraction

CuHTaKCHC:
CODE
actorRef.con_SetTargetRefraction value

Oynknus con_SetTargetRefraction yctanaBnmBaer 3naueHune pedpaxiun (refractive) s BRI3BIBAIOMIETO akTepa (YCTAaHABINBACT
MIPETOMIISIONTYIO0 CIOCOOHOCTH LIEIH).

IIpumeuanus:

W3-3a orpaHnyeHni CHHTaKCHCa Ha3BaHUe NaHHOH QyHKIMK Ha odurmamsHOM Wiki 0TOOpaXkaeTcst He COBCEM KOPPEKTHO - B
Ha3BaHWM (PYHKIIMU JOJDKEH CTOSITh CHMBOJI MOoauepKuBanus (“_), a He mpober.

Orta QyHKIHA ABISETCS HKBUBAICHTOM KOHCONMBHOH KoMaHab!l SetTargetRefraction (kpatkoe HazBanue STR) u 6yner paboraTs Tak,
Kak Oy/JTO ObLIa BEI3BaHA M3 KOHCOJIH.

Dra QyHKIUsS He ObLIa H3HAYAIEHO PACCYMTAHA HA MCIIOJIB30BAHUE B CKPUIITAX, TOPTOMY MOXKET BECTH ce0sl HEOKUIaHHO.

Cwu. Taxoke: SetTargetRefractionFire

Otnocures k Tuny: OBSE Console Functions

Con SetTargetRefractionFire

CuHTaKCHC:
CODE
actorRef.con_SetTargetRefraction valuel value2

Oynknus con_SetTargetRefraction ycTanaBiamBaeT IpeTOMIISIONIYIO CIIOCOOHOCTD OTHS IS BEI3BIBAIOIIECTO aKTEPa.

IIpumeuanus:

W3-3a orpaHM4eHuUi CHHTaKCcHCa Ha3BaHKE TaHHOW (YHKIMHU Ha opunnansHoM Wiki oToOpakaeTcsi He COBCEM KOPPEKTHO - B
Ha3BaHWU (QYHKLIUH JOJDKEH CTOATH CUMBOJI TIoadepKuBanus (“_"), a He mpooe.

Orta (QyHKIUS SBISETCS YKBUBAJIEHTOM KOHCOJIbHOM KoMaH bl SetTargetRefractionFire (kparkoe nHazBanue STRF) u Oyzner paGorars
TakK, Kak Oy/To Obljia BBI3BaHa U3 KOHCOJIH.

Ota GyHKIMS HEe ObliIa N3HAYAIBHO PACCUNTAHA HA MCIIOIB30BAHUE B CKPUITAX, TO3TOMY MOXKET BECTH ce€0sl HEKOPPEKTHO.

Cwum. Taxke: SetTargetRefraction

Ortnocurcs k Tury: OBSE Console Functions

Con_SexChange

CHHTaKcHc:
CODE
actorRef.con_SexChange

Mosket ObITH BbI3BaHA uepe3 ykaszarespb actorRef . I3aMeHseT Mo BBI3BIBAIOLIECTO IEPCOHAXKA — MY)KUHHA CTAHOBUTCS KCHILMHON U
Ha000pOT.



IIpumepsr:
CODE
player.con_SexChange

B npuBeneHHOM npuMepe U3MEHSETCS MOJ EPCOHAXa UTPOKa.

Pe3ynbTaThl TECTUPOBAHUS B KOHCOJH:

Zomb: [Ipu BbI30Be Ha 1UIeiiepe - paboTaeT. I1pu BeizoBe Ha HIIC B stueiike ¢ miieepom urpa BblJIETaeT.

Zig: Beuterano 1 Ha mieliepe U Ha HIIC...

IIpumeuanus:

W3-3a orpaHu4eHuUil CHHTaKcHCa Ha3BaHKE TaHHOW (QYHKIMHU Ha opunnansHoM Wiki oToOpakaeTcsi He COBCEM KOPPEKTHO - B
Ha3BaHUM (QYHKIMH JOJDKCH CTOATh CHMBOJI oAuepkuBanus (“_"), a He mpooed.

Ota QyHKIHS ABISETCS SKBUBAICHTOM KOHCONMBHON KoMaHabl SexChange u Oyzaer paboraTs Tak, Kak OyATo ObLIa BRI3BaHA U3
KOHCOJTH.

Ota GyHKIH HEe OblIa N3HAYAIBHO PACCUNTAHA HA MCIOIB30BAHUE B CKPUNTAX, TO3TOMY MOXKET BECTH ce€0sl HEKOPPEKTHO.
Ortnocurcs k tuiry: OBSE Console Functions | OBSE Reference Functions

Sin

CHHTaKCHC:
CODE
sin [float]

Oynknms Sin Bo3Bpaimiaet cuHyc yria (float).
ITpumep:

CODE

sety to r * ( sin theta )

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuronoMmerpuyeckne pyHKIMY NPUHUMAIOT U BO3BPAILAIOT 3HAUCHHUS B rpajaycax. Bepcun
¢byHKIMHA, paboTaronMX ¢ pajinaHaMHu, BCe ellle JOCTYIHBI, €CJIM K HUM 100aBuTh npedukc ¢ Oyksoi "R", T.e. RSin).

Ora ¢yHkuus Oyzaer pabotate B MaTeMaTnieckoi popmyie (a + sin B), Ho eciu BbI ncmonb3yeTe B KauecTBE apryMeHTa Juist 3TOH
(byHKIMM MaTeMaTHYeCKyI0 (hOpMyIty, TO 3Ta (GYHKIM KOMITMIMPOBaThCs He Oynet (Hanpumep, (sin (a + B) ).
sina+b=(sina)+b

CM. Takxe: cos, tan, asin, acos, atan, atan2

Otrocures k Tary: OBSE Math Functions | OBSE Trigonometric Functions

Sinh

CuHTaKCHC:
CODE
sinh [float]

Oynxuus Sinh Bo3Bpaniaer runepbonmyeckuii cunyc yria (float).
ITpumep:

CODE

set x to sinh theta

IIpumeuanus:

Hauunas ¢ Bepcun OBSE v0005 Bce TpuroHoMerprdeckne GyHKIIUN MPUHAMAIOT M BO3BPAIIAIOT 3HAYCHMSI B Tpaaycax. Bepcuu
(GyHKIUH, paboTAIONINX C paguaHaMu, BCe eIIe JOCTYITHBI, €ClIi K HUM J100aBUTh npeduke ¢ OykBoii "R", T.e. RSinh).

Ora ¢yHKImMs Oyaet paboTath B MaTeMaTuieckoid popmysie (a + sinh B), HO eciii BBI HcIoTb3yeTe B Ka4eCTBE apryMeHTa JIJIsl 3TOM
(bYyHKIMM MaTeMaTHYeCKyI0 (hopMyity, TO 3Ta (GYHKIM KOMITMINPOBaThCs He Oyner (Hanpumep, (sinh (a + B) ).
sinha+b=(sinha)+b

CM. Takke: sin, cos, tan, asin, acos, atan, cosh, tanh

Otnocures k Tuny: OBSE Math Functions | OBSE Trigonometric Functions

SquareRoot

CHHTaKCHC:
CODE
SquareRoot [float]

CODE
sqrt [float]

®ynkius SquareRoot Bo3BpamaeT kBaapaTHbli kopeHb uncina (float).
ITpumep:
CODE



set n to SquareRoot n

Ortnocures k tury: OBSE Math Functions
T

Tan

CHHTaKCHC:
CODE
tan [float]

Bo3sBpaiaer Tanresc yria.
ITpumep:

CODE

set z to r * ( tan theta )

(B oTMuMe OT (PYHKLMH Sin ¥ cOS, IPUMEp AJIsl KOTOPBIX UMEJ KaKOH-TO CMBICII, 3TO IIPUMEP — HPOCTO IIPUMED)

IIpumeuanus:

Hauunas ¢ v0005, Bce Tpuronomerpuueckue Gpynkunu OBSE nmpuHUMaloT 1 BO3BpaIlaloT 3HaUEHHs B rpajaycax. Takxke JOCTYITHBI
BepcuM (YHKIMIA, KOTOpbIe IPHHUMAIOT 3HaYEeHUsI B paananax. i ux ucnons3oBaHus HEOOX0AMMO 100aBUTh npedukc “1”’
(mampumep, rtan)

Ora QyHKIUSA MOXKET ObITh HCITOJIb30BaHA B MaTeMaTHIecKoi ¢opMmyire (a + tan B), Ho MmaTemarndeckas (OpMYJIbl B KAUeCTBE
aprymenTa i GyHkmuu He moaxoaut (tan (a + B) He paboTaeT).

tana+b=(tana)+b

CM. Taxxe: sin, cos, asin, acos, atan, atan2

Otrocures k tary: OBSE Math Functions | OBSE Trigonometric Functions

Tanh

CHHTaKCHC:
CODE
tanh [float]

Bo3zBpamaeT runepOoauvecKuii TAaHTeHC yTJIa.
CODE
set x to tanh theta

IIpumeuanus:

Hauunas ¢ v0005, Bce Tpuronomerpuueckue Gpynkunu OBSE nmpuHUMatoT 1 BO3BpaIlaloT 3HaUEHHs B rpajaycax. Takxke JOCTYITHBI
BepcuM (YHKIMIA, KOTOpbIe IPUHUMAIOT 3HaYEeHUsI B paananax. s ux ucnons3oBaHus HE0OX0aUMO 100aBUTh npeduke “1”’
(mampumep, RTanh)

Ora (yHKIUS MOXKeET OBbITh MCIIOJIB30BaHa B MaTeMaTuueckoil hopmyiie (a + tanh B), Ho matemaTndeckast popmMyIbl B KauecTse
aprymenTa At GyHKuuH He roaxourt (tanh (a + B) He paboraer).

tanha+b=(tanha)+Db

CwM. Takxe: sin, cos, tan, asin, acos, atan, sinh, cosh

Otrocures k tary: OBSE Math Functions | OBSE Trigonometric Functions
TapKey

CuHTaKCHC:
CODE
TapKey key

Oyukius TapKey coobuiaer urpe, 4To UTPOK HAXKaJ Ha OMPEICIICHHYIO KIaBHITY Ki1aBHATYyphl (key), U urpa COOTBETCTBYIOIINM
00pa3oM otpearupyeT. OYHKIUS HCIONIB3YeT CKaHKO B! DirectX.

ITpumep:

CODE

TapKey 18; Haxkatue Ha knaBumy “E”

B npuBeaeHHOM IpUMepe MePCOHAXK UTPOKa MOANPHITHET (€CITH UTPOBOE YITPABJICHUE YCTAHOBJICHO TI0 YMOJIYAHHUIO)

IIpumeuanus:

Ckankozpl DirectX 00bIYHO MPEACTABISIOTCS B IISCTHAIIATEPHYHOM (popMaTte, HO 3Ta (PyHKIHS MPUHUMACT ACCATHYHBIC 3HAUCHHUS.
ITomMuMO 0OBIYHBIX CKaHKOIOB DX, MOXKHO HCIIOJIB30BATh YKCHA OT 256 10 263 1yt SMYISIIHUN HAXKATHS HA KHOIIKU MBIIIH, U OT 264
0 265 - ni1s IBHKSHMM KOJECHKA MBIIIIH.

IMoxoxe, uro Gyukius TapKey He paboTaeT B perkuMe MEHIO.

Ilepeuens ckankonos DX npusenen B npunoxenuu 3: Ckankoast DX



Cwu. Take: HoldKey, ReleaseKey, HammerKey, AHammerKey, UnhammerKey
Otrocures k Tary: OBSE Input Functions

Con_ToggleDetection

CHUHTaKCHC:
CODE
con_ToggleDetection

To xke camoe, uto u TDETECT.

IIpumeuanus:

Orta QyHKIMA HOeHTHIHA KOHCONMBHON QyHKInu ToggleDetection n moynkHa BecTH ceds1, Kak ecii OBl BB BBI3BAIN (QYHKIIUIO
ToggleDetection B KOHCOTH.

Orta QyHKIH He IpeHa3HAYEHA [T BEI30Ba U3 CKPUIITOB, TIOATOMY MOXET padOoTaTh HE TaK, KaK OKUIACTCA.

Ortnocurcs k Tury: OBSE Console Functions

U
UnhammerKey

CHUHTaKCHC:
CODE
UnhammerKey key

OTtMmenseT neiicTBus BeI3BaHHBIX paHee GyHknumii Turns HammerKey mmm AHammerKey. Dta ¢yHKIINS HCIIONB3YET CKAHKOBI
DirectX.

ITpumep:

CODE

if (timer ==0)

HammerKey 29;Left Control

elseif ( timer < 30 )

set timer to ( timer + GetSecondsPassed )
else

UnhammerKey 29

endif

B mpuBeneHHOM IprMepe IepCOHaX UTPOKa OyIeT MpHcenaTh U BCTaBATh (TO €CTh KPACThCS M BO3BPAIIATHCS B OOBIYHBIN PEXUM) B
teueHune 30 cekyHI.

IIpumeuanus:

Ckankozpl DirectX 00bIYHO MPEACTABISIOTCS B IIECTHAIATEPHYHOM (opMate, HO 3Ta (PYHKIHS MPUHUMACT ACCATHYHBIC 3HAUCHHUS.
ITomMuMO 0OBIYHBIX CKaHKOIOB DX, MOXHO HCIIOJIB30BATh YKCHA OT 256 10 263 1yt SMYISIIUN HAXKATHS HA KHOIIKU MBIIIH, U OT 264
210 265 11 ABMYKEHUN KOJIECUKA MBIIIIH.

Ilepeuens ckankonoB DX npusenen B npunoxenuu 3: Ckankoast DX

Cwu. Taoke: HammerKey, AHammerKey, TapKey, HoldKey, ReleaseKey

Otnocures k Tuny: OBSE Input Functions

W
Con_WaterDeepColor

CHHTaKCHC:
CODE
con_WaterDeepColor red green blue

Oyukuus con_WaterDeepColor uaMeHsieT LIBET BOJbI Ha MEJIKOBObE C MOMOLIBIO TapaMeTpoB red, green u blue.
IIpumeuanus:

Ora QyHKIUSA HISHTHIHA KoHCOobHOHN QyHkmmu WaterShallowColor, u 1oimkHa BecTH ce0sl Tak, Kak €cJid Obl Bl HAOpau
WaterShallowColor B KOHCOJIH.

Ota QyHKIUSA He MpeTHa3HaueHa JIJIsl BBI30BA U3 CKPHIITOB, IIOATOMY MOXET paboTaTh HE Tak, KaK 0XKHIAeTCs.

Ortnocurcs k Tury: OBSE Console Functions

Con_WaterReflectionColor
CHHTaKCHC:
CODE

con_WaterReflectionColor red green blue

Oyukuus con_WaterReflectionColor u3mMeHsIET LIBET OTpa)XeHU B BOJE.



IIpumeuanus:

Ora QyHKIMA nIeHTHIHA KoHcobHOM pynkmuu WaterReflectionColor, u jomkHa BecTr ceds Tak, Kak ecii Obl BBl Habpanu
WaterReflectionColor B xoHCOTH.

Orta QyHKIH HE IpeTHa3HAYEHA [T BBI30Ba U3 CKPUIITOB, TIOATOMY MOXET padOoTaTh HE TaK, KaK OKUIACTCA.

Ortnocurcs k Tury: OBSE Console Functions

Con_WaterShallowColor

CHHTaKcuc:
CODE
con_WaterShallowColor red green blue

Oynknusa con_WaterShallowColor m3mMeHseT nBeT BOABI B TITyOHHE ¢ TOMOIIBIO TapamMeTpoB red, green u blue.
IIpumeuanus:

Orta yHKIMA naeHTHIHA KoHCOoNMpHON QyHkunu WaterDeepColor, n momkHa BecTr ceds Tak, Kak eciid OBl BB HaOpan
WaterDeepColor B KoHCOIH.

Ota (yHKIUS HE IpeHA3HAYCHA JIUIs BEI30BA U3 CKPHUIITOB, TOATOMY MOXKET paboTaTh HE TaK, KaK 0KUAACTCS.
Otnocures k Tuny: OBSE Console Functions

8. Console Functions

8.1 O0mue cBeaeHus.

Otr GyHKIUH OYAYT TOCTYITHBI JUTsl HCITOJIE30BAHMS TTPH BKIIOYEHHON UTPOBO KOHCOJH. BBI3pIBaeTCS KOHCOJB ¢ IIOMOIIBIO
KiaBumM "~" (THIIBIA).

KoHconbHbIe pyHKIIMH (KOMAHIBI) HE MOTYT OBITH CKOMITHUIMPOBAHBI B CKPHUITAX B PEAKTOPE, €CIIN BbI, KOHEYHO, HE UCITOJIb3YETE

st otux meneit OBSE. TIpasna, mognepikka o0ecriednBaeTcsl OTHIONb HE JIJIST BCEX KOHCOJBHBIX KOMaHI.

Bbl MOxeTe "IPOKPYTUTH" COAEPKHUMOE JUATIOTOBOT0 OKHA KOHCOJIH, UCTIONIB3Ys KHOIKY KnaBuaTypsl "PageUp" u "PageDown".
B kateropuu Console Functions npusenena TABJIMLIA, conepskaias NONHBIN epeyeHb KOHCONMBbHBIX (QyHKIMI, HO ¢ BecbMa
KpPaTKHUMHU ONHUCAHUSAMU.

ConepXUT 4 1oJKaTEropuy, UMEIOIINE OTHOIIEHHE K KOHCOJIH:

Debug Text - Onmcanne koHconbHOM kKoMaHas! "Toggle Debug Text" (mmm TDT). Cnexyet ocobo oTMeTuTh 3TY KoMaHay. OHa
SBIICTCS JOBOJILHO 00BbeMHOM. J[is Hee make BBIJEIeHA OTAeNbHAs CTPaHHLA ¢ TOAPOOHBIM onrcanueM. [loxanyii, oHa sBseTcs
TJIaBHBIM OTJIAJOYHBIM CPEIICTBOM.

HDR Settings
IsActorsAIOff
ToggleActorsAl

8.2 [loHblii MepevyeHb KOHCOJILHBIX (yHKIMIA.
B ckoOkax npuBeIeHO KpaTkoe 0003HAYCHUE.
Cpenu HEX HET HH OJTHOW COBIAJIAIOIICH C OOBIYHBIMU CKPUNITOBBIMU (DYHKIIASIMHU.
Bcero nacuursiBaercs 130 dyHKImid:
AddDecal ( -)

AddFaceAnimNote (AFAN )

BeginTrace (bt)

BetaComment (BC)

CalcLowPathToPoint (LP2P )
CalcPathToPoint (P2P )

CenterOnCell (COC)

CenterOnExterior (COE )

CenterOnWorld (COW )

ClearAdaptedLight (cal )

CloseFile ( -)

Complete AllQuestStages (cags )
DumpTexturePalette (DTP )
FlushNonPersistActors (Flush )
FreezeRenderAccumulation (fra )
GetINISetting (GetINI )

HairTint ( -)

Help (-)

LoadGame (load )

ModWaterShader (mws )
MoveToQuestTarget (movetoqt )
OutputArchiveProfile (oap )
OutputLocalMapPictures (OLMP )



OutputMemContexts (omc )
OutputMemsStats (oms )
PickRefByID ( PRID )
PlayerSpellBook ( psb )
PrintAiList ( pai )
PrintHDRParam ( PHP )
PrintNPCDialog ( pdialog )
PurgeCellBuffers ( pcb )
QuitGame ( qqq )

RefreshINI ( REFINI )
RefreshShaders ( - )
ReloadCurrentClimate ( rcc )
ReloadCurrentWeather ( rcw )
ResetMemContexts ( rmc )
RevertWorld (rw )
RunCellTest ( rct )
RunMemoryPass ( rmp )
SaveGame ( save )
SavelniFiles ( saveini )
SaveWorld ( -)
SetCameraFOV ( FOV )
SetClipDist ( -)
SetDebugText ( sdt )

SetFog ( -)

SetGameSetting ( SetGS )
SetGamma ( sg )
SetHDRParam ( SHP )
SetImageSpaceGlow ( SISG )
SetINISetting ( SetINI )
SetLightingPasses ( SLP )
SetSkyParam ( SSP )
SetSTBBColorConstants ( sscc )
SetTargetRefraction ( str )
SetTargetRefractionFire ( strf )
SetTreeMipmapBias ( stmb )
SexChange ( - )

Show ( TST)

Showl1stPerson (S1ST)
ShowAnim (SA )
ShowFullQuestLog ( SFQL )
ShowHeadTrackTarget ( SHeadT )
ShowPivot ( SP)
ShowQuestLog (SQL )
ShowQuests ( SQ )
ShowQuestTargets ( SQT )
ShowQuestVars ( SQV )
ShowRenderPasses ( srp )
ShowScenegraph ( SSG)
ShowSubSpaces ( sss )
ShowSubtitle ( -)

ShowVars (SV)
ShowWhoDetectsPlayer ( SWDP )
SpeakSound ( -)
StartAllQuests ( saq )
TestAllCells ( TAC)
TestCode ( -)

TestLocalMap ( tlm )
TestSeenData ( tsd )
ToggleAI ( TAI)
ToggleAiSchedules ( TAIS )
ToggleBorders (TB )
ToggleCastShadows ( tsh )
ToggleCellNode ( TCN )
ToggleCharControllerShape ( TCCS )
ToggleCollision ( TCL )
ToggleCollisionGeometry ( TCG )
ToggleCombatAl ( tcai )
ToggleCombatStats ( TCS )



ToggleConversations ( TCONV )
ToggleDebugText ( TDT )
ToggleDetection ( TDETECT )
ToggleDetectionStats ( tds )
ToggleEmotions ( temo )
ToggleFlyCam ( tfc )

ToggleFogOfWar ( TFOW )
ToggleFullHelp ( TFH )
ToggleGodMode (TGM )

ToggleGrass ( TG )

ToggleGrassUpdate ( TGU )
ToggleHDRDebug ( THD )
ToggleHighProcess ( THIGHPROCESS )
ToggleLeaves ( TLV )

ToggleLiteBrite ( tlb )

ToggleLODLand ( TLL )
ToggleLowProcess ( TLOWPROCESS )
ToggleMagicStats ( TMS )
ToggleMapMarkers ( tmm )
ToggleMaterialGeometry ( TMG )
ToggleMenus ( TM )
ToggleMiddleHighProcess ( TMHIGHPROCESS )
ToggleMiddleLowProcess ( TMLOWPROCESS )
ToggleOcclusion ( tocc )
TogglePathGrid ( TPG )
TogglePathLine ( TPL )
ToggleRefractionDebug ( trd )
ToggleSafeZone ( TSZ )

ToggleScripts ( TSCR )
ToggleShadowVolumes ( TSV )
ToggleSky (TS )

ToggleTrees (TT )

ToggleWaterRadius ( TWR )
ToggleWaterSystem ( TWS )
ToggleWireframe ( TWF )

Verbose ( VERBOSE )
WaterDeepColor ( deep )
WaterReflectionColor ( refl )
WaterShallowColor ( shallow )

Garin:

Ipumeuanue. C KOHCONBHBIME (QYHKIUSIMHU MHOTO €IlIe HesICHOTO. TpebyeTcs TecTupoBanue. Sl crienuaibHO MPUBEN PE3YIbTATHI
TECTHPOBAHUS, IPAKTHYCCKH HE M3MEHSIS TEKCT. MOXKET, 3TO TOMOXKET BaM pa3o0paThCs ¢ HEKOTOPBIMU HEOHSITHBIMY () YHKIIHSMU.
IIpocrba ko BceM, y KOTO €CTh HOJIe3Hass HHPOPMALHs, KTO pabdoTal ¢ KOHCOJIBIO U XOPOIIO 3HACT, O YeM Peyb, COOOUIUTH HaM. MEI ¢
yIIOBOJBCTBHEM BKJIFOUMM B YYCOHUK U Balll OMBIT. Pasymeercs, ¢ yka3aHHEM Balllero aBTOPCTBA.

8.3 Onucanus koHcoabHbIX pyHkuuii (Console functions) B andaBuTHOM nmopsiake

Oti GyHKUMK OyIyT NOCTYIHBI IJIsl HCIIOJIb30BAHUS MIPY BKIIOYEHHOM MTPOBO KOHCOJIM. OHKM HE MOT'YT ObITh CKOMITMJIMPOBAHBI B
CKPHITaX B pellakTope, passe 4To Bbl uctoib3yere OBSE, na u To 1151 OrpaHHYeHHOr0 KOJIUYeCTBa (hYHKIHA.

BrI MokeTe "IPOKPYTHUTE" COAEPKUMOE JHAJIOTOBOTO OKHA KOHCOJIH, UCTIONB3Ys KHOIKK KitaBuaTypsl "PageUp" u "PageDown".

AddDecal

Kpartkoe nazBanue: AddDecal

BrI3biBaeTcs Ha 0OBEKTE: HET

ITapameTpsl: HET

Ornucanue: HeT

Zomb: DddekTa mpu HCIOIB30BAaHUH ITPOCTO/HA HTPOKE/HA TIeepe (B Topojie) He 3aMETHII.
Zig: Dddexra HE OOHAPYKUIT

Garin: Decal - 6ymara. MoxeT, 100aBUTh OyMary win CBUTKH/KHUTH?

AddFaceAnimNote

Kparkoe nazpanune: AFAN

Bri3biBaercst Ha 00beKTE: Ja

IMapameTtpsr: sString

Onucaxue: HeT

Zomb: Dddexra npu UCHONB30BaHUH NPOCTO/HA UTPOKE/HA TIIIeepe (B TOpoJie) HE 3aMETHII.

Zig: 1o nnee 310 no0aBIIsieT NpUMEYaHUE AJIsl aHUMALMHY JIMIA BBIAEICHOTO IEPCOHaKa, HO BOT KaK OTOM ITPOCMOTPETh STOT
KOMEHTpaui st He 0OHAPY KL



BeginTrace

Kpatkoe nHa3Banue: bt

Br3biBaeTcst Ha 0OBEKTE: HET

ITapameTpsr: HET

Omnucanue: Cosnaet (aiin trace (TOIBKO i Xbox)

BetaComment

Kpatkoe nazBanue: BC

BrI3biBaeTcs Ha 00BEKTE: HET

IMapameTpsr: sString

Ornucanue: Jlo6aBisseT KoMMEHTapui K ¢aiiny, ykazaHHoMy B oblivion.ini B cexumu [General] 'sBetaCommentFile'.
[Ipumedanue: cHadaga BIOEpHUTE OOBEKT.

IIpumep: be "This rock is too high."

CalcLowPathToPoint

Kparkoe nazBanue: LP2P

Bri3biBaercst Ha 0ObeKTe: 1a

IMapameTpsr: blgnoreLocks, bAllowDisabledDoors, blgnoreMinUse
Onucanue: urnopuposats 3aMkH (blgnoreLocks), mo3BosseT mpoxoauTs uepes oTkiIoueHHble AsepH (bAllowDisabledDoors),
UTHOPUPOBATh MUHUMaJbHOE Hcnoab3oBaHue (blgnoreMinUse).
GW: IIpaBunbHO 11 epeBen - X3

Zomb: Pabotaer Ha NPC. Boigaér cienytronyto nHQY(4acTHOCTB):
- Travel 332 units in worldspace "SceengardWorld (000142ES5)"

- Walk to coord (-65426 643 6448)

--Total distance:332 units.

--Estimated Travel Time: 0.01 game hour

CalcPathToPoint

Kparkoe na3Banue: P2P

BrI3biBaeTcs Ha 00BEKTE: 1a

ITapameTpsl: HET

OrnucaHue: HET

Zomb: HackoJbKo 51 TIOHSJI, pUCYET (a MOXKET TeHEpUPYET) Ha 3eMJIe IIETI0YKY BEHITOMHTOB OT MECTa, TJIe CTOUT IUIekep, 10 MecTa,
IJIe CTOUT OOBEKT.

Zig: Hebompmmas onpaBka. Pucyet myts O6nekTa 10 urpoka. To ects kak 310t 00B6eKT (NPC, Creature) OymeTt ABUTaThCs K UTPOKY.

CenterOnCell

Kpatkoe nazBanue: COC

Bri3biBaercst Ha 00bEKTE: HET

IMapametpsr: CellName

Onucaxue: HeT

Zomb: [lepementaer rieiiepa B EHTp yKa3zaHHOM stueiiku (pyHkuuns ananornyna TES3).

CenterOnExterior

Kpatkoe nazsanue: COE

Brr3piBaercs Ha 00beKTE: HET

[TapameTpsl: X, y

Omnmcanue: HET

Zomb: Ilepemeriaer rieiepa TO JIM B IEHTP BHENTHEH sTUEHKH ¢ 3aJJaHHBIMU KOOPAWMHATAMH, TO JIH IIPOCTO B MECTO C 3aIaHHBIMH
KOOpAWHATAMHU.

CenterOnWorld

Kpatkoe nazBanue: COW

Bri3biBaercst Ha 00bEKTE: HET

IMapametprr: WorldspaceName, CellCoordX, CellCoordY

Omnmucanne: [Tozummonnpyet urpoka B mupe WorldspaceName B siaeiike ¢ koopannatamu CellCoordX, CellCoordY. ITpumep: COW
worldname -10 5

ClearAdaptedLight

Kpatkoe na3Banue: cal

Be13bIBacTCst Ha 00BEKTE: HET

ITapameTpsl: HET

Omnucanue: Clears the HDR adapted light texture

(GW -x3)

Zomb: Dddekra He 3ameTnI.

Zig: CopacsiBaecT HDR ocBeleHre Ha nmepBoHa4agbHOE COCTOSIHUE.



CloseFile

Kpatkoe nazBanue: CloseFile

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: Filename

Onucanue: HET

Zomb: bec 3HaeT, 4To B 4€M 3TO BBIpaXKaeTcsl, HO 3Ta KOMaHa/ia 3aKpbIBaeT (aiibl. CpabaThIBaeT Ha IUIArMHAX, IPUYEM Kak
3arpy’KeHHbIX, TaK U HEMOAKIIOYeHHBIX. Dailn credits.txt 3aKpbITh HE yAaniocs N

Zig: ®aiin credits.txt 3aKpbITh yJAJI0OCh TyT€M HAXXHUMAaHUS Ha KPACHBIM KECTHUK B JIEBOM BEPXHEM YIIIy OKOLICUKA :)

CompleteAllQuestStages

KpaTKOG Ha3BaHUE: caqs

Br13piBaeTcs Ha OOBEKTE: HET

ITapameTpsr: HET

Ornucanue: JlaeT 3anucy B )KypHAJ JIJIs1 BCEX CTaIMIA BCEX KBECTOB.

DumpTexturePalette

Kparkoe nazpanue: DTP

Bri3biBaercst Ha 00bEKTE: HET

IMapametpsr: SortType (optional)

Omnucanue: Dump texture palette contents to warning file (param is sort type: f-filename,s-size,c-count)

Zomb: Dddekra He 3amermi. Hukakux warring file'oB He Hamén.

Zig: OueBuaHO, KOMaH/1a ObLIa cO3/1aHa pa3paboTunkamMu AJst mpoBepkH "Tymsmux"” Tekctyp. Co3nact BapHHUHT (aitn, eciu Oyzaer
oOHapyKeHa OITNOKa TEKCTYPHI.

FlushNonPersistActors

Kpatkoe na3Banue: Flush

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: iCount

Onucanue: Deletes all the actors in High who are not persistant

Zig: Y nansiet Bcex akTepoB IIPHOPUTETOM HMXKE BBICOKOT0, U3 00pabOTKH IIPOLIECCOPOM.

FreezeRenderAccumulation

Kpatkoe nasBanue: fra

Br13biBaeTcs Ha OOBEKTE: HET

ITapameTpsr: HET

Ornncanue: peHJepUT TeOMETPHIO, BUTUMYIO TOJIBKO B TEKyIIeM (perime.

Zomb: TToka3pIBaeT TOJHKO T€ CTATUKU, KOTOPBIC HAXOAATCS B KaJIp€ B MOMEHT BbI30Ba (DYHKIMH. 3eMJIst M BCE OCTAILHOE
nuceromues. HIIC npomomkaroT XouTh, Kak HU B 4é€M He ObiBasio. OKOITKO KOHCOIM HE BUAHO. UYT0O OTKIIIOUNTE 3P eKT, HalI0 "Ha
ONIymh" BBI3BAaTh (QYHKIHMIO enlé pas (~, BBEPX, enter).

GetINISetting

Kpatkoe nazBanue: GetINI

Bri3biBaercst Ha 00bEKTE: HET

IMapameTtpsrl: SettingName

Zomb: Onucanue: BeIBOAUT B KOHCOIb Ha3BaHHYIO CTpouky U3 Oblivion.ini

HairTint

Kpatkoe na3Banue: HairTint

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: iRed, iGreen, iBlue

Ornucanue: 3 1eIoYnCIeHHBIX TapameTpa, RGB

Zomb: [o nzee nomKeH nepekpanmBaTh BOJIOCH, HO HY Ha 1uieiiepe, Hu Ha HIIC a¢ddexra Her
Zig: IlepekpaniuBaeT BOJIOCH, €CJIM B BOCBMU3HAYHON aJ[pecalny BETOB MTUCATh [TapaMeTphI.

Help

Kpartkoe nazBanue: Help
Be13biBacTCst Ha 00BEKTE: HET
ITapameTpsr: HET

OnwncaHune: MOKa3bIBAET ITY CIPABKY.

LoadGame

Kpatkoe na3Banue: load

Bri3biBaercst Ha 00bEKTE: HET

IMapametper: SaveName

Onucanue: 3arpyxaer urpy c umereM <filename>

Zomb: HMcnpaBHO 3arpy3ui MHE autosave.

Zig: Ilonreepxknato. Paboraer TonbKo, ecinu coiiB Ha aHruickoM. Ha pycckom B OOnuBrOHe HabpaTh nMs (aiiia He MoIyduTes ;)



ModWaterShader

Kparkoe nazpanue: mws

Brr3piBaercs Ha 00beKTe: HET

[TapameTtpsr: String, Float (optional)

Ornucanue: M3MeHseT mapaMeTpsl BOJHBIX MISHIEPOB

MoveToQuestTarget

Kpatkoe Ha3Banue: movetoqt

Bri3biBaercst Ha 00bEKTE: HET

[Mapamerpsr: QuestTargetNumber (He 00s13aTeIbHO)

Onucanue: [lepeMeniaer urpoka k TeKyIei eau KBecta (JOMoJI. mapaMeTp: Yucio neiy, ot 1 go N).
Zomb: Kaxk cka3zaHo BeIe. [IppKOK B TUEHKY ¢ 3€IEHOM CTPEIIKOH.

OutputArchiveProfile

Kpatkoe Ha3zBaHue: oap

BeI3bIBacTCst HA 00BEKTE: HET

IMapameTtpsrl: String (optional)

Onucanne: BeiBoguT conepikanue apxuBHoro npodaiina B daiin (Output Archive profile info to a file)
Zomb: MHe oH otBetui1, 4to "Archive profile is not enabled." (" AxTHBHBIN npodaiia He BKIOUeH")
Zig: Toxe camoe.

" AKTHBHBIH ITpodaiin He BKIIoYeH"

OutputLocalMapPictures

Kpatkoe na3zBanue: OLMP

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Omnmucanne: Writes out the current local map.

Zomb: DddekTa He 3aMeUeHO, XOTSA HaJl YeM-TO (PYHKIHS CeKYHIYy aAyMaeT. JIokaiabHas KapTa B MHBEHTOpPE HE OOHOBISIETCS (Iaxke
IOCJIE BBIXO/1a U BXOJia B SIYCHKY).

Zig: ®yHKIUA T0JKHA ObLIA 3KCIIOPTUPOBATh N300pakeHust kapT. He paboTtaer.

OutputMemContexts

Kpartkoe HazBanue: omc

Brr3piBaercs Ha 00beKTe: HET

[TapameTpsr: Filename (optional)

Omnmcanne: BeiBoaut comepknmoe mamatu B (aiin (Output Mem Context info to a file)

Zomb: Mue on otBetmi, gyto "This function only work in MEM_DEBUG."

Zig: Mewm gne0ar, 10 ujee, BRIICKUBAET OIIMOKY B OTIEPATHBHOM mamsTH. Bo3moxno. Ho s HE B 4eM He yBepeH :)

Garin: "This function only work in MEM_DEBUG." - [IpumepHsIii mepeBoa: "O1a GyHKIHSA paboTaeT TOIBKO B PEKUME OTIATKU
namsT."

OutputMemStats

Kpartkoe Ha3BaHme: oms

BrI3biBaeTcs Ha 00BEKTE: HET

IMapamerpsr: Filename (optional)

Omnmcanne: BeiBoauT cratuctuky mamsta B ¢aitn (Output Mem Stats info to a file)

Zomb: "This function only work in MEM_DEBUG."

Garin: "This function only work in MEM_DEBUG." - Ota ¢pyHknus paboTaeT TONBKO B peKUME OTIIAAKH MAMSITH.

PickRefByID

Kparkoe nazpanue: PRID

BrI3biBaeTcs Ha 00BEKTE: HET

IMapametpsr: ObjectRefID

Onucanue: BeigensieT komnuto 11 kKoHcouu o ee ID.

Zomb: [Tonmyuninocs BeI3BaTh TOJBKO ¢ TapameTpoM "player”. Ocranbuble ID He npuaumait. [Ipu BBoge PRID Player B doxyce
(cBepxy HamucaHo) NoABISLICS caMm 1eep. U BeE.

Zig: PaboTaer, ecnm yKa3bpIBaTh cChbUTOYHBIC id, a He obmme. OT1o BersaauT npumepHo Tak: prid 0001fcSc. Beinenser o0bexT.

PlayerSpellBook

Kpartkoe rHazBanwne: psb

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Onucanue: /106aBisieT UTPOKY BCe 3aKJIMHAHMS.

PrintAiList

Kpatkoe Ha3BaHue: pai
Bri3biBaercst Ha 00bEKTE: HET
ITapameTpsl: HET



Omnmucanne: [legaraet Bce cimckn Al
Zomb: ITumer, uro "Al list painted”, HO HE 0THOTO HOBOTO (paiiina B ManKe ¢ UTPOil WK ¢ TPoHIEM 5 HE HAIIEN.
Zig: MoxeT, MBI He TIPaBIIILHO TTOHSIIN aBTOpoB? Bo3moskHO oHO pacredatsiBaeT Ha [IPUHTEPE crmcku Beex ai.

PrintHDRParam

Kpartkoe na3Banue: PHP

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanue: ITevaraet Texymue Hactporiku HDR.

Zomb: BeIBOIUT clieayromiee cCooOIeHHUE:

Current HDR Params (texyuue napamerpst HDR):

SISG: iNumBlurpasses=, fBlurRadius=, fBrightClamp=, {BrightScale=

SSP: fSunlightDimmer=, Lum Ramp=

SHP: fEyeAdaptSpeed=, fEmissiveHDRMult=, fTreeDimmer=, fGrassDimmer=, f{UpperLUMClamp, fTargetLUM

PrintNPCDialog

Kpatkoe na3Banue: pdialog

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanue: [Tewaraet guanor NPC

Zomb: Huxkakoro 3¢ ¢dexra H1 B 11ajore, HU PH pa3roBOpe JABYX HEIHCEH.

PurgeCellBuffers

Kpatkoe Ha3Banwme: pcb

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Ornucanue: BeirpyxaeT Bce HeCBS3aHHbBIE C HTPOH B JAHHBIH MOMEHT sSUelku u3 Oydepa. JIpyrumu ciioBaMu, yaaJisgeT U3 MaMsTH
TEKCTYPHI FITH MOJICIH, KOTOpbIe HaXOIATCS BHE 3arpy>KCHHOH B JaHHBI MOMEHT 00JacTu. Vcnonp3oBaHne 3TOW (GyHKINN OYHCTUT
MaMSTh U TIOMOXET B HEKOTOPBIX CIYYasiX YBEIMYUTh OBICTPOJCHCTBUC UIPHI.

JlaHHas BO3MOXHOCTB ObLITa 100aBIcHa epBbiM oduuuansHeiM matdem (v1.1.511) B Oblivion.exe, Ho He B TESConstructionSet.exe,
[I03TOMY €€ MOKHO BBI3BaTh U3 KOHCOJIM, HO PEAAKTOP HE MPU3HAET €€ KOPPEKTHOM U HUKOT/Ia HE CKOMITHIIUPYET CKPHIIT,
coJieprKaIuil JaHHYI0 (QYHKIUIO.

Oblivion Script Extender mo3BossieT CKpurTepaM HCIIOIB30BaTh JaHHYIO (QYHKITHIO, HO, B OTIHYHE OT ocTanbHBIX pyHKImit OBSE, eé
ncrnoiib3oBanue He TpedyeT Hammaust OBSE, Tak 4To miarnHel, ucnoib3ytonue e€, 0yayT pabotats u y Tex, kto OBSE He nmeer .

B otimmame ot apyrux pyukumii OBSE, koTophie IMMUTHPYIOT KOHCOJBHBIC (DYHKITNH, 3Ta QYHKIUSA ObLIa CO3aHa JyIs
HCIIOJIb30BAaHHS B CKPHUIITAX, U TEHEPh 3TO CTAJIO0 BO3MOYKHBIM.

QuitGame

Kpatkoe Ha3BaHue: qqq

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanune: HemeaneHHbli BEIXOJ UX UIPBI, HE IPOXOAS BCE MEHIO.

RefreshINI

Kparkoe nazpanne: REFINI

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Ormucanue: O6HOBUTEL ycTaHoBKkU INI u3 (aiina.

RefreshShaders

Kpatkoe na3Banue: RefreshShaders

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Omucanue: [lepezarpysuts meitaepst HLSL ¢ mucka

ReloadCurrentClimate

Kparkoe Hazpanue: rcc

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Onucanue: [lepe3arpy3utb 3Hau€HUs U3 TEKYILIETO KJIUMaTa

ReloadCurrentWeather
Kparkoe HazBaHue: rcw
Bri3biBaercst Ha 00bEKTE: HET
ITapameTpsl: HET



Ormucanue: [lepe3arpy3uTh 3HaUSHUS U3 TEKYIIEH TIOTOJTBI

ResetMemContexts

Kparkoe nazpanue: rmc

Br13biBaeTcs Ha 0OBEKTE: HET

ITapameTpsl: HET

Omucanne: Reset Max Mem Contexts

Zomb: Breinaet coobmenue: "This function only work in MEM_DEBUG" (Ot1a ¢yHKIus paboTaeT TONBKO B PEKAME OTIAIKH
IIAMSTH).

RevertWorld

Kparkoe nazpanue: rw

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Omnmucanue: Revert the world

Zomb: Haunnaetcs nepesarpyska kaptel. [Tocie MuayT 20 MHE 310 Hanmoeno... Tectun B bpyme u Ckunrape.

RunCellTest

Kparkoe nHazBanue: rct

Bri3biBaercst Ha 00bEKTE: HET

IMapamerpsr: iFlag (He 00s13aTenbHO)

Onucanue: 3amycKaeT TecT SYeHKU

Zomb: HaunHatoTcst AUKUE TMPBDKKH 110 BCEM sII€HKaM UTPHI.
Zig: Sl4eiiku cineayroT B anpaBUTHOM MOPSIKE :)

RunMemoryPass

Kpatkoe Ha3Banue: rmp

Be13biBacTCst Ha 00BEKTE: HET

IMapametpsr: iFlag

Onucanue: BrInosHsIeTCs OMH NPOXO OYMCTKH MaMSITH.
Zomb: Dddekra He 3ameTnn

SaveGame

Kparkoe Ha3zpanue: save

Brr3piBaercs Ha 00BeKTe: HET
[TapameTtpsr: SaveName

Ormucanue: Coxpansier urpy B <filename>

SavelniFiles

Kpatkoe Ha3BaHue: saveini

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanue: 3anuceIBaeT Bce TEKYIIME apaMeTpsl B daitn *.ini

SaveWorld

Kpatkoe na3Banue: SaveWorld

BeI3biBacTCst Ha 00BEKTE: HET

ITapameTpsr: Filename

Ormucanue: Coxpanser urpoBoit mup B ¢aiin <filename>

Zomb: A BOT 3TO y)Ke HHTEpECHO!

[Tocie 3ammycka B bpyMe oH MHE co37all B TIAIIKE C UTPOH YeTHIPEXMETPOBBIN (haiin ¢ pacmmpenreM *.hkx. B Hém, B Bue, kaxeTcs,
xml (371eck MOT'y HaBpaTh) BBIBEACHO MHOTO CTPYKTYPUPOBaHHOM HHpopMalmu 1o mupy. Haseproe, BCS undopmanus. JInuno s
IIOKa B 9TOM HUYETO HE MOHSUI, HO YyBCTBYIO, YTO B 3TOM (haiisie ecTb 6osbioi noreHuuan »_»

Zig: AGOCITIOTHO MPOCTOM (haiii1, TIe COAEPIKUTCS CTPYKTypa MUPA, IEPEUUCISIETCS] HATMYUE UCTIONb30BAaHbIX MOJIEIICH, AUAJIOTH,
cnesusl 1 T.1. Pabortaer u ¢ minarunamu. B Tes Construction Set mojo6HO€ MOXXHO YBU/IETh, €CIIM B MEHIO 3arpy3KH IUIarMHOB
BBIJICTIUTS JIF000# Tuaru 1 HaxkaTsh "'Details". Ho Tam ata nHpOpManus cuiibHO ynpouieHa.

SetCameraFOV

Kpatkoe nazBanue: FOV

Bri3biBaeTcs Ha 0OBEKTE: HET

[TapameTpsr: iDegrees

Ornncanue: MeHsieT 1oJie 3peHus KaMephl (B rpaaycax): o yMOTJaHuIo 75
Zomb: OxpenutenbHbii cienddext A_N. DTO TOJKEH 3al[CHUTh KaXKIbIN.

SetClipDist

Kpartkoe nazBanue: SetClipDist
Bri3biBaercst Ha 00bEKTE: HET
IMapamerpsr: fClipDistance



Omnmucanne: Komanna SetClipDist ¢ momomisio mapametpa fClipDistance (tun float) yctanaBmuBaeT paccTosHUE (B HTPOBBIX
€IMHUIIAX JUTHHBI), HA KOTOPOM TepecTaroT onpenensathes koyumm3uu (Collision Detection). C ucrionb3oBarrem OBSE sta ¢yHKIws
Teneps MOXeT padoTars B ckpunTax (con_SetClipDist)

Garin: Kparkast uadopmarms.

HanoMHIM, 9TO KOJTU3UH — 3TO TIepeceueHre MHOKECTBA TOUEK, MPUHAIICKAIINX K Pa3INIHBIM TPEXMEPHBIM TeJIaM B IPOILECCe UX
COIPUKOCHOBEHHSI. DaKT CTOJIKHOBEHHS OOBIYHO IPOBEPSETCS, YTOOBI 0OBEKTHI BEIM ce0s1 KOPPEKTHO, C y4eTOM (PHU3HKH,
3a0)keHHON B urpoBoii mup (Rigid Body Dynamics). Uem Gouibiie B3anMoAeHCTBYIOLIMX 0OBEKTOB HAXOAUTCS B 331aHHOM OT
KaMmepsl pajinyce, TeM Hike Oyner ObictponericTBre. TouHOe onpeseseHue nepeceueHuii TpedyeT MoJHOro nepecyera Beex
TPEyroJbHUKOB MOJENEH, YTO TaK)Ke JJOBOJBHO CYIIECTBEHHO CHIKaeT fps. [loaToMy Ha MpakTHKe NCTIONB3YIOTCS Pa3iIMyHbIC
ONTUMU3UPOBAHHBIC AIITOPUTMBEL.

ITpumep:

CODE

SetClipDist 4096

B mpuBeneHHOM IpuMepe AUCTaHINS ycTaHOBJIECHA paBHOW 4096 UTrPOBBIX €IWHUI] [UTHHBI, YTO PABHO JJIHHE OJHOH CTOPOHEI
KBaJpaTa BHEIIHEH UTPOBOM STUEHKH.

SetDebugText

Kpatkoe Ha3Banue: sdt

Bri3biBaercst Ha 00bEKTE: HET

IMapamertpsr: iDebugPage

Onucanne: OnpenenseT, Kakod TEKCT OTIAAKH OyeT MoKa3aH.

SetFog

Kpartkoe nazBanne: SetFog

BeI3biBaeTcst Ha 00BEKTE: HET

[Mapamerpsr: fStartDepth, fEndDepth

OmnucaHue: MPUHAMAET JBe NepeMenHble Thna float, ycTaHaBIMBaeT HadadbHYI0 H KOHEYHYIO IIyOHHY TyMaHa. Tenepb MOXKeT
UCIIONIb30BAThCS M KaK CKPUNTOBast QYHKIMS, ecyii y Bac ycraHoBieHo OBSE.

SetGameSetting

Kpatkoe nazBanue: SetGS
BrI3biBaeTcs Ha 00BEKTE: HET
ITapameTtprr: sGSName, sGSValue
Omnmcanue: HET

Zig: YcTaHaBIMBAeT HACTPOWKH UTPHI.

SetGamma

Kpatkoe Ha3BaHue: sg

Bri3biBaercst Ha 00bEKTE: HET

IMapameTpsr: fValue

Onucanue: YcTaHaBIUBaeT HOBYIO raMMy (gamma ramp).

Zomb: Meusiet sipkocTb kapTHHKH. OT "Bc€ OenbiM-6eno” mpu 0,01, 1o "u npunua tema" npu 1000. Ho npenenos, xaxercs, HeT.
CrangapTHOE 3HaYeHHE Y MEHS OBLJIO T1e-TO YyTh MEHbIIE 1.

SetHDRParam

Kpatkoe na3Banue: SHP

Bri3piBaeTcs Ha 0OBEKTE: HET

[MapameTtpsr: fEyeAdaptSpeed, fEmissiveHDRMult, fTreeDimmer, fGrassDimmer, fValue5, fValue6
Ornucanue: YcTaHaBIUBAET pa3IMIHbIe 3HAUCHUs i meinepa HDR

SetImageSpaceGlow

Kpartkoe nazBanue: SISG

BrI3biBaeTcs Ha 00BEKTE: HET

[Tapametpsr: iValuel, fValue2, fValue3, fValue4

Ornucanue: HeT

Zig: loBonpHO axpeHuTeNnbHBIHN crieipddext. Habepure sisg 1 2 3 4 1 OGMUBHOH CTaHET 3aMETHO Becelel

SetINISetting

Kpatkoe nazBanue: SetINI

Be13biBacTCst Ha 00BEKTE: HET

[TapameTpsr: sSININame, sINIValue

Onucaxue: HeT

Zig: YcraHaBiIMBaeT HaCTPOMKH ini ¢aitna. [Touemy-To He paboTaer.

SetLightingPasses
Kpatkoe na3Banue: SLP
Bri3biBaeTcst Ha 00bEKTE: HET



[Tapamerpsr: sBitFlag

Omnmucanne: diffltexIspec ex: 1010

Zomb: Jlnana3zoH 0-6 HEBKIIIOUNTEIBHO, HHAYE BHUIET. [leaeT kKakue-To CTpaHHbIe BEIIH ¢ OCBEIIeHHEM cTaTukoB. UMXO
OecIroye3Ho.

SetSkyParam

Kpatkoe na3Banue: SSP

Bri3biBaercst Ha 00bEKTE: HET

IMapamertpsr: fValuel, fValue2

Onucanue: YCcTaHaBIMBaeT pa3iIMYHbIC 3HAYCHUS JUIsl HeOa
Zomb: MrHoBeHHOT0 3 deKTa He 3aMEeTHIL.

SetSTBBColorConstants

Kparkoe HazBaHue: sscc

Be13bIBacTCst Ha 00BEKTE: HET

[TapameTpsr: fValuel, fValue2, fValue3, fValue4
Omnucanue: Show speedtree billboard color tweak constants.
Zomb: MrHoBeHHOT0 3 deKTa He 3aMETHIL.

SetTargetRefraction

Kpatkoe Ha3BaHue: str

BrI3biBaeTcs Ha 00BEKTE: HET

[TapameTpsr: fValue

Ornncanue: YCTaHaBIUBAET MPETOMIISIONIYIO CIIOCOOHOCTD LIS
Zomb: Jlenaet ¢ IeNIBbIO TO K€ caMoe, YTO OBUTIO Ha MOEM CKPHHE.

SetTargetRefractionFire

Kpatkoe na3Banue: strf

Bri3biBaercst Ha 00bEKTE: HET

IMapametpsr: fValuel, iValue2

Onucanue: YcTaHaBIUBaeT MPEIOMISIONIEE 3HAUEHUE OTHS LeTTU

Zomb: ITpu HaGope "strf 1 1" noxyuwst BeuteT Urpbl. BooO1e npuMeHHT He MOJIyYHIIOCh.
Zig: Hukakux BBUICTOB HE HAOIIOIAIT.

SetTreeMipmapBias

Kpatkoe Ha3zBanue: stmb

Bri3piBaeTcs Ha 0OBEKTE: HET

[TapameTpsr: fValuel, fValue2

Omnmucanne: Set mipmap LOD bias values for tree billboards.

Zomb: Ha npakTuke TBOPUT KaKHUe-TO CTPAHHBIE BEIN C JUCTAHIIMOHHONW OTPUCOBKOM.

SexChange

Kpatkoe na3Banue: SexChange

Bri3biBaercst Ha 0ObeKTe: 1a

ITapameTpsl: HET

Omnmucanne: BeiOpaHHbIil npc My »XKYuHA CTAHOBUTCS KEHITHHOW U HA000POT.

Zomb: IIpu BeI30BE Ha TIeepe - padoTaeT. [Ip Bei3oBe Ha HIIC B sdeiike ¢ miieepom - Urpa BEUIETAET.
Zig: Beuterano u Ha Tuieepe U Ha HIIC...

Show

Kpatkoe nazBanue: TST

Bri3biBaercst Ha 00bEKTE: HET

IMapametprl: VarName

Onucanne: [TokaspiBaeT 3HaYEHHs CKPUIITOBBIX epeMeHHBIX: show gamedayspassed

Show1stPerson

Kpatkoe nazBanue: S1ST

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Omnmucanne: [Toka3zeiBaeT Moaens oT 1-ro imia kamepoi ot 3-ro jaumna. Ecian urpok HaXOAWUTCS B PEKUME OT 3-TO JINIA, TOKa3bIBAaeT
oba.

Zomb: TToka3pIBaeT TOJHLKO PYKH U OPYKHE.

Zig: TouHee, IEPEKIIIOYACTCS HA BUJ] OT IIEPBOTO JIUIA

ShowAnim

Kpartkoe Ha3Banue: SA
Bri3biBaercst Ha 00beKTE: 12
ITapameTpsl: HET



Omnncanne: [Toka3pIBaeT cTaTyc aHUMAILUK U aKTepa.
Zomb: TToka3pIBaeT CleMyroNIve 3HaYeHUS (JaCTHBIN CITyJai):
---Actor Variables---

Process Level: High

Wants Weapon Drawn 0, Weapon Drawn 0

Life state: Alive

Sit/Sleep State: Hopm

Knock State: Hopm

Has RagDoll: Yes

Current Package Target: ums nenucs (kox)
---Animation---

Anims Loading: 0

LowerBody-> //1dle

ShowFullQuestLog

Kpatkoe na3Banue: SFQL

Bri3biBaercst Ha 00bEKTE: HET

IMapametpsr: QuestID

Onucanne: [TokaspIBaeT Bee 3aucH )XypHaia JJIsl OHOTO YKa3aHHOTO KBecTa

ShowHeadTrackTarget

Kpartkoe nazBanue: SHeadT

Brr3piBaercs Ha oOBekTe: 1a

ITapameTpsr: HET

Omnmucanne: [TokaspiBaeT 1mens ciueskeHust rojoBsl npc if set from look function

Zomb: OyHKIMS MHE OTBEYANA, 9TO LENN CISKEHUS HET, HECMOTPS Ha TO, YTO CIICKEHHE SBHO OBLIO.
Zig: To xe camoe. CnexxeHne UAeT, (PYHKIHS MOJTIHT.

ShowPivot

Kpatkoe na3Banue: SP

Bri3siBaercsa Ha 00BEKTE: Ja

ITapameTpsl: HET

Zomb: BpeMEHHO MOMEIIIAET JKENTHIN TUTIOC Ha [IEHTPE BpaIlleHHUs 00BEKTA.

ShowQuestLog

Kpatkoe nazBanue: SQL

Bei3biBaeTcst Ha 00bEKTE: HET

[Tapametpsr: bShowCompleted

Onucanue: [TokaspiBaet xxypHan kBecta. Onar: O=Tekylue KBecThl, 1=3aBepIlIeHHbIC KBECTHI

ShowQuests

Kpartkoe nazBanue: SQ

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanue: BeIBOIUT CIIUCOK BCEX KBECTOB.

ShowQuestTargets

Kpatkoe nazBanue: SQT

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Omnmucanne: [Toka3piBaeT TeKyIIue eI KBECTa

Zomb: [Toka3pIBaeT UM TEKYIIETO KBECTa B PEIAKTOPE, HOMEP CTaIuM, KO pehepeHCKO Leu U KO IBEPH, 32 KOTOPOU €€ UCKATh.

ShowQuestVars

Kpartkoe nazBanue: SQV

BrI3biBaeTcs Ha 00BEKTE: HET

[TapameTtpsr: QuestID

Zomb: Iloka3pIBaeT KBECTOBEIEC TIEPEMEHHEIE, a TAK)KE IPHOPUTET U cTaTyc kBecTa [sqv QuestID]

ShowRenderPasses

Kpatkoe Ha3BaHue: srp

Be13biBacTCst HA 00BEKTE: HET

ITapameTpsl: HET

Onucanne: Penzep n3odpaskeHus uis ciaenyromero gppeiima.

(display render passes for the next frame)

Zomb: OTKpBIBaET OTAEIBHOE OKHO, B KOTOPOM BBIBOJIMTCS] HEPAPXUIECKHUIT CIIMCOK y3J10B ciieHbl. Ha Bpemst pabotel okHa O0IMBHOH
3amopaxxuBaercsi. OKHO OTKpbIBaeTcs B poHe - nepexiouarsest Alt+Tab

Zig: OxHO oTOOpaXkaeT BCe, YTO 3arpy’KEHO B JAHHOM (peiMe... MOJIETIH U TEKCTYPHI.



ShowScenegraph

Kpatkoe nazBanue: SSG

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Onucanne: Co3aaTh OKHO € TOJHOLEHHOW UIPOBO# rpaduueckoil CLieHOi.

(Create a window with the full game scene graph).

Zomb: Ananoruuno ShowRenderPasses, HO moka3biBaeT emié U HHGOPMAIIHIIO [0 MUPY B UHTEpQEiCy.

ShowSubSpaces

Kparkoe HazBanue: sss

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: HET

Omnmcanne: Bpemennoe otobpaxxkenue moanpocrpanctsa. (Temporarily displays subspaces).
Zomb: DdhekTa He 3aMETHII.

ShowSubtitle

Kpatkoe na3Banue: ShowSubtitle

Bri3biBaeTcs Ha 00BEKTE: HET

IMapameTtpsr: bFlag

Omnucanue: [Tokas Bcex auanoroBeix cyoTuTpos. (1 — mokaseiBaTh Beerna, 0 — Bceraa npstaTh).

ShowVars

Kpatkoe na3Banue: SV

Brr3eiBaercs Ha oOBekTe: 1a

ITapameTpsr: HET

Ornucanue: [Toka3aTh mepeMeHHBIC HAa 00BEKTE.
[pumep: player->sv

ShowWhoDetectsPlayer

Kpatkoe nasBanue: SWDP

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onmcanne: OToOpakaeT Ha 3KpaHe NMEHA TeX, KTO BUIUT UTPOKa. Eciy Urpok B pexxnMe CKPBITHOCTH, TO OKa3bIBAET TONBKO
TeX, KTO €ro oOHapyXKHBaeT.

SpeakSound

Kparkoe nazBanne: SpeakSound

BeI3biBaeTcst Ha 00BEKTE: 12

IMapameTpsr: Filename, iEmotion, iEmotionValue

OnucaHue: HeT.

Zig: Bocpon3BouT 3ByKOBOM (aidin aiist BeIgeneHHoro oobexra. Cam daiin mmoc anuMarus Beipaxenus smna HIIC Bo Bpemst
BOCIIPOU3BECHHUS.

StartAllQuests

Kpatkoe Ha3BaHue: saq
Brr3piBaercs Ha 00BeKTe: HET
ITapameTpsr: HET

Ormucanue: CtapT BceX KBECTOB.

TestAllCells

Kpatkoe nazBanue: TAC

Bri3biBaercst Ha 00bEKTE: HET

ITapametpsr: iValue

Onucanue: Tectupopanue Beex adeek (0 - crom, 1 - cTapT, 2 - HHTEpbepsl, 3 — TEKYIIUNA BHEIIHUH IKCTEPhED)

TestCode

Kpatkoe nazBanue: TestCode
Brr3piBaercs Ha 00beKTe: HET
ITapametpsr: HET

Omnmcanue: HET

Zomb: DddexTa He 3aMeTHIT

TestLocalMap

Kparkoe Ha3zBanue: tlm

Bri3siBaeTcs Ha 00BEKTE: HET

IMapametpsr: iValue

Onucanue: Cumyisinus jgokanbHoi kapTel (1 umu 0 ansgs FOW - BKIIIOYUTB WK BBIKITIOUUTD)



Zomb: Ha HekoTopoe BpeMs co37aéT Ha Oy MO HTPOKOM TEKCTYPY C JIOKATBHON KapToi. BeITsinuT 310 601ee apko, yeM B
naBeHTape. C ¢marom 0 mokaspIBaeT BCIO sUEHKY/MHP, ¢ ¢raroM 1 ToKa3pIBaeT TOIBKO OTKPHITYIO YacTh (Fog of war)
Zig: BEIBafOT TIIIOKK B BUJIE YEPHOTO KBaIpaTa.

TestSeenData

Kpartkoe Ha3Banue: tsd

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanne: BuzyanbHoe 0ToOpakeHHE TEKYIIUX JaHHBIX IS IPOCMOTPA.
Zomb: Ha HekoTOpO€e BpeMs TeHepUpyeT Ha 3eMile KaKyl0-TO KPaCHYIO CETKY.

ToggleAl

Kparkoe nazpanue: TAI

Brr3eiBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Omnmcanue: HET

Garin: Brikntouaet Al y Henmcelt.

Zomb: Beixmouaer Al y aktepoB. [Ipu 3ToM oHHM BOOOIIIE HUYET0 HE JIENIAl0T, HO €CJIM KOTO-TO YAApPUTh B 3aMOPOKEHHOM COCTOSIHUH,
TO MOCJIC Pa3MOPO3KH OH BaM OTBETUT. DYHKIMS MOXKET BBIKIIOUUTH KaK OJHOTO (BBIJEICHHOI0) aKTepa, TaK ¥ BRIPYOUTH BOOOIIE
BCEX, €CIIM HUKTO HE BBICIIEH.

ToggleAiSchedules

Kpatkoe nazBanue: TAIS

Brr3piBaercst Ha 00beKTe: HET

ITapameTpsr: HET

Omnmcanue: HET

Zomb: BeipybaeT ToipKk0 gacth "'Mo3ra" NPC - ero pacnmcanue. Hermcn uayT Kyna I, He MEHsIS HAIIPABJICHUS U TOJI0SCH
roJIoBOM B cTeHy. Eciin HamacThb - OTBETAT cpa3sy xe. JlelicTByeT cpa3y Ha BCE KHUBOE.

ToggleBorders

Kpatkoe na3Banue: TB

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Ormmucanue: OToOpaXkaeT JTMHUY TPAHMIL TS KOKIOW STUEHKH.

ToggleCastShadows

Kpatkoe nHa3Banue: tsh

Bei3biBaercst Ha 00bEKTE: HET

[MapameTtpsr: iShadowType [0-6]

Zomb: OnucaHue: BKJIIOYACT/BBIKIIOYAET TEHU JUIS Pa3HBIX IPYII 00BEKTOB.

ToggleCellNode

Kpatkoe nazBanue: TCN

BrI3biBaeTcs Ha 00BEKTE: HET

IMapameTtpsr: iValue [0-5]

Omucanmue: [TepekmouaTens 3D mist modepHed BepuHbI saeiku: 0 - aktep, 1 - Mapkep, 2 - 3emis, 3 - BoJa, 4 - CTaTUKA, S - aKTUBHO.
Zomb: YOupaet BU3yaabHOE 0TOOpaxkeHHe cOOTB. 00BeKTOB. [Ipnuém, ecim BEIOpATh aKTOPOB, TO MX MOJIEIH HCUYE3al0T, a TCHU
octarotcs. [Ipu arom NPC nipooimkaroT IeHCTBOBATD.

ToggleCharControllerShape

Kpatkoe nazsanue: TCCS

Bri3biBaercst Ha 00bEKTE: HET

IMapameTpsr:

Onucanue: Toggle char controller shape type.
Zomb: Dddekra He 3ameTnI.

ToggleCollision

Kpatkoe nazsanue: TCL

Bri3piBaeTcs Ha 0OBEKTE: HET

ITapameTpsr: HET

Zomb: Onmcanue: D10 xe jeButanus!!! A eciau cepbE3Ho, 3Ta KOMaHIa OTKIIIOYAET CTOJKHOBEHHSI CO BCEMHU 00BEKTaMH - MOYKHO
MIPOXOJIUTH CKBO3b CTEHBI, HY U JIETATh, COOTBETCTBEHHO (3€MJIM-TO TOKE HE YYBCTBYEIID).

ToggleCollisionGeometry

Kpatkoe nazsanue: TCG

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: [Toxa3biBaeT reomeTpHio cTojaKkHOBeHUH. [Ipoiie roBops, oKka3bIBaeT rpaHHLbl OOBEKTOB.



ToggleCombatAl

Kpatkoe nHa3Banue: tcai
Brr3piBaercs Ha 00beKTe: HET
ITapameTpsr: HET

Omnucanue: Br/otkn UU Gos

ToggleCombatStats

Kpatxkoe nazBanue: TCS

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onmcanne: Komanaa yaanena. Mcrmonb3yiite TDT u nepexirounTech Ha CTpaHUIy 00€BOi HHDOpMAITHH.

ToggleConversations

Kpatkoe nazsanue: TCONV

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsl: HET

Onucanue: Bxn/oTkn napaMeTpsl pa3sroBopa.

Zomb: 'oBOpHT, 4TO MOKa3bIBACT/MPSAYET CTAThI AUATOTOB. TOJIBKO Sl UX HUTAE HE 3aMETUIL
Zig: Ortkirouaer Oecelipl MEXIy epcoHaxamu. Bpoze.

ToggleDebugText

Kparkoe nazpanue: TDT

Brr3piBaercs Ha 00BbeKTE: HET

ITapameTpsr: HET

Omnmucanne: [TokaseiBaeT fps 1 BCeBO3MOKHBIE YUCIIOBBIE 3HAUCHMS IS OTJIAAKH, OTOOpakasi MX Ha IKpaHe B KOHCOJIH.

Debug Text (oTJ1a104HbIii TeKCT)
ITepeBon: Gwathlobal.

Konconpnas komanaa "Toggle Debug Text" (nnm TDT) MoskeT ObITh HEOLIEHUMBIM HHCTPYMEHTOM [UISl MOJLIEPOB M UTPOKOB. OHa
MOXET IPEJOCTaBUTh HH(OPMALIMIO, KOTOPYIO HEJIb3sI MOJIYYNTh HUKAKMMU JPYTHUMHU CPEJICTBAMH.

YroOb! BEIOpATh, Kakast HHPOPMALMs T0JDKHA NPEJIOCTaBISITECS B PEXKMME OTIIAJIKH, CYIIECTBYET HECKOJIBKO CIIOCOOOB:

3aiigure B manky \MyDocuments\MyGames\Oblivion\ u oTkpoiite ¢aiin "Oblivion.ini". B Hem HaiinuTe cTtpoky "iDebugText=",
mocyie KOTOPOH ciexyeT 9nucio. VI3MeHss 3TO YHCI0, BBl MOXKETE H3MEHATh BBIBOAUMYIO HH(POPMAIIHIO.

Bonee mpocToii crmocob — B Urpe B KOHCOJM HareyaTaiTe "sdt" miroc HoMep, KOTOPBIH Bbl XOTHTE UCITOJIb30BATh;

TpeTwii crioco6 - MOKHO MMPOKPYIHBATH CTPAHMIIBI C OTJIAJOYHBIM TEKCTOM, HCTIONB3Ys KitaBuiy Scroll Lock.

BHe 3aBUCHMOCTH OT CTpaHUIIbI, OTIAI0YHBIA TEKCT BKIIOYaeT B ce0s cueTunk FPS.

Uucina, mMmeromntie HanbobIIee IpUMEHEHHE U UTPOKOB B MoaepoB, 3To 0 i 10. Yceranosus iDebugText B 10, BB y3HaeTe,
CKOJIBKO TOBBIIICHUH HaBBIKOB UMEJ HTPOK TIOCIIE MTOCIIECAHEr0 MOBBIICHUS YPOBHS M KaKOB OyJIeT MHOXKUTEINb JJIsl XapaKTEPUCTUK B
JaHHbIM MoMeHT. ¥YcTtanoBuB iDebugText B 0, Moamelikeps! MOTYT y3HaTh uMs U ID sdeiiku, B KOTOpOH HAXOAATCS.

BoT nepeuceHp 3HaUCHUI, KOTOPBIE MOT'YT UCIIONIB30BaThes B (haiiie *.ini. THOT1a BHIBOIUMBIN TEKCT MCHSETCS B 3aBHCUMOCTH OT
o0cTosTenscTB. Takue ciayvyan OyayT OTMEUYEHBI 0C000.

OTpuuarejbHbIe YHCIA

JIto6oe oTpUIIaTeIbHOE YHCIIO IPUBENET K BHIBOY CICAYIOMIETO TEKCTA:
Exterior Cell Buffer: [int] (6ydep sxcTepbepoB)

Interior Cell Buffer: [int] (0ydep unreprepoB)

High Actors: [int] (akTepsl ¢ BEICOKUM ITpHOPUTETOM (?))

Middle High Actors: [int] (akTepsl cO cpeHe-BRICOKAM IPHOPUTETOM (7))
Combat Actors: [int] (akTepsI B 6010)

Non-Actor Mobile Objects: [int] (MoOWIEHBIE OOBEKTHI HE-aKTEPHI)

[[Tpumeuanue: To xe camoe, uto u sdt 32 (Oblivion v1.1 beta patch)]

0 — Bpemsi u MecTo
VYcranoska iDebugText B 0 mpuBeAeT K BEIBOAY CIEIYIONMIETO TEKCTA:
[JIEBASI CTOPOHA]



Day of the Week: [in-game day] (neHs Henemm)

Date: [in-game date] (qucno kajaeHgaps)

Time: [in-game time] (Bpemst)

Gameplay [time spent since last load] (Bpems mocine mocnenneit 3arpy3kn)
PC Cell: [ID of current cell] (ID Tekymeii stueitkm)

Map Name: [Name of current cell] (MUMs Texyien ssueiikm)
[TPABASI CTOPOHA]

[player name] (ums urpoka)

Heading: [float] (nanpaBnenue B3risna (?))

Pos: [x,y,z] (koopAnHATEL)

Bip01 Pos: [x,y,z] (xoopaunatsl BipO1)

WorldRoot CameraNode: [X,y,z] (koopaIuHATEI KaMepbI)

Cell [cell ID]: [x,y] (ID s4eiixu u ee KOOPAWHATHI)

Level: [int] (ypoBeHb)

Package: [string] (maker)

Procedure Current Pack: [string] (mpormemypa Texymieil ymakoBKm)
Current Editor Package: [string] (Texymuil makeT penakTupa)
Procedure Editor Pack: [string] (mpouenypa ynakoBku pefpakropa )
Actor Health: [double] (3nopoBbe akTepa)

Heading Target: [string] (11es1b IO HanpaBJIEHUIO B3TI1a)

[Tpumeuanue: To xe camoe, uto u sdt 33 (Oblivion v1.1 beta patch)

1 - AHumanun

VYcranoska iDebugText B | mpuBeAeT K BRIBOAY CIEIYIOMIETO TEKCTA:

[actor name] (ums akTepa)

HK_STATE-> [string] (?77?)

BoneLOD [int] of [int] (??7?)

Ist Person (B pexxume OT MEPBOTo JIUIA)

Lower Body -> //[Anim Type], Count: [int] (tHpOpMaIUs 0 HHKHEH YaCTH TEJIA)
time [float] move [float] attack [float] speed [int]/[int] delta [float]

[path to Animation] time [float]/[float] state [string] ease [float]

3rd Person (B pexXuMe OT TPETHETO JIUIIA)

Lower Body -> //[Anim Type], Count: [int] (mH(pOpMAaIisI 0 HIKHEH JaCTH TENa)
time [float] move [float] attack [float] speed [int]/[int] delta [float]

[path to Animation] time [float]/[float] state [string] ease [float]

2 - ycTaHOBKa B 2

VYcranoska iDebugText B 2 mpuUBeAET K BBIBOAY CIEAYIOIIETO TEKCTA:
Queued Count: [int]

Sleep Milliseconds: [int] (6e3neiicTBre B MITHCEKYHIAX)

Count Mult: [float]

FPS Mult [float] (MuoxuTens FPS)

3 - ycraHoBka B 3
Ycranoska iDebugText B 3 mpuBeAeT K BRIBOAY TOTO )K€ TEKCTA, 9TO U 2.

4 - LOD skcrepbepoB
VYcranoska iDebugText B 4 mpuBeAET K BBIBOAY CIEAYIOIIETO TEKCTA:



Exteriors to load: [int] (koJIM4ecTBO SKCTEPHEPOB, KOTOPHIE HEOOXOIUMO 3arPy3UTh)
[Exteriors being currently loaded] (3kcTepbepsl, 3arpy>keHHBIE ceidac)

High LOD to Load: [int] (LOD BbIcOKO#i AeTanu3anuy, KOTOPbIE HEOOXOANMO 3arpy3UTh)
Mid LOD to Load: [int] (LOD cpeaneii qetanu3anuu, KOTOpble HEOOXOANMO 3arPy3UTh)
Low LOD to Load: [int] (LOD Hu3ko# neTanu3anud, KOTOpble HEOOXOIMMO 3aTrPy3HTh)

5 - Ckpunrsl

VYcranoska iDebugText B 5 mpuUBeAET K BBIBOAY CIEAYIOIIETO TEKCTA:

Script Profiler (Ilpocaiinep ckpurntos)

Active: [int] (Quest: [int], Magic: [int]) Seconds: [float] Percentage: [float]% (AxtuBHsIe: (KBecTsl, Marus) Cekynabl, [Iporenr)
{ 151 KaXKIOTO AaKTUBHOTO CKPHIITA }

-> Seconds: [float] Percentage: [float]% (cekyHmpl, IPOIICHT)

6 — boeBast ungopmanus

VYcranoBka iDebugText B 6 mpuBeieT K BEIBO/LY CJICAYIOLIETO TEKCTA, KOTIa B KOHCOJIBHOM PEXHUME BBIJIEJICH UTPOK, MIIM HUYETO He
BBIJIEJICHO:

COMBAT INFO: [int] actors in combat with PC, [int] in combat total (koi-BO akTE€pOB, CPaKAIONUXCS C UTPOKOM, BCETO
Cpa)karolnuXcsl aKTEPOB)

[player name] (ums urpoka)

Current ref is the player - no combat info to display (texymuii ref — uTpox, HET HHpOPMAIIHN)

Bow Timer: [float] Zoom timer: [float] (Talimep nyka, Talimep PUOTMKESHUS)

SPEEDS: Walk: [float] Run: [float] Swim: [float] Swimfast: [float] Fly: [float] (ckopocTs X0a6051, Oera, mmaBaHus, OBICTPOTO
IUIABaHMUs, MOJIETa)

High Process Actors targeting Player (AkTeps! BEICOKOTO IPUOPUTETA, HALIEIUBAIOIHECS HAa UTPOKA)

[list of actors] (crucok akTepoB)

Middle Low Process Actors targeting Player (AkTepsl coeHE-HU3KOTO IPHOPUTETA, HALIETUBAIOLIUECS HA UTPOKA)

[list of actors] (criucok akTepoB)

Low Process Actors targeting Player (AxTepbsl HU3KOTO IPUOPUTETA, HALIEIUBAIOLINECS HA UTPOKA)

[list of actors] (crTUCOK aKTEpOB)

VYcranoska iDebugText B 6 mpuBeAeT K BRIBOAY CIEIYIOMIETO TEKCTa, KOTa B KOHCOJIBHOM pEXXHUME BbIIeIeH Bpar:[list]
COMBAT INFO: [int] actors in combat with PC, [int] in combat total (koJ-BO aKTE€pOB, CpaskaOLIUXCS C UTPOKOM, BCETO
CpaXKalolUXCs aKTEPOB)

[actor name] (UM akTepa)

H:[float]/[int] F:[float]/[int] M:[float]/[int] (3g0poBbe (Tek/Makc), Y cTanocTs (Tek/mMakc), Marus (Tex/Makc))

Disposition to Opponent: [int] (OTHOILIEHHE K ONIOHEHTY)

Distance: [float] Position: [float]deg (paccTostHre, TOIOKEHHE B TPaxycax)

Attack Reach: [float] (aucTaHIus aTaku)



Strategy: [string] (cTpaTerus)

Maneuver: [string] [float]/[float] pkg radius/tgt val: [int]/[int] (MeHEeBD)

Melee: [string] (OmxaMi 0071)

Selected Spells (BeiOpannsie 3akmuHaHUS)|[list]

[ list ] (crincok)

* Available Spells (nocTynHble 3aKIHMHAHUS)

[ list ] (criucok)

* FORWARD Power Attack Range: [float] (1ansHOCTb CUIIOBOM aTaku BIEpen)

[Can/Cannot] see main target (MoxeT/He MOKET BUAETh [VIABHYIO LIEJb)

[segment] in View (cermeHT B oJie 3peHuUs)

Detection level on current target: [signed int] {if <0 then->}(UNDETECTED) (ypoBeHnb 3aMeTHOCTH 1ieH, eciiu O - He3aMeTHa)
Current Targets (Texymue 1enun)

[target name]: [int] (uMms TeTTH)

Bounds:(x,y,z)-(X,y,z)

ALLIES (coro3HUKH)

[ list ] (crcok)

[player name] (ums urpoka)

H:[float]/[int] F:[float]/[int] M:[float]/[int] (3n0poBbe (Tek/Makc), ¥YcTanocTs (Tek/mMakc), Marus (Tek/makc))
Disposition to Opponent: [int] (OTHOILIEHHE K ONIOHEHTY)

Target is [name]. {if PLAYER->}No Al Info (ums nenu, eciti Urpok — HeT MHGOPMALHN)

7 - Ctuab 605

YcranoBka iDebugText B 7 mpuBeieT K BBIBOLY CJIEAYIOLIETO TEKCTA, KOT1a B KOHCOJIBHOM PEXHUME BbIJICJICH UTPOK, UITH HUYETO HEe
BBIJICJICHO:

COMBAT STYLE: Current Ref is the Player (Texymuit 00beKT - HTPOK)

YcranoBka iDebugText B 7 mpUBEAET K BBIBOAY CICIYIOIIETO TEKCTA, KOTJ]a B KOHCOJIBHOM PEKUME BBIJICIICH Bpar:
COMBAT STYLE:

MELEE DECISION

Block %Chance: [int]([int]) (mmanc 610kupOBaHMS)

Attack %Chance: [int]([int]) (maHc aTakH)

Recoil/Stagger Bonus to Attack: [float]([int]) (boHYC OTCKOKa/IIaTaHUS K aTaKe)
Unconscious Bonus to Attack: [float]

Hand-To-Hand Bonus to Attack: [float] (pykomantapiii 60HYC K aTtake)

POWER ATTACKS

Power Attack %Chance: [int]([int]) (1maHC CHIOBOM aTaku)

Recoil/Stagger Bonus to Power Attack: [float] (0oHyc OoTCKOKa/lIaTaHUs K CHIIOBO aTake)
Unconscious Bonus to Power Attack: [float]

Choose Power Attacks using % %Chance. (BbI00p CHIIOBOM aTakH, UCHOJIb3Ys MIaHc % )
Normal: [int]([int]) (HopManbHas cuiioBas aTaka)

Forward: [int]([int]) Back: [int]([int]) (cunoBas aTaka Briepen, Ha3am)

Left: [int]([int]) Right: [int]([int]) (cnmoBas aTaka BIe€BO, BIIPaBO)

Hold Timer Min: [float]([float]) Max: [float]([float])

MANEUVER DECISION:

Dodge %Chance: [int]([int]) (mmanc Ha yKIOHEHHUE)

Dodge Left/Right %Chance: [int]([int]) (manc Ha yKIOHEHHE BIEBO/BIPABO)

Acrobatic Dodge %Chance: [int] (11aHc Ha aKkpoOaTUYECKOE YKIOHCHHUE)

Idle Timer Min: [float]([float]) Max: [float]([float])

Dodge L/R Timer Min: [float]([float]) Max: [float]([float])



Dodge Forward Timer Min: [float]([float]) Max: [float]

Dodge Back Timer Min: [float]([float]) Max: [float]([float])

Optimal Range Mult: [float] (MHOXUTETs ONTHMANTBHOM JUCTAHIINN)

Maximum Range Mult: [float] (MHOXHTETs MaKCUMAIEHON AUCTAHIINH)

Switch to Melee Distance: [float] (mepexos kK TUCTaHITHK OIVKHETO 00sT)

Switch to Ranged Distance: [float] (mepexox k quCTaHIMU AaTbHETO 00s)

Buff Standoff Distance: [float]

Ranged Standoff Distance: [float]

GroupStandoff Distance: [float]

[ranged preference string] (cTpoka npeanouTeHus JajabHero 00s)

ADVANCED DESICION

Yield [enabled/disabled] (rmommaBKu BKIJI/BBIKII)

Block Skill Modifier Base: [float] Mult: [float] (6a30BbIif MOAH(UKATOP, MHOXKHUTEIH YMEHHS OJIOKHPOBATH)
Attack Skill Modifier Base: [float] Mult: [float] (6a30BbIil MOAH(UKATOP, MHOXKHUTEIH YMEHHS aTAKOBATh)
Power Att. Fatigue Modifier Base: [float] Mult: [float] (6a30Be1if MOOH(HUKATOP, MHOKUTENH K YCTAJIOCTH, 3aTpadMBaeMOil Ha
CUJIOBYIO aTaKy)

Attack While Under Attack Mult: [float] (MHOXHTENb K aTake, KOTAa HaNagaeT Bpar)

Attack Not Under Attack Mult: [float] (MHOuTeNb K aTake, KOTla HE HAMagaeT Bpar)

Block While Under Attack Mult: [float] (MHOXHTENB K OJIOKY, KOT/Ia HAITaaeT Bpar)

Block Not Under Attack Mult: [float] (MHOXHTENB K OJIOKY, KOTJIa HE HAIlagacT Bpar)

Dodge Fatigue Modifier Base: [float] Mult: [float] (6a30Bb1if MOgUDUKATOP, MHOXHTENIH YMEHHS YKIOHSITHCS)
Encumbered Speed Modifier Base: [float] Mult: [float] (6a30BbIif MOIM(HKATOP, MHOKHTENIH CKOPOCTH MIPU HArpy3Ke)
Dodge While Under Attack Mult: [float] (MHOXHTENb K YKIOHSHUIO, KOT/Ia HalmagaeT Bpar)

Dodge Not Under Attack Mult: [float] (MHOXWHTENb K YKIOHEHHUIO, KOT/Ia HE HallagaeT Bpar)

Dodge Back While Under Attack Mult: [float] (MHOXHTETH K YKIOHEHHIO Ha3a/, KOT/Ia HammagaeT Bpar)
Dodge Back Not Under Attack Mult: [float] (MHOXHTENb K YKIIOHEHHIO Ha3aJl, KOT/Ia HE HallagaeT Bpar)
Dodge Forward While Under Attack Mult: [float] (MHOXHTENb K YKJIIOHEHHIO BIIEpEl, KOTIa HAallaJaeT Bpar)
Dodge Forward Not Under Attack Mult: [float] (MHOXXHTENHh K YKIOHEHHIO BIIEpE], KOTJa HE HaMaaaeT Bpar)

8 — Undopmanus o marun

VYcranoska iDebugText B 8 mpuBeAET K BBIBOAY CIEAYIOIIETO TEKCTA:

MAGIC INFO

[player name] (ums urpoka)

Caster Magicka: [int]/[int] (Marus 3aKIrHATES)

Caster [Inactive/Active] (3aKJIMHATEIb AKTHBCH/HCAKTUBEH)

CURRENT EFFECTS

[effect name]: Mag=[float] [Stat]=[int]/[int] from [location] (Texymuuii 3¢deKT: Marus, Xxap-Ka, JJOKAIHs)

9 — Nudopmanus o akTepe

VYcranoska iDebugText B 9 mpuBeAeT K BRIBOAY CIEIYIOMIETO TEKCTA:
ACTOR INFO: [actor name] (uMs akTepa)

ATTRIBUTES

Strength: [float]/[int] (cuma)

Intelligence: [float]/[int] (nHTEMIEKT)

Willpower: [float]/[int] (cuna Boin)

Agility: [float]/[int] (;10BKOCTB)

Speed: [float]/[int] (ckopocTb)



Endurance: [float]/[int] (BEBIHOCIMBOCTB)

Personality: [float]/[int] (oGasHIE)

Luck: [float]/[int] (ymaua)

Health: [float]/[int] (3mOpoBBE)

Magicka: [float]/[int] (marms)

Fatigue: [float]/[int] (ycTanocTs)

Encumbrance: [float]/[int] (Harpy3ka)

Aggression: [float]/[int] (arpeccus)

Confidence: [float]/[int] (yBepeHHOCTB)

Energy: [float]/[int] (aneprus)

Responsibility: [float]/[int] (OTBETCTBEHHOCTD)

Bounty: [float]/[int] (Harpana)

Fame: [float]/[int] (cnaBa)

Infamy: [float]/[int] (xypHast ciaBa)

SKILLS

Armorer: [float]/[int] (opykeHHUK)

Athletics: [float]/[int] (aTneTuka)

Blade: [float]/[int] (Meun)

Block: [float]/[int] (6;10K)

Blunt: [float]/[int] (mpoOsiee opyxue)

Hand to Hand: [float]/[int] (pykonaiunas)

Heavy Armor: [float]/[int] (Tsxenast OpoHs)

Alchemy: [float]/[int] (amxwmMus)

Alteration: [float]/[int] (u3MeHEHUS)

Conjuration: [float]/[int] (mpu3pIBanmE)

Destruction: [float]/[int] (pa3pymieHue)

Illusion: [float]/[int] (wmTr031K)

Mysticism: [float]/[int] (MucTHIIN3M)

Restoration: [float]/[int] (BoccTaHOBIICHKE)

Acrobatics: [float]/[int] (akpobaTrka)

Light Armor: [float]/[int] (;ierkast OpoHs)

Marksman: [float]/[int] (cTpenb6a)

Mercantile: [float]/[int] (Toprosist)

Security: [float]/[int] (B3mOM)

Sneak: [float]/[int] (CKpPBITHOCTB)

Speechcraft: [float]/[int] (kpacHOpeune)

INVENTORY

[equipped item name]: [damage if weapon] [float]% (M5 SKUTIHPOBaHHOTO MPEAMETA, ECIIA OPYKHE —TIOBPEKICHHUE)
ACTOR VALUES

Attack Bonus: [float]/[int] (DoHyC K aTake)

Blindness: [float]/[int] (cnemoTa)

Paralysis: [float]/[int] (mapanuy)

Detect Item Range: [float]/[int] (zadpHOCTE OOHApYKCHHS O0BEKTOB)
Swim Speed Multiplier: [float]/[int] (MHOXHTENb CKOPOCTHU TJIABAHUSA)
Stunted Magicka: [float]/[int] (Hu3Kast marus)
Telekinesis: [float]/[int] (TenekuHe3)

Resist Disease: [float]/[int] (conmpoTuBiIeHHEe 6OTE3HIM)
Resist Paralysis: [float]/[int] (compoTuBIeHHE TapanTndy)
Vampirism: [float]/[int] (Bammmpu3m)

Magicka Multiplier: [float]/[int] (MHOXWTENb Marum)
Defend Bonus: [float]/[int] (boHyC K 3amuTe)
Chameleon: [float]/[int] (xamesieoH)

Silence: [float]/[int] (TuIMHA)

Spell Absorb Chance: [float]/[int] (11aHCc Ha MOTJIOLIEHUE 3aKITMHAHUI)
Water Breathing: [float]/[int] (npixaHue moa Boaoi)
Detect Life Range: [float]/[int] (7anbHOCTE OOHAPYKCHUS HKHUIHH)
Resist Fire: [float]/[int] (conpoTHBIeHHE OTHIO)

Resist Magic: [float]/[int] (compoTuBIEHIE Marun)
Resist Poision: [float]/[int] (compoTuBneHuE SIIY)
Darkness: [float]/[int] (TbMa)

Night Eye Bonus: [float]/[int] (60oHyC HOYHOTO 3peHsT)
Casting Penalty: [float]/[int] (Heycmex KOIIOBCTBA)
Invisibility: [float]/[int] (HeBuTUMOCTB)

Confusion: [float]/[int] (koH(Y3usT)

Spell Reflect Chance: [float]/[int] (1manc Ha oTpakeHHe 3aKIMHAHUI)
Water Walking: [float]/[int] (xoIeHue no Boxe)

Reflect Damage: [float]/[int] (oTpakeHuE MOBPEXICHUIN)
Resist Frost: [float]/[int] (conpoTuBieHue Xoa01y)



Resist Normal Weapons: [float]/[int] (compoTuBIeHHE OOBITHOMY OPYKHIO)
Resist Shock: [float]/[int] (conpoTHBIIEHNE IIEKTPUIECTBY)
Resist Water Damage: [float]/[int] (conmpoTHBICHHE BOAHBIM TTOBPEXKIACHUSIM)

10 — IMoBbIIeHNEe yMeHMii 32 YPOBEHD

VYcranoska iDebugText B 10 npuBeneT k BEIBOLY CIEAYIOUIETO TEKCTA:
PLAYER CHARACTER

Skill Usage

Armorer ([int]): advances: [int], usage [float]/[float] (opyxeHHUK)
Athletics ([int]): advances: [int], usage [float]/[float] (aTneTHKa)

Blade ([int]): advances: [int], usage [float]/[float] (meun)

Block ([int]): advances: [int], usage [float]/[float] (mapupoBaHme)

Blunt ([int]): advances: [int], usage [float]/[float] (mpoGsimee opyxue)
Hand To Hand ([int]): advances: [int], usage [float]/[float] (pykonaminas)
Heavy Armor ([int]): advances: [int], usage [float]/[float] (Tspxenas OpoHs)
Alchemy ([int]): advances: [int], usage [float]/[float] (amxumust)
Alteration ([int]): advances: [int], usage [float]/[float] (u3MeHeHus)
Conjuration ([int]): advances: [int], usage [float]/[float] (mpu3siBanue)
Destruction ([int]): advances: [int], usage [float]/[float] (pa3pyiieHue)
[lusion ([int]): advances: [int], usage [float]/[float] (wruTIO3W1sT)
Mysticism ([int]): advances: [int], usage [float]/[float] (MucTHIIIZM)
Restoration ([int]): advances: [int], usage [float]/[float] (BoccTaHOBIICHNE)
Acrobatics ([int]): advances: [int], usage [float]/[float] (axpobaTuKa)
Light Armor ([int]): advances: [int], usage [float]/[float] (sierkast Oponst)
Marksman ([int]): advances: [int], usage [float]/[float] (cTpenbba)
Mercantile ([int]): advances: [int], usage [float]/[float] (Toprosmus)
Security ([int]): advances: [int], usage [float]/[float] (B3710M)

Sneak ([int]): advances: [int], usage [float]/[float] (ckpbITHOCTB)
Speechcraft ([int]): advances: [int], usage [float]/[float] (kpacHOpeuue)
Major Skills Advanced: [int]/[int] (OBbIIIEHHE TJIABHBIX HABBIKOB)
Attribute Skill Counts

Advancement #[int]

Strength: [int] (TOBBIIIICHNE CHIIBI)

Intelligence: [int] (mOBBIIEHHE HHTEIUIEKTA)

Willpower: [int] (TIOBBIIIICHHE CHIIBI BOJIH)

Agility: [int] (TIOBBIIIICHHE JTOBKOCTH)

Speed: [int] (OBbILIEHWE CKOPOCTH)

Endurance: [int] (roBbIlIeHHE BBIHOCIUBOCTH)

Personality: [int] (moBbImIcHHE 00ASTHIST)

Luck: [int] (moBbllLIeHUE yaauK)

Specialization Counts

Combat: [int] (cueTynk OOEBO CcrienUaIN3AIIH)

Magic: [int] (cueTdnK Marun4eckoii crieraIn3aim)

Stealth: [int] (cueTunk crienMaIM3aIii B CKPHITHOCTH)

11 - Aynno nugopmanus
VYcranoska iDebugText B 11 npuBeneT k BEIBOLY CIEAYIOUIETO TEKCTA:
AUDIO INFO



[char] Music Playing: [string]([float]) (Tekymas My3bIKka)

[int] sounds loaded. [int] moving sounds registered. (Ko1-Bo 3arpy>kKeHHBIX 3BYKOB, KOJI-BO 3apETUCTPHUPOBAHHBIX IBHKYIIHXCS
3BYKOB)

[name of sound]: ([float]dB)([int]/[int]) ([int]) [additional info] (ums 3ByKa: TpPOMKOCTB)

12 - FPS
VYcranoska iDebugText B 12 npuBeneT k BEIBOLY CIEAYIOUIETO TEKCTA:
FPS: [int]

13 - T'eomeTpus
VYcranoska iDebugText B 13 mpuBeneT K BEIBOIY CIEAYIOMIETO TEKCTA:
Geometry [int] ([int])

Tri [int] : [float]

Pass [int] : [float]

TriPasses [int]

QueueMem [float] kb

TextureMem S [float] + R [float] = T [float] Mb

Occlusion Geom: [int], [int] tri, [int] wait loops

Sun Occlusion Wait Frames: [int]

Sun Occlusion Pixels: [int]

Bound Volume Occlusion Wait Loops: [int]

Active Lights: [int]/[int]
Grass: [int] g, [int] 1
DistantLOD: [int] g, [int] i

14 u BbIIE

VYcranoska iDebugText B 14 1 BbIme He IPUBEAET K BEIBOAY MOJIC3HOW HH(MOPMALINH WM BhIBeneT nHpopmarmio, kak iDebugText O:
IIpoTtectuposano ua Oblivion v1.1 beta patch:

sdt 14-23 BrirounTeNHHO TTOKa3bIBaeT 10 cTpaHmIl JaHHBIX 00 HCXOTHBIX TEKCTypaxX. Ha TeCTOBOM KOMITbIOTEpE JTaHHBIE CMEHSITUCH
pa3 B CeKyHIy, ¥ UX TPYAHO OBIJIO IPOYUTATH C SKPaHa.

sdt 24 mokassiBaeT Hagmuck "Profiler Not Enabled" u FPS.

sdt 25 nmokaseiBaetr Haanuck "Profiler(MAX) Not Enabled" u FPS.

sdt 26 nokassiBaeT Haanuch "Heap Stats" u FPS.

sdt 27 mokassiBaeT Haamuch "Mem Context Not Enabled" u FPS.

sdt 28 nokassiBaet Haanuch "SystemMem Context Not Enabled" u FPS.

sdt 29 nokassiBaet "SaveGame Info", oTHOocsuMecs k coxpaneHusim u FPS.

sdt 30 mokassiBaet "Paths to Build", FPS u nannsie "Paths Completed".

sdt 31 nmoka3siBaeT nHpoOpManuio o Jokaruu u FPS.



sdt 32 mokassIBaeT TO ke, 94To U sdt ¢ OTPUIIATEITHHBIMU 3HAYCHHUSIMH.

sdt 33 mokassIBaeT TO ke, 4To 1 sdt 0.

sdt 6osbie 33 moka3sIBaeT TO ke, uTo U sdt 33. (mporectupoBano no "sdt 40".)

[[Tpumeuanue: Tpebyercs moaTBepxaeHne nHpopMmanuu 11t Oblivion v1.1 beta patch. TpeOyeTcs moaTBepkIeHIE, MOTYT JTH
OTIpeJIeIICHHBIC CTPAHMIIBI OTIAMOTHON HH(POPMAIK OBITH OTKPBITHI C TOMOIIIBIO Oblivion.ini]

ToggleDetection

Kpartkoe nazBanue: TDETECT

BrI3biBaeTcs Ha 00BEKTE: HET

ITapameTpsl: HET

Ornucanue: HeT

Zomb: Bximouaet/Beiximouaer Al DETECTION. Hernvcu mepecTaroT Apyr Apyra BUAETh U HE BCTYIAIOT B Pa3roBOPHI MEXKITY COOOH.

ToggleDetectionStats

Kpatkoe nHa3Banue: tds

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsl: HET

Onucanne: [Toka3piBaeT XapakTEPUCTHKN OOHAPYKEHUS Y TEKYIIEH KOIHH.
Zomb: Dddekra He 3ameTnn

ToggleEmotions

Kparkoe Ha3Banme: temo

Br13biBaeTcs Ha OOBEKTE: HET

ITapameTpsr: HET

Omnucanne: Bxi/orki smonmu Ha nuie NPC.

ToggleFlyCam

Kpatkoe na3Banwue: tfc

Bri3biBaeTcst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanne: Bri/oTki cBo6oaHO seTatontyto kamepy (kamepy HI1O).
Zomb: Toxe knaccHas mryka! [lneiiep cTout Ha MecTe, a BBl yIpaBisieTe ABMKEHHEM KaMepbl. MOXXHO 10JIeTaTh, TOCMOTPETh, YTO
rne TBopurcs. Kamepa npoXoanuT cKBO3b CTEHBI M 3€MIIIO.

Zig: Ha3siBaeTcst cBoOoHas kamepa. HezameHnnmas Bems s "MyBHKOAEIOB" .

ToggleFogOfWar

Kpatkoe na3Banue: TFOW

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: HET

Zomb: Onucanue: Bxn/oTkn TymaH BOIHBI Ha JTIOKaIbHOM KapTe.

ToggleFullHelp

Kparxoe nazpanue: TFH

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Onucanue: BKI/OTKII MOJIHYIO CIIPaBKy

Zomb: Ecnu KIMKHYTH 10 00BEKTY KOHOJIBHOM CTPEITKOH, ITOKa3bIBaeT HOMEP CKPUIITA, BaJemblla, Kakue-To Giard u Jp.
“H(GOPMAIIHIO TIPO OOBEKT.

ToggleGodMode

Kpatkoe nazBanue: TGM
Bri3biBaercst Ha 00bEKTE: HET
ITapameTpsl: HET

Onucanne: Bki/oTki pexum 6ora

ToggleGrass

Kpatkoe nazBanue: TG

Brr3piBaercs Ha 00BeKTe: HET

ITapameTpsr: HET

Ornucanue: BKI/oTKI 0TOOpaXkeHUE TPaBBI.

ToggleGrassUpdate

Kpartkoe nazBanue: TGU

Bri3biBaeTcst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: OnycaHue: OTKII0YAET JOPUCOBKY TPaBbl BOKPYT Urpoka. CpabaThiBaeT B HOBOM sSTUEHKe.

ToggleHDRDebug



Kparkoe nazpanune: THD

Brr3piBaercs Ha 00beKTE: HET

ITapameTpsr: HET

Ornucanue: Bki/otkn otnagounsie TekcTypsl HDR.

Zomb: TToka3pIBaeT B yriy KapTUHKY dKpaHa C BBIJCICHHBIMH y4acTkamu, oopadareiBacMbivi HDR (HaBepHO)
Zig: TloaTBepxaaro.

ToggleHighProcess

Kpatkoe nazsanue: THIGHPROCESS

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onmcanue: BKitogaeT/Beikimodaet 1A s nermeeii ¢ Hi Processing

ToggleLeaves

Kparkoe nazpanue: TLV

Be13bIBacTCst Ha 00BEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: BxnrouaeT/BEIKIIOUAET JUCTBY HA IEPEBbSX U KyCTax.

ToggleLiteBrite

Kpartkoe na3zBanue: tlb

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsr: HET

Omnmucanne: Toggles lite brite render mode.

Zomb: Co3maéTt Ha 3eMJIe KaKyI0-TO cepo-0eiyro moBepxHocTh. OHA HEOAHOPOIHAS TI0 TOHY M HEe COBCEM IuTockas. Uto ob6o3Havaer,
st He oHsu1. Ecim 661 310 6511 MOPPOBHHT, TO 51 HOAYMAJI OBI, YTO OHA TTOKA3bIBAET BEPTCKCHI TCHHU.

ToggleLODLand

Kpartkoe nazBanue: TLL

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: Brmouaer/seikiodaer padoty LOD. Ilpu BeikimtoueHHoM LOD oTkito4aeTcst OTpHCOBKaA NajbHUX 3€MENb U
OIlyCKaeTCs TyMaH.

ToggleLowProcess

Kpatkoe nazanne: TLOWPROCESS

Brr3eiBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Zomb: Ommcanne: Ananornano ToggleHighProcess, Ho otkmouaer MU mms LOW PROCESS.

ToggleMagicStats

Kparkoe nazBanue: TMS

BrI3biBaeTcs Ha 00BEKTE: HET

ITapameTpsl: HET

Zomb: Oncanue: BrirrouaeT/BRIKIFOUACT CTATUCTHKY [0 Maruy (s HE 3aMETHII PabOThI)

ToggleMapMarkers

Kparkoe nazpanue: tmm

Brr3piBaercs Ha 00beKTE: HET

[TapameTpsr: iValue

Zomb: Onmcanue: BKI/OTKIT MapKephl JIoKauii Ha Tiio0anpHoN kapTe (1-1mokas3piBaeT Bee, 0-CKphIBaeT BCe).

ToggleMaterialGeometry

Kparkoe nazBanue: TMG

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onmcanue: [Toka3zpiBaeT MaTepualibHyI0 TeomeTputo. Odenp moxoxe Ha TCG.

ToggleMenus

Kparkoe nazpanue: TM

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Onucanue: CkpoiBaeT Bce MeHI0. Microsipb3yeTcst 1Sl CO3/1aHusl CKPUHILIOTOB.

ToggleMiddleHighProcess

Kpartkoe nazanue: TMHIGHPROCESS
Bri3biBaercst Ha 00bEKTE: HET
ITapameTpsl: HET



Zomb: Ommcanue: Ananornano ToggleHighProcess, Ho otkmouaer MU ms MiddleHigh Process.

ToggleMiddleLowProcess

Kpatkoe nazsanne: TMLOWPROCESS

Be13bIBacTCst Ha 00BEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: Ananornuyno ToggleHighProcess, Ho otkmouaer UM nast MiddleLow Process.

ToggleOcclusion

Kpartkoe Ha3BaHue: tocc

BrI3biBaeTcs Ha 00OBEKTE: HET

ITapameTpsr: HET

Omnmucanne: toggle occlusion query for geometry

Zomb: He coBcem nonsn cmbicia. [Tox BozneiicTBueM cBeTa (y MEHS OBLT (pakeiT) HAUMHAIOT MPOIaaaTh YaCTH MOJIENIeH aKTepOB.
Zig: Komanna mouemy cnemnana OOMMBHOH OXokel Ha MoppoyBUHI.

TogglePathGrid

Kparkoe nazanue: TPG

BrI3biBaeTcs Ha 00BEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: BxitoyaeT/BbIKIIIOUAET MOKa3 ceTu myTeBbiX Touek (PathGrid)

TogglePathLine

Kparkoe nazpanue: TPL

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Zomb: Ommcanue: Ha HekoTopoe BpeMs BKIIOYaeT 0TOOpakeHHe MyTH aKTOpa U3 OMIDKANIINX MyTEBBIX TOUEK M [IEH JBMKCHH.

ToggleRefractionDebug

Kpatkoe naszBanue: trd

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Omnucanue: Toggles refraction debug render texture.
Zomb: DddexTa He 3aMeTHIT

ToggleSafeZone

Kpatkoe nazBanue: TSZ

Be13biBacTCst Ha 00BEKTE: HET

ITapameTpsr: HET

Omnucanue: Display the television 85% safe zone.
Zomb: Dddekra He 3ameTnn

ToggleScripts

Kpartkoe nazBanue: TSCR

Bri3biBaeTcst Ha 00bEKTE: HET

ITapameTpsr: HET

Ornmcanue: BKI/OTKII HCTIOJTHEHUE CKPHITTOB.

ToggleShadowVolumes
Kpatkoe nazBanue: TSV
Brr3piBaercs Ha 00beKTE: HET
ITapameTpsl: HET

Ornucanue: HeT

Zomb: Dddekra He 3ameTnn

ToggleSky

Kpatkoe nazBanue: TS

Brr3piBaercs Ha 00beKTe: HET

ITapameTpsr: HET

Zomb: Onrcanne: BKI/BBIKII OTPHUCOBKY HeOa

ToggleTrees

Kpatkoe nasBanue: TT
Bri3biBaercst Ha 00bEKTE: HET
ITapameTpsl: HET

Onucanue: Bki/oTkn aepeBbst

ToggleWaterRadius



Kparkoe nazpanue: TWR

Brr3piBaercst Ha 00BeKTE: HET

ITapameTpsr: HET

Omnmcanue: HET

Zomb: TToka3pIBaeT KakKMe-TO MapKephbl Ha TOBEPXHOCTH 3€MJIM U BOJBI. Ecii Bojia O1M3KO - MOKa3bIBaeT Ha He€ HaIpaBIICHHE.

ToggleWaterSystem

Kpatkoe nazBanue: TWS

Bri3biBaercst Ha 00bEKTE: HET

ITapameTpsl: HET

Zomb: Onucanue: Bxi/oTki rpaduyeckyro CHCTEMY BOJIBI.

ToggleWireframe

Kparkoe nazpanue: TWF

Brr3piBaercs Ha 00BeKTE: HET

ITapameTpsr: HET

Omnucanune: OtoOpaxkaeT MUP B BUJIC IIPOBOJIOYHOTO KapKaca.

Verbose

Kpartkoe nazBanue: VERBOSE

BrI3biBaeTcst Ha 00BEKTE: HET

ITapameTpsl: HET

Ommmcanne: Bki/oTkir MHOrocioBHbIE coobmenust MN/60s

WaterDeepColor

Kpatkoe na3Banwme: deep

Bri3biBaercst Ha 00bEKTE: HET

[Tapametpsr: iValuel, iValue2, iValue3
Omnucanue: M3MeHseT rTyOUHY 1[BETa BOJBI

WaterReflectionColor

Kpartkoe na3zBanue: refl

Bri3siBaeTcs Ha 00BEKTE: HET

[Tapametpsr: iValuel, iValue2, iValue3
Ornncanue: M3MeHsET 1IBETa MPETOMIICHHS BOBI

WaterShallowColor

Kpatkoe na3Banue: shallow

Brr3eiBaercs Ha 00beKTE: HET

IMapameTtpsr: iValuel, iValue2, iValue3
Onucanue: VI3MeHseT LBET BOJIBI HA MEJIKOBOIbC

9.1 llpunoxenue 1: Bozppamaemsie Tunsl Beandun (OBSEValueTypes)
CODE

Jluarma3oH - TUI BEJIMYHHEI
Range - Value Types

000-099 - O6mme 3navenus (Common Values)
100-149 - Opy:xue u crpeqanl (Weapon and Ammo)
150-199 - Bpous (Armor)

200-209 - Kaman nym (Soul Gem)

210-219 - Uurpeanents! (Ingredient)

220-229 - Anxummndeckue npeametsl (Alchemy Item)

CODE
Num GetOV GetCV Value

0 f weight - Bec

1 i gold value - KoJIM4YecTBO 30/10Ta (He CYUTAS 32a4APOBAHHBIX 3HAYEHMIA)
2 i f health (3mopoBbe)

3 i equipment SlotID (ciaot yxunuposkn SlotID)

4 i f enchantment charge - (croumocThb 3auapoBanmust)

5 bis quest item (KBecTOBBIIf MpeaMeT)

6 ref enchantment (3auapoBanue)

100 i attack damage (ymep6 ot atakn)

101 f reach (nocTu:keHus )



102 f speed (cKOpocTh)

103 i weapon type (THII OpYKHsl)

104 b ignores weapon resistence (i\rHOpUPOBaHNE COMPOTHUBJIEHHUS OPYHKHsI)
105 ref poison applied to weapon (si10BUTO€ OpY:KH€e)

150 i armor rating (pedATUHT OPOHU)

151 i armor type (Tun 6poHn)

200 i soul (xyma)

201 i capacity (BMecTUMOCTB)

210 bis food (mumra))

220 bis poison (s1)

Tuns! konoB (type codes):

CODE

Tun opyxwus (weapon type) (103)

: Blade1H - oqHopy4HBIe Meun

: Blade2H - nBypyuHble Meun

: Blunt1H - onHopy4Hoe apo0siiee opy:kue
: Blunt2H - nBypy4Hoe apobsiiee opy:kue

: Staff - nepconanbHoe

: Bow - myk

N AW =D

CODE

Tunsr 6porn (Armor Type) (151)

0: Light Armor - Jerkasi OpoHs

1: Heavy Armor - TsizkeJiasi OpoHst

CODE

Yposenb aymu (Soul Level) (200-201)
0: None - Het

1: Petty - kpoxoTHasn

2: Lesser - HeGoJbIIast (MajleHbKAas)
3: Common - 00bIYHAS

4: Greater - 00JbIIAS

5: Grand - orpomHas

9.2 Ipuaoxenue 2: Caorel ID aas 3xunuposku (Slot IDs)

CODE

Bpons/onexna (armor/clothing)

T'onosa (head)

Bouocsr (hair)

BepxHss yacTs Tej1a (upper body)
Huxuasasa yacts Tena (lower body)
Pyku (hand)

Horu (foot)

IIpaBoe koabuo (right ring)
JleBoe koabuo (left ring)

AmyJiet (amulet)

13  IIlur (shield)

15 Xsocr (tail)

LA AR WN =D

Opyxwue/cTpensl (weapon/ammo)
16 Opyxue (weapon)
17 Ctpeasl (6oenpunacobl (ammo), B O01UBHOHE — CTPeJIbl)

CrieruanpHbIe BO3BpAIllacMbIe 3HAUCHHS, UCIIOJIL3YEMBIC JUIS TTOJTYYCHUS THIIA SKUIMUPOBaHHBIX ipeametoB (Value Type 3) mpu
ucnons3oBanun pyHkiui GetOV, GetCV, GetEOV u GetECV

CODE

CriertmansHOe Bo3BpalmaeMoe 3HadeHue (Special return values):

18 Kak BepxH#isl, TAK H HUKHSIS 4aCTh TeJia (MJanu, MAHTHH)

3ape3epBUPOBAHHbBIC 3HAUCHHUS, KOTOPBIC B JJAHHBI MOMEHT HE MCITOJIB3YIOTCS H/HITU YCTapeIu
CODE

9 Opyxue (Weapon)

10 3amueunoe opy:kue (back weapon)

11 Opyxne Ha Goky (side weapon)

12 KouauaHn (quiver)

14 ®akeax (torch)



9.3 IIpuaoxkenne 3: Ckankoanst DX
Oynkmun OBSE paboTaror ¢ anmapatHo He3aBUcHUMBIMA Konamu DirectX, B wactHoctr, Moxyns Directlnput. B nmpusenearOM
TepeyHe NpUBEACH MOJHbIN criucok DX-ckaHKO0B.

CODE

0x01 1 ESCAPE

0x0221

0x03 3 2

0x04 43

0x05 5 4

0x06 6 5

0x07 7 6

0x08 8 7

0x09 9 8

0x0A 109

0x0B 110

0x0C 12 - (“-” MmuHyC Ha TJIaBHOW KJaBHATYpe)
0x0D 13 = (“=” paBHO)

0x0E 14 backspace

0x0F 15 TAB

0x10 16 Q

0x1117 W

0x12 18 E

0x1319R

0x1420 T

0x1521Y

0x16 22 U

0x17 231

0x18 24 O

0x1925P

0x1A 26 Left Bracket (sieBasi cko6ka)
0x1B 27 Right Bracket (npaBas cko0ka)
0x1C 28 Enter (Enter na rjiaBHo#i KjJ1aBuatype)
0x1D 29 Left Control (1eBor1ii Ctrl)

O0x1E 30 A

0x1F 31 S

0x20 32D

0x21 33 F

0x22 34 G

0x2335H

0x24 36 J

0x25 37K

0x26 38 L

0x27 39 Semicolon (To4ka ¢ 3anATO#)

0x28 40 Apostrophe (anoctpod)

0x29 41 ~ (Console) (*~” THabAA, KOHCOJIb)
0x2A 42 Left Shift (;1eBb1ii Shift)

0x2B 43 Back Slash (o6paThHas kocasi yeprta)
0x2C 44 Z

0x2D 45 X

0x2E 46 C

0x2F 47V

0x30 48 B

0x31 49N

0x32 50 M

0x33 51 Comma (*,” 3ansiTan)

0x34 52 Period (‘.”” Touka Ha rJIaBHOM KJaBuaType)
0x35 53 Slash (/” kocasi yepTa Ha rJIaBHOH KJIaBHATYpe
0x36 54 Right Shift (mpaswbrii Shift)

0x37 55 Num* (“*” ymHo:keHUe HAa TM(POBOIi KJIaBUATYpE)
0x38 56 Left Alt (1eBbIii Alt)

0x39 57 Space (mpo6en)

0x3A 58 Caps Lock

0x3B 59 F1

0x3C 60 F2

0x3D 61 F3

0x3E 62 F4



0x3F 63 F5

0x40 64 F6

0x41 65 F7

0x42 66 F8

0x43 67 F9

0x44 68 F10

0x45 69 Num Lock

0x46 70 Scroll Lock

0x47 71 Num?7 (7 na und)poBoii K1aBuaType)
0x48 72 Num8 (8 na undpoBoii k1aBuaType)
0x49 73 Num9 (9 na undposBoii kK1aBuaType)
0x4A 74 Num- (- BpluuTanue Ha HudpoBoii KIaBuarype)
0x4B 75 Num4 (4 na uudgpoBoii kJ1aBuaType)
0x4C 76 NumS5 (5 na uudposBoii ki1aBuarype)
0x4D 77 Numé6 (6 na uudposBoii ki1aBuarype)
0x4E 78 Num+ (“4” cyio:keHne Ha ¢ poBoii KIaBuarype)
0x4F 79 Numl1 (1 Ha un¢poBoii kiraBuaType)
0x50 80 Num2 (2 Ha un¢)poBoii K1aBHaTYypeE)
0x51 81 Num3 (3 na undpoBoii KI1aBHaTYype)
0x52 82 Num( (0 na undpoBoii k1aBuaType)
0x53 83 Decimal (. renuManbHas ToYKa Ha HU(POBOI KIaBHATYpe)
0x54 84

0x55 85

0x56 86

0x57 87 F11

0x58 88 F12

0x59 89

0x5A 90

0x5B 91

0x5C 92

0x5D 93

0x5E 94

0x5F 95

0x60 96

0x61 97

0x62 98

0x63 99

0x64 100 F13 (NEC PC98)

0x65 101 F14 (NEC PC98)

0x66 102 F15 (NEC PC98)

0x67 103

0x68 104

0x69 105

0x6A 106

0x6B 107

0x6C 108

0x6D 109

0x6E 110

0x6F 111

0x70 112 Kana (Japanese keyboard)

0x71 113

0x72 114

0x73 115

0x74 116

0x75 117

0x76 118

0x77 119

0x78 120

0x79 121 Convert (Japanese keyboard)

0x7A 122

0x7B 123 NoConvert (Japanese keyboard)
0x7C 124

0x7D 125 Yen (Japanese keyboard)

0x7E 126

0x7F 127

0x80 128 Kana (Japanese keyboard)

0x81 129

0x82 130



0x83 131

0x84 132

0x85 133

0x86 134

0x87 135

0x88 136

0x89 137

0x8A 138

0x8B 139

0x8C 140

0x8D 141 NumPadEquals (“=" na undposoii kaasuatype (NEC PC98))
0x8E 142

0x8F 143

0x90 144 CircumFlex (Japanese keyboard)
0x91 145 AT (NEC PC98)

0x92 146 Colon (NEC PC98)

0x93 147 UnderLine (NEC PC98)
0x94 148 Kanji (Japanese keyboard)
0x95 149 Stop (NEC PC98)

0x96 150 AX (Japan AX)

0x97 151 UnLabeled (J3100)

0x98 152 NumPadEnter (Enter Ha nudposoii k1aBuatype)
0x99 153

0x9A 154

0x9B 155

0x9C 156 Num Enter

0x9D 157 Right Control (npaBbiii Ctrl)
0x9E 158

0x9F 159

0xA0 160

0xA1l 161

0xA2 162

0xA3 163

0xA4 164

0xA5 165

0xA6 166

0xA7 167

0xAS8 168

0xA9 169

0xAA 170

0xAB 171

0xAC 172

0xAD 173

0xAE 174

OxAF 175

0xB0 176

0xB1 177

0xB2 178

0xB3 179 Num, (*,” 3ansitas Ha nudposoii knasuarype (NEC PC98))
0xB4 180

0xB5 181 Num/ (*/’ kocasi uepTa (nejienue) Ha nHM(PPoOBOii KIaBHATYpE)
0xB6 182

0xB7 183 SysRQ

0xB8 184 Right Alt (mpassbrii Alt)
0xB9 185

0xBA 186

0xBB 187

0xBC 188

0xBD 189

0xBE 190

0xBF 191

0xC0 192

0xC1 193

0xC2 194

0xC3 195

0xC4 196

0xC5 197

0xC6 198



0xC7 199 Home (Home on arrow keypad)
0xC8 200 Up Arrow (cTpeika BBepXx)

0xC9 201 PageUp (PgUp on arrow keypad)
0xCA 202

0xCB 203 Left Arrow (cTpejika BJieBO)
0xCC 204

0xCD 205 Right Arrow (cTpejika BipaBo)
0xCE 206

0xCF 207 End (End on arrow keypad)

0xD0 208 Down Arrow (cTpesjika BHU3)
0xD1 209 Page Down (PgDn on arrow keypad)
0xD2 210 Insert (Insert on arrow keypad)
0xD3 211 Delete

0xD4 212

0xD5 213

0xD6 214

0xD7 215

0xD8 216

0xD9 217

0xDA 218

0xDB 219 LWin (sieBast Windows kj1aBuiia)
0xDC 220 RWin (mpaBas Windows ki1aBuima)
0xDD 221 AppS (kaaBuma AppMenu)
0xDE 222

0xDF 223

AnbTepHATUBHBIC Ha3BaHW KJIABHII, oOyerdaromue nepexon or DOS.
BACKSPACE BACK backspace

NUMPADSTAR MULTIPLY ““**” on numeric keypad
LALT LMENU left Alt

CAPSLOCK CAPITAL CapsLock

NUMPADMINUS SUBTRACT “-* on numeric keypad
NUMPADPLUS ADD “+” on numeric keypad
NUMPADPERIOD DECIMAL “.” on numeric keypad
NUMPADSLASH DIVIDE “/” on numeric keypad
RALT RMENU right Alt

UPARROW UP UpArrow on arrow keypad

PGUP PRIOR PgUp on arrow keypad

LEFTARROW LEFT LeftArrow on arrow keypad
RIGHTARROW RIGHT RightArrow on arrow keypad
DOWNARROW DOWN DownArrow on arrow keypad
PGDN NEXT PgDn on arrow keypad

9.4 llpunoxenue 4: Urpossie ID ynpasaenus (Control IDs)
Hwke npuBenena Tabiimna COOTBETCTBHSI.

CODE
I I
Cod | Control | Vnpasnenue
]
I I
Forward | Bmepen
Back | Hazax

Slide Left | ITar BaeBO
Slide Right | [ar Bopaso

Attack | Araxka
Activate | AKTUBUPOBATbH
Block | Brox

Cast | Kacrosars

Ready Weapon | BuiHyTh Opyxue
Crouch/Sneak | Kpactees

Run | Bexars

Always Run | Beerna Gesxats
Auto Move | ABTOTIEpEIBUKCHIE
Jump | IIpsoKox

Toggle POV

Menu Mode Pexxum menro
Rest | OTapIx

Quick Menu | Brictpoe meHto
Quick1 | Brictpsrii Be1OOp1

el e e e el
OO\IO\MLMN,_OOOO\]O\UI#UJ[\)HO




19 | Quick2 BricTperit BIOOP2
20 | Quick3 BricTperit BBIOOP3
21 | Quick4 BricTperit BBIOOp4
22 | Quick5 BricTperit BBIOOPS
23 | Quick6 BricTperit BEIOOP6
24 [ Quick7 BricTprrit BEIOOPT
25 | Quick8 BricTperii BEIO0PS

26 | QuickSave | BricTpoe coxpaHeHue

27 | QuickLoad | BricTpast 3arpyska

28 | Grab | 3axBat
]

9.5 Ipuiaoxkenue 5: BuptyajbHble CKaHKOABI KiaaBull, onpeneneHubie B Windows (Virtual-Key Codes)

Hioke mpuBeieHbl CUMBOJIbHBIE IMEHA KOHCTAHT BUPTYaJIbHBIX KIABHATYPHBIX KOJIOB, MX 3HAYCHHS B IECSITHMHOM MCUHUCICHUN U UX
9KBUBAJICHTBI [UIs1 MBI U KIIABHATYPbI, UCTIOJIb3YEMbIE CHCTEMOI.

Ko/1pl OTCOPTHPOBAHBI 10 ASCATUYHBIM KOJAM B MOPSIIKE BO3PACTAHUSL.

CODE

Symbolic constant name - Value (decimal) - Mouse or keyboard equivalent
VK_LBUTTON 1 Left mouse button
VK_RBUTTON 2 Right mouse button
VK_CANCEL 3 Control-break processing
VK_MBUTTON 4 Middle mouse button (three-button mouse)
VK_XBUTTONI1 5 Windows 2000: X1 mouse button
VK_XBUTTON2 6 Windows 2000: X2 mouse button
— 7 Undefined

VK_BACK 8 BACKSPACE key

VK_TAB 9 TAB key

— 10-11 Reserved

VK_CLEAR 12 CLEAR key

VK_RETURN 13 ENTER key

— 14-15 Undefined

VK_SHIFT 16 SHIFT key

VK_CONTROL 17 CTRL key

VK_MENU 18 ALT key

VK_PAUSE 19 PAUSE key

VK_CAPITAL 20 CAPS LOCK Kkey

VK_KANA 21 IME Kana mode

VK_HANGUEL 21 IME Hanguel mode (maintained for compatibility; use VK_HANGUL)
VK_HANGUL 21 IME Hangul mode

— 22 Undefined

VK_JUNJA 23 IME Junja mode

VK_FINAL 24 IME final mode

VK_HANJA 25 IME Hanja mode

VK_KANJI 25 IME Kanji mode

— 26 Undefined

VK_ESCAPE 27 ESC key

VK_CONVERT 28 IME convert
VK_NONCONVERT 29 IME nonconvert
VK_ACCEPT 30 IME accept
VK_MODECHANGE 31 IME mode change request
VK_SPACE 32 SPACEBAR

VK_PRIOR 33 PAGE UP key

VK_NEXT 34 PAGE DOWN key

VK_END 35 END key

VK_HOME 36 HOME key

VK_LEFT 37 LEFT ARROW key

VK_UP 38 UP ARROW key

VK_RIGHT 39 RIGHT ARROW key

VK_DOWN 40 DOWN ARROW Kkey

VK_SELECT 41 SELECT key

VK_PRINT 42 PRINT key

VK_EXECUTE 43 EXECUTE key
VK_SNAPSHOT 44 PRINT SCREEN key
VK_INSERT 45 INS key

VK_DELETE 46 DEL key

VK_HELP 47 HELP key

48 0 key



49 1 Kkey

50 2 key

51 3 Kkey

52 4 Kkey

53 5 key

54 6 key

55 7 key

56 8 key

57 9 key

— 58-64 Undefined

65 A key

66 B key

67 C key

68 D key

69 E key

70 F key

71 G key

72 H key

73 I key

74 J key

75 K key

76 L key

77 M key

78 N key

79 O key

80 P key

81 Q key

82 R key

83 S key

84 T key

85 U key

86 V key

87 W key

88 X key

89 Y key

90 Z key

VK_LWIN 91 Left Windows key (Microsoft® Natural® keyboard)
VK_RWIN 92 Right Windows key (Natural keyboard)
VK_APPS 93 Applications key (Natural keyboard)
— 94 Reserved

VK_SLEEP 95 Computer Sleep key
VK_NUMPADO 96 Numeric keypad 0 key
VK_NUMPAD1 97 Numeric keypad 1 key
VK_NUMPAD?2 98 Numeric keypad 2 key
VK_NUMPAD3 99 Numeric keypad 3 key
VK_NUMPAD4 100 Numeric keypad 4 key
VK_NUMPADS 101 Numeric keypad 5 key
VK_NUMPADG6 102 Numeric keypad 6 key
VK_NUMPAD?7 103 Numeric keypad 7 key
VK_NUMPADS 104 Numeric keypad 8 key
VK_NUMPAD?9 105 Numeric keypad 9 key
VK_MULTIPLY 106 Multiply key
VK_ADD 107 Add key

VK_SEPARATOR 108 Separator key
VK_SUBTRACT 109 Subtract key
VK_DECIMAL 110 Decimal key
VK_DIVIDE 111 Divide key

VK_F1 112 F1 key

VK_F2 113 F2 key

VK_F3 114 F3 key

VK_F4 115 F4 key

VK_F5 116 F5 key

VK_F6 117 F6 key

VK_F7 118 F7 key

VK_F8 119 F8 key

VK_F9 120 F9 key

VK_F10 121 F10 key

VK_F11 122 F11 key



VK_F12 123 F12 key

VK_F13 124 F13 key

VK_F14 125 F14 key

VK_F15 126 F15 key

VK_F16 127 F16 key

VK_F17 128H F17 key

VK_F18 129H F18 key

VK_F19 130H F19 key

VK_F20 131H F20 key

VK_F21 132H F21 key

VK_F22 133H F22 key

VK_F23 134H F23 key

VK_F24 135H F24 key

— 136-143 Unassigned

VK_NUMLOCK 144 NUM LOCK key

VK_SCROLL 145 SCROLL LOCK key

146-150 OEM specific

— 151-159 Unassigned

VK_LSHIFT 160 Left SHIFT key

VK_RSHIFT 161 Right SHIFT key

VK_LCONTROL 162 Left CONTROL key

VK_RCONTROL 163 Right CONTROL key

VK_LMENU 164 Left MENU key

VK_RMENU 165 Right MENU key

VK_BROWSER_BACK 166 Windows 2000: Browser Back key
VK_BROWSER_FORWARD 167 Windows 2000: Browser Forward key
VK_BROWSER_REFRESH 168 Windows 2000: Browser Refresh key
VK_BROWSER_STOP 169 Windows 2000: Browser Stop key
VK_BROWSER_SEARCH 170 Windows 2000: Browser Search key
VK_BROWSER_FAVORITES 171 Windows 2000: Browser Favorites key
VK_BROWSER_HOME 172 Windows 2000: Browser Start and Home key
VK_VOLUME_MUTE 173 Windows 2000: Volume Mute key
VK_VOLUME_DOWN 174 Windows 2000: Volume Down key
VK_VOLUME_UP 175 Windows 2000: Volume Up key
VK_MEDIA_NEXT_TRACK 176 Windows 2000: Next Track key
VK_MEDIA_PREV_TRACK 177 Windows 2000: Previous Track key
VK_MEDIA_STOP 178 Windows 2000: Stop Media key
VK_MEDIA_PLAY_PAUSE 179 Windows 2000: Play/Pause Media key
VK_LAUNCH_MAIL 180 Windows 2000: Start Mail key
VK_LAUNCH_MEDIA_SELECT 181 Windows 2000: Select Media key
VK_LAUNCH_APP1 182 Windows 2000: Start Application 1 key
VK_LAUNCH_APP2 183 Windows 2000: Start Application 2 key

— 184-185 Reserved

VK_OEM._1 186 Windows 2000: For the US standard keyboard, the ';:' key
VK_OEM_PLUS 187 Windows 2000: For any country/region, the '+' key
VK_OEM_COMMA 188 Windows 2000: For any country/region, the ',' key
VK_OEM_MINUS 189 Windows 2000: For any country/region, the '-' key
VK_OEM_PERIOD 190 Windows 2000: For any country/region, the '.' key
VK_OEM_2 191 Windows 2000: For the US standard keyboard, the '/?' key
VK_OEM_3 192 Windows 2000: For the US standard keyboard, the "~' key
— 193-215 Reserved

— 216-218 Unassigned

VK_OEM_4 219 Windows 2000: For the US standard keyboard, the '[{' key
VK_OEM_5 220 Windows 2000: For the US standard keyboard, the '\I' key
VK_OEM_6 221 Windows 2000: For the US standard keyboard, the ']}' key

VK_OEM_7 222 Windows 2000: For the US standard keyboard, the 'single-quote/double-quote' key

VK_OEM_S8 223
— 224 Reserved
225 OEM specific

VK_OEM_102 226 Windows 2000: Either the angle bracket key or the backslash key on the RT 102-key keyboard

227-228 OEM specific

VK_PROCESSKEY 229 Windows 95/98, Windows NT 4.0, Windows 2000: IME PROCESS key

230 OEM specific

VK_PACKET 231 Windows 2000: Used to pass Unicode characters as if they were keystrokes. The VK_PACKET Kkey is the
low word of a 32-bit Virtual Key value used for non-keyboard input methods. For more information, see Remark in

KEYBDINPUT, SendInput, WM_KEYDOWN, and WM_KEYUP
— 232 Unassigned
233-245 OEM specific



VK_ATTN 246 Attn key

VK_CRSEL 247 CrSel key

VK_EXSEL 248 ExSel key

VK_EREOF 249 Erase EOF key
VK_PLAY 250 Play key

VK_ZOOM 251 Zoom key

VK_NONAME 252 Reserved for future use
VK_PA1 253 PA1 key

VK_OEM_CLEAR 254 Clear key



