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1. BBepgeHue

B naHHOM fOKyMEHTe paccmaTpuBaloTCcs BONPOChI, CBsi3aHHble ¢ AobaerneHnem B urpy Fal-
lout.3 HOBbIX 06Pa3LOB OPYXKs, He ABNSALMNXCS GaHanbHbIM PEKOH(UIOM OpUTMHANBHOTO, a
CO3[aHHbIX "C Hyna", T.e. MMeKLLMX COOCTBEHHbIE MELLW U TEKCTYPbI, OTNINYHbIE OT OpUrnHarb-
HbIX.

Bce HmxeHanucaHHoe SABNSAETCA BblAepKKaMy 13 NTIMYHOMO ONbITa, 3a UCKIMHOYEHUEM HECKOIb-
KUX pEeLLeHUIN, 3anMCTBOBaHHbIX C pasnnyHbix opymoB. Bce npumepbl B3STbl M3 MOErO nnaru-
Ha "ApceHan13", 3ameHsoLero 60nbLUMHCTBO CTaH4apTHOro opyxus ®3 mogensmu, 3anmMcTBO-
BaHHbIMM M3 OPYrMX NarnHOB, Kak NpaBuIo 3arpyeHHbix ¢ www.fallout3nexus.com.

34ecb He paccMaTpuBaeTcs co3fgaHne MoAernen opyxus (MeLen) n TeKCTyp AN HUX, TakK Kak
S1 cam B 3TOM MOHMMaro0 HeMHornm bonee, Yem Huyero. XKenaroLme MoryT 03HaKOMUTBLCS C 3TUM
matepuanom (GECK Wiki): Creating A Custom Weapon.

1.1. O603Ha4YeHUA U orpaHNYEeHuUs.
1. Onsa npocmoTtpa gokymeHTa B popmate PDF nyywe ncnons3osatb nporpammy Adobe

Reader. [Npn ncnonb3osaHum gpyrnx NporpamMmm BO3MOXHO HEKOPPEKTHOE OTKPbITUE UH-
TEePHET-CChISOK.

2. TekcT B pamMmke — cnpaBo4HO€E OOornoJIHeHUE.

3. MoHOmWVpPMHHEM mpubTOM BblAENEHbl NPUMepPbl CKPUMTOB.
1.2. NMapa coBeTOB, MOrywmnx o6nerynTb XXu3Hb.

1. TNpw co3gaHumn HOBbIX 0OBHEKTOB ByaeT Henmnoxo HaunHatb ux ID ¢ eanHoro npedwmkca,
HanpMMep accoLMMPOBAHHOIO C BaLUMM HUKOM, MW C HAa3BaHWEM NfarnHa, unm ewle ¢
4Yem To. OTO NO3BOMMT BaM NpOLLE M ObiCTpee OpUEHTUPOBATLCA B TOM HAarpoOMOXaeHUM
006beKTOB, YTO NpeacTaBnsieT n3 cebsa kKoHCTpykTop. Hanpumep, ID Bcex Momx 06BHEKTOB
HaumHatoTca ¢ A13. PaHblue, B TES3CS, ID mor cogepxaTb CMMBOS Nog4YeEpPKNBaHUS, HO
B GECK no kakomn-To npuynHe 310 HEBO3MOXHO.

2. BHewHwne hannbl pasmellanTte He B CTaHAAPTHbIX AMPEKTOpUsX (Tvna
data\meshes\weapons\1handrifle\), a B cBOM MMeHOBaHHbIE (Hanpumep
data\meshes\weapons\A13\).

3. Ecnu Bbl UICNONb3yeTe YyXKrue MOAENM 1 NyTK K TEKCTypaM NPOonncaHbl B camoi Moaenu,
TO U3MEHUTb UX MOXHO C nomMoLbio nporpaMmmbl NifScope
(http://sourceforge.net/projects/niftools/).

4. [nsa nccneaoBaHUs YyXXUX NnarMHoB (B T.4. Npunaraemoro K JaHHOMY JOKYMEHTY npume-
pa) pekomeHay ncnonb3oBaTtb He Tonbko 6eceakoBckmn GEKK, HO u ytunuty TESsnip
n3 coctaBa HebesbizBecTHOoro FOMM (http://sourceforge.net/projects/fomm/) - Tools-
>TESsnip. OTkpbIB hann nnarnHa B TESsnip Bbl yBuanTe TONbKO T€ 3N1€MEHTbI, YTO 13-
MeHeHbl/gobaBneHbl NnarnHoM.



http://www.fallout3nexus.com/
http://sourceforge.net/projects/fomm/
http://sourceforge.net/projects/niftools/
http://geck.bethsoft.com/index.php/Creating_A_Custom_Weapon

2. lobaBnsiem opyxue B Urpy.

WNTak, no waram:

>
>

oTkpbiBaem GECK u 3arpyxaem fallout3.esm;

B neson YacTtn Object Window Haxogum B 4peBoBMAHOM cnucke pasgen ltems->Weapon

1 BblOMpaem ero;

BbI3blBaeM KOHTEKCTHoe MeHto ([TKM) Ha ntobom anemeHTe crnmcka B NpaBon 4YacTu
Object Window n Bbibrpaem nyHkT New (unu Edit, ecnu koHdur cosnaetca Ha 6ase cy-

LLleCTBYHOLLErO, rMaBHoOe He 3abbiTb cMeHUTb ID);

3agaem xapakrepuctuku opyxus nxmem OK. Ha Bonpoc o cosgaHum Hosoro Form ID
oTBeYyaeM corrnacueM. Bug okHa pefakTMpoBaHusi napamMeTpoB OpYXUS NpuBeaeH Ha
puc. 2.1. OnucaHne anemeHTOB OKHa pedakTUpoBaHUA NpuBeaeHo B noapasaene 2.1

r —— =~
Weapon - - el u_l_J':' et S
D | Damage per second |0 o
Hame | Fiepai ltem List | NONE ~]
Equip Type |BigGuns j
Seript | MOME j Flags
_ [ NFCs Use Ammo [ Quest ltem
R | NONE j I lgnores Mormal “Weapon Resistance W Playable
™ Automatic [~ Player Only
Ammunition |NDNE ﬂ ™ Can't drop [~ MaoJam After Reload
Clip Rounds |127 I Mot Used in Mormal Combat [ Minor Crime
| . [~ Hide Backpack
I Skil |Unarmed ﬂ
Game Data ].t’-‘-.lt and Sound] Fiumblel
Wwheight |0.0000 Yalue |0 Fesist | MHOME j
Health [100 Damage |0 On Hit
Reach |0.0000 Amma Uz |1 |N0rmal farmula behavior j
Fire Rate |5.0000 # Projectiles |1 Range
Spread (10,0000 Limb Diong Mult 10000 fin |500.0000
Min Spread |0.0000 bax | 20000000
saniFoy 00000 B P e
Sight Usage |0.0000 Crit 5% My |1.0000 Ovenide
Crit Dmg |0 [ BurstShat | Long Bursts [ Action Points oy
) Dramage to li
Aim Arc |0 r ‘Weapon Mult 0.0000
Semi-Autanatic Ii Semi-Automatic li
Fire Delay Min 0.1000 Fire Delay Max 0.5000
Crit Effect | MOME j [¥ OnDeath
H [ Embedded ‘Weapon
|l Actar
|l Node | Yalue NONE J
ak | Cancel

PucyHok 2.1 OkHO peaakTUpOBaHUs NapaMeTpPOoB OPYXKUS



2.1. OnucaHue napameTpoB opyxus B okHe Weapon.

2.1.1. NocTOoAAHHAA YacTb OKHa

B BerHeI7I 4acCTun OKHa peaakTnpoBaHuA napamMeTpoB pacronoXeHbl NOCTOAHHO BUONMbIE
ANeMEeHTbI.

ID — yHUKanbHbIN naeHTUdUKaTop opyxus. Mcnonb3yetca Ans naeHTUduKaLmm opyxxms ur-
POM.

Name — Ha3BaHue opyxusi. TekcToBasi CTpoka, oTobpaxaemasi B Urpe, Hanpumep B nun-6oe.

Script — ckpunT, NpuKpenneHHbIn K opyxuto. Beibnpaetca na sbinagatowero cnmucka. Moxer
ObITb OTKPbIT AN pefakTUPOBaHMSA PacnoiOXKXEHHOW cnpaBa OT CrMCKa KHOMKOW -

Object Effect — BbinagatoLmin cnnUcok, Yepes KOTopbIn MOXHO MOBECUTb HA JAHHbIN CTBOS
Kakne-Hmbyab addekTbl 4ENCTBYIOWME HA Bac, Ha BparoB, a BO3MOXHO M Ha OKPY>XKatoLLLYLO
cpeny, B 06LleM 34eCb MHOTO Yero MOXHO MOBECUTb, BCE 3aBUCUT OT 0OOCHOBAHHOCTU 3TOrO
adppekTa Ha gaHHOM Buae opyxus. SpdekT 6epetca na pasgena Game Effect->Object Effect.

Ammunition — ncnone3yembin opyxuem 6oenpunac. Opyxune MOXeT UCNONb30BaTb TOMBKO
oaviH Bua 6oenpunacos.

Clip Rounds — makcnmanbHOe KOnmMy4ecTBO NaTPOHOB B MarasnHe OpyXXusi.
Skill — ckunn (HaBbIK), BMSOLWMA Ha 3 EHEKTUBHOCTb NCNONb30BaHUS OPYXMUSI.

Damage per second — MH(pOPMaLMOHHbIE NONA, HE OOCTYNHbIE ANA pegakTUpPOBaHUS.
OTobpakatoT ypOH, KOTOPLI MOXET HAHECTU OpYXMe 3a cekyHay "cTpenbbbl" (npaBoe none)
npu ypoBHe HaBblka SKill, paBHOMY 3Ha4YeHuUIo B ieBoM none (Kak npasuno - 0). 3aBUCUT OT 3Ha-
yeHus napameTpoB Damage u Fire Rate Bknagku "Game Data", a Takke BbibpaHHOro Tuna
aHumaumm "ctpensbbl” n napametpos Multiplier n Attack Multiplier sknagku "Art and Sound".

Repair Item List — cnucok npeameToB, KOTOPbIE MOXHO MCNOSIb30BaTb A1 PEMOHTA JOHHOIO
cteonia. Cnucok gosmkeH bbITb NpeaBapuTernbHO co3aaH (pasgen Miscellaneous->Form List).
Ecnun ykasatb NONE, To opyxue OyaeT YMHMUTLCS TONbKO TaknUM XKe OPYXUEM.

EQUIp Type — TUN 3KUNMNPOBKMN. |/|CI'IOJ'Ib3yeTCFI NCKINKYNTENbHO AnA OTO6pa)KeHI/1$I THUMNa 3Kn-
NMMPOBKN MNP HAa3Ha4YeHUN ropAYnNX KriaBulLL.

Flags — cpnaru opyxus.

¢ NPCs Use Ammo — NPC 6yayT ucnonb3oBaTtb po3faHHble NaTpoHbl. B npoTMBHOM
cny4yae naTpoHbl 6yayT 6eckoHeuHbl. 10 ymonyaHuo copoLleH.

& Ignores Normal Weapons Resistance — opyxue 6yaet nrHopuposate Damage Resist
BGpOHK, Te YPOH HEMOCPEACTBEHHO HAHOCUTCSA Ha Urpoka, urHopupys AR 6poHu, a
Takke, BO3MOXHO, U Te apyrue resists kotopble Bbl nponucanu B Object Effect y 6po-
Hek. B urpe ncnonb3yeT 3TOT NapameTp ToNbKo [epyaTkm KOrta cMepTu. Takke CTouT
OTMETUTbL, ECNN Bbl XOTUTE CO3a4aTb NUCTONET C BPOHEBOHBIMU NAaTPOHAMM, TO HE
crneayeT ykasblBaTb 3TOT NapamMeTp, Befb He NUCTOMET e Y Hac 6poHebolHbIN a na-
TPOHbI , TAK YTO yKa3blBaNTE 3TOT NapamMeTp AN NaTpoHOB B pa3gene Ammo, OH TaM
TOXE €CTb.

Automatic — opyxune MOXeT CTPesnsaTb odepeadamu.

Can't drop — opyxune He MOXeT ObITb NogobpaHo ¢ Tpyna, a 6yayyun BbIOUTLIM U3 PYK,
He moxeT ObITb NogobpaHo Urpokom. YctaHaenmsaeTcsa copocom cnara Playable.

& Not Used in Normal Combat — opyxue He 6yaeT ncnonb3oBaTbCA,eCNn He NPonMcaHo
B Use Weapon Package. ToO4HO He M3BECTHO, YTO 3TO BCE 3HAYMIT, HO B Urpe eCcTb Ta-



Koe opyxwue - 3To 6oMbbI, koTopble bpocaeT Jlnbeptu MNpanm Bo Bparos. MNpeanono-
XUTENbHO 3TOT NYHKT ucnonb3ytoT NPC npu onpeaeneHHbIX YCNoBusx, KOTopble Npo-
nucaHbl B Use Weapon Package.

¢ Quest Item — kBecTOBbIN NpegMeT. He MoxeT BbITb yaaneH HU N3 UHBEHTaps, HU U3
Mupa.

¢ Playable — opyxne MOXeT UCNOSMb30BaTbCS UTPOKOM. [pu yCTaHOBKE aBTOMATUYECKU
cbpacbiBaeT onar Can't drop.

& Player Only — poctynHo Tonbko nrpoky. NPC ByayT ero nonHOCTbO MTHOPUPOBATb,
T.€. Jaxe He noaGepyr.

¢ No Jam After Reload — HenocpeACTBEHHO nocrne nepe3apsakn OpyxXme He MOXET 3a-
KNMUHAUTb.

& Minor Crime — ncnonb3oBaHWe JaHHOIO OPYXnUsa He ByaeT BNUATL HANpPsMYO Ha BaLly
kapmy, T.e. Mpn ybunctee n3 Hero kKapma He U3MeHUTCs. B urpe ncnonb3yeTcsi TONbKO
y BCTpoeHHou B PJ13 nnasmeHHON BUHTOBKW, Be[lb 3TOT HaNapHUK NpUCcoeanHAETCS
npwv HENTparbHOW KapMe, HeYOMBUTENbHO YTO OPYXME Y HEro C TakuM napamMmeTpom,
Beab ybuBas U3 CBOEro opyxusi, oH BbICTPO Bbl N3MEHMN KapMy Urpoka u caenan 6ol
HEBO3MOXHbIM €ro NpucoeanHeHne K Urpoky. B obLiem aToT napameTp UCMOMb3yHoT
€Cnu Bbl UK co3faeTe Kakoro-HMbyab HeNTpanbHOro HanapHWKa u JaeTe emy Takyto
NyLKY, NN Ansa Yero-Hnbyab CBOEro B KakUxX-TO BaLUMX LEensx.

& Hide Backpack — ecnv donar yctaHOBNEH, TO OpyXue He ByaeT BUOHO 3a CNIUHOWN,
ecnu cOpoLLEH TO OHO UIK 3a CMIMHOW UMK Ha nosce. B 0CHOBHOM npumeHsaeTcs Ans
rPOMO3KOro OPYXUS UMK OS5 OPYXKUS Y KOTOPbIX €CTb €eLLe paHubl 3a CMYHOW, Takue
KakK MUHUraHbl NN OrTHEMETDI.

2.1.2. Bknagka Game Data

Ha aTon Bknagke HaxogaTca napameTpbl, OTBeYatoLwme 3a B3auMogencTBme Opyxus ¢
MUPOM.

Weight — Bec opyxusa B pyHTax (1 dyHT = 453,59237 r). ECnun n3BecTteH BeC B KI, MOXXHO
NPOCTO MHOXWUTb Ha 2,2 U NUcaTb B 3TO Norse.

Heath — npo4HOCTbL OpyXnsa. PakTUYECKUN, KONIMYECTBO XUTNONHTOB (300POBbLS) OPYXKMSI.

Reach — makcumanbHas gucraHums NPUMEHEHUA. ,D,J'IFI OrHECTpPESIbHOIo OPYyXuda MrHopnpyert-
cA.

Fire Rate — Temn aBTOMaTU4ECKOro OrHSA, BbICTPENOB B CEKYHAY. YUYUTbIBAETCA TONbKO AS1S
opyxu4a ¢ conarom Automatic.

Spread — pa3bpoc nonagaHun npu ctpensbe. Yron, B rpagycax, Boinerta "nynu" na cteona. B
OpUrMHanNbLHOM Urpe, N0 HEKOTOPbIM CBEAEHNSAM, OTKITHOYEH.

Min Spread — MMHMManbHbIN pa3bpoc.

Sight FOV - sight field of vision - nameHexne yrna o63opa B pexume npuuenmBaHms. 3Hadve-
HuMs oT 0 0o 5 n cBbIwe 75 He BNUSIOT Ha none 3peHus. Bce npoune 3HavyeHns — 4eM MeHbLue,
Tem 6onbLue NpubnmkeHne, HO MEeHbLLIE NMONe 3pEHUS.

Sight Usage — ckonb-HMbyab AocToBEpPHas MHpOpMaLmnsa OTCYyTCTBYET.

Crit Dmg — Kputnuecknin ypoH opyxusi, oH gobaBnsaetca k 06blMHOMY YPOHY npu cpabaTtbiBa-
HUW LLAHCa Ha KPUTUYECKMI YPOH, ero He kacaeTcst AR 6poHn (Damage Resist 6poHu), oH aen-
CTBYET HENOCPEACTBEHHO Ha LiENb, TaKXKe €CNKn 3TO He (hmn3nyecknin, a Kakon-Hnbyab ypoH OH
Takke 06XxoanT CBOK COMPOTMBNAEMOCTb, ecriv oHa nponucaHa B Object Effect 6poHu.
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Value — ueHa opyxus. B kpbiwkax. Mpn 100% coctosiHun.

Damage — ypoH, KOTOpPbIi MOXET HAaHECTU OpYXMe 3a OAMH BbICTPEN NPy HaBblke BnageHus
100. PeanbHO HAHOCUMBbI YPOH 3aBUCUT OT COCTOSIHUS OPYXKUS1 M YPOBHSI COOTBETCTBYHOLLIETO
HaBblka. [lNs aBTOMaTUYECKOrO0 OPYXXUSI - YPOH OT OAHOW Nynu, ByasTe BHAMATENbHbI.

Takke CTOMT OTMETUTb YTO YPOH rpaHaT MUH U pakeT NPONMCbIBAETCA He 30ecCh a B pasgene
Special Effects->Explosion, rage Hapo Bbi6paTth B3pbIB KOTOPLINM Mcnonb3yeT Projectile Bawwero
OpYXus.

Ammo Use — KonnyecTBO NaTpoHOB, TPATALLMXCSA NPU OAHOM BbICTPEnNe.
# Projectiles — 4ncno nopaxatowmx anemMeHToB Npu ogHOM BbICTpene.

Limb Dmg Mult — yepe3 3T0T KOS(PPULMEHT perynmpyeTcs noBpeXaeHne rno KOHEYHOCTSM.
B vrpe kpome o6LLero 300poBbs CyLlecTBa eCTb eLle NPOYHOCTb ero KOHeYHocTen. Ecnu Bbl, K
npumMmepy, nonagete xopolwo B Hory NPC, To OH HauMHaeT NnpuxpamMblBaTh - Bbl IOMaeTe emMy KO-
HEYHOCTb. BOT 4YTOGbI MM YMEHbLLNTD UMK YBENUYNTL 3TOT 3PAEKT UCNOMb3YETCS 3TO 3HaYe-
Hue. Ecnun oHo paBHo 0 nnn mexblie 0, To 3Ha4eHne NnpumeT ceoe 6a3oBoe 3HaveHne n3 Body
Part Data, 1 Takke cooTBeTcTBYeT 6a3oBOMY 3HayYeHuto. Ecnn meHble 1 n 6onbue 0, To ad-
eKT KaneyeHnsa opy>xmem no KOHEYHOCTAM YMeHbLUAeTcs, a ecnu 6onblle 1 TO yBenuyunsaeT-
csa. K npumepy 0.5 cooTBeTcTBYET yMeHbLUeHUIo 3apdekTa Ha 50%, a 3 - ysenudeHuio B 3 pasa.

Base VATS To-Hit Chance — 6a3oBasi BepOATHOCTb NonagaHnsi No OPYXUI0 B pEXMUME
VATS.

Crit % Mult — MHOXUTENb WIAHCa Ha KpUTMYeCcKnin yaap. PacyeT NpocT - ecnu BaLle opyxue
obnagaert k npumepy Crit % Mult = 3, a Bawa ygada paBHa 5 (4TO paBHSAETCS LLAHCY Ha KPUTU-
Yeckuin yaap 5%), TO WaHc Ha cpabaTbiBaHUE KPUTUYECKOrO yaapa y Ballero Opy>Kusi Takom
Crit % Mult * Luck (npn ycnoBuu 4TO Bbl HE N3MEHANN 3Ha4eHun coctasnsowmx Critical Hit
Chance Formula), T.e. 2*5=10%. Ecnn Bawe opyxue obnagaet Crit % Mult=0, To waHc HaHe-
CTK KpuTn4deckmm ygap paseH 0. [Ins aBToMaTU4eCKOro opyxmst MHOXUTESb CHNUTAET HEMHOO
nHade: ecnu Baw nynemet obnagaet Crit % Mult = 5, a Fire Rate=15, n y Bac ygaya = 5, 1o
pacyeT npuHumaetcs Crit % Mult/Fire Rate * Luck (npyn ycnoBun 4YTO Bbl HE U3MEHSSTN 3HAYEHUN
cocrtasnsowmx Critical Hit Chance Formula) = 5/156 * 5 = 1.666% BepoATHOCTW 3a BbICTPEn, YTO
YpaBHOBELUMBAET TO, YTO aBTOMaTU4ECKOE OpYyXXUe BbiNyCKaeT HaMHOro 6onbLle NaTpoHOB.

Short Burst — npegnonoxuTensHo 3TOT napamMeTp AOSMKEH Obin faBaTh PEXUM OTCEYKM Y
LUTYPMOBbIX BUHTOBOK U SMG, HO OH cOpacbkiBaeTcsi eCnm ero ykasatb Bo3amMoxHo He paboTaer.

Long Burst — B OCHOBHOM MCNOMb3yeTCsi MUHUTAHAMM U OPYTUM TSDKENbIM OPYXXMEM C aBToO-
MaTUYECKUM PEXMMOM OrHs. C 3TMM NapameTpoM UrPOK NPOU3BOAUT AMMHHbIE OYepean U3 AaH-
HOro opyxusa B pexume VATS.

Aim Arc — npeanonoxutenbHo napabona nynu, T.e., NPeAnonoOXNUTENbHO 34eCb MOXHO 3aaa-
BaTb TpebyeMylo TpaeKToputo nonerta nynu/cHapsiaa ¢ y4eToM AENCTBUS CUNbl TshkecTn. Bos-
MOXHO oTKmoYeH. B wiki nuwyT 4yTo ectb apyron napametp Gravity B pasgene Projectile, 4epes
KOTOPYH MOXXHO BNUSATb HA 3TK NyNu, B YEM U3MEPSIETCS HEM3BECTHO, Kak NPUMeHNATb 1 paboTa-
€T I - HEM3BECTHO.

Semi-Automatic Fire Delay Min — MmnH1umanbHoe Bpemsa Mexay ABYMS BbICTpenamu B nNony-
aBTOMaTU4YECKOM pexume.

Semi-Automatic Fire Delay Max — makcumanbHoe BpeMa Mexay ABYMS BbiCTpenamm B no-
nyaBTOMaTU4YECKOM peXume.

Crit Effect — adpdpekT npu kputnyeckom nonagaHun. YcraHosneHHol orniar On Death o3Ha-
yaert, 4YTo apbekT ByaeT NPMMEHSTLCA NULLBb NPU CMEPTU NPOTUBHMKA OT KPUTUYECKOrO nonaga-
HUS.



Resist — 3necb yctaHaBnvBaeTcsi TUN NOBPEXAEHUs!, YTOObl Ha HEro alekBaTHO pearnposa-
na conpoTMBSIEMOCTb KaK Ha CyLLeCcTBe, Tak U B napameTpax ero 6poHn. Hanpuwvep, ons orHe-

MeTa -

Fire Resist, ona nasepsbl n nnasma - Energy Resist (conpoTMBASeMOCTb K 3HEProopYyXUKo

OTCYTCTBYET B OpuUrnHarne, Ho ee MOXHO f06aBUTb). BOT NOMHbINA CNMCOK BCEX CONPOTUBNSIEMO-

cTen:
>
>

Fire Resist - akTMBHO NCNosb3yeTcA BCEM OPYXXNEM OrHEBOIO NOpPaXeHU4.

Electric Resist - He Ucnonb3yeTcsl, XOTA €CTb MOAbI C ANEKTPUYECKUM NOPaKeHNEM, YPOH
npeanoYnTatoT cTaBuTb Energy, He NOHATHA Noruvka...

Energy Resist - B opyrnHane Ucnonb3yeT BCe SHEProopy>KMe, a BOT 3aLUMTbl OT HUX HET,
npasAa cenyac akTMBHO UcCMonb3yeTcs B Modax, He B npumep Electric Resist.

Emp Resist - nicnonosyetrca OMU opyxunem, 3awmta BoodLLe HE NCNONb3YeTCH, AaXe B
Mofdax, T.K. B OCHOBHOM pacnpocTpaHSAeTCsa Ha poboToB, XOTHA TOXE HEMOHATHO 40 KOHUA
noyemy...

Poison Resist - caenaHo B urpe Ans ranoydkn, Bpoae OOMKHO TpaBUTb, HO BCE 3aKaH4u-
BaeTCsa Ha ypoHe AeNCTBYOLLEM Ha onpeaeneHHoe Bpems. Bpoae He aencTteyeT BoobLue
Ha CyLLleCTBa, eCTb NO403PEHME YTO BOOOLLE HE AENCTBYET HA BCEX KPOME HaLUEero re-
posi.

Rad Resit - coenaHo B urpe ang ranodky, AeNCTBYET NoYeMy TO TOMbKO Ha Hallero re-
posi, NPC u cywectsa BoobLle HE pearnpytoT Ha 3TOT YPOH.

Frost Resist - He ncnonb3yeTtcst BOOOLLE UIPOW, TaK Kak HET 4AaHHOIO TUMNa OPYXMUsl, XOTS B
apxmBax Urpbl BansrTCs KYCKU Cryo-opyxus. Bpoge yxe ecTb Mogbl KOTOpble 400aBNAOT
AAHHOE OpYXue B Urpy.

None - ncnonb3yeTcsi BCEM OpY>XMEM HAHOCALLUM PU3NHECKMM YPOH, YTO OYEHb CTPaH-
HO. MOXHO NpeanonoXuTb, YTo AR BpOHM BOCNPUHUMAET 3TOT TUM YPOHA, HO ecnn B CTa-
Tax 6poHun 6yaet ctoate Damage Resistance, ypoH He BocrnpyHMMaeTcs, pacyeT He npo-
XOAUT N Pe3ynbTUPYIOLWNIA YPOH CHUTAETCS HeaaeKkBaTHO.

Damage Resist - He ncnonb3yetca B opyxun. Koe-rae MOXXHO HanTu ncrnonb3oBaHne
9TOM 3awnTbl, NPU BbiCTaBneHun opyxuto Damage Resist HaunMHaeT npeackasyemo 06-
cunTbIBaTh 3aWwmTy 6poHM He Tonbko ¢ AR, HO 1 ¢ Damage Resistance B ctatax .

On Hit — BbIGpaHHOE B J@aHHOM OKHE 3Ha4YeHue onpenenseTt, 4To ByaeT NponcxoauTb C TENOM
nocne ybuincrTea nepcoHaxa u3 AaHHOIO OPYXMUS:

>

>
>
>

Normal formula behavior - 6yaeT NpoONCXOANTb pacyeT, BO3MOXHO KOHEYHOCTM OCTaHYTCH
Ha MecTe, BO3MOXXHO OTCEKYTCS U pa3opBYTCA B MSCHOW dhapLu.

Dismember only - KOHEYHOCTUN ByayT OTCcekaTbCs (0Tpe3aTbCsa) Npu yaape.
Explode only - koHe4HOCTU ByayT pa3pbiBaTbCA Ha YacTu Npw yaape.

No Dismember/Explode - Hu4ero He 6yaet NponCXoanTb C TENOM.

B cekunn Range 3apaetca paguyc ncnonb3oBanus opyxusa NPC n cyuwectBamu. Ytobbl no-
HATb CKOMbKO 3TO B MeTpax, TO 3HayeHue genvm Ha 70 1 nony4aem MeTpuyeckoe namepeHume.

>

>

Min Range — MnH1UManbHbIM Npeaen Ucnorb3oBaHnsa opyxud. Ecnn Bel nepekpoeTe ero,
To NPC nnun cMeHuT Ha gpyroe, C MEHbLLUMM paguMycoM, Unv nepenaeTt Ha Kynaku, a Bos-
MOXHO YOEXUT NUnNun oTBEXMT Ha AarbHee paccTosiHMe, NO3BoNsALEE UCMONb30BaTh €ro
OCHOBHOE OpYyXWe.

Max Range — makcumarnbHbIN Npefern Ucnonb3oBaHus opyxus. Ecnv Bbl otganurech, TO



NPOTUBHUK UJTN 6y,u,eT BaC HacTuraTb, YToObl Bbl Nonanu B pagnyc 3Toro opyxwusa, nnm
BEPHETCA Ha Nno3nuuto, Uin 3acAaager.

¢ Fixed - ecnu ycTaHoBneH, To Ansi 4AHHOIO OPYXWsi He ByayT NCMONb30BaTLCH AAaHHbIE

Combat Style.

B cekunn Override yctaHaBnmBatoTcs criegytowme napameTpbl OPYXKUS:

» Action Points — konnyecTBo 04KOB AENCTBUA, HEOOXOAMMBIX ANSA BbICTpena u3 gaHHoro

opyxus B pexxume VATS. Ecnun HU4ero He ykasaHo, TO OMMKHO UCMNOMb30BaThCA 3HaYe-
HWe B HACTpPOKMKaXxX Urpbl Ansi 4aHHOW rpynbl OPYXMS.

Damage to Weapon Multiplier — Teopetnyecku - MHOXUTENb YpPOHa ANSA OPYXXUSA, YTOObI
OH HaHocun 6onbLine noBpexaeHus. T.e. B HACTPOMKaxX Urpbl €CTb 3HAYEHUS ON1S KaXKO4Oo-
ro TMNa OPYXXMS CKOSTbKO MM NMPUYMHSAETCS ypoHa BpoHe. Bpoae B 9TOM 3HaYE€HUN MOXHO
NCNPaBUTb HA KOTOPOE BaM HY>XHO, Te K MpMMepy Bbl CO34aeTe NUCTONET, Nynn KOTOPOro
Kpowat 6poHto B xnam. CooTBETCTBEHHO, Npu 0 OpyXne He NpuYnHSET Bpeaa, K npume-

py, OpoHe, a npu 6onblue 1 yBenniunBaeTcsl AaHHbIN YPOH.

B cekumn Embedded Weapon 3agaetcsa BCcTpanBaeMoe Opyxue Ons CyLecTB, TEXHUKK, Ty-

penen n T.4.

» Node — BbIGOp MECTOMOMNOXEHUS OPYXKUSA Ha CyLLLEeCTBE

> Actor Value — BbiGop acbdpekTa, KOTOpbIA HACTYMNUT, ECNN 3TO OPYXXME BbIBEOYT M3 CTPOS,
Te NPOCTO YHNYTOXAT (340POBbE KOHEYHOCTU C AaHHbLIM OpyXmnem =0) nnm TonbKo

nokarne4yar.

2.1.3. Bknagka Art and Sound

Ha aton Bknagke, Kak sICHO 13 Ha3BaHWS, yCTaHaBMMBAKOTCA NapaMeTpbl, CBA3aHHbIE C aHU-
Mauunen opyxusa B Urpe N COOTBETCTBYHOLLMMN 3ByKamMu. Bua BKagku nokasaH Ha pUCyHke 2.2.

Game Data | 4 l Rumble l
Inwentary image Message lcon
| Edit | Edit
todel
: Animation
Model | Edi Multiplier |0.0000 Attack Shots/Sec |0.0000
MJ;;%%?;; | MOME ﬂ Attack Muliplier |0.0000 Reload Time |0.0000
] : . o Jarm Tirme | 0.0000
Arrnor List | MNOME ﬂ E dit [ Dan't Use 15t Persan 1S Animations
Whorld = [ Dan't Uze 3rd Person 1S Animations
Model | e
Frojectile | WOME j attack Sound Select TESSound | Add Destruction D ata |
Impact Data Set | NOME j attack Sound (207 Select TESSound | Idle S ound:
. Select TESSound
Reload Anim |F|e|0al:|.-’-‘n. j Attack Loop Select TESSound | : = ; il |
] Equip Sound:
Hand Grip | DEFAULT | im;;a;'g:imss] Select TESSound | Select TESSound |
p |InE quip Sound:
gLt | DEFAULT j Melee Block, Select TESSound | Select TESSound |
Shell Cazing | Edit PFickup Sound: |
o Detecti Select TESSound
Haislien e |HandT':'H andhdelee j Ssuiillfgvel |Nnrmal j Putdawmn Sound:
[ Haz Scope Select TESSound |
Target MIF | Edit Effect | MOME J

PucyHok 2.2 Bkrnagka Art and Sound okHa Weapon



Inventory Image — kapTuHka, otobpaxaemas B nmn-60e npu HaBeaeHUn Kypcopa Ha AaHHOe
opyxue (npegmet). Tonbko B opmate DXT3I/DXT5S ¢ anbdga-kaHanom Direct Draw Surface
(.dds).

Message Icon — MkoHKa cOobLLEHNS, B UTPE HE MPUMEHSIETCS, XOTS Ha OOMbLUYI0 YacTb OpYy-
XWs1 €CTb, HO Y MHOTMX NPOCTO- HAMPOCTO He BbiCTaBrneHa. B agaoHax HOBOE OpyXue yxxe naet
0e3 Taknmx MKOHOK.

Cekuunst Model:

» Model — ocHoBHast mogenb opyxus B urpe. IMeHHo ata mogens 6yaet B pykax y NPC.
Nif-cpann BbibBMpaeTcs npu HaxaTum kHonkn Edit cnpasa ot nong.

» 1st Person Model Object — mogens ot nepsoro nuua. 3To, B NPUHLMNE, Takasi XXe Mo-
Aenb, 4To yKkasaHa B Model, HO ¢ TekcTypamu ¢ bornee BbICOKMMU pa3pelleHneM. Ha
Aene UCnonb3yrTCa OOHWU U Te Xe TEKCTYpbl, TaK YTO OT 3TOro 3ambiCra HUKaKoro agp-
dekTa. Takke BO3MOXHO NOCTaBUTb Kakyto-HMOyAb ApYryto Mogenb, kotopasi OyaeT Bua-
Ha TOMbKO HalleMy repoto, K npumepy Kakoe-Hmbyab nHTepdencHoe opyxue byayLiero.
Mpwn Boibope NONE B pykax T 6ygeT otobpaxaTtbest Mmogesns, ykasdaHHasi B Model.

» Armor List — 30ecb MOXHO yKka3aTb kKakon-HMOyab nuct n3 Form List, KoTopbIn cogepxuT
AN JaHHOIMO OPYXMUS KaKyto-HMOyab COCTaBHYI YacTb, HAAETYH Ha Hawero repos. K
npuMepy - OrHeyrnopHas nepyaTtka Ha pyke, Korga Bbl gepxute B pykax LUnw-ke6ao.

» World Model — cneuudunyeckas mogens BalLero opyxusi, kKotopasa byget nokasbiBaTb
BalLe OpYyXXue Ha 3emre, K NpuMepy MUHUIaH CO CBOMM paHLEM.

Projectile — nopaxatoLimin anemeHT, UCnonb3yembln JaHHbIM OpyXnem. Hantmn/cosgatb MOX-
Ho B Special Effects -> Projectile. Onucanne npuseneHo B rmase 3.2. OnvcaHne napameTpoB
nopaxarLmx anemeHToB B OkHe Projectile.

Impact Data Set — 3gecb Bbl BbibupaeTe 3apaHee co3gaHHbI HAboP AaHHbIX OMs1 KAKOro-
HMOyOb BMAA OPYXKUS, KaK OH B3aMMOLENCTBYET C pasnMyHbIMM NOBEPXHOCTAMMU, €CNN HE YCTpa-
MBaeT, B NpUHLUMNE, MOXHO co3faTb camoMy ceon B Impact Data Set.

Reload Anim — aHMmaums nepesapsgkm Ucnonb3yemasi opyxmem. 3aecb CTouT BolbnpaTtb B
3aBMCUMOCTU OT TOrO, rae Gbinia caenaHa B Mogenu cuctema nepesapsaakm n oborima. B ocHoB-
HOM, HOBbIE MOAENWN NOATOHAIOT No4 onpeaeneHHbIn Bug aHmmaumm. Cendac B urpe npeqy-
CMOTpPEHbI pasHble BapuaHTbl Nepe3apsakn, HO HEKOTOPbIX HET - K NpUMepy, nepesapsiakn opy-
Xna cuctembl bynnnan. Habop 3aBucut ot Animation Type (cm. MNMpunoxexne A). [Ans obuwiero
pasBUTUSA MOXETE MsHYTb [pumedyaHue.

Hand Grip — Tmn ygepxaHunsa opyxuma B pykax. B ocHoBHOM y Bcex ctouT no Default, 4to
03HayaloT gpyrue noka Hem3BecTHO.

Attack Anim — aHumauusa atakm ns opyxusi. Habop 3asucut ot Animation Type (cm. Mpwuno-
XeHue A).

Shell Casing — BbIOOp COOTBETCTBYIOLMNX MMNb3 4151 BALLEro OpyXus, KoTopble OyayT Bbife-
TaTb Npu cTpensbe, eCnu oHM B peanbHOCTU BbICTpenmBatoTcs. B camon nrpe ovyeHb mano Tu-
NOB rfb3, HO €CTb MOAbl KOTOPbIE UCNPABAIOT AaHHYI0 cuTyauuto. C opyron CTOPOHbI — a OHO
Hapo?

Animation Type — Bbi6op aHnMaumn ncnonb3oBaHnsa opyxmda. OT HEro Takke 3aBUCAT Habo-
pbl Attack Anim 1 Reload Anim (cm. lNpunoxexue A).

B cekuun Animation 3agatoTca MHOXUTENN, BUSIOLLME HA CKOPOCTb UCMNOSTHEHNA aHUMa-
uuu. MNpur aTom MeHsTCA 1 ceadaHHble "TTX" opyxus, Hanpumep Fire Rate n Damage per
second.
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» Multiplier — c nomoLLblO AAHHOMO 3HAYEHMSI MOXXHO YCKOPUTb aHUMaunio cTpenbobl 13
AAHHOMO OPYXUS, OHA, KCTaTK, TakKe NOKaXeT, CKONbKo ByaeT coctaBnATh Fire Rate B
AaHHOM criyvae, He n3mMeHaqa 3HadeHus camoro Fire Rate. B ocHOBHOM mncnonb3yercs,
€Cnn HeobxoaAnMO 3aMeanInTb UM YCKOPUTb YYTb aHMMaUUIO Kakoro-HNMbyaob OpyXus Ha
doHE NOXOXMX CTBOMOB. YBbl, 3TO 3HAYEHNE HE MEHSET CKOPOCTU Jam (3aKknUHUBaAHKUE) U
Reload (nepesapsgka), OHU He YCKOPSIOTCA.

» Attack Multiplier — aHanornyHa BbiLLEONUCAHHOMY 3HAYEHMIO, TOMBKO KacaeTcs OgHOro
napameTpa - aHMMauun aTaku.

> Attack Shots/Sec — nHdpopmaumoHHoe none. MNokasbiBaeT CKONbKO HA CaMOM fene co-
ctaBnsieT Fire Rate aToro opyxus, npyu ycTaHOBNEHHOW aHMMaL MKW N 3HAa4YEHUN CKOPO-
CTPENbHOCTMW.

Reload Time — He akTyaneH.
Jam Time — He akTyarneH.

¢ Don't Use 1st Person IS Animations — ecnu yctaHoBneH, To B BuAe OT NepBoro nuua
He GyaeT npourpbiBaTbCsA aHMMaUns npuuenueaHms. B 0CHOBHOM NpuMeHsieTca ans opy-
XWNA C ONTUKOMN.

¢ Don’'t Use 3rd Person IS Animations — aHanornyHa BbiLLEONUCAHHOMY, TOMbKO AN
BMaa oT TpeTbero nuua.

Attack Sound — 3Byk opyxusa Bocnponssogumbin y NPC npu ctpensbe nnu yaape. JomkeH
ObITb THLLE 3BYyKA, BOCNPOM3BOAMMOrO Yy Urpoka. MoryT BO3HUKHYTb Npobrnembl, Korga YeTkumn
3BYK, MPOMIpbIBAEMbIN Y UFPOKa, CTOUT Y BparoB CO34AETCS BreYaTtneHme, YTO OHW CTPENsoT
PSILOM C UIPOKOM, XOTS MOTYT HaxXO4MTbCH Ha JaNbHEM PACCTOSHUMN.

Attack Sound (2D) — 3Byk cTpenbObl Unu ygapa opyxusi, BOCNPON3BOA4MMbIA Henocpea-
CTBEHHO Y UrpokKa.

Attack Loop — 3ByK HenpepbIBHOW CTpenbbbl nnu odyepean. B ocCHOBHOM CTaBUTCA Ha aBTo-
MaTUYECKOE TSXKeNnoe opyxue, Takoe, Kak MUHUIaHbl, OrHEMETbI, MynemMeTbl, NOTPOLLNTENN, aB-
TO-TONOpbI U T.4. T.e. CTaBUTCS TaM, rge YacToTa BbICTpena O4YeHb BbICOKa, BO n3bexaHune 3a-
xnebbiBaHWA 3BYKa Npu cTpenboe.

Attack Fail (No Ammo/Melee Miss) — 3Byk, BOCNpON3BOAUMbBINA OPY>KMEM MO U3pacxogosa-
HWUM NaTPOHOB UMK 3BYK paccekaHus BO3ayxa, Korga Bbl He nonagaete no uenn Melee n Un-
armed opyxuem. Takke CTOUT OTMETUTb OAHY 3abaBHOCTb — B Urpe Af1s NOYTU BCEX OTHECTpe-
NOB UCMOMNb3yeTcs TONbKO oauH 3BYK oT 10MM nuctoneTa, xots B ToM Xe Fallout Tactics Takux
3BYKOB ObIf0 Ha KaXXayto rpynny OrHeCTPEnoB.

N.B! Cnegyet OTMETUTb YTO MOXHO MPW CO34aHNN HOBbIX 3BYKOB (Mt0ObIX) MCMOMNb30BaTh He
OOVH 3BYK, a Lenblin Habop 3BYKOB, A4N1A Yero Heobxoaumo B pasaene Sound Ans HYXXHOro 3ByKa
yKasaTb He oauH chans, a nanky co 3Bykamu, Torga urpa 6yaet npounssornbHo 6paTtb OTTyaa 3BYy-
KW, 4TO OYEHb PEeanuCTUYHO.

Melee Block — 3Byk nsgasaembii npu nonagadum no Melee opyxuto, korga urpok nnm NPC
aepxar um 6rnok ot yaapa.

Detection Sound Level — onpegenset rpomkocTb 3ByKa. Ecnn cosgaeTcsa opyxue ¢ rnyLm-
Tenem, To BblbupaeTcs silent, ecnv 06bl4HOE opyxume - Normal, a ecnu opyxvem Npon3BoanTCS
BonbLion 6a-6ax, To Loud.

Add Destruction Data — 3gecb MOXxHO BbibpaTb ah(peKTbI, C KOTOPbIMU OpYyXue byaeTt yHu-
YTOXAaTbCA NPV NoNagaHuK, NOYMHUTL ero yxe ByaeT Hemnb3sl, Tak Kak 30ecb UCMOoNb3yeTca Apy-
roe 300poBbe, KOTOPOE MOXHO BbICTaBUTb. B OCHOBHOM MCMNONb3yeTca Ansa rpaHaTt U MUH, eCcnm
MO HUM NOMACTb KOrAa UX AEPXMUT B pyKax Bpar, Takke OHW MOryT pa3opBaTbCs U 'y Bac, €Criv no
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HM nonaayr. ﬂ,J'IFI BCEro oCTtaribHOro opyxwus, B O6I.Ll,eM, HE NMPUMEHNMO, XOT4, K NpUMepy, Ha
OrHeMeT MMeeT CMbICJ1 YTO-TO NOBECUTDb.

Idle Sound — 3BYK,KOTOPLIN U30AET OpYXUe, NOKa Bbl AEPXKUTE OPYXMNE B pyKax U He aTakye-
Te M. B nrpe npMmeHsieTca y orHeMeTOB, NOTPOLUMTENEN M aBTO-TOMOPA.

Equip Sound — 3ByK, nponrpbiBaeMbIi NPy SKUNUPOBKE UrPoKa AaHHBbIM OPYXXUEM.
Unequip Sound — 3ByK, npovrpbiBaeMblii, KOrga opyxue ybmupaeTcs n3 pyk urpoka.
Pickup Sound — 3Byk BOCNpON3BOANTCS, KOraa Urpok NogHUMAET AaHHOE OpYyXue.
Putdown Sound — 3Byk BOCNpON3BOAUTLCS, KOr4a Urpok BblibpacbkiBaeT JaHHOE OpYXMeE.
Has Scope — ycTaHaBnvBaeTcs, eCnun opyxxme cHabXeHO ONTUKOW.

> Target NIF — Bbi6op nif-cbaiina ¢ ceTkon npuuenuBaHns n, BO3MOXHO, C LIBETOM JIMH3.
> Effect — Bbibop adhdekTa Wwengepa 4ns onTuky, HanpumMep NPEBPaTUT B OMTUKY C

HOYHbIM BU3OPOM U TEMMOBM30OPOM M T.NM.
2.1.4. Bknagka Rumble.

Hackonbko 9 noHAM, napameTpbl HA 4aHHOW BKNagKe OTBEYalOT 3a Kakue TO 3BYKOBble ag-
GEKTbI OPYXKNA — BOBMOXHO 3X0, 3aTyxXaHus 1 np (4OCNoBHLIN nepeBog rumble - pokoT). CooT-
BETCTBEHHO, BCS NpuBefeHHas 30ecb MHpopmMauna — Bcero nub Mo nepesof ctaten GECK
wiki.

[zame Data ] Art and Sound

Firirg Fumble
Left mator |0 5000 -
strength Fattern |En:nnstant J
Right mator |1 gooo
strergth Wavelength |0.0000

Duration  |0.3300 Alternate [

PucyHok 2.3 Bkriagka Rumble

Left motor strength — yctaHaBnueaet cuny acppekra ans neson CTOpoHbI "KOHTponsepa”
(Bo3mOXHO — "onepaTopa", nog KOTopbIM, CKOpee BCero, NoApa3yMeBaeTCcs Urpok).

Right motor strength — aHanornyHo npegbIgywemy, HO AnNa NPaBoOn CTOPOHBI.
Duration — gnutensHoCTb ahdekTa.
Pattern — coopma konebaHui 3ByKOBOW BOMHbI adhdhekTa.

» Constant — NnOCTOSAAHHbIV YPOBEHD.

> Sawtooth — 3ybuatble.

» Square — npsiMoyronbHble (KBagpaTHbIe).

» Triangle — TpeyronbHble.
Wavelength — HensBecTHO. Bo3aMOXHO nepnognyHocTb KonebaHui, BbiopaHHbIX B Pattern.

Alternate — HensBecTHO. [penonoXXeHnn Toxe Her.
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2.2 Co3pgaHue OPYXUsA C HECKOJIbKUMUN TUNaAMU 6oenpv|nacoa

13

B peanbHom xn3Hu 6oenpunackl 04HOrO M TOro Xe Kannbpa MoryT MMeTb pasfuyHble nopa-
Xatowue anemeHTbl. Hanpumep, natpoHbl ¢ OpOHEGONHBIMUY NYNAMU, 3aXXUraTesbHbIMU, Tpac-
cupytowmmn u. T.n. B urpe Fallout.3 peannsoBatb Takoe HEBO3MOXHO, NMOCKOSbKY AS151 OPYXNA
XeCTKOo 3agaH Tun natpoHoB (Ammo) 1 nopaxatrwmm anemeHT (Projectile). Noatomy, ecnu ecTb
XenaHue 1Ccnornb30BaTh B OPYXXMU HECKOIbKO TUMOB Boenpmnnacos, NPUAETCSA NOUTU OKPYXXHbIM
N He OYeHb KpacuBbIM NyTEM — UCMONb30BaHNUEM CKPUNTOBOW NOAMEHbLI OPYXKUS NPU 3KUMNPOB-
Ke nrpoka.

B obwem cnyvyae anropuTm Takos:

1.

CospaeTcs HYXXHOe KONMYECTBO KOMUI OPY>KUS (MO YUCIY MCNOMNb3yeMbIX TUNOB Boenpu-
nacos). Hanpumep AssaultRifle (06bl4HbIE Boenpunacekl), AssaultRifleAP (6poHebonHble),
AssaultRifleTr (Tpaccepbl).

Cospatotca Heobxoagnmble Boenpunacs! (napel Ammo - Projectile). OnucaHo B pasgene
3. lo6aBneHne HoBoro 6oenpunaca.

B konuax opyxus ykasblBatoTCs COOTBETCTBYOLWME Boenpunacskl (Ammo u Projectile).

Cospaetcsa coobuieHne (Miscellaneous->Messages) ¢ BapnaHTamum Bbibopa 6oenpuna-
ca.

MnweTcsa cKpUNT NOAMEHbBI OPYXMS NPU SKUNUPOBKE (B3ATUM B PYKM) N MPUKPENNAETCA K
OCHOBHOMY OpYXUH0. B ckpunTe JOMKHO BbIBOAUTBLCA CO3A4aHHOE B N.4 coobLueHne n, B
3aBMICMMOCTHM OT BbibOpa Urpoka, NPON3BOANTLCA 3aMEHA OCHOBHOMO OPYXKMS KOMUEWN C
BblOpaHHbIM TUNOM Goenpunaca (OCHOBHOE OpYXXWe YOansaeTcs, a B PyKu UrpoKy AaeTcs
HY>XHas Konusl).

[MweTca ckpunT NoOAMEHbI Npu "pasakunuposke” (yorpaHum na pyk B UHBeHTapb. HE B
KOBYPY!) n npukpennsietcsa k konusm. Npun yéupaHum B HBEHTapb, UFPOKy aobaBnsieT-
Cs1 OCHOBHOE OpYXue, a Konus yganaeTcs.

PS EcTecTBeHHO, Npy NOAMEHE CHa4ana 3aroMMHaeTCsl COCTOSIHUE MOAMEHSEMOIO OPYXNS,
a NOTOM 3TO COCTOSIHME YCTaHaBNMBAETCS AN NOAMEHSIOLLEro. B npoTnBHOM criyyae, Urpok
nocne nogmMeHbl Bcerga 6yaeT nonyvyaTb HOBEHBKUI CTBOJT, YTO HE €CTb XOPOLLO.

ToT xe anropuTM UCNoJib3yeTcd U Ona opyxXunda ¢ noACTBOSIbHbIMU rpaHaTOMETaMU.



3. Jo6aBneHue HoBOro 6oenpunaca

Boenpunackl onucaHbl B pasgene ltems->Ammo. O6paTtute BHUMaHMe, 4To Ammo — 370
B6oenpunac uenukom, T.e. To, YTO HENOCPEACTBEHHO 3apshkaeTcs B opyxue. boeas 4YacTb 6oe-
npunaca — nopaxarowumn anemMeHT (ganee N3) — onuckiBaetcs B pasgene Special Effects->Pro-
jectile.

BnonHe BO3MOXHO, YTO Bac He yaoOBNETBOPAT MMeEKLMECs B Urpe boenpunackl 1 4ns CBOEro
OPYXXUS Bbl 3aX0TUTE CO3A4aTb HOBLIN. OTO He CroXHee AobaBneHnsa OpyXns, 0OAHaKO ecnu Bbl
XOTUTE BbINOXUTb CBOE NPOU3BEAEHNE B OOLLMIA AOCTYM, TO Nyylle BOCMNOMb30BATLCS YXKE UMe-
towmmea npoektom CALIBR.

CALIBR cogepXuT nuilb CTPYKTYPUPOBAHHbIE HA3BaHMs1 HECKOMNbKUX OECATKOB pacnpocTtpa-
HEeHHbIX 6oenpmnnacoB, UCMOMb3YLWNX CTaHOAPTHbIE UKOHKN U MOAENN, HO OPOPMIIEH B Ma-
ctep-cann CALIBR.esm, 4To HECKONBbKO ynpoLlaeT ncnonb3oBaHne ero B nnarnHax. Cenyac
€CTb HECKOSNbKO OpPY>XeNHbIX afA0HOB, UCMOSb3YOLWMX 3TOT MacTep.

CALIBR siBnsieTca aHrnosiabl4HbIM M BaM NpUAETCS CaMUM NEPEBOANTL Ha3BaHUSA UHTEpPECy-
toLmnx Bac 6oenpunacoB Ha pycckun a3blk. [lonyTHO MOXHO Ao6aBuTb BaweMy Boenpunacy xe-
naemble CBOWCTBA, a Takke Ha3Ha4yMTb CBOWM MKOHKN, MOLENN U TEKCTYPbI.

[na pegaktupoBaHus cywecTBytolero 6oenpunaca nnbo BbINOAHUTE Ja0NKANK HA HEM UK
BbI30BUTE KOHTEKCTHOE MEHI0 1 BbibepuTe Edit.

[nsa cosgaHna HoBoro 6oenpunaca B KOHTEKCTHOM MEHIO (HEBaXKHO Kakow 6oenpunac Bbige-
NeH u BblaeneH nn) Boibepute nyHKT New.

3.1. OnucaHue napameTpoB 6oenpunacoB B OkHe Ammo.

D | Inventory Image

Edit
Mame |
Short name | Message Icon
value [0 Speed [0.0000 | =

ClipRounds | 12
Model | Edit

[ Ignores Mormal Weapon Resistance

[ QuestItem Add Destruction Data ‘
Iv Flayable -

Pickup Sound: Select TESSound |

Putdown Sound: Select TESSound | Cancel

PucyHok 3.1 OkHO peaakTupoBaHua 6oenpunacos

ID — yHuKanbHbIM naeHTUdUKaTop Goenpunaca.

Name — Ha3BaHune 6oenpunaca. OTobpaxaeTcs npu HaBegeHUn Kypcopa B nunboe nnn ok-
Hax 6apTepa 1 KOHTEMHEPOB, a TakKe Npu HaBeaeHUn "nNpuuena”, ecnu nexar "Ha ynuue".
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Short name — kopoTkoe Ha3BaHue 6oenpunaca. OTobpaxaeTcsi B UHhopMaLumn no Opy>Kuio.
Value — CTOMMOCTb B KpbILLKaX.
Speed — He ucnonbayetcs. Y opurnHanbHbix 6oenpunacos BeicTaBneH B 1.000.

Clip Rounds — konnyectBo 60enpunacoB gaHHOro BuAa B "ynakoBke" npu pasmeLeHmm "Ha
ynunue". OgHako nocrie pasmeLleHns B CCbIfiKe YXXe KOHKPETHOM pasMeLleHHON "yrnakoBKu" MOX-
HO yKasaTb ApYyroe 4ncno, Kotopoe ByaeT ncnonb3oBaTbcs BMecTo ncxogHoro Clip Rounds.

Ignores Normal Weapon Resistance — gaHHbin 6oenpunac 6yget nrHopmposatb AR BpoHu.
Teopetundeckun. B wiki HanncaHo "No longer used".

Quest Item — kBecTOBLIN NpeameT. He MOXET 6bITb BbIFIOXXEH B KOHTENHEP.
Playable — moxeT ncnonb3oBaTbCA UrPOKOM.
Inventory Image — DDS-ukoHka, otobpaxaemasi B nun-6oe.

Message Icon — DDS-ukoHka, oTo6paxaemasi B coobLeHnaX. Bo3aMOXHO, He ncnonbayeTcs
aHanorM4yHoO OpYXuio, a B coobLLeHnsax ncnonbdyetcsa Inventory Image.

Model — mupoBas mogenb "ynakosku". Nif-goann.

Add Destruction Data — cm. Add Destruction Data opyxws.

Pickup Sound - 3Byk o6aBneHust B UHBEHTApb.

Putdown Sound — 3ByK BblknabiBaHUS U3 MHBEHTApPS.
3.2. OnncaHve napameTpoB NopaxarLiux anemMeHToB B okHe Projectile.

Bug okHa pegaktMpoBaHus napamMeTpoB rnopakaroLero anemeHTa (ganee — [13) nokasaH
Ha pucyHke 3.2.

ID — yHMKanbHbIM naeHTUdUKaTop.

Name — Ha3BaHue.

Projectile Type — Tnn nopaxatowiero anemeHTa:

» Missile — nynu, pakeTbl 1 Npoyune, neTswme rno npsMon.

» Lobber — rpaHaTbl, KAMHWU, MWHbI U NpOYMe, CNOCOBHbIE NOANPLIrMBATL NOCME NageHus.

» Beam — 3Hepronyyun. YpoH HaHOCUTCA HeMeasieHHo, urHopupysa Speed. VicnonbayeTcs
TONbKO NasepHbIiM opyxmnem. ObpaTtnte BHUMaHME, Ansa nnasmbl yctaHoBneH Tmn Missile.

» Flame — oroHsb.
Art File — doann, cogepxawmn 3D-aHnmaunio M3.

Light — Hen3BecTHO. Cyas No HasBaHUIO U COOEPXKMMOMY CBSI3aHHOIO BbiNagatoLero cnmcka
— MOXHO MCMNONb30BaTh N5 co3aaHusa Tpaccupyowmx 6oenpunacos. o cytun, co3gaTtb nepe-
MeLLaLWMNCA NCTOYHUK CBETa.

Default Weapon Source — Hen3BeCcTHO. BO3MOXHO, yKka3blBaeT opyxue, ncnosbayrowiee
AaHHbIN 13 "no ymonyaHuio".

Supersonic — ecnv ycTaHOBIEH, 3BYK, U3aaBaeMbiit 13, MOXHO ycrnbilwaTb TONbKO B CamMO
HEeMNocpeaCcTBEHHON BrM30CTU OT Hero.

Be3biMsAiHHasA KHOMKa BblIOOpa 3ByKa — BbIOOP 3ByKa, M34aBaeMoro nopaxarowmm arnemMeH-
TOM B MornerTe.
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Detection Sound Level — rpomkocTb 3ByKa. cnonb3yeTtcs ansa pacyeta obHapy>XeHns nurpo-
Ka, BepHee (hakta ataku. Loud — oveHb rpomknin, Normal — rpomknia, Silent — Tnxun.

“ — ~
Projectile S S— [_J-Zh
o) || [ Muzzle Flash
Light | none =]
Mame |
Projectile Type |Missile ﬂ
Duration | 0.00
Art file
| Edit [ Explosion
Light [NonE =] | Tvee [rone =]
Default {* =
Weapon | goME -
Source | J Timer: | 0.0
[ Supersonic Proximity: | 0.0
1 Select TESSound | Countdawn
I Sound
Detection
Sound Level [~ Hitscan (Visible in VATS Only)
N |Mormal - [ Can be Disabled
]
Speed | 1000.00 Disable ‘
I Granity Iiﬂ.ﬂﬂ Sound
| [ Can be Picked U
Range | 10000.0 AR E TR
’7 [ Crit Effect: Pins Limbs
Impact Force | 0.00
. [ Pass Through Small Transparent
Tracer Chance | 0.00
Add Destruction Data
Fade Duration | 0.50 |

PucyHok 3.2 OkHO napamMeTpoB MopaxatkoLero aneMeHTa

Speed — ckopocTb nepemelleHus M3.

Gravity — cteneHb BNUAHUA CUnbl TSXXECTU Ha Tpaektoputo 3.

Range — makcumanbHasa ganeHoCTb noneta 3.

Impact Force — cuna Bo3gencteus 13 Ha uenb.

Tracer Chance — BeposiTHOCTb HabntogaTeb nonet 13 [0 BCTpeyu € uenbto.

Fade Duration — Bpems "3atyxaHus" Tpaccepa. T.e. Bpems, B Te4EHUM KOTOPOro TpaekTopus
M3 6ynet BMAHa Ha akpaHe. Kak npaBuno, NnpuMeHseTcs Asisi SHEProny4yen.

Muzzle Flash — ycTtaHoBKa cBeTOBbIX 3 EKTOB Y AYITbHOIMO cpe3a OpPYXXUs, UCMOSb3YoLLEero
AaHHbIn [13.

» Light — ID ncnonb3yemoro acppekra ocselueHnsa (6epetcs ns World Objects->Light)

> be3bIiMsAHHOEe TeKkcToBOEe norne crieea oT kHomku Edit — nms nif-gparna cobctBeHHO adb-
doekTa BCMbILLKMN.

» Duration — anutenbHoOCTb appekTa.
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Explosion — ecnu yctaHoBneH, 19 cnocobeH B3pbIBaThCS.

» Type — ID B3pbIB4aTKN, ncnonsdyemon aaHHeiM 3. [JormkeH cywecTteosaTth B Special Ef-
fects->Explosion.

® Trigger on Impact — ecnu BbiGpaH, TO B3pbIB NPON30ONAET TONLKO NpW yaape O NpensT-
cTBME.

® Alt. Trigger — ecnu BbIbpaH, TO ANgA B3pbiBa He 0b6A3aTensHO CTonkHoBeHWe 13 ¢ npe-
NATCTBUEM.

> Timer — 3agepxka nepepq cpabaTbiBaHMEM B3pbiBaTENS.

» Proximity — makcMmanbHoe paccTtosiHue 40 uenu, npu KOTOpoM 3arnycKaeTcs
Tanmep.

» Countdown Sound — 3ByK Tanmepa.

Hitscan — ecnu yctaHoBneH, 1o M3 HeMeaneHHO NopaXaeT Uenb, T.e. TPAeKTopus He OT-
PUCOBLIBAETCS.

Can be Disabled — yctraHaBnuBaetcs, ecnu N3 MOXeT GbITb 06e3BpeXeH, MUHbI HANPUMep.
Mpwn ycnewHom obe3BpexnBaHnmn npourpobisaetcs 3syk Disable Sound.

Can be Picked Up — N3 moxeT 6bITb NnogobpaH nrpokoM. MuHbl, onNaTthb xe.

Crit Effect: Pins Limbs — ecnu yctaHoBneH, npu oTpbiBaHUM KOHeYHOCTH 13 "npuwinunmea-
eT" ee K pacnofnoXeHHOWN aanee no TPaeKToOpPUN ABUKEHNSA NOBEPXHOCTU. [pumeHsaeTcs y xe-
NEe3HOAOPOXHbIX KOCTbINEN.

Pass Through Small Transparent — 13 nponetaeTt ckBO3b NPENATCTBUSA TUNA CETOYHOIO 3a-
6opa n npoune, oTHocsawmecs kK Small Transparent collision layer.

Add Destruction Data
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4. Pazpaem opyxue n 6oenpunacol ooutatenam CtonmnyHon Mycrowun

MpucTtynaem k pasgade opyxus obutatensam CtonmyHon nyctowmn. EcTb ABa nyTm — ofuH
AONTA, HYAHbIA M BeOET K HYNeBo COBMECTUMOCTM C APYrMMM NnarMHaMu, BTOPON CUNBHO KO-
poye, HECKOSbKO 3anyTaHHee, HO 3aTO M KOH(IMKTOB C APYrMMU NnarnHaMm HaMme4aeTcst MHOro
MeHbLLE.

Ntak, nymb nepesbiti — 0ob6aBnaTb HOBOE opyxue (M boenpunachkl K HEMY) HENOCPEACTBEHHO
B MHBEHTapb CO34aHuio. [JonyCTMMO B Criydae yHUKarbHbIX CTBOMOB M COOCTBEHHbLIX HOBbIX
NPC. B cnyyae e ncnonb3oBaHus y>xe NPUCYTCTBYIOLNX B UTPe NEPCOHAXEN NN MaCCOBOM
pasgadn, 3TOT cNocob MOXET NPUBECTM K KOH(PNMKTaM.

lMymb emopou — co3gaTth Tak Ha3biBaeMble YposHesnie criucku (Leveled ltem B TepmumHono-
rmn GECK). B aTux cnuckax MOryT ykasblBaTbCS — COCTOSIHUE OPYXXKUS, YPOBEHb UrpokKa, Npu KO-
TOPOM OpPYXMe MOXET NOSABUTCH, KOMMMEKT Boenpunacos K opyxuto. Kak npasuno, Takne
CMUCKN UMEIOT HECKOSBbKO YPOBHEN BNOXEHMWS U B KOHLIE KOHLIOB MOMELLEHbI B MHBEHTapb 00OM-
TaTenen nycToLm.

4.1. Obwume cBegeHnA 06 ypoBHeBbIX cnuckax Leveled Item

Bua okHa cosgaHus HOBOroO crnvcka npuBeaeH Ha pucyHke 4.1. Ytobbl 4ob6aBuTb HOBLIN ane-
MEHT CNUcKa, BbI30BUTE KOHTEKCTHOE MEHI0 1 BblbepuTe NnyHKT New. O6bpaTtute BHUMaHue, 4YTo
ecnu ansa nobasneHnsi HOBOMO 3riEMEHTA CNNCKa Bbl BbI3OBETE KOHTEKCTHOE MEHIO Ha Cylle-
CTBYIOLLIEM 3MIEMEHTE, TO TEM CaMbIM NpoAybNupyeTe BblAENEHHbIN 3TOT ANIEMEHT, YTO MHOr4a
NnonesHo.

Leveled ltem - = At )
D | [ Calculate from all levels <= PC's level
Chance Mane [ Calculate for each item in count
|:| USE GID':IEI' | NDNE ﬂ I_ USE 'l.:..'"
Level | Count | Farrn Editar 1D | Owner | Heal... | Obiject
AbraroClearer -- |.-'1'-.|:-ra:-:-:||:|eaner j
| Level Count Health %
I 1 [100.00
Dwirer
HPC Faction
| NONE | | MONE -]
Global % ariable Required R ank
| NONE = | =]

Preview Calculated B esult | Preview Level |1 Preview Count |1

PucyHok 4.1 OkHO peaakTupoBaHusa ypoBHeBOro cnvcka Leveled ltem
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NB!! YpoBHeBbIE CMMUCKM HENMb3SA MOMECTUTb B UTPOBON MUP KpOMeE Kak AobaBneHmem mx B
WHBEHTapb NepCOHaXen N B KOHTENHeP.

ID — yHUKanbHbIN nOeHTUMUKaTOp crnucka.

Chance None — yctaHoBKka BEPOSITHOCTU TOro, 4YTo cnnucok HE creHeputcs. MoOXHO npsamo
yKasaTb 3Ty BEPOSTHOCTb (B NPOLIEHTax) B JIeBOM Nosie unun BelbpaTtb npegonpeaeneHHyto rmno-
BGanbHy NnepemeHHyto 13 Bbinagatowero cnucka Use Global.

Calculate from all levels <= PC's level — ecnu donar yctaHoBneH, n3 cnucka éyaet (6yayT)
BblGupatbca 06bekT(bl), TpeboBaHNA NO YPOBHIO KOTOPOro (KOTOPbLIX) HE NPEBLILLAKT YPOBHS
urpoka. B npotnuBHom cniyyae, 6yget (0yayT) BblbnpaTbea 06bekT(bl), MakCMManbHO Gnunakui
(6rnn3kme) No YpOBHIO K UFPOKY, HO HE BbILLIE.

Calculate in each item in count — ecnu gaHHbIN CNUCOK SABMSETCS BOXEHHBIM B APYron U
ero konmyecTtso 6onee ogHoOro, To Npy yCTaHOBEHHOM AaHHOM chnare pacyeThbl 6yayT NpoBo-
ANTbCS ANSA KaXOoro cnmcka n3 ykasaHHoro konnyectea. Ecnn conar He ycTaHOBNEH, TO pacyeT
OyoeT npon3BedeH NULLIbL OAHaXAbl U PpacnpPOCTPaHEeH Ha BCE ykadaHHOEe KONMM4ecTBO.

Use all — ycTaHoBKa aTOro dponara nokasblBaeT, YTO JOSMKHbI UCMOMb30BaTbLCS BCE ANEMEHTHI
(06bekTbI) cnucka.

Object — BbinagatoLmii CNNCOK, N3 KOTOPOro NPon3BoauTCs BbiIGop 06bekTa Ansa pasmelle-
HWSA B BblAEMNEHHON CTPOKE YPOBHEBOIO CNMCKa (€CNn CMCOK eLLle NycTon, Co3ganTe HOBYHO
CTPOKY Kak 6b1n10 OnNncaHo BbiLLe).

Level — ypoBeHb nrpoka, HeobxogmMmbln Ans TOro, YTo6bl NPeaMET CreHepUIica.
Count — konu4yecTBO NpPegMeToB JaHHOro Tuna.

Health — cocTtosaHue npegmerta.

Owner — KOMy NpUHaANEX T Npeamer.

» NPC - ID NPC, kotopomy npuHagnexuT obbekT (Actors->NPC). Kpaxa 0yaeTt knaccu-
dMUMpOBaTLCS Kak akT arpeccum npoTtue ykazaHHoro NPC.

» Global Variable — He ncnoneayetcs.

» Faction — (ppakums, kotopon npuHaanexumT oobekT. Kpaxka = arpeccunsa npoTuB 3TOM
dopakuunu.

» Required Rank — MMHMUManbHbIA paHr Bo dpakuuu, Heobxoanmbln nsa 6e3Bos-
OpaHHOro 3aBnageHns 0GbLEKTOM.

Preview Calculated Result — reHepupyeT npumepHbI cnncok ob6bekToB n3 Preview Count
AaHHbIX YPOBHEBbIX CMUCKOB ANs repos ypoBHSA Preview Level.

4.2. Uepapxusa "cnuckoB paspaum”

Ha pucyHke 4.2 npuBeaeH obwun Bua "MaTpeLLKkm" ypoBHEBOIO CMCKa pasgadn opyxmsa nep-
COHaxam.
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Cnucok ana pasgayv

Cnuncok opyxusi ¢ naTpoHamm 1

Cnmncok coctosiHu opyxma 1

[MepeveHb NnaTpoHOB

Cnuncok opyxusi ¢ naTpoHamu N

Cnimcok cocTosiHuiA opyxms N

[MepedeHb NnaTpoHOB

PucyHok 4.2 O6umn crniydam nepapxmm ypoBHEBOTO Cnncka

B opurnHansHom urpe ata cTpykTypa Ha npumepe HaemHukos "Korta" BeIrmsSanT Tak:

Talon1WeaponGun

WithAmmoHuntingRifleTalon

CondHuntingRifle Talon

Ammo32Caliber

Ammo32Caliber75

WithAmmoAssaultRifleTalon
CondAssadultRifleTalon

Ammo556mm

Ammo556mm75

WithAmmoLaserPistolTalon

CondLaserPistolTalon

ClipLaserPistol20

AmmoSmallEnergyCell75

PucyHok 4.3 Cnucok pasgauv opyxusa "Kortam"

HYEM LUTYPMOBbIX (aBTOMAToB).

* Grenade - rpaHatbl

20

CondHuntingRifleTalon — cnucok, cogepxa-
LM BO3MOXHblEe BapuaHTbl COCTOSIHUA "Bbl-
nagatowmx” n3 HaemHukoB "Korts" oxXoTHu-
YbUX BUHTOBOK.

Ammo32Caliber — natpoH kanubpa .32, 1
WTyKa (BMOUMO MMUTaLMs NaTpOHa B CTBOSE).

Ammo32Caliber75 — cnucok, cogepxawiun
1 natpoH .32 kanubpa. 7 wTyk. Ho kaxabin 13
3TUX 7 nmeeT waHc 25% He creHepupoBaTbCA.

Kak, Hagetocb, NOHATHO U3 NpuMepa, NPUH-
LN UMEHOBaHUSI YPOBHEBbLIX CMMUCKOB B OpW-
rMHarne TakoB:

UmadpakyuuWeaponKnaccOpyxus — Ba-
PUaHT pasgayvy OpyXusa ykasaHHOro knacca
AJ19 4NeHOoB yKkasaHHOW (hpakuunn. Knacc opy-
XNS1 MOXET OblITb:

* Gun, SmallGun — nerkoe nyneeoe opy-
Xue: nn, aBToMatbl, MUCTONETbI, pobo-
BVIKWN, BUHTOBKMW.

* GunBackup — BTopoe (secondary) opy-
Xne ans nepcoHaxa, OCHOBHbIM Y KOTO-
poro aensietca Gun. Kak npaBuno —
HOX MNWN NUCTONET.

* Rifle — BuHTOBKU. JTIOOBLIE, 32 UCKNIOYE-



*  BigGun — Tsxenoe opyxue.

* Pistol — nuctonetel. Bece, Bkntoyas aHepro.
* Melee — xonogHoe opyxue

* Missile — rpaHaTOMETHI

* Special — orHemeTbIl, rpaHaTOMETHI.

» SpecialBackup — emopoe (secondary) opyxue ans Tex NnepCcoHaxxemn, YTo BOOPYXKEHbI
opyxuem Tuna Special. Kak npaBuno — HOX Unm nNUCToner.

WithAmmoHa3seaHueOpyxusma®Ppakyuu — KOMNNEKT yKazaHHOIO OPYXnsa ¢ naTpoHaMm

ANs yKasaHHOW dopakuuu.

CondUmsaOpyxusmsPpakyuu — CNNCOK C BapnaHTamMm U3HOCA yYKa3aHHOIro OpPYXusl, pos-

AAHHOrO YnieHam ykasaHHon gopakumm. (Cond — cokpauleHune ot Condition, coctosiHue.)

AmmoMUNmsillamponaNN — cnncok, cogepxawmi 1 naTpoH ykasaHHOro Tuna, Ho NS cnucka

yctaHoBrneHa BeposTHOCTb (100-NN)%, 4To OH He creHepupyeTcs.

Ha Bcskuin cny4vain — "HaBogKku" Ha OpurMHanbHble CAUCKN, CBA3aHHbIE C OpYXXUeM, No npedukcy

(Havano ID cnucka):

Ammo — naTpoHsbl, BeCTUMO. Te, YTO UMEIT OKOHYaHue Scrounger (Hanpumep,

AmmoShotgunShellScrounger) npegHasHadveHbl Ang nepka "Xansslyk", Korga urpok HaxoauT B
KOHTenHepax bonblue 6oenpmnacos.

Loot — Hy, nyT 1 ecTb. O6bIYHO 3TM CMMCKM NOMELLLATCHA B MHBEHTApb "BEYHbIX" TPYMNoB 1 B "Oec-

XO3Hble" KOHTENHEPDI.

MQ — cnucku, Tak nnu nHayve ceBa3aHHble ¢ rnaBHbIM kBecToM (MainQuest)
MS — cnuckmn, cBsA3aHHble ¢ NOOOYHLIMU KBECTaMMW.

Outcast — cnuckn anga Nsroes bpartcTtea. 3ayacTtyto oHU e ncnonbaytotes u angd bparcrea Cra-

nn.

BrotherhoodOfSteel — cnuckn ans bpatctea Ctanu. Takke B cnnckax, npegHasHa4veHHbIX Ans
BpatctBa, MoXeT BcTpevaTbcs abbpesmaTtypa BoS.

Clip — o6onmbl ansa opyxus. CogepxaT KonmyecTBO NaTpOHOB, COOTBETCTBYIOLLEE NOMHOCTbLIO 3a-
PSPKEHHOMY OPYXXUI0.

Cond — cnucku ¢ BapMaHTaMm N3HOCa OpYXus, ykazaHHoro ganee B ID.

PoorCond — cnvckn ¢ BapmaHTamun CUibHOIo n3Hoca opyxud. Kak npaBmno, CoCTosiHme He npe-
BbllwaeT 25% (T.e. I3HoC He meHee 75%).

Raider — Bce, 4TO CBA3aHO C pengepamu.
Slaver — poctosiHne paboToproBLEB.
Supermutant — nHBeHTapb CynepmMyTaHTOB.

Talon — BoopyXeHne HaeMHUKoB koMmnaHun "KoroTb". MNMpruyem 3To XKe BOOpYXeHue pasgaeTtca u
Pezynssmopam, NosiBNsOLWNMCA B criyqae Bbibopa MrpoKoM "TEMHOro" nyTu.

Vendor — cnucku ansa Toprosues.

WithAmmo — cnvckn, cogepalime KOMMMAeKTbl ykadaHHoro aanee B |D opyXusi C COOTBETCTBYHO-
LWMMK eMy naTpoHaMM.
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4.3. lobaBneHne HOBOro OpyXus ¢ HOBbIM 6Goenpunacom B CyLLeCTBYHOLLME CMUCKMU.

NTak, HoBoe opyxue ckoHdurypupoBaHo, boenpunachl K HEMY TOXe, ocTanocb 406aBUTbL ero
Ha npocTtopbl CTonuyHon MNyctowun. Kazanock 6bl, co3gan kackag CrmMcKoB No OnNnMcaHHoO-
My BbILLE NpMHUMNY K pa3gan obutarensam. Ho Mbl, kakeTcs, peLumnu nomuTr no nyTun BTO-
poMy 1 obecneynTb MakCUMarnbHYH0 COBMECTUMOCTb C APYrMMU nnarnHamu. [loatomy...

NB! MNpexae yem 0obaBnaTb CBON CNMCOK, NONE3HO ByAeT U3y4nTb NPUHLMIM Ha NpUMepe opy-
XnK, MakcumanbHO 6rn3KOro K BallemMy U B KOHTEKCTE TOW dopakumm, Ans KOTOpOn Bbl CBOWM
cTBon gobaensete. [1na 9TOro BbI30BUTE KOHTEKCTHOE MEHIO HA 3TOM MOXOXEM OPY>XUKU U Bblbe-
pute nyHKT Use Info. KOHCTpYKTOP BbIBEAET OKHO CO CMMCKOM OBBHEKTOB, B KOTOPbIX 3TO OpYXne
3agencrteoBaHo. Kak npasuno, 60nbLyto YacTb 3TOro cnucka 6yayT CoCTaBnAaTb YPOBHEBbLIE
cnuckn (4To oTobpaxeHo abbpesunatypon LVLI B ctonbue Type). NwmTte Te, 4TO OTHOCATCA K
HY>XHOW dopakumm n Bneped. (Jabnknvk Ha anemMeHTe cnMcKka BbI30BET OKHO pefakTUpoBaHuUS
3TOro anemMeHTa.)

[Moatomy anroputm gobaeneHus OyaeT Takos:

Cosgaem cnuckm "coctosHM" aAnsa Kaxgon ppakuumn (Mnv oguH obLnin, ecnu He XOTMM 3amopa-
ymartbces). ToT, Yto HadnHaetcsa ¢ Cond. (ans onpeneneHHocTn 0630BYy ero
CondOurWeponAll).

Cosgaem cnucok ans BeposaTHOCTHOro pacnpegenenus natpoHos. Hanpumep AmmoOurAm-
mo75.

Cosgaem aonsa kaxgomn dpakumm (ecnm He neHb, ONATh XXe) CUCKU A11s KOMMNeKTa Opyus ¢ na-
TpoHamu. WithAmmoOurWeaponAll.

[obaBnsem Halw KOMMNNEKT 13 npeabiayLero NyHKTa B Kakom-rmbo M3 CyLLeCTBYIOLLMX KOMMIEK-
TOB (4NS Kaxaow bpakummn, eCTeCTBEHHO) — B COOTBETCTBUMN C KITACCOM OPYXXWUS Ui UHbI-
MU coobpaxeHnsamun. (Ho xxenatenbHO He NPOTUBOPEYUNTL JSTIOTMKE N HE NUXaTb NUCTONET B
CMUCOK pasgaym TSXKENOro BOOPYXEHMUS).
Hanpumep, nycTb Hawe opyxue BygeT nerkum n XoTum pasaatb ero UCKNIYMTENBHO Kor-
TaMm. Torga OTKpbIBaeM AN pegakTupoBaHus cnvcok, Hanpumep Talon1WeaponGun, co-
3[,aEM HOBbIV 3NEMEHT U ANSA Hero Bbibnpaem B Bbinagatowem cnucke Object Haw cnncok
WithAmmoOurWeaponAll. 2Kmem "OK" n pagyemcs XnsHu :).

Ara, pagyemcsi, oa He coBceM :) Ecnu Bbl xoTute, 4TOObI Balle OpyXXue 1 NaTpoHbl eLle 1 'y Top-
roBUEeB nonaganock, HeobxogmMmo GyaeT NPOoLEePCTUTL CNMCKK, YTO HavmHatoTes ¢ Vendor
n Be3ae, rae HyxHo, aobasutb Nnbo pesynertar n.1, nnbo n.2, nnbéo n.3. He 3abbiBanTe,
4YTO YPOBHEN BNOXEHNA MOXET OblTb MHOMO 1 cneaguTe, Kyaa gobaensere.

4.4. ObecneyeHune NONTHOLEHHOro B3aMMogenmcTBmMA C MUMPOM.

Hy BOT, opyxue po3aaHo, Urpoky A0CTYNHO, Ka3anocb 6bl MOXHO pagoBaTbcs Xun3Hu. OgHako
€CTb HECKOINbKO TOHKOCTEMN:

1. B onpeneneHHblii MOMEHT OAHOIO U3 KBECTOB NEPCOHAXM, BOOPY>KEHHbIE HOBbIM OPYXM-
eM, NPoOUrHopupYyoT Havano 6o4. [Jabbl n3dexartb aTon cuTyauun, obaBbTE OpyXue B
cnucok Miscellaneous->Form List->GunsList.

2. Ecnu Bbl ellle 3TOro He caenanu, 1 ecnv Balle opy>Xne peMOHTUPYETCS He Tonbko cebe
nogo6HbIM, TO co3ganTe CNMCOK peMOHTa (OHM pa3melleHbl Bce Tam xe B Miscellaneous-
>Form List n ux ID HaunHaeTcs ¢ Repair). B cnmucke NpocTo nepevncrieHo BCe Opyxue,
3an4yacTaMmn KOTOPOro MOXHO OTPEMOHTUPOBATL CTBOS, A5 KOTOPOro 3TOT CUCOK yKa-
3aH B KOHdoure (cM. pasgen 2.1.1).
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5. MpobGnembl ¢ cynepMyTaHTaMMm.

Hy BoT n gobpanunck 0o pasaena, NoCAy>XMBLUEr0 OCHOBHOM MPUYMHOM CO34aHUSA 4aHHOIO
AoKYMeHTa. A npobnembl B CnegyoLwem — CynepMyTaHTbl HE ABMNSATCS Pa3HOBUAHOCTBIO Urpo-
ka kak NPC, rynu n npoyune rymaHounabl. 3To camoctoaTenbHble Creatures n oHn MMeroT Ao
obmaHoro mano aHMMmauun ataku. BelpaxxaeTcst 3T0 B TOM, YTO CynepmMyTaHTbl NPOCTO He ByayT
Nonb30BaTbCS OPYXMEM, aHNMALMA aTaku KOTOPOro He COBMNagaeT HMU C OOHOM M3 UM OCTYn-
HbIX. M BbIrMSanT 310 3abaBHO — cynep nMaeT Ha Urpoka B ataky C aBTOMaTOM Ha NepeBec, HO
He cTpensieT. [JaHHble N0 AOCTYNHbIM/HEQOCTYNHBLIM A4S CYyNepoB aHUMaLUnin aTakm NpuBEAEHbI
B NpuUnoxeHun A (Ha JaHHbIN MOMEHT MHGOpPMaLMs HenosHas U, Hagercb, OGHOBUTCA B crie-
AYOLLEN BEPCUN LOKYMEHTA).

CTonkHyBWMCH C 3TON Npobnemon, 4 nones B MHTEpHeT. C xoay pelweHne He Hawen. Ho B
npouecce NOUCKOB cchopmMmMpoBanocb Nnepeoe — Hambonee oveBMaHOE pelleHne. U, kak bbl B
noaTBepXaeHue NpaBoThl, HAXOXY 3TO Xe pelleHne Ha popymax Al. OgHaKO OHO MeHS He
OYeHb yCTpamBano 1 Nnocrne HeNPOAOMKUTENbHbIX My4YeHUI OblNo HAMAEHO eLLe OAHO peLleHne
cen npobnembl. Oba peweHnss He naearnbHbl U UMEIKOT ONpeaenéHHbIe HeQOCTaTKKU, TakK YTo S
n3noxy oba, a Bbl pewante, No KakoMmy Nyt natu.

NTak, ecnv Bbl pasgaeTe opyXue cynepmyTaHTam, TO HeqocTaTodHo [06aBUTbL ero B COOT-
BETCTBYHOLLME YPOBHEBbIE cnuncku. Heobxoanmo:

» [Ecnu ocHOBHasi aHMMaLUmMs aTaku OpYyXusi HeAOCTYMHa ANns CynepMyTaHTOB, BOCMOb30-
BaTbCS OOHVMM M3 NPEANOXKEHHbIX HXKE pPeLLEHUN.

» Ecnu ocHoBHasi aHMMaLms aTtaku opyXus OCTynHa cynepMyTaHTam, TO — KpoMe nponum-
CblBaHWS B YPOBHEBbLIX CMMCKaxX — 4OCTAaTOYHO J00aBUTb 3TO HOBOE OpYXWUe B CMNCOK UC-
nonb3yemMoro cynepMmyTtaHTaMmn. 3TOT CANCOK HaxoauTcs B pasgene Miscellaneous-
>Form List n Ha3biBaeTcs SupermutantWeapons. [lo6aBneHne HOBOro OpyXus B aTOT
cnmMcok npounssoantca metogom Drag-and-Drop, YTO NO-pyCcCKM 3BYYUT Kak rnepemacku-
gaHue :).

5.1. CKkpunToBOE peLueHue.

NTak, nepBbiM, CaMbIM O4EBMAHBLIM PeLLEeHNEM, ObINO HaNMcaTb CKPUNT NoAMEHbI. A He
OYeHb NG Takne peLleHust, NOCKONbKY CKPUNTbl UCMOMHSOTCS HE CaMblM ObICTPbIM 06-
pa3oM, YTO NPUBOAUT K NoaTOpMaXxmnsaHnsaM. Ho aTo cyrybo Moé MHeHue.

Ntak, anroputm:

1. Cosnaetcs Konusi opyxus cneumanbHo Ans pasgayun cynepmyTtaHtam. [Ins Hero yctaHaB-
NMBaEeTCs OOCTYMNHas cynepmyTaHTam aHMMmaums ataku, MakcMmarnbHo 6rmskas K "MCTUH-

HOW™.
MuweTcs CKpUNT NogMeEHbI N BELLaeTCA Ha n.1.

CynepmyTaHTCKas konua gobasnsetca B cnucok Miscellaneous->Form List-
>SupermutantWeapons. Ecnuv B aT0T cnncok ycnenu obaBnTb UCXOAHOE OpyXne —
yoanuTe.

Hedocmamku:
1. Kak yxxe Oblfo ckasaHo Bblllie — A0MNOMNHUTENbHAasA Harpy3ska Ha npoLeccop.

2. HeT BO3MOXHOCTI aBCONOTHO KOPPEKTHO NOAMEHUTL OPYXKNE Npu 40GABNEHUN B UHBEH-
Tapb, T.K. HET BO3MOXHOCTM ONpPeaenuTb ero coctosiHue. MpuxoanTcs nNMbo ycTaHaenm-
BaTb A06aBnsieMOMy CTBOMY Cry4yalHoe COCTOsIHME U3 AOCTYMNHOro AvanasoHa, nnbo
NOAMEHSITb HEMOCPEACTBEHHO MNpW 3kunupoBke T, 4YTo NPMBOAUT K TOMY, Y TO B MHBEHTa-
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pe MoryT npucyTcTBoBaTb 06a BapnaHTa opyXus (HMU pasy He aKUNMpoBaHHble OyayT B
BapuaHTe CNeLKonum, a y>xe Ncnonb3oBaHHble [T — B HOpManbHOM).

CTpykTypa ckpunTa nogMeHbl NPy 3KUNNPOBKE:

scn WeaponSubstitutionScript

float fWeaponCondition

Begin OnEquip player
set fWeaponCondition to player.GetWeaponHealthPerc / 100
player.AddItemHealthPercent OurNewWeapon 1 fWeaponCondition 1
player.EquipIltem OurNewWeapon 0 1
removeme

End

CTpyKTypa ckpunta nogMeHbl Nnpu nogbope (cuntaem, YTo COCTOSTHUE HE MOXET ObITb
bonbLue 45% n meHbwe 20%):

scn WeaponSubstitutionScript

float fWeaponCondition

float fRandomValue

Begin OnAdd player
set fRandomValue to 20 + GetRandomPercent * (45 - 20) / 99
set fWeaponCondition to fRandomValue / 100
player.AddItemHealthPercent OurNewWeapon 1 fWeaponCondition 1
removeme

End

5.2. "Heotgenumoe" pelweHue.
[na peanusauum BTOPOro peLleHnsa CKpunTbl MncaTb 1 NPUKPENNATb HE HYXXHO, HO CneLKo-
NSt OPYXNS AN CynepMyTaHTOB BCE PaBHO HYXHa.

1. CospgaeTcs Konus opyxus Ans pasgadu UCKMYUTENbHO cynepmyTaHTaMm. [ns Hero ycTa-
HaBMNMBaeTCsl 4OCTYMNHas CynepMyTaHTam aHMMauusi atakv, MakcuMarnbHO 6rnm3kas K "uc-
TUHHON". B pobasok, copackiBaeTcs donar Playable B cekuun Flags (cm. 2.1.1.).

CynepmyTaHTam pasgaetcsa napa "MIctuHHoe" opyxue+cneuykonus.

CynepmMmyTtaHTCcKas konua gobasnsetcs B cnucok Miscellaneous->Form List-
>SupermutantWeapons. Ecnu B 9T0T crnncok ycnenv gobaBuTb NCXOOHOE OpyXue —
yoanuTe.

Tenepb B MHBEHTApe CynepMyTaHTOB ByaeT 2 pasnuyHbIX KoMK OPYXKS, HO Npun oBbblCcKkuBa-
Hun Tpyna [T yBMOWT TONbKO OAHY, TY, Y4TO "UCTUHHasA".

Hedocmamku:

1. Haxe "nycTble" Tpynbl OyqyT BanaTbCs € opyxmMem B pykax. Opyxue CTaHOBUTCS Kak Obl
4YacTblo MOAENN Kpuyepa, BCTpamMBaeTCs B HETO.
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Opyxune HEBO3MOXHO BbIOUTL U3 pyK. Cam He Nposepsisl NoKa, MosibKO NPeornoOKeHUE.

[Mocne cmepTn BOOPYXEHHOMO Taknm obpasom cynepmMyTaHTa, ero cobpartbs nogdepyt
"MCTUHHOE" OpYyXKNe 1, COOTBETCTBEHHO, HE CMOTYT UM BOCMNOSMb30BaTbCA. TOXE HE pOo-

8EPEHO.
HocmouHcmeo:

He Hago nucaTb CKPUNT NOAMEHBI. )



6. KoHKpeTHbIN npuMmep AobGaBreHUs1 KOMMeKca opyXxue-oboenpunac.

YT106bI HAarNsAHO NPOAEMOHCTPMPOBAaTh BCE BbILLEOMNUCAHHOE, NpMBeaY KOHKPETHbIN NpuMep,
B koTopom gobasnto B @3 BuHTOBKY M1 Garand n 6oenpunac k Hemy .30-06Springfield. U pas-
AaM 3TO BCe CynepMyTaHTam.

Bce, onncaHHoe B gaHHOM pa3gerne oopMIieHo B BMAE rOTOBOMO nnarvHa
A13AddWeaponExample.esp n Bbl MOXETE 03HAaKOMUTCHA CO BCEMM NOAPOOHOCTAMM, TaK CKa-
3aTb, Ha HaType.

6.1. lo6aBns0 BUHTOBKY M 6boenpunac.

Mogenb 1 TeKCTYpbl 3aMMCTBOBaHbI MHOI U3 nnaruHa "20™ Century Weapons" (c Hekcyca).
» Mopgenb 3akugbiBato B nanky Data\Meshes\A13Arsenal\Rifles;

TekcTypbl kngato B nanky Data\Textures\Weapons\A13Arsenal\762x63mm M1 Garand;
Mpaento mogernb ¢ nomoubio NifScope, ykasbiBasi HOBOe MECTOMNOSTOXEHNE TEKCTYP;

3anyckato GECK wn 3arpyxato Fallout3.esm;

YV V V V

Cospgato natpoHbl A13Ammo3006Caliber: Ha 6a3ze Ammo308Caliber nabbl He Bo3nTbCS €
MoaensaMu.

( Ammao — [ﬂ_g-r

Ll

Inventary Image

ID | A13Ammo3006Caliber
| interfacelicons\A13Arsenal  Edit

Mame |I'IaT|:u:|H 30-06 LS

Short name |.3I:|-E|6 Message Icon
value [ 1 Speed [ 1.0000 | e
Clip Rounds | 24
Model | Ammo}308Ammo.NIF Edit
[ Ignores Mormal Weapon Resistance
- e
RQuest Item; S ‘

v Playable [

Pickup Sound: ITTMAmmunitionUp |

Putdown Sound:  [TMAmmunitionDown | cancel
- =

L -

—

(vkoHka textures\interface\icons\A13Arsenal\pipboyimages\items\3006cal_icon.dds)

» [Mopaxatowmn anemeHT (Projectile) He cosgato, BOCNOMNb3yoCb UMEKLLMMCA AN TOro
xe .308 kannbpa.

» Cospgato koHdur opyxusa A13WeapM1Garand
(vkoHka textures\icons\A13Arsrenal\pipboyimages\weapons\M1Garand_icon.dds)
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0] I.-’-'«'I Iw/eaph1Garand

M ame IM'I Garand

7 ]

Obiect Effect | NONE -]

Seript | MOME

Ammurition |41 3mmo3006Calber v |

Clip Rounds IE

Skil - [Small Guns |

Game Data |.-'3ut and S ound | Rumble I

“Weight IE.EIEIEIEI

Health |5|:|E|
Reach |1 .000o

Fire Fiate ITU':“:'U

Min Spread ID.'I Qo0

Walue

[D'amage
Ammo Usze
# Projectiles

Spread ||j_3|:||:||:| Limb Drmg kult

1.0000

114171

-
. E 3 _
eapon

D amage per second I':' |1EI
Repair ltem List | NONE a
Equip Type ISmaIIGuns ;I
—Flags
[T NPCzUse Ammo [T Quest ltem
[ Ignores Mormal Weapon Resistance W Playable
[ Automatic [ Player Only
[T Can't drop [T Mo Jam After Feload
[ Mot Uzed in Mormal Combat [ Minor Crime

[ Hide Backpack

Fiezist I MOME
—On Hit

=}

I Marmal formula behawiar vI

—HRange

Mir IE'I 2.0000
R |2EIEIEI.EIEIEIEI

Sight FOY |45.nnun Tuiﬁfgﬁﬂi r Ff:-ced
Sight Usage [1.5000 Crit 3 Mt |1.0000 iR
Crit Drg IC'":'— [ BurstShot [ Long Bursts v Action Paints IW
Aim Arc ID— r BJaergE%iﬁult IW
B Daagiin 71000 e [
EritEffectl NOME | ¥ OnDeath
Embedded ‘Weapon
Nods | S NonE ]

o |




28

Game Data Art and Sound l Fiuml:ule]

|[reventory image

|interfau:e'xiu:u:un$"-.-'3.1 Frzenal E dit

b odel

feszage lcon

| Edit

Animatian

b odel |.-’-'-.1 Hrzenal\Rifles\M1 Garand v3.nif  Edit Multigher [1.0000 Attack Shots/Sec I—E.EIEIEIEI

1zt Perzon .
Model Obieet | NONE =l Attack Multiphier [1.0000 Helfad :me 13;222
am | ime .

Armor List | HOME ﬂ E dit [ Don't Use 13t Perzon 1S &nimations
Whiorld . [ Don't Use 3rd Person 15 Animations
Model Edit
Frojectie | SriperRifleBulletProjectile. | Attack Sound WwWRNRifleHuntingFire30 | Add Destruction D ata |

Impact Data Set |BallisticlmpactDataSet ﬂ Attack Sound [20]  WPMRileHuntingFire2D | Idle Sound:
Select TESSound |

Reload Anim |HE|,:,a,:||: ﬂ Attack Loop & elect TESS ound | TR
quip Sound;
Hand Grip | DEFALLT = Attack Fail Mo . . "WwWPNRifleDE qui
| e iss) _ WPNPistoll DDy | RS |
Altack &nim | AttackRight | Melee Block Select TESSound | wPNRifleOEquipln |
Shell Cazing |Weapu:uns'x2H andéuton _Edit Pickup Sound: |
o - Detection - ITHRIiflelp
Animation Type |TwcuHan|:|.-'3.utl:|mat||: ﬂ Sound Level |LDUd J Putdown S aund:
| Has Scope ITMRiflel own |
TargetNIF | Edt| Effect [nonE =l




6.2 Co3paro cynepmMyTaHTCKYHO KONUIO.

Kak roBopunock, cynepbl MOryT UCMONb30BaTb OpPYXKME C OrpaHn4YeHHbIM HABopPOM aHUMaLWiA

aTtaku. [JaHHbIM criydyan — 13 yucna Hepg

OCTYMHbIX. I'I03Tomy NMPUMEHAID CcoBCTBEHHOE peweHune

5.2. [Ina atoro co3gato cneukonuio A13M1GarandSupermutant:

-

Script | NOME ﬂ J
Object Effect [ NONE =l
Ammunition | 4134mmo3006Calber |
Clip Rounds |8

Skil - [Small Guns =l

Game Data At and Sound l Furible ]

|hventany image

|interfac:e'\iu:un3\.-'-\1 Jrzenal Edit

todel

- - - —— ™
Weapon ——— - = L__X_
D |.~'1'«'| Jwfeapt 16 arandS upermutant Damage per second |EI 19
Name [M1 Garand Fepair ltem List | NOME =l
Equip Type |SmaIII3 N ﬂ

bodel |.~'1'«1 3arzenalhRifles\M1 Garand v3.nif Edit

Flags
[ MPCzUsze Ammo

[ lgnores Normal Weapon Resistance [ =

[ Autornatic [ Player Orily

[ [ MoJam After Reload
[ Mot Used in Mormal Combat [ Minor Crime

[ Hide Backpack

Meszage lcon

Edit

Animation

Fultiplier |1.5300 Attack Shote/Sec |2.0655

|SniperRifleBullstProjectils |

Impact Data Set |Ealli3tic|mpactDataS et j
Reload Anim |He|cnad"5". j
Hand Grip [ DEFALLT d
Attack Anim |a'l'-.tta|:k3 ﬂ
Shell Casing |Wea|:unns'x2H andutan @
Arimation Type [T woHandRiifle |
[~ Has Scope
TargetMIF | Edit

1zt Perzon
Model Dbjoet | NONE =
Armer List | NONE | Edt
i arld .
Model Edit

Projectile

Reload Time |3.0090

Attack Multiplier |1.500
Jam Time |2.0400

[ Don't Use 15t Person 15 Animations
[ Don't Use 2rd Person 15 Animations

Attack Sound WPMHRIifleHuntingFire3D |

Add Destruction Data |

Attack Sound (201 wWPNRIifleHuntingFire2D | Idle Sound:
Select TESSound |

Attack Loop Select TESSound_| g
Attack Fail [Mao . ) wWPHMR=0E qui
smmoMeles Mizs) WPMPistall OmmFireliy | e SDL:d. quip |
Melee Black Select TESSound | wPNRifleDEquiplin |
Pickup Sound: |
Detection - ITMRIiflelp
Sound Level |LDUd J Putdown Sound:
ITMFifleDown |
Effect | HOME J

Cancel

o |

Ob6paTtute BHUMaHMe Ha MHOXUTenn B cekumm Animation(Multiplier n Attack Multiplier) —

OHM nogobpaHbl TakMm 06pa3om, YTOObI

napameTpbl Attack Shots/Sec, Reload Time 1 Jam

Time MMHUManbHO OTNIMYanNuUChb OT UX aHanoroB B OCHOBHOM KoHdure A13WeapM1Garand.
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6.3. Co3aaro ypoBHeEBbIE CMUCKMU.

NTak, ons pasgaym nepcoHaxam HeobXxoamMmo co3faTh CrUCKM:

» [IMamponHoe. Cosgato cnuckn A13Ammo3006Cal75, A13Ammo3006CalScrounger. Oba
cnucka abcontoTHO MOEHTUYHbI, MO3TOMY NPUBOXKY CKPUH TONBbKO OOHOTO.
=)

[T Calculate from all levels <= PC's level

-
Leveled [tem

30

Chance Mone v Calculate for each item in count
“25 Use Global | NONE | [ Useal
Level | Court | Farm Editar D | Owmer | Heal.. | Object
1 1/ 4134mmo300ECalber I,.f_-.'-| I mino 006  aliber ;I
Lewvel Count Health %
| |1 {10000
COwner
MFC Faction
| NONE x| | NONE -
Global Yariable Required Rank
| NONE = =l

Preview Calculated Besult

Cancel |

| Preview Level I‘I Presiew Count I'I

» CocmosiHul opyxusi. A13CondM1Garand n A13CondM1GarandSupermutant.

-
Leveled Item

E5CS)

D' |&13CandM1Garand

[T Calculate from all levels <= PC's level

Preview Calculated Result

Chance Mone v Calculate for each item in count
’7||:| Use Global | NONE | I Use Al
Level | Court | Farm Editor 1D | Dwrer | Healt.. | Object
A Al3wespMiGarand | | 35.00% I-"l"-'l IweapM1Garand LI
1 1 &L a13weaph1Garand
1 1 E( a1 HWEEDM-IGEITEHd Lewvel Count Health %
|1 |1 |25.00
Dwner
Faction
| NONE | | HONE |
Global ariable Required Rank
| NONE = | =

| Preview Level I‘I Preview Count I'I
Cancel |




. . D

D |413CondM1GarandSupermutant [T Caloulate fram all levels <= PC's level
Chance Maone [ Calculate for each item in count
“n Use Global | NONE I T
Lewvel | Coaunt | Farrn Editar [D | Qe | Healt... | Object
o A1dweaph1GarandSu.. | [ 35.00 I.-'-‘-.1 Iwfeaphd1GarandS upermutant ;I
1 1 ﬁ A1 eapM1GarandSu... 45.00 %
1 1 8 A13weapM1GarandSu... reopy  Level Lot Health
I | |25.00
— Dwner
MPC Faction
| NONE | | NOME -]
[Global *fariable R equired A ank.
| NONE =l | ~]

Preview Calculated Result | Presview Level |1 Preview Count |1
oo |

» Komnnekmoe. A13WithAmmoM1Garand n A13WithAmmoM1GarandSuper.

_

| D I"f""-I Awithésmmobd 1 Garand [T Calculate from all levels <= PC's level

-
Leveled Item

31

Preview Calculated R esult

Chance Mane [T Calculate for each tem in count
“':' Use Global | NONE =l @ usean
Level Caunt Farm Editar 1D Owner | Healt... Object
BERTIECE RN NN [213condM1Garand |
1 1 A1 38 mmo2006C aliber
1 8 A136mmo3006CaI7S Level Count Health =
L | | 100.00
— Dwner
MPC Faction
| NONE | [ nonE ~|
Global ¥ anable Required R ank
HOME - -
‘ i | » I —I I —I

| Preview Level |1 Preview Count I'I

Cancel |




-

Leveled Item L - S I&
D &1 Jwithdmmol TG arandS uper r
Chance None [
D USE Glnbal NDNE ﬂ p USE .é\"
o| | Level | Count | Form Editor 1D | Owner | Healt.. Object
| A13CondM 1 GarandSuper.. | || |A‘| 3CondM1GarandS upermutart ﬂ
i 1 £ B a13withammobd1Garand
I Lewel Count Health %
| I 1 [100.00
|
| Ovner
| MNPC Faction
| NONE | | none |
Global ariable Required Rank
. _ | NONE | | |
Preview Calculated Besult | Presview Level |1 Preview Count |1

6.4. Pazgaro KOMNNeKTbl CynepMyTaHTaMm.

1. BHowy A13M1GarandSupermutant B Form List ¢ HazaBaHuem Supermutant-
Weapons.

2. Pasgato MapaHgbl TeM cynepam, 4To B opuriHane BoopyxeHbl OXOTHUYBUMU BUHTOBKaMM.
Mpn 3TOM BO3MOXHOCTb NosABreHns OXOTHNUYbUX BUHTOBOK OCTaBnsto. [nsa peanusaumm Takoro
noaxona npuaertca co3gath ewe oauH Leveled Item, koTopbin npeactaenseTr cobon NomnHy Ko-
nuto WithAmmoHuntingRifleSupermutant. [insa atoro otkpeiBato WithAmmoHuntingRifleSuper-
mutant ansa pegaktupoBaHus, MeHsato ID Ha A13WithAmmoHuntingRifleSupermutant n coxpa-
HA0 (Ha Bornpoc "You have changed the Form's Editor ID. Create a new Form?" otBevato "[1a").
A Tenepb meHso nexogHbin WithAmmoHuntingRifleSupermutant cneaytowmm obpasom:

Leveled Item . S i @

1] |Withf1‘n.mm0H untingRifleS upermutarnt

Chance Mone

W Calculate from all levels <= PC's level

[~ Calculate for each iterm in count

Freview Calculated Result

Cancel

—
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| Preview Level |1 Preview Count |1 |

0 Use Glabal | NOME -] -

| | Level | Count | Farm Editar ID | Owne Object

I i 1 ﬁ A1 3withtmmoHuntingRifleS upermutant |.-’-‘-.1 FwfithémmoHuntingRifleS upermutant ﬂ |

I 5} 1 @ A1 Iwfithammobd 1G arandSuper

i Lewvel Count Health %

i I 1 [100.00 i

| |

I Dwner ||

I HPC Faction "

i | NONE ~| | nonE ERN
Global ¥ ariable Fequired Rank 1

I |. - | NONE =l | Ed

=

——— —=



6.5. [lo6aBnsA0 HOBble NaTPOHbI TOProBLaM.

Bce xopouwlo, HO NaTpoHOB B MMpe noka manosaTto. [Ans Toro, 4todbl MOXXHO OblNo HOpMarb-
HO MCNOMb30BaTb HOBOE OPYXME, HYXXHbl 6oenpunackl B 4OCTAaTOMHOM Konuyectee. [lobutbes
3TOro MOXHO NMbo pasgasas Bnagenbuam opyxumsa 6onblume 3anacbl NaTpoHoB, NMOo AobaBnTb
nx B NyT 1 Toproeuam. He Buxy ocobbix NpensaTCcTBUIN NS NePBOro BapMaHTa, HO BTOPOW WH-

TepecHee :)

WTak, ona Toro, 4ToObl HOBLIV Boenpunac NosiIBUCS B Npoaaxe, Heobxoanumo:

1. EpaunHooGpasus pagu co3gatb cnmcok A13VendorAmmo3006Caliber:
a w v - S [
Leveled Item p - b ﬁ
D |A13’\-‘endurﬁmmuSDDEEaliber m
Chance Mone N
0 Use Giobal | NONE = W Use al
o | Level | Count | Farrn Editar [0 | Owner | Healt... | Obiject
| PN [a13tmmo3006CalTS ~]
| 1 1 / 41 38 mmo300ECaliber
| Lewel Covint Health %
i 1 10 |100.00
I
| Owarer
| HPC Faction
1 | MONE | | MONE |
|
i Global ' ariable Required Rank
i | HONE ~] | ~]
i
| | o .
i P Lewvel P Count |1
i Preview Calculated B esult ‘ revien Level 1 rewigw Loun
| |

2. [No6asntb A13VendorAmmo3006Caliber B cnncok VendorAmmoBullets100:

-

Leveled Item o

=)

ID [VendormmoB ullets100

Chance Mone

I¥ Calculate from all levels <= PC's level

[w Calculate for each item in count

Use Global | MONE

o —

=

Frexview Calculated Result

e

| Prevview Lewel |1 Preview Count |1

Cancel

-
o | Lewvel | Count | Form Editor [0 | Owner | Healt... | »|  Object

| 1 1 & VendowtmmalOmm |41 3endormmo300ECalber ~|

1l 1 1 - WendordmrmnoS hotgu....

| 1 1 [ vendortmmo308Cali Lissel Cawit nisdlln 2

| 1 1 - WendardmmoSrmm |1 1 |1':“:|-':ID

] 1 1 Bl VendorsmmoSSEmm

|| 1 1 - WendormmoS hotgu. . Owirer

| 1 1 B vendowtmma32Caliber E NFC Faction

| 1 1 B vendotmmoddiag... | MHOME J | HORE J

1 &13vendotmmodl L L Glabal Y ariable Required Rank.

I 1 1 &) a13vendortmmo3...

i 1 1 B &13endortmmo3n... | NONE =l =
[ |

[ |

[ |

[ |

[ |

i
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6.6. M1Garand Ha npoaaxy.

Ecnu ecTb xxenaHve obaBuTb TOprosLuam B NPOAAXY U camy BUHTOBKY, AOOaBLTE CMMCOK
A13WithAmmoM1GarandSuper B cnuckn VendorWeaponsSmallGunsCommon un

VendorWeaponsSmallGunsCommon75.

6.7. CkpunTtoBOE€ pelueHune

Mo I'IpOCb6e Onera NPUBOXY OTIINYUNA CKPUMTOBOIO BapuaHTa peLlleHnA I'IpO6J'IeMbI C aHnma-

umnen:

1. MNMuwem ckpunT nogMeHbl Npun noabope (HasbiBato ero M1GarandSubstitutionScript):

scn
float fWeaponCondition
float fRandomValue

Begin OnAdd player

set fRandomValue to 20 + GetRandomPercent *

MlGarandSubstitutionScript

(45 - 20) /

set fWeaponCondition to fRandomValue / 100

player.AddItemHealthPercent Al3WeapMlGarand 1

removeme

End

99

fWeaponCondition 1

2. B koHdpure opyxus A13WeapM1GarandSupermutant B cekuuun Flags yctaHoBuTb donar
Playable. A B okHe Bblbopa Script BbIbUpaeM HanncaHHbI Hamu paHee ckpunt M1GarandSub-

stitutionScript.

3. Cnucok pasgaun A13WithAmmoM1GarandSuper npuHumaeT BuA;:

i - 1
Leveled Item . -  —— &J
D |41 3withémmotd 1 G arandS uper r
Chance MNone [
a s Global | MOME j W Useal
Level | Count | Form Editor [T | Owner | Healt.. | Dbject
i 1 1 B &13CondM1Garand... |A'I o 2006075 ﬂ
| 1 1 /’ &1 3Armmo300ECalber
|| o R lee | Coni e
I 1 8 [100.00
|
I Owiner
I NPC Faction
| NONE ~| | nONE |
Global W anable Required Rank
| NOME =l | |
| Preview Calculated Result ‘ Preview Level |1 Preview Count |1
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MpumeyaHue

KacatenbHo Reload Anim bro_nod nucan cneaytouwlee - [Mpagda, MOXHO Halmu mMoObl, KO-
mopsble repedesnbigarom cmaHdapmHble cucmeMbl rnepesapsoku. Kak eHecmu Ho8ble aHUMa-
Uuu MHe Heu38ecmHo, HO xomersnock bbl 3Hamb, 20€ OHU MPONUCbLIBAOMCS, makxe audesn MoOobI

Y KOMOpbIX cmeOrsibl UmMmesiu c80K0 aHUMauuro.
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MpunoxeHue A. CBoaHble TabnNuubl aHUMaLUM aTaku U Nepesapsanku

Tabnuuya A.1 CBogHas Tabnuua aHMMaLuum atakm

Kon

Tun aHumauumn OnucaHue Creatures
aHMMauum

1HandPistol BbicTpen ¢ otgaden, Ho 6e3 nogbpoca cTeona. -

oHandRifle BbicTpen ¢ gocbinaHmemM natpoHa npoaosibHO- +
Attack3 CKOMNb3SILLUM 3aTBOPOM

2HandAutomatic |BbicTpen ¢ yaepxaHvnem ogHOW pyKOW. -

2HandHandle [mokn! -

1HandPistol BbicTpen ¢ HakonnieHem umnynsca -

2HandRifle BbicTpen c otaaven. -
Attack4

oHandAutomatic BbicTpen ¢ HaKonMeH1em MMnynbca v )

yoepXXaHmem OHOW PyKon

2HandHandle [mokn! -

1HandPistol HepocTynHa -

oHandRifle BbicTpen ¢ otaayen n nepesapsigka ckobon )
Attack5 eHpy.

2HandAutomatic -

HepocTynHa

2HandHandle -

1HandPistol -

2HandRifle -
Attack6 — HepoctynHa

2HandAutomatic -

2HandHandle

1HandPistol -

2HandRifle -
Attack7 — HepoctynHa

2HandAutomatic -

2HandHandle

1HandPistol -

2HandRifle -
Attack8 — HepgoctynHa

2HandAutomatic -

2HandHandle

1HandPistol § -

oHandRifle BbicTpen ¢ otaaven n nogbpocom cTBOna BBEPX- +
AttackLeft —— BNpaBo

2HandAutomatic +

2HandHandle miokn! -
AttackLoop 1HandPistol Ouepenb. Ho ecnu gocTynHa B aHMMmaumm -

camoro opyxusi. lHaue — aHumaums odepeam ¢

oTceydkon 3, Ho BE3 BbicTpena.
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2HandRifle HepoctynHa -
Ouepenb. Ho ecnu gocTtynHa B aHMMmaumm
2HandAutomatic |camoro opyxus. MlHaye — aHMMauna ovepeam ¢ -
oTcedkon 3, Ho BE3 BbicTpena.
2HandHandle Ouepenb.
Ob6bIYHbIN BLICTPEN C OTAa4Yen n nogdbpocom
1HandPistol cTeosia Beepx. [1pu Buae ot 3 nuua nepcoHax -
nepeq BbICTPENOM crierka OTBOAUT PYKY BNpaso.
) . Ob6bIYHbIN BbICTPEs nNoyTn 6e3 otaaun u
AttackRight | 2HandRifle nepesapsiaka ckoboii FeHpu. )
oHandAutomatic O6blYHbIN BbICTPEN C oTAa4Yen 1 nogbpocom +
CTBOJSIa BBEPX.
2HandHandle mtokn! -
1HandPistol
2HandRifle HepocTtynHa
AttackSpin | 2HandAutomatic
oHandHandle CranpapTHas aTaka MuHUraHa c +
npeaBapuTenbHOM packpyTkon 6rnoka CTBOMOB.
1HandPistol
] 2HandRifle HepoctynHa
AttackSpin2 :
2HandAutomatic
2HandHandle CtaHpapTHas ataka orHeMméerTa. -
1HandPistol
2HandRifle
AttackThrow — HepocTynHa
2HandAutomatic
2HandHandle

Annmaumn AttackThrow OTHOCATCA K MeTaTerlbHOMY OPYXUIO U1 B JAHHOM AOKYMEHTE He
PacCMOTpPEHDI.

AHUMaLMM SHEPTETUYECKOIO OPYXXUS HE OTNINYAOTCA OT aHMMaLUWIA UX OFHEeCTPenbHbIX cobpa-
TbEB.
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Tabnnua A.2 CeogHas Tabnvua aHnmMaunn nepesapsaakm

Kon Tun aHumauum OnucaHue Creatures
aHumaumm
1HandPistol CtaHpapTHasa nepesapsgka nuctoneta c )
MarasvHOM B PYKOSITKE.
oHandRifle Mepe3apsiaka BUHTOBOK C NPOAOSbHO- +
ReloadA CKOSb34LLMM 3aTBOPOM.
2HandAutomatic |CmeHa marasuHa y aBTomarta. 3aTBop crnesa. +
oHandHandle CranpapTHas nepesapsigka nucrtonerta (Cm. )
BblLLE).
1HandPistol [Mepesapsaka OpoTUKOMETA -
2HandRifle CmeHa 6atapen nasepHoOn BUHTOBKM. -
ReloadB 2HandAutomatic | CmeHa 6atapeun nna3ameHHON BUHTOBKM. -
oHandHandle CtaHpapTHasa nepesapsgka orHeméra — )
noacoeauHeHue LWnaHra HoBoro Gannowa.
1HandPistol Mepesapsaka Kntanckoro nucronera. -
2HandRifle lMNepesapsaka BUHTOBKM JIMHKOMbHA -
ReloadC 7 /
oHandAutomatic CmeHa marasvHa cHanepcKoW BUHTOBKM. )
3aTBOp cnpasa.
2HandHandle Mepesapsigka AaTnuHr-nasepa -
1HandPistol lMepes3apsiaka ABYCTBONMbLHOMO obpesa -
2HandRifle CmeHa 6apabaHa y apoboBuka. -
ReloadD :
2HandAutomatic M 5 -
epesapsifika ABYCTBOSMbHOro obpesa.
2HandHandle besaprAka AsY P -
1HandPistol Mepesapsiaka peBonbBepa C OTKMAbIBAHNEM )
6apabaHa BneBo.
2HandRifle lNepesapsaka BUHTOBKM JIMHKOMbHA. -
ReloadE c .
oHandAutomatic | CMEHa MarasiHa y kuTackoro asTomara. +
3atBop cnpaea. bricTpee, yem A.
2HandHandle lMepesapsiaka MMHUraHa. +
1HandPistol CwmeHa 6atapen nasepHoro nucroneTa -
2HandRifle Mepes3apsiaka X.4-BUHTOBKW. -
ReloadF :
2HandAutomatic -
CwmeHa Gatapeu nasepHoro nucronera.
2HandHandle -
1HandPistol -
2HandRifle -
ReloadG — [Nepes3apsgka nuctoneta-nynemMera.
2HandAutomatic -
2HandHandle -
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1HandPistol
2HandRifle -
ReloadH — CmMeHa bGaTtapen nnasMeHHoro nucronera.
2HandAutomatic -
2HandHandle -
1HandPistol -
2HandRifle -
Reloadl — lNepesapsigka MecmeTpoHa
2HandAutomatic -
2HandHandle -
1HandPistol -
2HandRifle -
ReloadJ — lNepesapsigka bnactepa Yyxunx.
2HandAutomatic -

2HandHandle -

1HandPistol
2HandRifle Mepesapsinka peBonbBepa ¢ nepenambiBaHNeM -

ReloadK pamMKu.
2HandAutomatic -

2HandHandle

AHuUMauuu 3Hep2emMu4ecKo20 OPYXKUsl He OTNNYAKOTCS OT aHUMaLUUIN UX OFTHECTPENbHbIX
cobpaTtbes.

Ucnonb3oBaHHbIe MaTepuansbl

Mpwn co3gaHmmn aTOro JOKyMEHTa MCNOSb30BaNCh:

> Fallout.3, Bethesda Softworks.

» GECK, Bethesda Softworks

» OnucaHue napaMeTpoB OpYyXusi 3a aBTopcTBOM bro_nod. Tym.
>

OpyxerHble nnarnHbl-agaoHbl ¢ canTa fallout3nexus.com, B 4aCTHOCTW NnarvHbl 3a aB-
TopcTBOoM HeroinZero u Ahztec, a Takke nnaruH "20" Century Weapons". 13 aTtux nnaru-
HOB 51 Gpan Moaenu Ansa CBOEro 1 y)Xe Ha HeM NoCTuran Bce TOHKOCTM fobaBneHuns opy-
XWs B Urpy u pasgadun ero obutatenam CtonuyHown lNMycToLwm.

BnaropapHocTu
Cnacunbo komnaHum Bethesda, cosgaBwen urpy Fallout.3 n gaswen Ham koHcTpykTop GECK
Anst Mmoanukaumm 3Ton camom Urpbl.

Cnacunbo HeroinZero, Ahztec, Einherjrar n npounm mogogenam 3a ux Tpya n, Ha4eKCb, OHK
He obunaaTca Ha 3aMMCTBOBaHUSA MHOK UX Moaenen (Mnu mogenen nsa ux nrarmHoB).

Cnacunbo bro_nod 3a packonku n nogpobHble onucaHus napametpoB GECK, kacatowmxcs
opYyXusi n 6poHM.

Cnacunbo Oleg c popyma TeamX 3a TO, YTO CNOABUI MEHS 3a HaNUcaHWe JaHHOro onyca.
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