Cats Who Play

Mission Editor
Manual

For Syrian Warfare: Battlefields

Version 1.0
21.10.18



Table of contents

TablE Of CONTENTS ...ttt ettt e ettt e et e e et e e sabe e e sabe e e sabeeesaneeeaas 1
INEFOAUCTION ..ttt et e e bt e e e bt e e s bt e e eabe e e s abeeeeaseeesnbeesanneeanns 2
Beginning your Work with the @ditOr...........eee i e 2
Creating a Battle based on temMPlates......ccceeeeiiiiiei i 3
Making a Battle from SCratCh........oocuviii oo et e e 3
Publishing to Steam WOrKSHOP....cciii oo e e e e e e e e e e e e e eannes 4
oo T oY= A TSI o Y- .Y o SRR 5
(1ol Y= o] o] 1=Tot £ PSPPSR 5
BUIIAING PrOPEITIES . vveie ettt e e s st e e e e st a e e e e sabeeeessabaeeesansaneeenn 5
UNTE PrOPEITIES et 6
PlaCING ZONES ..ttieieitiee ettt e e ettt e et e e e s b e e e e s aee e e e e bt e e e e e a—tee e e ataeeeeaaaeeeeanaaeeeennraes 7

p o] g 1=J o] o] o T=1 5 A =13 PPN 8
WOTKING With trigEEIS. . e i e e e e e e e s e s st e e e e e e e e sesnnsseaeeeeeeeessannnes 9
Trigger start CONAILIONS ...ccoooeeeee e e e e e e e e e e e e e e e e s e nneaenees 9
Trigger effeCts (ACHIONS) cuuuiiii i e e e e e e s e are e e e e s aaaeae s 11

BT =Ty aT=] oL T PP PRTR PPNt 18
Hauano PaboTbl C PEAAKTOPOM ..eccieiurueeeeriurieeeeiiteeeeesitteeeesssseeeseessreeesasssseeessssseeeesssseeesssssseesssnsssees 18
Co3paHure «CparKeHMA» HA OCHOBE LUADTOHOB ... ..uuveiieuiiieeeeiireeeesittreeeesitreeeesreeeeesssreeeessnssneesennes 19
COo30aHNE CKCPAMKEHMAD C HY A eeeiiiirruiiiereeeeeteeuiiiieseseeeteentsinessseeeseesmsmssnssesesssmesmmiereseesseemsmannes 19
Mybnmkaumna Bepcrm B Steam WorkShop.......oooi i 20
PeOaKTUPOBAHME CIIAYHA ..iiiitriiuiieeeeeeettttiriiieaeeeeertertsnuasseeeeseesnsmassssesessesessssnsseseesssesmsnsasseseesesessnns 21
PACCTAHOBKA OO BEKTOB ...ceiuutiiiitieiiieeeiitee ettt ettt e ettt e et e e sttt e e bt e e s bt e e s bt e e eabeeeesbeeesabeessnseeesnneesans 21
CBOMCTBA €BLAHUMD coeeiiiiiiiiieeeeeee e 22
(0010 Y oy - T It o - BTSRRI 22

s Tolon T To] =T = T TP 24
(0070 Y oy 1T T o L R OO PSR 24
PaBOTA CTPUITEPAMM ceeieeceeiiiiieeeeeeee ettt e e e e e e e e st taeeeeeeeesenstaaaeeeeeesesaannstaeseaaeessanannsrsanneeaeeans 25
YcnoBua ctapTa TPUIMEPOB (CONAITIONS) . .uuiiiiieiiiie ettt et e e e aaeee s 26

TPUITEPHBIE AENCTBUA (ACLIONS) .eiiiiiiiieeieiiieececiee e eeetee e eet e e e et e e e e e are e e e eenbeeeeeeasseeeeeanaeaans 29



Introduction

This manual contains the basic information necessary to create your own Battles. The manual
will be worked on and expanded based on questions and requests from active users.

Beginning your work with the editor

To launch the mission editor, you will need to press the Play button for Syrian Warfare in your
Steam library — a selection dialog will appear and the last option will be launching the editor.

4 Syrian Warfare

108 hours
Todav

"» pLAY

CANCEL

After launching you'll see the Select Battle window. All Battles created by you will show up in
this list. To create a new Battle, select the Battlefields: NEW option and press Open.

B Select Battle: X

Battlefields: NEW

Open | Cancel ‘

After that you'll have to name the new Battle you're making. A folder with that name will be
created; all files related to the Battle will be stored there. The folder be created in the game's
installation directory (by default: “[Steam directory]/steamapps/common/Syrian
Warfare/workshop”). We advise against using spaces in the name of the Battle or any file used
by it. Use underscores or Pascal case instead.



Creating a Battle based on templates

Create a new Battle with a unique name, as described above.
Navigate to the Battle's folder.

Copy the files from one of the available Battle templates to the Battle's folder. You can find
them in the “dlc/Battlefields/battles_templates” folder of your Syrian Warfare installation
directory (by default — “[Steam directory]/steamapps/common/Syrian
Warfare/dlIc/Battlefields/battles_templates”).

If you copied everything correctly, you'll be able to load and check the map in-game. Launch
the Battlefields DLC in Steam, select New Game, choose a difficulty and on the Battlefield
select screen you'll see your Battle with the name you gave it during creation. You can tell
local Battles apart from Battles you've downloaded from Steam Workshop by the date of
their last update — local Battles have no date displayed.

Edit the basic spawn zone of the player's units (in a template it's the only zone on the level).
Edit the amount and types of units allowed for the mission start and the CP in the “[Battle
folder]/scripts/species/spawns.xml” table.

Place enemies, set their behaviors, edit the objects on the level if you wish to (see Editing
the spawn).

Provide some objectives for the player. At the bare minimum — victory and loss conditions.
Use triggers for that (see Working with triggers).

You can also set some “calling zones” to make the enemies tactically react to the player's
actions (see Placing zones), implement trigger-based hostile actions (counter-attacks,
withdrawals, etc), player reinforcements given during the mission, dialogues and messages,
cutscenes and so on. Start small, iterate.

Before publishing to Steam Workshop write a briefing and historical notes in the “[Battle
folder]/locale/global_map_missions.xml” table.

Don't forget to also set the coordinates of the mission marker on the global map, if the
mission takes place in Syria. For that edit the game.loadObject and game.setCameraPos
parameters in “[Battle folder]/scripts/global_map.lua”.

Making a Battle from scratch
The main difference when making a Battle from scratch is that you have to do everything by

yourself — form and paint the landscape, place all necessary objects. You'll also have to fill out

all the extra tables that have already been made for templates.

This part of the manual is under development.



Publishing to Steam Workshop

Publishing is available when you open your Battle in the editor via File > Publish.

Folder:

C:\Program Files (x86)\Steam\steamapps\common\Syrian Warfare\workshop/Super Battle

Publish aSi‘Damascus Steel (ENG) j Vi5ibi|ity:‘Private j Lang:‘English j
Title:
Damascus Steel (ENG)

Description:

April 2018.

Numerous reports are being received that the fighters are preparing a false flag operation in a city
named Douma. Intelligence indicates that the preparations are nearing completion.

Command decides that a special op needs to be carried out.

Preview image:

Change Note:

Cancel

e Publish as — NEW if this is the first time the Battle's published. Otherwise pick a
previously published Battle from the list to update it instead of publishing a copy.

e Visibility — This parameter determines who can see and subscribe to this Battle in Steam
Workshop — Private limits this to you and other users you specifically designate in the
Battle's properties in Steam Workshop, FriendsOnly — you and you Steam friends, Public
—any Steam user.

e Lang— We advise you against changing this parameter; use the same language for the
name and description as you use for the in-game texts. This text will be shown to all
Steam users regardless of their language settings.

e Title — The Battle's name in Steam Workshop and in-game. We recommend you write
the Battle's main language in parentheses after the name.

e Description — The Battle's description both in Steam Workshop and in-game. Make sure
the text fits inside the Ul in-game.

e Preview image — A preview image both in Steam Workshop and in-game. This must be a
200x200px square PNG image. Stored in the Battle's folder under the name “pic.png”.
You can choose a file from a different source, it will automatically be copied to the right
place.



e Change Note — A change log for the update being published, shown only in Steam
Workshop.

Editing the spawn
Placing objects

Placing the objects is done via the lefthand row of buttons. Each button has a tooltip when you
hover over it.

PQALBLMFo OO

If you select the Spawn Entity mode you'll see the main list of available objects on the right side
of the screen.

|player j

[~ Random rotation
v Stick objects

| Objecu | Search |

- Tankss™

-- Helicopters

-- Airplanes

-- Vehides

-- Buildings

-- Infantry

- Particles

The Tanks, Helicopters, Airplanes, Vehicles, Infantry categories contain lists of available units.

The Buildings category contains available buildings and other static objects like fences, poles,
stones, trees and so on.

The Particles category contains special effects you can place on the level. The effects cannot be
edited through the editor. You can only change them by editing the source files.

An object's properties are seen when you select it with any of the Select actions found in the
righthand row of buttons.

P H0&EO0Ff ha

Building properties

MName: | new_countryhouse_02d

Type:l scripts/species buildings. tt

burnable ’m
garrison lilzl
garrison_team ’ﬁ
name Ibld_l—

e burnable — whether the building can be destroyed (true by default; in this case the hp
and other related parameters are taken from the buildings.xml table)

e garrison — displays a menu which lets you select squads which will be placed in the
building when the mission starts. Useful for placing enemies and allies without using

triggers.



e garrison_team — determines the team of the units in the building if a garrison was set. If
either of the two parameters is missing the garrison won't spawn.

e name — lets you set a unique name for the building in order to use it in triggers.
Unit properties
MName: t55_arm

Type:| scripts/specdies/tanks. txt

ai_type script -
ammoQuantity 100

behavior_mode  |normal

oew

-
-

fuelQuantity 100
group_name
has_crew true

-
hull_down false -

level

T

name

passive_recharge |true

4

patrol_zones

reserve false

-
team player hd

e ai_type —vehicle Al type. Includes:

» Script —the basic Al type. Must be used for the player's units and for the Al's units in
all situations the other types don't cover.

» Defender — used with Defense-type zones (see Zone properties). Activates such a
zone when an enemy enters it. Used to create defensive perimeters for allies and
enemies.

» Dummy — an inactive unit. Completely passive until switched to a different Al type.

» Escort — Al type for convoys. All units on the map with this Al type are considered to
be part of one convoy and will follow each other during movement. Usually used
with Escort or Special zones set in the patrol_zones parameter.

» Mobile — units with this Al type react to calls from attack or defense zones. A unit
with this Al keeps such a zone active after arriving in it so it can continue calling
reinforcements even after all Defender Als are dead.

» Patrol — Al type for patrols. Used with the patrol_zones parameter. Can activate a
Defense zone like a Defender or Mobile Al. It will basically call for backup when
passing through a Defense zone that contains an enemy.

» Ambush — an infantry-exclusive Al type. Squads with this type will always crawl.
Useful for ambushes.

e ammoQuantity — remaining ammo in percentage of total.

e behavior_mode — behavior model. Like the in-game behavior — Aggressive pursues
enemies it has seen, Defense will only shoot just before it is discovered.



e crew —you can choose the specific type of the crew for this vehicle instead of the
default. The crew must be able to drive the vehicle (driving_classes parameter in the
squads.xml table).

e fuelQuantity — remaining fuel in percentage of total.
e group_name —the name of the group this unit belongs to, if any. Used in triggers.

e hull_down — used exclusively for enemy or ally vehicles partially hidden behind
impenetrable cover, such as a trench. It increases firing accuracy against this vehicle.

e |evel —the experience of a squad or the vehicle's crew. 0 to 5, anything above is reduced
to the maximum.

e name — lets you set a unique name for the unit in order to use it in triggers.

e passive_recharge — used only for Al-controlled units. If true, the unit's ammo will
automatically replenish based on the passive_recharge_rate parameter in the
ammunition.xml table.

e patrol_zones — list zones a Patrol or Escort Al should visit, separated by spaces. If using
the Patrol Al type the unit will loop around, starting from the beginning again once it
reaches the end of the list. A zone can be entered in the list multiple times. An Escort Al
type will end its movement in the last zone.

e reserve — useful only for units that might end the mission under the player's control.
Determines what happens with the squad or vehicle's crew once the mission's over —
False means it'll just disappear, Garrison means it'll be placed in the player's garrison,
Reserve —that it'll be available for purchase from the reserve. Do not set the parameter
for enemy vehicles — their availability depends on the parameters of the crew that
captured it. A crew that was selected by the player (from the global map or via
reinforcements), it will default to Garrison.

e team — which team the squad or vehicle's crew belongs to.

Placing zones

The zone placement mode is enabled by pressing the Spawn Trigger Zone button in the lefthand
row of buttons.

QRALTIMF O« @

Zone shapes can be Circle or Rectangle. In addition to the obvious geometrical differences they
also have other differences in their functionality which will be noted where relevant.

Zones can be moved, rotated or rescaled using the usual modes of interaction — Select and
Move, Select and Rotate, Fixed Scale, Free Scale.

P H0&EO0Ff ha



Zone properties

Name:

Rectangle

Type:| scripts/species/trigger_zones. tx'

active

call_radius

deactive hd
50

detect_radius 10
evalution_factor |1

name

player_spawn

refresh_period 5

type

spawn v

active — has two options: Active or Deactive. This is important for zones of the Attack,
Defense and Escort types.

call_radius — the radius in which an Attack or Defense zone calls Mobile type Als.

detect_radius — the radius in which an Attack or Defense zone checks for enemy units.
For a Defense type zone it also checks for own units in this radius with the Defender,
Mobile, Patrol type Als. In addition, this parameter is used in the “for units from
[team_name] team in zone [zone_name] set group name [group_name]” trigger action — when
using a Rectangle zone all units within the physical zone and the detect_radius are
grouped.

evaluation_factor — a parameter which determines the ratio of units being summoned to
enemies in the zone. For example, with a value of 1 one unit will be summoned for each
enemy unit; with a value of 2 — two units to an enemy, and so on. Note that not all
Mobile type Als in call_radius will respond to the call. A reaction is possible only if the
enemy is of the appropriate type. For example, a regular infantry squad won't respond
to a tank, only ATGM and RPG squads; an ATGM IFV will respond, but not a regular IFV.
These reactions are set in the reaction_blackboard parameter in the tanks.xml, cars.xml,
squads.xml and helicopters.xml tables.

name — lets you set a unique name for the zone in order to use it in triggers.

refresh_period — the frequency of checks. It is advised to not set it below 30 seconds,
because a large amount of zones with frequent checks hampers the game speed.

type — the zone's type. Includes:

» Attack — an offensive calling zone. Units are called if enemies are present in the zone.
The presence of own units in the zone isn't necessary.

» Defense — a defensive calling zone. Units are called if enemies and at least one own
unit with the Defender, Mobile or Patrol Al type is present in the zone.

» Escort — convoy route zone. The zone belongs to the team whose convoy needs to
pass through it. While active it displays an arrow showing the convoy's route. For
example, to have a convoy of the player's allies move through the zone you'll have to
set its team to Ally and activate it. If the zone gets captured by the enemy during the
convoy's movement, the convoy will stop until the zone is liberated.

» Passive —the standard zone. Doesn't call anyone, doesn't check units, used only for
triggers. Doesn't show call_radius and detect_radius.



» Spawn — a zone for unit spawning. In addition to the location determines the
direction in which the spawned units will face. Important! The last Spawn zone
placed on the map will be the zone used to spawn the units the player selects at the

start of the mission.

» Special — used primarily for convoys. Unlike the Escort type doesn't show an arrow
and doesn't have a team — the convoy will move to the zone regardless of who's
present in it. Also useful for triggers that use call_radius because it displays that

circle.

Working with triggers

Opening the trigger editor is done from Tools > Triggers.

e Trigger name —the trigger's name. Should be unique and preferably “telling” so that you
can tell what it does by the name.

e Execution number — determines the maximum number of executions the trigger has. 0

means unlimited.

e Active trigger — determines whether the trigger is active from the start of the mission.

e Execute if any condition is met — if the checkbox isn't ticked, the trigger will only execute
if all conditions are met. If it is, it will execute if any condition is met.

Trigger start conditions

unit [unit_name] has been
destroyed, [select:normal,invert]

Checks if a unit has been destroyed. The invert condition checks if
a unit is still alive. The latter is better used during gameplay and
not at the start of the mission.

all enemies of team [team_name]
have been destroyed,
[select:normal,invert]

You can check defined enemy teams in the relations.xml table

all units of team [team_name]
have been destroyed,
[select:normal,invert]

Note that using this or the above condition to check whether a
mission should end might lead to a “last alien” situation where all
enemies are seemingly eliminated, but there’s one last guy in
some corner of the map that prevents this condition from
triggering.

a unit from group [group_name]
has been destroyed,
[select:normal,invert]

Useful for counting a group’s losses and, for example, triggering a
withdrawal. Better used in a trigger with infinite executions in order
to increment counters.

group [group_name] has been
destroyed, [select:normal,invert]

Checks if a group (all units inside a group) has been destroyed.

zone [zone_name] contains unit
[unit_name], [select:normal,invert]

Checks is a unit is present/absent in a zone.

zone [zone_name] contains group
[group_name],
[select:normal,invert]

As above but for a unit group. Triggers if even one unit in the group
is present/absent in the zone.

zone [zone_name] contains unit of
team [team_name],
[select:normal,invert]

As above but for any unit from a team. Mainly used to see who
holds a tactical point. Use a trigger to check for the presence of a
unit from team A and the absence of a unit from team B, and if the
conditions are met then you can change the marker above the




zone, disable this trigger and initialize one that checks for the
inverse of this situation.

[sec] seconds passed since
trigger's timer activation

With this condition the trigger will only activate a given amount of
seconds after it is activated, even if other conditions are met.
During this time the trigger can be deactivated.

variable [variable_name] value is
[select:equal,notequal,greater,less]
to or than [value]

Checks the value of a variable. Can check whether the variable
equal to, isn’t equal to or is greater/lesser than the given value.

trigger [trigger_name] is
[select:active,deactive]

If there’s a complex condition that depends on many parameters
that are hard to check within a single trigger’s conditions list, it'’s
better to check the mission’s status via what triggers are active.
For example, you have several counterattack triggers that trigger
on various conditions. After those triggers execute you need to
send a final big counterattack — and the easiest way to do it is just
by checking whether all counterattack triggers have been
activated.

convoy group [group_name]
finished movement,
[select:normal,invert]

Works exclusively for groups with the escort Al type. The condition
is met as soon as such a group reaches the final point in its patrol
zones (finishes its route).

convoy group [group_name] can't
finish movement,
[select:normal,invert]

As above, this works only for escort Al types. The condition is met
if the convoy cannot reach its destination for any reason.

all zones [zones] belong to
[select:free,enemy,player],
[select:normal,invert]

Checks zones’ allegiance. The condition needs the zones to have
their team manually set. By default all zones are free.

unit [unit_name] spotted enemy,
[select:normal,invert]

Usually used for patrols that call reinforcements or to check
whether an enemy tried to breach the defenses if we’re using
mobile support groups.

group [group_name] spotted
enemy, [select:normal,invert]

As above but for a unit group. The condition is met if any unit in the
group spots the enemy.

unit [unit_name] belongs to team
[team_name],
[select:normal,invert]

Mainly used to check if a vehicle’s crew has been eliminated, for
example, to not let the player control suicide bomber vehicles. A
crew-less vehicle automatically changes team to abandoned — so
we check if a suicide bomber’s vehicle is abandoned and if it is we
blow it up.

group [group_name] belongs to
team [team_name],
[select:normal,invert]

As above but for a unit group.

convoy group [group_name] lost a
unit, [select:normal,invert]

Similar to “a unit from group [group_name] has been destroyed,
[select:normal,invert]” but only works if the Al type is escort.

dialogue [dialog_name] is over

The condition is met when the player closes the dialogue window
after listening to it or skipping it.

message [message _name] is over

The condition is met after the message is played — either the audio
finishes playing or the time set for this message elapses if there’s
no audio.

unit [unit_name] has entered
vehicle [unit_name]

Self-explanatory.




group [group_name] has entered
vehicle [unit_name]

As above but for a unit group.

unit [unit_name] is immobilized,
[select:normal,invert]

The condition is met if a vehicle’s chassis or engine are destroyed.
Doesn’t check whether the vehicle is out of fuel or the driver’s
dead, so there might be situations when the vehicle isn’t moving
but the condition isn’t met.

building [building_name] belongs
to team [team_name],
[select:normal,invert]

A building belongs to a team if only that team’s units are inside it.

unit [unit_name] has been
attacked, [select:normal,invert]

The unit doesn’t check who attacked it, just whether it's been
attacked at all.

group [group_name] has been
attacked, [select:normal,invert]

As above but for a unit group. The condition is met if any unit in the
group is attacked.

Trigger effects (actions)

destroy unit [unit_name]

The unit is destroyed, the game counts it as dead. For
vehicles the destroy effect is triggered, infantry just
disappears.

destroy group [group_name]

As above but for a unit group.

wait [sec] seconds

Waits N seconds between trigger actions. Be careful not to
confuse this pause with the trigger condition cooldown ([sec]
seconds passed since trigger’s timer activation). If during the
trigger start cooldown you deactivate the trigger, it won’t be
executed; however, deactivating the trigger that has this wait
action won'’t stop it from executing the actions after it.

Another nuance is that these pauses can’t be used during
cutscenes — the in-game time doesn’t pass during them, so
after this action the trigger will be paused indefinitely until the
cutscene ends.

send unit [unit_name] to zone
[zone_name]

Sends the unit to a randomly selected point in the zone. If the
unit cannot find a path to the zone, it goes to a reachable
point that is nearest to the zone.

This action needs to be used with care — for example, if the
zone is very small and contains a unit already, then the sent
unit won’t reach the zone and any triggers that rely on the
unit being inside the zone won’t execute.

send group [group_name] to zone
[zone_name]

As above but for a unit group.

end the mission: [select:victory,failed]
and if it's the final one: [select:false,true]

The mission is finished with a victory or defeat screen. If you
set the final mission flag to true, then after the mission the
game will attempt to play the outro, credits and exit to the
main menu, ignoring further missions in the campaign even if
there are any.

center camera on unit [unit_name],
zoom [zoom] roll [roll] yaw [yaw]

Centers the camera on the unit. The roll is measured from
the vertical axis, the yaw — from the north vector (towards the
upper edge of the minimap). Optimal values for the zoom
parameter range from 350 to 470.

center camera on zone [zone_name],

zoom [zoom] roll [roll] yaw [yaw]

Same as above but for a zone’s center.




Keep in mind that at the beginning of a mission the camera
doesn’t automatically center on the player’s forces. You need
to manually set this action in the first trigger in order to
handle that.

[select:activate,deactivate] zone
[zone_name]

Changes the zone’s state. Useful when you want to enable or
disable a convoy route or activate a zone for the mobile or
defender Al types (while a zone isn’t active, the Al doesn't
evaluate enemy and friendly forces in the zone)

spawn unit named [unit_name], type
[select:tank,squad,car,helicopter],
sysname [sysname] to zone
[zone_name], set team to [team_name],
place in unit pool
[select:none,garrison,reserve], with crew
[crew_sysname] and exp level [number]

Spawns a unit of the given type to the given zone, sets it
allegiance to the given team and sets its experience level
(“Rookie” being the default). For vehicles you can also set a
non-default crew. The crew’s sysname can be found in the
squads.xml table, but the squad must be able to fit inside the
vehicle and be able to drive it (driving_classes parameter).
Unit pool is where the unit will be sent after the mission ends.
None means it'll just disappear, garrison means it'll be placed
in the player’s Garrison and reserve places it in the Reserve
from where the player can purchase it.

Attention! If you're spawning a unit with a name that’s already
in use, it'll spawn with an empty string for a name and a
default Al type.

spawn unit named [unit_name] with
group name [group_name], type
[select:tank,squad,car,helicopter],
sysname [sysname] to zone
[zone_name], set team to [team_name],
place in unit pool
[select:none,garrison,reserve], with crew
[crew_sysname] and exp level [number]

Spawns a unit with a specific name and group name. Very
useful when we want to command the group as a whole while
also giving special orders to a specific unit (for example, to
make a group assault some point then order specific units to
capture a building). This also means that if you spawn a unit
with a non-unique name (as described above) the name will
be emptied, but the group name will remain and you’ll be able
to control the unit as part of the group.

spawn unit with group name
[group_name], type
[select:tank,squad,car,helicopter],
syshame [sysname] to zone
[zone_name], set team to [team_name],
place in unit pool
[select:none,garrison,reserve], with crew
[crew_sysname] and exp level [number]

As above but the unit isn’t assigned a specifc name, just the
group name. If the group already exists, the unit is added to
it.

change variable [variable_name] value:
[select:set,increase,decrease,random]
[value]

Changes one of the variables you've declared. Set sets it to
the given value, increase/decrease adds/subtracts the given
value to/from the variable and random assigns it a random
value from O to the given value inclusively. Note that random
only works for integer variables.

[select:activate,deactivate] trigger
[trigger_name]

Activates/deactivates a trigger. While a trigger is inactive, it
doesn’t check its conditions and doesn't start.

If the trigger being deactivated has already been triggered, it
will finish executing all actions and only then will deactivate.
This isn’t the case if a trigger is deactivating itself, however —
in that case actions after this action will not be executed.

change team to [team_name] for group
[group_name]

Self-explanatory. Note that if two squads are engaged and
you're changing one of their teams so that they become
friendly to each other, the shooting won’t stop until some
other action changes their behavior (for example, a new
order).

Note that you cannot manually set the team to abandoned.




change team to [team_name] for unit
[unit_name]

As above.

play sound [sound_name]

Plays the given sound in 2D.

show message [console_message] on
screen

Displays the given message (taken from the
console _messages.xml table) on the left side of the screen.

teleport group [group_name] to building
[building_name]

Teleports infantry squads from the given group inside the
given building.

teleport unit [unit_name] to building
[building_name]

As above but for a specific unit.

show message [console_message] on
event log

Displays the given message (taken from the
console_messages.xml table) in the event log on the bottom
left side of the screen.

change unit [unit_name] behavior to
[behavior]

Changes the unit behavior to aggressive, normal or defense.

Works like the in-game behavior controls — if you want the
unit to pursue enemies it sees set it to aggressive, if you want
to set an ambush, set it to defense — in this case the unit will
only shoot when it's about to be detected.

change group [group_name] behavior to
[behavior]

As above but for a unit group.

change ai type to [ai_type] for unit
[unit_name]

Changes a unit’s Al type.

change ai type to [ai_type] for group
[group_name]

Changes a unit group’s Al type. Note that if you want to send
a convoy or a patrol, you need to first set the patrol zones
and only then change the Al. If the patrol zones list is empty
when the Al is changed to patrol, the Al will reset to the script

type.

teleport unit [unit_name] to vehicle
[unit_name]

Teleports an infantry squad inside the vehicle as transported
troops. If the squad can’t fit, the action is skipped.

teleport group [group_name] to vehicle
[unit_name]

As above but for all infantry in a group.

pause game

Pauses the game. Note that timers don't tick during the
pause.

place marker [icon_name] on unit
[unit_name] with tooltip [tooltip_name]
and set task with priority
[select:Priority,Additional,None] and
description [tooltip_name]

Shows the given marker above the unit. The marker must be
placed inside the Workshop\[Battle’s
name]\basis\textures\ui\pictures\trigger_pic folder. The image
has to be 160x160 pixels and use the tga format with an
alpha channel. In addition, the marker needs a mini version
that will be displayed on the minimap. The location has to be
the same and the name must match except for a “ mini” at
the end. The image has to be 160x160 pixels and use the tga
format with an alpha channel.

The tooltip_name text is defined in the tasks.xml file, which
has to contain 4 strings:

<name> - a link to this string is used as the first tooltip_name
value. It's the tooltip’s header, usually the name of what'’s
shown to the player (for example, “Commanding general”).

<name> desc — the contents of the tooltip, usually the




description of what’s shown to the player. Displayed
automatically when hovering over the marker (for example,
“General Hisham commands all the forces in the sector, his
death would spell doom for the defense!”).

<name>_add — an additional part of the tooltip, usually the
task’s type (for example, “Main task”).

<name>_task — a link to this string is used as the second
tooltip_name value. Usually the task’s description shown in
the task list in upper left corner of the screen (for example,
“Protect”).

Priority sets how the task is displayed in the task list.
Priority means that the task will be shown in green. Usually
it's used for tasks that must be completed before you can

continue the mission.

Additional is used for optional tasks, the task will be shown in
yellow.

None means the task will not be displayed in the task list, but
the marker will still be present.

place marker [icon_name] on building
[building_name] with tooltip
[tooltip_name] and set task with priority
[select:Priority,Additional,None] and
description [tooltip_name]

As above but the marker is placed above a building.

place marker [icon_name] on zone
[zone_name] with tooltip [tooltip_name]
and set task with priority
[select:Priority,Additional,None] and
description [tooltip_name]

As above but the marker is placed above a zone’s center.

hide marker on unit [unit_name]

Removes the marker and associated task from a unit.

hide marker on building [building_name]

As above but with a building.

hide marker on zone [zone_name]

As above but with a zone.

delete unit [unit_name]

Deletes a unit without triggering its death. However, if a
trigger has a condition based on that unit's death, it will still
be flagged as true, because the condition checks for the
unit’s existence. If you don’t want that to happen, deactivate
the trigger before deleting the unit.

For a unit the player selected manually as part of his troops
before the mission or as reinforcements, this will
automatically move them to the reserve. For units spawned
during the mission — based on their spawn settings (see the
unit spawn trigger actions).

delete group [group_name]

As above but for a unit group.

unload vehicle [unit_name]

Unloads the transported troops from a vehicle.

unload vehicles in group [group_name]

As above but for all vehicles in a group.

send unit [unit_name] to vehicle
[unit_name]

Sends the infantry unit to enter a given vehicle as transported
troops. If the unit can’t fit, the action is skipped. The action is




also skipped if the vehicle doesn’t have a crew or belongs to
a different team.

send group [group_name] to vehicle
[unit_name]

As above but for a unit group. If not all units in the group can
fit, only the ones that reach it first will enter it.

send unit [unit_name] to building
[building_name]

Sends the infantry unit to a building. If the building is
occupied by an enemy, the unit will automatically attempt an
assault. If you try to do this with a vehicle, the action is
skipped.

If the squad is being transported in a helicopter, then if the
building has a roof assault point the squad will drop in from
above.

If the squad is being transported in a vehicle, the vehicle will
drive near the building before unloading the troops.

send group [group_name] to building
[building_name]

As above but for all infantry in a group.

for unit [unit_name] set patrol zones
[zones]

Manually sets the patrol zones for a unit, separated by
spaces. Remember — first set the patrol zones, then change
the Al to patrol or escort.

for group [group_name] set patrol zones
[zones]

As above but for a unit group.

stop unit [unit_name]

The unit stops doing anything. Useful when you want to
change the Al or behavior type or change the unit’s team. In
these cases you'll want to use this action immediately after
the changes to let the unit refresh its state.

stop group [group_name]

As above but for a unit group.

set zones [zones] ownership to
[select:free,enemy,player]

Exclusively for convoys. If you want the column to only use
zones belonging to its team, then change the zones’ type to
escort (an arrow will appear) and change the zone’s
allegiance. For example, if a convoy wouldn’t move across
zones that are captured by the enemy, you can play out
situations where the enemy cuts a route — the convoy starts
moving, enemies capture a zone and the convoy will stop
and wait for the player to liberate the zone.

make unit [unit_name] attack hostile unit
[unit_name]

Self-explanatory. The unit will attack with all available
weapons regardless of whether they’re effective or not.
Works only if targeting a hostile unit.

make group [group_name] attack hostile
unit [unit_name]

As above but for a unit group.

make unit [unit_name] attack zone
[zone_name]

As above but the target is a zone.

make group [group_name] attack zone
[zone_name]

As above but for a unit group and the target is a zone.

explode ammo [ammunition] in zone
[zone_name]

An explosion of an ammunition type (taken from the
ammunition.xml table) occurs in the given zone, dealing all
appropriate damage.

for vehicle [unit_name] set fuel to [proc]
percent

Sets the vehicle’s fuel to a given percentage. Useful if you
want to show a vehicle running out of fuel or simulate
reinforcements spending some fuel to get to the battlefield.

for vehicle group [group _name] set fuel

As above but for a unit group.




to [proc] percent

for vehicle [unit_name] set ammo to
[proc] percent

Sets the vehicle’s ammo stock to a given percentage.

Note that if an enemy unit has the passive recharge flag set
to true, the unit will recharge its ammo over time; this flag is
automatically set to true for all enemy units spawned during
the mission. It can only be changed for troops placed on the
map beforehand.

for vehicle group [group_name] set
ammao to [proc] percent

As above but for a unit group.

set smokescreen [ammunition] in zone
[zone_name]

Same as with an ammunition explosion, but instead sets a
smokescreen with all its properties.

play dialogue [dialog_name]

Displays a dialogue (taken from the dialogs.xml table),
automatically pausing the game until the dialogue ends.

play message [message _name], show
text: [select:yes,no]

Displays a message in the upper part of the screen. You can
choose not to display the message, in this case only the
audio will be played (if there is any).

begin cutscene

Letterboxes the screen and disables the Ul. Cutscenes must
always be ended so the player can resume playing. Note that
if the player presses Esc during the cutscene it will be
skipped, but all actions will still be executed.

end cutscene

Restores the Ul and removes the letterboxing.

summon reinforcements
[reinforcement_name] to zone
[zone_name]

Lets the player summon the given reinforcements. The
sysname and properties of the reinforcements are taken from
the reinforcements.xml table.

unload crew from vehicle [unit_name]

Unloads the crew from the vehicle, the vehicle changes team
to abandoned.

unload crew from vehicles in group
[group_name]

Unloads the crews from all vehicles in a group.

send unit [unit_name] as crew to vehicle
[unit_name]

Self-explanatory. Only works if the vehicle is abandoned and
the crew can drive it.

record camera position

Remembers the camera position at the time of the action.
Useful if you want to show something to the player (such as
an important location or a cutscene) then restore the
viewpoint.

set camera to recorded position

Restores the camera’s position.

force helicopter [unit_name] to keep
spinning blades when landed

Used when we want to stylish unload troops from a
helicopter. Use this action on a helicopter, use the “send unit
to zone” action on the transported troops — and the
helicopter’s blades won’t stop spinning while unloading the
troops. You can also use the “unload troops” action — the
helicopter will just find the nearest place it can set down on.

play music [theme_name]

Plays a music set from themes.xml. Note that sysnames of
music sets in themes.xml must start with the “mission_"
prefix. If you want the music to start playing automatically
when starting the mission, name the music set
“mission_<map filename>", and the music will start playing as
soon as the map loads.

perform airstrike of type
[select:rockets,bombs,missiles] on zone

Self-explanatory.




[zone_name] in direction of zone
[zone_name]

set remaining airstrikes of type
[select:rockets,bombs,missiles] to
[number]

Sets the amount and types of airstrikes available to the
player’s air controllers. You can use this, for example, to
imitate the presence of bomber planes in the sector that later
leave it and return to base.

set unit [unit_name] group to
[group_name]

Adds the unit to a unit group.

change group [group_name] name to
[group_name]

Renames a unit group or sets all units in the group to a
different group.

for units from [team_name] team in zone
[zone_name] set group name
[group_name]

This action lets you set all units of a given team in a given
zone to a specific group in order to control them.

Attention: note that this doesn’t use the physical size of
circular zones, but rather the detect radius. In order to see
the detect radius (displayed in red) in the editor, set the
zone’s type to special. The detect radius can be set in the
zone’s properties. For rectangular zones, both the physical
size and the detect radius are used.

Fading Screen. Mode:
[select:fadeln,fadeOut]. Time: [number]
seconds

For a film-like effect you can fade the screen in and out
during cutscenes. The seconds parameters determines how
smooth the transition is. 0 seconds — and the effect is applied
instantly.




BeeaeHune

[laHHOe pyKOBOACTBO coAeprKMT 6asosyto MHPOpMaL Mo, HeOBXoANMYIO ANA CO3AaHUSA
cobcTBeHHbIX «CpaykeHW». [LokyMeHT byaeT AopabaTbiBaTbCA U PacWIMPATLCA MO Mepe
BO3HWKHOBEHMSA BONPOCOB M NOTPEOHOCTEN CO CTOPOHbI aKTUBHbIX NONb30BaTeNEN.

Hauyano paboTbl ¢ pegakTopom

YT106bI 3aNyCTUTb PeaaKToOp, BaM HEOBXOAMMO HaXKaTb KHONKY Urpatb, Bbibpas Syrian Warfare B
cnucke urp Bubanotekn Steam — NoABUTCA OKHO C BbIBOPOM BapMaHTOB 3anycKa, Noc/ieAHUM
NyHKTOM ByaeT MATU 3aMNyCK peaaKTopa.

S SUELRIEREICE

108 hours
Todav

“» PLAY

CANCEL

Mocne 3anycKa Bbl yBUAUTE OKHO Bbibopa «CpaxeHua» («Battle»). Bce co3gaHHble Bamu
CparkeHns byayT noABNATbCA B 3TOM cnucke. HoBoe CpaykeHne MOXKHO c034aTb, BbIOpaB NyHKT
Battlefields: NEW un HaxkaB Open.

B Select Battle: X

Battlefields: NEW

Open | Cancel ‘

Janee notpebyeTca BBECTU Ha3zBaHWe HOBoro CpaxkeHus. Nog sTum nmeHem byaert co3aaHa
pabouas nanka CparkeHus, rae 6yayT XpaHUTLCA M PeAaKTUPOBATLCA BCE OTHOCALLMECS K STOMY
CparkeHuto dpaiinbl. Nanka byaeTt co3gaHa no NyTM yCTaHOBKK Urpbl: [NyTb A0
Steam]\steamapps\common\Syrian Warfare\workshop\. He pekomeHayem B Ha3BaHUMU
CparkeHus, aa 1 Booblue B HazBaHUK $aiinos, CnayHOB U aHAWAaPTOB MCNO/Ib30BaTh Npobensl.



3ameHAnTe Npobesibl CMMBONAMU NOAYEPKUBAHNA UK NUWNTe 6e3 Npobenos, HaunHasn
Kak[0e HOBOEe CN0BO C 60/1bLwOoi BYKBbI.

MepelTn K pabouyeit Nnanke oTKPbITOro B pegaktope CpaxkeHUsa MOXKHO, UCMO/b3YA NMYHKT MEHIO
peaakTtopa File>Browse Local Files.

Co3paHune «CpaxKeHusa» Ha ocHoBe WabaoHoB

e Co3pgalite HoBoe CparKeHne CO CBOMM YHUKANbHbIM Ha3BaHWEM, KaK ONMCAHO BbILE

e [lepeinaute K paboueit nanke CparkeHus

e CKonwupyiite ¢aibl U3 04HOIO U3 NpesocTaBAeHHbIX WabaoHoB CparkeHuWi B paboyyto nanky
Bawero CpaxeHus. LLlabioHbl Bbl MOXKETe HalTK No NyTu [NyTb 40
Steam]\steamapps\common\Syrian Warfare\dlc\Battlefields\battles_templates\

e [lpaBW/IbHO CKONMPOBaB daisibl, Bbl YXKE CMOMKETE 3arpy3nTb U MOCMOTPETL KapTy B urpe. Ann
atoro 3anyctute DLC Battlefields B Steam, HaxkmuTe «HoBas urpa», BbiIbepuTe CI0XKHOCTb, Ha
3KpaHe Bbibopa CparkeHus Bbl yBUAMTE CBOE HOBOe CparkeHue nog HasBaHMEM, KOTOPOE Bbl
eMy NpUCBOUAKN BO Bpems co3gaHna. OTANUYUTL fIoKanbHble CpaxeHus oT CpaykeHWn, CKayaHHbIX
n3 Steam Workshop, moHo no aate o6HOBAEHUA cripaBa OT Ha3BaHUA CparkeHUS: Y NOKa/IbHbIX
CparkeHni gaTta oTCyTCTBYET.

e OTpepaKkTUpyiiTe 6a30BYIO 30HY CNayHa IOHUTOB UrPOKa (B LWabaoHe byaeT e ANHCTBEHHOM
NMOCTaB/NE€HHOM Ha ypOBHe 30HOM). OTpeaaKTUPYMTE KONIMYECTBO PaspeLleHHbIX Ha MUCCUIO
60eBbIX eaAnHNL, U Bblaasaembix KO B Tabanue [Bawe CpaxkeHume]\scripts\species\spawns.xml.

e PaccrtaBbTe Bparos, onpeaennte UM NoBeAeHNE, OTpedaKTUPYMTe 0ObEKTbI Ha YPOBHE Npu
»}enaHun (cm. pasaen PeaaktupoBaHue cnayHa).

e OnpeagenuTe 3agauun ansa urpoka. Kak MUHMUMYM, ycnoBua nobeabl U nopaxeHus. McnonbayiTte
ONa 3Toro Tpurrepsbl (cm. pasgen PaboTa ¢ Tpurrepamm).

e [1oNONHUTENbHO Bbl MOMKETe PacCTaBUTb «MPM3bIBaIOLLME 30HbI» A4 TaKTUYECKOW peaKLmm
BparoB Ha AelCcTBMA UrpoKa (cm. pasgen PaboTa c 30HaMK) U peannM3oBaTb TPUITEPHbIE PeaKLmm
BparoB (KOHTpaTaKu, OTCTYN/IEHUA U T.N.), NOAKPENNeHns ANA UFPOKa, BblAaBaemble No Xxoay
MWCCUU, CIOXKETHbIE AMANOMM N COOBLLEHNS, CKPUNTOBbIE CLEHbI U T.4. HauHuTe ¢ 6a3oBoro,
AopabaTbiBaliTe UTEPALMOHHO.

e [lepep nybamkaumen B Steam Workshop nponuwmnte nctopmyeckyto cnpasky u 6puduHr B
Tabnaumue ..\locale\global_map_missions.xml

o [lepepg nybanKaumen TakKe CKOPPEKTUPYIATE KOOPANHATBI 3HAUYKa MUCCUM Ha r106anbHOM KapTe
B COOTBETCTBUU C reorpaduyeckoi NpusBAsKoM, ecnm MMCCUA NPOUCXOAMT Ha TePPUTOPUN
Cvpuun. [ina aToro oTpeaakTupyiTe napameTpbl game.loadObject u game.setCameraPos B
dainne .. \scripts\global_map.lua.

Co3zpaHune «CparkeHuna» c HyNnA

OCHOBHbIM OTIMYMEM cO34aHNA CpaxKeHUA C HyNA ABNAETCA HEOBXOAMMOCTb CAMOCTOATEIbHO
co34aTb lAaHAWAdT, «PacKpPaCUTb» YPOBEHb M PACCTaBUTb BCE HEOOX0AMMbIE 06bEKTbI. [ToMUMO
MPOYEro HyXXHO ByAeT 3ano/IHUTL BCE CONYTCTBYHOLLME TabAMLbI U CKPUNTbI, KOTOPbIE B
WwabnoHax yKe 3aN0NHeHbI 417 FOTOBbIX YPOBHEWN.

B maHHOM pyKoBOACTBE COOTBETCTBYIOWAA MHPOpMauus byaeT AobaBneHa nosxe.



MNybankaumna sepcum B Steam Workshop

My6anKauma BO3MOXKHA Nocie OTKPbITMA Bawero CpakeHus B pegakTope Yepes NyHKT MeHIo
File>Publish

Folder:

C:\Program Files (x86)\Steam\steamapps\common\Syrian Warfare\workshop/Super Battle

Publish Els1‘Damascus Steel (ENG) j ViSibi"ty:‘Private j I-E""93‘English j
Title:
Damascus Steel (ENG)

Description:

April 2018.

Numerous reports are being received that the fighters are preparing a false flag operation in a city
named Douma. Intelligence indicates that the preparations are nearing completion.

Command decides that a special op needs to be carried out.

Preview image:

Change Note:

Cancel

e Publish as — NEW ans nybnnkaumm Bnepsble. B npoTMBHOM c/yyae BblbepuTe U3 CNUCKA
Balwe paHee onybankoBaHHoe CparkeHue, 4tTobbl onybnmMkoBaTb OOHOBNEHME, @ He
3a/1MBaTb KOMMUIO.

e Visibility — NapameTp onpeaenset, KTo 6yaet suaeTb Bawe CparkeHne B Steam
Workshop n cmoxkeT Ha Hero nognucaTtbca: Private — TONbKO Bbl U Apyrve co3gaTenu,
KOTOPbIX Bbl MOYETE Ha3HauYUTb B CBOMCTBax npeameTa B Steam Workshop, FriendsOnly
— Bawwu Apy3bsa no Steam, Public — Bce nonb3osatenun Steam.

e lLang — PekomeHayem He MEHATb 3TOT NapameTp, a Ha3BaHME U ONUCAHUE AenaTb Ha TOM
A3blKe, Ha KOTOPOM Y Bac B CparkeHun ByayT HanMcaHbl UTPOBbIE TEKCTbI. ITOT TEKCT
6yaeT NoKasbiBaTbCA 419 BCEX NONb30BaTenel Steam He3aBUCUMMO OT BbIbOpa A3blKa B
HaCTPOMKax ux npodunsa.

e Title — HazBaHue CparkeHus, KOTopoe byaeT oTobparkaTbCs, KaK B CNUCKE NpPeaMeToB B
Steam Workshop, Tak 1 B oKHe 3anycka CpaxeHui B urpe. PekomeHayem B Ha3BaHUU B
CKODBKax yKa3blBaTb A3blK, HA KOTOPOM B Bawem CparKeHMM HanMCaHbl TEKCTbI
6pndurHros, coobLieHN, ANanoros.

e Description — OnucaHue CpaxeHusa, byget otobpaxkaTbCa, Kak B ONMCaHUM NpeameTa B
Steam Workshop, Tak 1 B oKkHe 3anycka CpaxeHuit B urpe. lNposepanTe, 4yTobbl TEKCT
nometasnca B UHTepdenc B urpe.



e Preview image — KapTnHKa, KoTopana byaeT oTobparkaTbCA, KaKk B CNUCKe NpeaAMEeTOB B
Steam Workshop, Tak 1 B okHe 3anycka CpaxeHui B urpe. TpebyeTca KBagpaTHoe
nsobparkeHne B popmate PNG pazmepom 200x200. XpaHUTCA B paboyelt nanke B KOpHe
CpaxkeHna nog, umeHem pic.png. MoXHO yKasaTb ¢aiin 13 gpyroro mecra, oH
CKOMUPYETCA B NpaBUIbHOE.

e Change Note — CN1COK M3MeHeHUIt Ha NybanKkyemoe o6HoBNeHMe, 0TobparkaeTca
Tonbko B Steam Workshop.

Pep,aKTMposaHme CrnayHa
PacctaHoBKa 06beKTOB

3a paccTaHOBKY OOBbEKTOB OTBEYaeT N1eBbi B/10K C KHOMKamu. B TynTunax Bbl HanaeTe
NoACKAa3KM MO KaXKaoM M3 KHOMOK.

DEXSBLILMIOCO

Mpu BKNOYEHUN pexkMMa Spawn Entity B npaBoi YacTu pesaKkTopa Bbl yBUAMTE OCHOBHOM
CMUCOK AOCTYNHbIX 06bEKTOB.

|player j
[~ Random rotation

v Stick objects

| Objecu| Search |
--Tanki‘/\?

- Helicopters

- Airplanes
- Vehides
- Buildings
- Infantry
- Partices

Pasgenbl Tanks, Helicopters, Airplanes, Vehicles, Infantry cogep:»xaTt nepeyeHb AOCTYMHbIX
FOHUTOB.

Pasgen Buildings cogepuT AOCTyNHbIe 34aHMUA U NpoYMe NpeaMEeTbl YPOBHSA TUMNa 3abopos,
cT0n608B, KAMHEN, AePEBLEB U T.N.

Pa3gen Particles coaepxut apdeKTbl, KOTOPbIE MOXKHO Pa3MeCTUTb Ha ypPoBHE. dPdeKTbl He
MMEIOT peaakTUpyembIX CBOMUCTB. X ANMTENbHOCTb M NPOYME CBOMCTBA MOTYT BbiTb MU3MEHEHDI
TO/IbKO B MCXOAHMKAX.

CsolicTBa ntob60ro o6bEKTa BbI3bIBAOTCA NPW ero Bbibope ¢ nomMolubto KHonku Select and Move
B NpaBOM H/10Ke C KHONKamMM UK Apyrx KHOMOK ¢ Select B Ha3BaHWK, Hanpumep, Select and
Rotate.

P H0&EO0Ff ha



CsolicTBa «30aHUIN»

MName:

| new_countryhouse_02d

Type:l scripts/species buildings. tt

burnable

garrison

garrison_team

name

false -
L]
—
bld_1

burnable- moxeT 1 3gaHKe 6bITb YHUUTOXKEHO (MO YyMONYaHUIO True — MOMKET, B 3TOM

C/lyYae ¥KU3HM U Apyrve NapameTpsbl, BAMAIOWME Ha paspyLieHuns 6epyTca n3 Tabanupl
buildings.xml).

garrison — BbI3bIBAaET MEHIO, I4e MOXHO BblbpaTb OTPAAbI, KOTOpPbIE yrKe byayT

HaxoAuTbCA B 34aHMK NOCAe 3arpy3ku KapTbl. YA40OHO ncnonb3oBaTh A4/ PacCTaHOBKM
BParos M COKO3HMKOB B 34aHNA 6€3 NCNO/Ib30BaHUA TPUITEPOB.

garrison_team — onpeaenneT, Kako KoOMaHZe NPUHAANEKUT 3aaHue. Obs3aTenbHO Ann

3ano0/IHeHNA B COYETaHMM C MapameTpoM «garrison». ECv 3an0HUTb «garrison», HO He
YKasaTb «garrison_team», To B Urpe 3gaHue byaet nyctoe, M HAO6OPOT, KOMaHAa
cbpocuTcs, ecnv He 3aNoNHEH NapameTp «garrison».

Nname — MOXHO Ha3Ha4YnTb YHUKa/ZIbHOE UMA Bbl6paHHOFO 30aHunA. Mm MOKHO

onepunposBaTb B TpUrrepax npu oTnpaske oTpaa0B B 3TO 34aHUE NN NPOBEPKE
NPUHAANEXHOCTU 340aHNA U T.M.

CsoucTBa

Name:

FOHUTOB

t55_arm

Type:| scripts fspecies tanks. bt

ai_type
ammoQuantity
behavior_mode
Tew
fuelQuantity
group_name
has_crew
hull_down

level

name
passive_recharge
patrol_zones
reserve

team

>

>

script hd
100
normal hd

falze
player

-
-

ai_type — Tun UM ana TeXHMKKU, MOXKHO BblbpaTh U3:

Script — 6a3oBbIii TN UN. JonKeH MCNONb30BaTbCS KaK AJ/151 FOHUTOB UTPOKa, TaKk U ANs
OCTaNbHbIX BO BCEX C/Ty4aAAX, KOOME HUMKENEPEUNC/TIEHHDIX.

Defender — ncnonbayeTcs B cOMETaHMM C «NPU3bIBHbIMM» 30HamKM Tuna Defence (cm. B
pa3aene CBOMCTBaA 30H). AKTUBMPYET NOA06HYIO 30HY, KOrZa B Hee 3aX04uT Bpar.
Ncnonbayetca ana co3aaHma o60poHbl Y COIO3HUKOB U BParos.

Dummy — AeaKTUBMPOBAHHbIN OHUT. COBEPLUEHHO HE Y4acTBYEeT B NPOMCXOAALLEM Ha
MUCCUM NOKa He ByaeT nepeKkntoyeH Ha gpyroi Tmn MU c nomolLbio TpUrrepos.

Escort — M ana y4aCTHUKOB KOJIOHHbI. Bce nmetoLmeca Ha KapTe FOHUTbI € 3Tum Tunom U
CYMTAIOTCA YYACTHUKAMM OLHOMN KOJIOHHbI M NPU NEPEeSBUKEHMUM CAeayoT APYr 33 APYrOM.



Yawe Bcero Mcnosb3yercsa B coOMeTaHMM ¢ 30Hamu Tmna Escort u Special, ykasaHHbIMM B
napameTtpe «patrol_zones».

» Mobile — toHUTbI € 3TM TUNOM WU pearvpytoT Ha NPU3bIBbI aTaKyOLWMX U 3aLMUTHbLIX 30H.
MpnbbIBLWINIK B NPU3BABLLYIO €r0 30HY HOHUT C AaHHbIM TUNOM MU cOXpaHAET 30HY aKTUBHOM,
TaKMm 06pa3omM OHa MOXKET NPOAOKATb Bbl3blBaTb NOAKPENAEHUA AaXKe nocae rmbenm
toHmToB ¢ TMnom NN Defender.

» Patrol — UM ans co3pgaHma natpynei. McnonbsyeTca B COYETAHMM C NapaMeTpPoOM
«patrol_zones». Kak n Defender c Mobile moxeT akTBMpoOBaTb 3aLLMUTHYIO 30HY. Mo cyTu
NaTpy/bHbIM IOHUT «BbIZOBET» NOAMOrY, KOrA4a cam byaeT npoesKaTb 30HY U B 30He byaeT
Bpar.

» ambush — BapnaHT foCTyneH TOAbKO A/ nexoTbl. OTpAAbl ¢ AaHHbIM TUNOM WU Bceraa
nepeaBuratoTcs Nnosi3kom. MmeeT cMbIC/1 UCNO/Ib30BaTb A1 HEKOTOPbIX 3acag, uiu
ONBEPCUN.

ammoQuantity — KOAMYECTBO aMyHULMM B HaIMYUKN B NPOLEHTaX OT MaKCMMa/ibHOro
boe3anaca.

behavior_mode — TMn noBegeHuns. AHaNOTMYHO NOBEAEHMUIO B UFPE: EC/IN XOTUTE, YTODbI
FOHWUT CaMOCTOATE/IbHO Npeciea0Ban BUAMMbIX eMy Bparos, cTaBbTe Aggressive, ecnm
XOTUTE YCTPOMUTb 3acagy — cTaBbTe Defense, B 3ToM cayvae IOHUT HAYHEeT CTPensTb
TONbKO Nepeq, cambiM OOHapYKEHNEM.

Crew — MOXKHO BblbpaTb, Kakol oTpaa byaeT BbICTyNnaTb B Ka4yecTBe akunaxa. BaxkHo,
4yTOb6bI AAHHbIM OTPAA MOT BOAUTb NOAOOHbIM KNacc TEXHUKM (MapameTp
«driving_classes» B Tabnuue squads.xml).

fuelQuantity — HanonHeHHOCTb 6aKa B NPOLEHTAX OT MaKCMMaNbHOTO.

group_name — MMA rpynnbl, K KOTOPOW NPUHAANEKUT OHUT. UM MOXKHO bByaeT
onepupoBaTb B TPUITEpPax Npu HeoBXOAMMOCTM yNpPaBAATb FPYNnom

hull_down — ncnonb3yeTca TONbKO ANA BPAXKECKOM UAM COHO3HOM TEXHUKM YaCTUYHO
CKPbITOM 332 HENPOBMBAEMbBIM YKPbITUEM, HANPUMEP, OKOMOM, YTOBbI NpULEAnBaHME MO
TaKOW TEXHWUKE L0 YyTb Bbile, YeM 0ObIYHO.

level — ypoBeHb OnbITa OTPALA UM 3KMNAXKa B Cydae ¢ TexHUKon. OT 0 Ao 5, Bbilwe NATK
NPUPABHUBAETCA K MAaKCUMaIbHOMY YPOBHIO.

name — MOXHO Ha3HaYUTb YHUKA/IbHOE UMA OHUTA. MM MOXKHO ByaeT onepupoBaTh B
TpUrrepax.

passive_recharge — aefcTByeT TONIbKO A/1A FOHUTOB, YNPaBAAeMbIX KOMMboTePOM. Mpwn
coctosHuuM True 6oe3anac NOCTeNeHHO BOCCTAaHAB/IMBAETCA aBTOMATUYECKN B
COOTBETCTBMMU C NApaMeTPOM «passive_recharge_rate» Tabnumubl ammunition.xml, B
NPOTUBHOM c/ly4ae 6oe3anac He BOCCTaHaB/IMBAETCA.

patrol_zones —yepe3 npoben yKa3biBatOTCA 30HbI, MO KOTOPbIM ByAeT exaTb OHUT Npu
TMne UMW Patrol unu Escort. B cnyyvae ncnonb3osanum UM tuna Patrol toHUT 6ygeT
NaTPyAMPOBATb YKAa3aHHbIE 30Hbl B MOPAAKE NEPEUYNCIEHNA, NEPEXOAS OT NOCNEAHEN K
nepBoW B cnucke. MOXKHO OAHY M Ty XKe 30HY YKa3blBaTb ABaXKAbl, HANpUMep, YTObbI



NaTPYAUPYHOLLMIA IOHUT ABUranca BOCbMepPKOM. B cnyyae Escort loHUT NpoeaeT Yepes Bce
YKa3aHHble 30Hbl NOC/NeA0BaTe/IbHO M B NOC/eAHEN 30He OCTaHOBUTCA.

® reserve — MMeeT CMbICA TONIbKO A48 KOHMUTOB, KOTOPbIE K KOHLY MMUCCUM MOTYT OKa3aTbCA
noa, ynpasaeHuem urpoka. Onpeaensaet, YTo NPOU30MAET C OTPALOM UAN IKMMAXKEM
(ecnn napameTp 3anoNHEH A1A TEXHUKM) NO OKOHYaHMM muccum: False — npocto
ncyesHet, Garrison — 6yget nomelleH B «[apHU30H Urpoka», Reserve — byaeT gocTyneH
ONA MOKYMNKK UTPOKOM 13 «PesepBa». He 3anosiHAlTe NapameTp AN BParKeCcKom
TEXHMKWN: ee nepexog, onpeaenaerca napameTpom 3axsBaTUBLLErO €ro akunarka. Ecam sto
3KMNaXK, KOTOPbIM Bbln BbIBpPaH Ha MMUCCUIO UTPOKOM (Ha rnobasibHOM KapTe Uan Yepes
noaKpenneHuns), To OH No YMONYaHUIO UMEET CBOMCTBA Nepexoaa B «[apHM30H».

e team — KaKoM KOMaHZae NpuHaaneKuT otTpaa,.

PacctaHoBKa 30H

Pe)KMM PaccTaHOBKM 30H BK/IOYAETCA C MOMOLLLbIO KHOMKKM Spawn Trigger Zone B n1eBom 610Ke ¢
KHOMKamu.

QALTIMF O«

3oHbI b6biBatoT Kpyrblie (Circle) u npamoyronbHble (Rectangle). Momnmo oueBUAHbIX
reoMeTpPUYECKNX OTIMYMIA NMPAMOYTO/bHbIE 30HbI MMEHT HEGObLIYIO 0COBEHHOCTb B X
dyHKUMOHane, o Yem byaeT ckasaHo NnoapobHee Mo Xxoay AOKYMEHTa.

30Hbl MOXXHO NepemelLaTb, BpalaTb U MacwTabmnpoBaTb C UCNONb30BaHMEM CTAaHAAPTHbIX ANA
BCEX 0OBEKTOB PEXMMOB, KOTOPbIE Bbl MOXKETE HaliTM Ha NpaBon naHenu: Select and Move,
Select and Rotate, Fixed Scale, Free Scale.

H0&tPO0 ha
CBoliCTBa 30H.

Name: Rectangle

Type:| scripts/spedies/trigger_zones. tx'

active deactive ~

call_radius lslji
detect_radius 10

evalution_factor Ili
refresh_period ISi
trpe [spann ]

e active — umeeT aBa coctosHUA: Active n Deactive. CBOCTBO BaXKHO A4 30H Tuna Attack,
Defend u Escort. dakTUUeCKM 3TO BKJIOUEHWE/BbIKIOYEHME 30HbI.

e call_radius — pagnyc, B KoTopom 30Ha Tnna Attack unm Defence npmnsbiBaeT IOHUTOB C
Tmnom U Mobile.

e detect_radius — pagunyc, B KoTopom 30Ha TMna Attack nnm Defence nposepseTt Hannume
BpayKeckunx oHUToB. 1A 30HbI TMNa Defence B aTom ke paanyce npoBepseTca Haanume
cobcTBeHHbIX toHMTOB ¢ TNnamu MU Defender, Mobile nnu Patrol. Kpome Toro, stot
napameTp Ba*KeH A9 UCMO/Ib30BaHUA B TPUTTEPHOM AENCTBUMN «IOHUTbI KOMaHAbI
[team_name], HaxopAwmecs B 30He [zone_name], 06beaAnHUTb B rpynny
[group_name]»: B cnyyae MCNo/Ib30BaHUA NPAMOYro/ibHOM 30Hbl 06beaMHAIOTCA BCe



FOHUTbI, HaXoAALLMECS OAHOBPEMEHHO B NpeAenax paguyca AeTeKTUpoBaHMA U
reoMmeTpum 30HbI.

evaluation_factor — napameTp, onpegenatowmii COOTHOLIEHME KONYeCcTBa
NpU3biBaeMbIX FOHUTOB K Haxo4AWMMCA B 30He Bparam. Hanpumep, ecam ctomt
3HayeHue 1, ToO Ha OAHOro BPAXKECKOro HOHUTA NPU30BETCA OAMH IOHUT NPU3bIBAaEMON
KOMaHZbl; COOTBETCTBEHHO, €C/IN 2, TO Ha O4HOro Bpara — ABa loHUTa U T.MN. YUTUTeE, 4TO
He KaXKAbll IOHUT B HYXXKHOM paauyce ¢ Tunom MU Mobile oTpearnpyet Ha npu3biB.
PeaKuma BO3MOKHA TONbKO B TOM C/lydae, eCaum Bpar B 30He COOTBETCTBYHOLLLEro Knacca.
Hanpumep, o6blyHan nexota He NOBEKUT Ha TaHK, a TonbKo oTpag ¢ MTYP, PMNT uan CIT,
TaKXe Ha TaHk noegeT BMIM ¢ MTYP, Ho obbivHaa BMI He oTpearupyeT. Knaccol Bparos,
Ha KOTOpble BO3MOXHa peakuma 3agatoTca B napameTpe «reaction_blackboard» Tabnuy,
tanks.xml, cars.xml, squads.xml n helicopters.xml.

name — YHUKanbHOE MMA 30Hbl. Micnonb3yeTca A4 onepupoBaHna 30HOM B TpUrrepax.

refresh_period —yactoTa npoBepok. *enaTenbHO He CTaBUTb 3TOT NapameTp Huxe 30
CEeKyHA, NOTOMY YTO MHOTO 30H C 4acTbIMW NPOBEPKAMM CHUMKAIOT NPOU3BOAMUTENbHOCTb.

type — TN 30Hbl, BO3MOXXHbl BapUaHTbI:

» Attack — npu13biBaloLLan 30HA aTakyoLWero Tuna. MpusbiBaloTCA IOHWUTLI, €C/IN B 30HE
HaxoauTca Bpar. Hannumne cobcTBEHHbIX OHUTOB B 30HE He 06a3aTesIbHO.

» Defence — npusbiBatoLLan 30Ha 3aLWMUTHOTO TUNA. NPU3bIBAIOTCA IOHWUTLI, €C/IN B 30HE
HaxoguTcAa Bpar 1 xoTa bbl ogMH cobcTBeHHDbIN oHUT ¢ MW Defender, Mobile nau Patrol.
O6paTuTe BHMMaHMeE, YTO B POJIN Bpara npu UCMoib30BaHMM 3TOM U BblleyKa3aHHOM 30Hbl
Yalle BCEro BbICTYMaeT UTPOK.

» Escort —30Ha 4N NnpoBeaeHMA KOHBOEB. 30Ha A0/XKHA NPUHAANEKAT TON KOMaHAe, Yei
KOHBOW A0/KeH NPOMNTN Yepes Heé. Ecin akTMBHa, BO BPeMA Urpbl OTODPaXKaeT «CTPesKy»,
onpeaensoLLas HanpasieHne ABUKEHUS KOHBOA. TakMm 0bpasom, AJ18 TOro YTobbl KOHBOM,
HanpMmep, COIO3HMKOB NpoexXan Yepes 30HY, el HYXKHO 334aTb B TpUrrepax
npuHagnexXHocTb KomaHae Ally n akTnsmposatb. Ecim 30Ha BO Bpems ABUXKeHUA byaeT
3axBayeHa Bparom, KOHOBOWM OCTAHOBUTCA 4,0 OCBOOOKAEHMA 30HbI.

» Passive — cTaHgapTHaA 30Ha. HMKOro He NpuU3bIBaeT, He NPOBEPSET HaMYME IOHUTOB,
MCNOJIb3yeTcs TONbKO ans Tpurrepos. He otobpaxkaert call_radius u detect_radius.

» Spawn —30Ha A4na cnayHa toHUToB. [ToMMMO MecTa onpezenseT CTOPOHY, B KOTOPYIo byayT
Hanpas/ieHbl NOSBUBLLUMECA IOHWUTBI. BarkHO! MocneaHas U3 pasmeLLeHHbIX HA YPOBEHb 30H
TMNa Spawn byaeT ABNATLCA 30HOM A1A CNAayHa IOHUTOB, KOTOPbIE UTPOK Bblbpan nepes,
muccuen Ha rnobanbHoM KapTe.

» Special — 30Ha McnNoib3yeTcA B OCHOBHOM A/18 KOHBOEB. B 0T/Mumm ot TMna Escort He
OTODparkaeT KCTPESIKY», HE UMEET NPUHALIEKHOCTU: KOHBOM NOeAET B 30HY HE 3aBUCUMO
OT TOrO, KTO B Hell HaxoauTcA. TakKe UCNoNb3yeTca ANA TPUTTEPOB, KOTAA HYXKHO
3agencreoBathb call_radius, Tak KaK pucyeT BOKpyr cebs Hy»KHble paanychbl.

Pabota c Tpurrepamm

BbI30B pefaKTopa TPUITEPOB OCYLLECTBAAETCA NYHKTOM MeHIo Tools>Triggers.

Trigger name — uma Tpurrepa. *KenatenbHo AeNaTb YHUKANbHbIM U KTOBOPALMMY, YTOObI
NOTOM NO MMEHM BbINI0 MOHATHO 33 YTO OTBEYAET TPUITEp.



e Execution number — onpeaenset, CKONbKO pa3 TPUIrep MOXKeT BbINOAHUTbCA. Ecam 0, To
He orpaHuUyeHo

e Active trigger — npu NoCTaB/NIEHHOM rasioyke TPUITEP aKTUBEH C CaMOro Ha4yana u He
TpebyeT oTAeNbHON aKTUBALUMM.

e Execute if any condition is met — ecau ranoyka He noctaBneHa, To Tpurrep cpabortaet
TONIbKO, €C/I BCE YC/I0BMA NPOLL/IM NPOBEPKY, B NPOTUBHOM C/ly4ae — NPw BbINOAHEHUM
Ntob0oro 13 ycnoBui.

Ycnosus ctapTta Tpurrepos (conditions)

MOXKHO MCNONb30BaTb ANA NPOBEPKM YHUUTOXKEHNA
KOHKpETHOro oHUTA. B cayyae ycnosumsa invert

YHUYTOMXKEH HOHUT C UMEHEM NPOBEPAETCA }KUB NIN FOHUT (AaHHbIN BapUAHT Nyylle
[unit_name], NCNO/b30BaTb, EC/IN TPUITEP aKTUBUPYETCA YIKe B
[select:normal,invert] npougecce urpbl).

YHUYTOXKEHbI BCE Bparn ans Bparkeckne KomaHAbl MOXHO NOCMOTpPETb B Tabamue
KOMaHAbl [team_name], relations.xml

[select:normal,invert]

YuuTbIBalTE, YTO NPU UCNONb30BAHUN AAHHOIO UK
npeAblayLLero ycn1oBma ana onpeseneHuns
3aBepLUEeHMA MUCCUU U BbIMOJTHEHUA KaKOWN-TO
3a/1a4M C BbICOKOM BEPOSATHOCTbIO BOSHUKHET
YHUUTOXKEHbI BCE IOHUTbI KOMaHAbl | «Npobnema nocnegHero aAneHa», Koraa Bce BUanumMbie
[team_name], Bparu BpoAe YHUYTOXEHbI, HO U3-3a O4HOro «B
[select:normal,invert] yrosike» 3aZiaya He 6yaeT BbINOAHATLCS.

XopoLo UCcnosb30BaTh A/1A NOACYETA NOTEPb U,
Hanpumep, opraHn3aLmnmn TPMIrepoB, OTBEYAIOLINX 33

YHUUTOXKEH OAUH U3 IOHUTOB B OTCTYN/IeHWe rpynnbl. PEKOMeHAayeTca NCnonb30BaThb B
rpynne c MMeHeMm [group_name], «BecKoHeYHOM» TpUrrepe ANA HaKpyYMBaHUSA
[select:normal,invert] CYETYMKOB.

YHUUTOXKEHA rpynna HoHUTOB C OTCNEeXKMBAET YHUUTONKEHUE TPynbl (BCEX FOHUTOB,
nMmeHem [group_name], 06begMHEHHbIX B rpynny). Micnonb3oBaHue
[select:normal,invert] aHaNOrMYHO NpeaplayLLEMY YCI0BUIO.

B 30HE C MMeHeM [zone_name] OTCnexXunBaeT Haan4une/oTcyTCTBUE B 30HE OHUTA.
HaxXoAMUTCA OHUT C UMEHEM

[unit_name],

[select:normal,invert]

B 30HE C MMeHeM [zone_name] To ke camoe ana rpynnbl. CpabaTtbiBaeT npu
HaxoAWUTCA rpynna OHUTOB C HaMYNN/OTCYTCBUM XOTA Bbl OAHOrO OHWUTA U3 TPYNMbI
MMeHeMm [group_name], B 30He.

[select:normal,invert]

To ke camoe, TO/IbKO ANA ntob0oro 13 LOHNTOB
KomaHAabl. OCHOBHOE MCNOAb30BaHMe: oA
onpeageneHnAa KOHTPONA TAKTUHECKUX TOYEK.

B 30HE C UMeHeM [zone_name]
HaxoAUTCA FOHUT KOMaHAbI
[team_name],
[select:normal,invert] CTaBMM NPOBEPKY HAIMYMA B 30HE OHUTA U3 KOMAHAbI




A 1 OTCYTCTBMA OHUTA U3 KOMaHAbl b, 3aTem yiKe
TPUITEPOM MEHSIEM Ha[, 30HOM MKOHKY M NPOBOANM
nepevHUUMann3aumio Tpurrepa, OTC/IeXKMBaoLLEro
NPUHALNEXHOCTb.

npoLwo [sec] cekyHA C MOMEHTa
aKTMBAUMM Talimepa Tpurrepa

OyeHb nonesHana KomaHaa. Mocne akTMBaUUKM TpUrrepa
npwW HaNM4YMKM NOAO0BHOro YCNOBUA CTapTyeT Taimep
(taimayT cTapTa). 3a Bpems, noka UAET 3TOT Talmep,
TPUITEpP MOXKHO I€aKTUBMUPOBATb.

3HaYeHMEe NepeMeHHOM
[variable_name]
[select:equal,notequal,greater,less]
[value]

MpoBepKa 3HaYeHUA NnepemeHHON. MNepemeHHyo
MOKHO NPOoBEepPATb Ha coBnaaeHue (equal),
HecoenageHue (notequal) n 6onblie/meHbLIe Kakoro-
TO 3HaYeHus.

Tpurrep c umeHem [trigger_name]
Haxo4MTCA B COCTOAHUM
[select:active,deactive]

Ecnum cyliecTsyeT cnoXKHOE yC0BUE, 3aBUCMMOE OT
MHOKeCTBa MapaMeTpPOB, KOTOpble TPYAHO
06begMHUTbL B paMKax O4HOro yC/0BUA CTAapTa, TO
Jlyylle OTCNIeXMBaTb MPOUCXOAALLEE HA KapTe Yepes
NPOBEPKY aKTUBHOCTM TpUrrepos. Hanpumep, ecTb
aKTUBHbIE TPUITEPbl KOHTPATAK, CTapTyOLWMX NpK
pa3HbIx ycioBuMAX. Koraa Bce 3Tn Tpurrepbl
0TpaboTann, KOHTPATaKN NPOLLAM, U HAM HYXKHO
OTNpPaBUTb PUHANBHYIO CyNEepPKOHTPaTaKy — NpolLue
BCEro B TAKOM C/ly4ae yCN0BMEM CTapTa TpUrrepa
cynepaTtaku caenaTb MPOBEPKY TOrO, YTO TPUITEPDI
NPOCTbIX KOHTPATAK Y)Ke AeaKTMBMPOBAIUCh (Mocne
BbIMO/IHEHUA).

KOJIOHHA C UMEHEeM rpynnbl
[group_name] 3aBepLlumna
ABuXKeHue, [select:normal,invert]

PaboTaeT uckatoumTenbHo aas rpynn c tunom U
«escort». YcnoBume BbINONHAETCA, KaK TOJIbKO TaKas
rpynna AocTuraeT nocnegHer TOYKM B CNUCKe
yKa3aHHbIX Ana Heé «patrol zones» (cumTaeTca, 4To
KOJIOHHA 3aBepLUMIa MapLUpyT).

KOJIOHHA C UMEHEeM rpynnbl
[group_name] He moxeT
3aBEPLUNTb ABUNKEHME,
[select:normal,invert]

Kak 1 npeabiayuiee ycnosme paboTaeT To/bKO AN1A
rpynn c Tunom UM «escort». Cuntaerca
BbIMO/IHEHHbIM, KOr4a KONOHHA MO KaKUM-TO
NPUYNHAM HE MOXKET 3aBEPLUNTL ABUMKEHUE.

BCE 30HbI [zones] npuHagneskaT
[select:free,enemy,player],
[select:normal,invert]

Mposepka 30H. N5 BbINONHEHUS HEOBXOANUMO, YTOObI
30HaM NPUHYAUTENbHO Bbl/a BbICTaBAEHA
NPUHaANEKHOCTb. Mo yMonYaHUo Bce 30HbI «freey.

FOHWUT C UMeHeM [unit_name]
yBUAen Bpara,
[select:normal,invert]

O6blYHO UCNoNb3yeTcs ANs NaTPyNen, KOTopble
BbI3bIBAIOT NOAKPENEHUA, UAN ANA onpeaeneHuns
NOMbITKN NPOPbIBA NPOTUBHMKA, ECN Mbl UCMO/b3YEM
MO6W/IbHbIE FPYNMbl MOAAEPXKKM.

rpynna toHUTOB C UMEHEM
[group_name] yBuaena spara,
[select:normal,invert]

To ke camoe, HO gns rpynnbl. CpabaTbiBaeT, ecnu
KaKOW-TO U3 IOHWUTOB rPynnbl yBUAEN Bpara.

FOHWUT C UMeHeM [unit_name]

NonesHoe ycnosue. OCHOBHOE MCNONb30BaHME:




NPUHAANEKUT KOMaHAe
[team_name],
[select:normal,invert]

NPOBEpPKa TOro, YTO U3 TEXHWUKMU BbIOUT SKMNAMK.
Hanpumep, ncnonbsyertca, 4Tobbl Waxma-mobunm He
3aXBaTbIBa/INCb UTPOKOM: TEXHUKa 6e3 aKMnaxKa
HauYMHaeT NpuHaaneraTb KomaHae «abandoned»,
COOTBETCTBEHHO CTaBMM NPOBEPKY, ECN IOHUT
«abandoned», To noagpbiBaem ero.

rpynna IoHUTOB C UMEHEM
[group_name] npuHagnexuT
KOmaHAae [team_name],
[select:normal,invert]

To ke camoe Ans rpynnoi.

B KOJIOHHE C UMEHEM
[group_name] BbIGbIA HOHUT,
[select:normal,invert]

YcnoBwue Ha ycnoBUE Bbille «YHUUYTOXKEH OAMH U3
IOHUTOB B rpymnne ¢ MMeHem [group_name],
[select:normal,invert]», Ho paboTaeT To/bKO B c/yyae,
€C/I1 Yy rpynnbl MOAENb NOBEAEHUA «escort».

3aBepLnaca ANanor C UMeHem
[dialog_name]

CpaboTaerT, Koraa Urpok 3aKpoeT OKHO YKa3aHHOro
Auanora, NpocayLwas WA NPonycTuB ero.

3aBepLNAOCh CoobLLEeHNE C
nmeHem [message_name]

CpaboTaeT nocne npourpbiBaHUA yKa3zaHHOIo
coobuieHuns (aourpan 3sykoBon ¢ann nam npoLuno
BpeMs, YKa3aHHOE Ha NOKa3 COObLEHNA Ha IKpaHe,
€Cnu 3ByKoBOro ¢daiiia Her).

FOHUT C UMeHeMm [unit_name] cen B
TEXHUKY C UMeHeM [unit_name]

TyT BCE NOHATHO M3 YCAOBUA.

rpynna IoHUTOB C UMEHEM
[group_name] cena B TEXHUKY C
nmeHem [unit_name]

To e camoe.

FOHWUT C UMeHeMm [unit_name]
06e31BUKEH,
[select:normal,invert]

CpaboTaeT, ecnun y TEXHUKU YHUUTOXKEH MOAY/b
ABUraTensa Uau waccu. He nposepaeTcs oKOHYaHue
TOMNMBA MU HAIMYME BOAUTENS, MOITOMY MOXKET
CNIOXKUTLCA CUTYaLMA, YTO TEXHUKA HE efeT, HO
ycnosue He cpaboTtano.

3aaHune ¢ umeHem [building_name]
NPUHaANEKUT KOMaHae
[team_name],
[select:normal,invert]

34aHue NPUHAANENKUT KOHKPETHON KOMaHAe, ecnu B
3aHUN HaxOAATCA TONIbKO OTPAAbI 3TON KOMaHAbl.

FOHWUT C UMeHeMm [unit_name]
aTtakoBaH, [select:normal,invert]

FOHWUT He onpeaenseT, KTO ero aTakoBas, OH
npoBepsaeT cam GaKT aTaku.

rpynna IoHUTOB C UMEHEM
[group_name] aTakoBaHa,
[select:normal,invert]

To e camoe ana rpynnbl. CpabaTbiBaeT NpU YCAOBUM,
4TO Nt06ON FOHUT M3 FPYNMNbl AaTAKOBaH.




TpurrepHble aencTeuma (actions)

YHUYTOXKUTb FOHUT C UMEHEM
[unit_name]

FOHUT YHUUTOXKAETCSA, ANA UTPbl OH 3aCYUTLIBAETCA Kak
youTbIn. na TeEXHUKK Npu 3TOoM cpabaTbiBaeT destroy
effect, nexota npocto ncyesaer.

YHUYTOXKMUTb Fpynny HOHUTOB C
nMmeHem [group_name]

To e camoe, HO 1A rpynnbl OHUTOB.

noaoXKaaTthb [sec] cekyHA,

CraBuT naysy Ha N cekyHA, mexKay AeNcTBUAMMK
Tpurrepa. HeobxoamMmo pasnuyaTb 3Ty Naysy U TanmayT
B yC/I0BUAX cTapTa Tpurrepa ([sec] seconds passed since
trigger's timer activation). Ecan Bo Bpems TalimayTa
CTapTa Tpurrepa Tpurrep A4eakTMBMpOBaTb, TO TpUITEP
He byaeT oTpabaTbiBaTb. HO HEeNb3A AeaKTUBUPOBATL
TPUIrep 1 NPEKPaTUTb ero BbINOJHEHWNE, €CIN B HEM
€CTb fJaHHOEe AEeNCTBME OXKUOAHUA: NPU AeaKTUBaLMMU
BCE TPUITepPHble KOMaHAbI, CTOALWME Noc/e nays3bl,
oTpaboTatoTcs.

ELE oANH HI0AHC CBA3AH C TEeM, YTO TaKue nay3sbl Heb3A
MCMNONb30BaTb B CKPMMTOBbIX CLLEHAX: BO BPEMS
CKPUNTOBbIX CLEH HEe UAET BHYTPUUTPOBOE BPeEMS,
nocse AaHHOro AEWUCTBUA NPEKPATUTCA BbIMONHEHNE
BCEX OCTa/IbHbIX KOMaHA, (TpUrrep BCTaHeT Ha
6ecKoHeYHyo nay3sy), MOKa He 3aKOHYMUTCA CKPUNTOBas
cueHa.

OTMNPaBUTb IOHUT C UMEHEM
[unit_name] B 30HY ¢ UMeHeM
[zone_name]

FOHUT OoTNpaBAAeTCA B CIy4anHYHO TOYKY YKa3aHHOM
30Hbl. EC/IN IOHUT HE MOXKET NPOTU B 30HY (BCE TOUKMU
30Hbl HEMPOXOAMMbI UK K HEWN HET Npoxoaa), To
BblOMpaeTca 6auKalilias K 30He A0CTUKUMAs ToUKa.

C 3TMM Hapo BbITb aKKYpPaTHEN: HAaNPUMeEP, 30HA OYEHb
ManeHbKas, U1 B MOMEHT OTMPaBKKU IOHUTA TaM
HaxoAM/CA APYrON KOHUT, TOTAAa OTNPABAEHHbIN IOHUT He
AOCTUTHET HYXKHOM 30HbI M3-32 NOMEXM B HEW, @ ECAN Y
BAC Aa/iblle CTOMT NPOBEPKA HA/MUYMUA OTNPABAEHHOTO
IOHWTa B A@aHHOM 30He, TO OHa He oTpaboTaeT!

OTNPaBUTb FPYMMNy FOHUTOB C UMEHEM
[group_name] B 30HY C UMeHeEM
[zone_name]

To ke camoe AnA rpynnbl OHUTOB.

3aBEpLUINTb MUCCUIO:
[select:victory,failed] n nocneaHas nu
oHa: [select:false,true]

KomaHpa 3aBepliaet muccuio nobegoit unm
nopaxeHuem. Echm noctaBuUTb NPU3HAK TOro, YTO
MMUCCUA NOCNeaHAs, B true, TO NO 3aBEPLIEHNUN MUCCUN
Urpa nonbITaeTca NPourpaTb GUHANbHBIM POSIUK, TUTPbI
W BbIMAET B 1aBHOE MEHI0, MPOUrHOPMPOBAB Ha/inune
cneayowmx MUCCUIM B KaMNaHUW, AaXKe eC/In TaKoBble
nponucaHbl Ha rMobanbHOM KapTe.




LeHTPUPOBaTb KaMepy Ha loHUTe C
nmeHem [unit_name] npubnunkeHune
[zoom] HaknoH [roll] BpaweHue [yaw]

LleHTpmpyeT Kamepy Ha toHUTe. YroN HaKNOHa cYUTaeTca
OT BEPTUKA/ZIbHOM OCU, BPaLLEHWe - OT OpMEeHTaLMN Ha
«ceBep» (BepX MUHU-KapTbl). ONTMMaNbHOE 3Ha4YeHMe
Ans napameTpa npubamkenuma: ot 350 go 470.

LEeHTPUPOBATb KAMePY Ha 30HE C
nMeHem [zone_name] npubnukeHne
[zoom] HaknoH [roll] BpaweHue [yaw]

To e camoe, TOJIbKO LUEHTPUPOBaHNE NPONCXOAUT Ha
LLEHTP 30HbI.

YYTuUTE OAMH MOMEHT: B HaYasle MUCCUM Kamepa cama
Ha BOMCKAX UrpOKa He LeHTpupyeTca. Bam Heobxoammo
CaMOCTOATE/IbHO B MEPBOM Ke TpUrrepe 3a4atb
LEHTPUPOBAHNE Kamepbl Ha MeCTO, r4e NOoABNAKTCA
FOHUTbI UTPOKa.

[select:activate,deactivate] 3oHy
[zone_name]

MeHsieT cocToAHME 30HbI. AKTyanbHO, €C/IN Bbl XOTUTE
BK/IIOUUTL/BbIKNHOYUTL MaPLUPYT ABUNKEHMA ANA
KOHBOEB WM aKTMBUPOBaTb 30HY Ansa UN
mobile/defender (noka 30Ha He akTuBHa, U He
NpPoBOAMUT OLEHKY BParos/cBOMX CU/ B 30HE).

33aCNayHUTb IOHUT C UMEHEM
[unit_name], TMnom
[select:tank,squad,car,helicopter],
CUCTEMHbIM MMEHeM [sysnhame], B
30HY C UMeHeM [zone_name], 3a
KOmaHAay [team_name], nomectuTb B
Ny IOHUTOB
[select:none,garrison,reserve],
3KMMaxem [crew_sysname] n
ypoBHemM [number]

CrnayHWT IOHUT YKa3aHHOTO TUMNA B YKa3aHHYIO 30HY 33
YKa3aHHY KOMaHAY C YKa3aHHbIM YPOBHEM OnbiTa (no
YMOANYaHUo «HOBUYOK®). [NA TEXHUKM MOXKHO 3a4aTb
3KMMNaX OT/INYHbIN OT CTaHAAPTHOro. CUcCTeMHOE UMSA
3KMNaXKa MOXHO B3ATb M3 Tabanubl squads.xml,
04HaKo, Hafo, YTOObI AaHHbIV OTPAA, BO-NEPBbIX,
NOMELLANCA B TEXHUKY C Y4€TOM KO/IMYECTBA MECT, a BO-
BTOPbIX, MOl BOAMTb AaHHbIN TUM TEXHUKK (NapameTp
driving_classes B Tabanye squads.xml). Myn toHUTOB —
MEeCTO Kyaa byaeT oTnpaB/ieH FOHUT MO 3aBEPLUEHUN
Mmuccuun. None — npocTo McYesHeT, garrison — byaeT
nomelleH B «fAapHM30H UrpoKay», reserve — bygeT
OOCTYMeH ANA MNOKYNKU UTPOKOM U3 «Pe3epBa»

BHumaHue! Ecnm cnayHUTE IOHUT C UMEHEM, KOTOpOEe
Y*Ke MCMO/b3yeTcA, TO OH 3aCNayHUTCA C MYCTOM CTPOKOM
BMECTO UMeHU 1 aedonTHbIM nosegeHmnem UN.

3aCMayHUTb HOHUT C UMEHEM
[unit_name] n nmeHem rpynnbl
[group_name], Tvnom
[select:tank,squad,car,helicopter],
CUCTEMHbIM MMEHeM [sysname], B
30HY C UMeHeM [zone_name] 3a
KomaHAay [team_name], nomectuTb B
Ny IOHUTOB
[select:none,garrison,reserve],
3KMNaxem [crew_sysname] u
ypoBHem [number]

CnayHUT IOHUTA C COBCTBEHHBIM MMEHEM N UMEHEM
rpynnbl. O4yeHb ya06HO, KOraa Mbl XOTUM ONepupoBaThb
rPYynnown, HO B HEKOTOPbIX CAY4anX XOTUM OTAENbHbIM
FOHWUTaM OTAABaTb CreLMasibHble NPUKasbl (Hanpumep,
rpynne BparoB OTA4aTb KOMaHAY LWTYPMOBaTb KaKy-TO
TOUKY, @ MOTOM OTAE/NbHbIX OHUTAM U3 TPYNMbI -
3aXBaTWUTb KaKoe-To 34aHue). Kpome TOro, ato yao6Ho
TEM, YTO €C/IN Bbl CMAyHUTE IOHUT C UMEHEM, KOTOpOoe
YK€ 3aHATO, TO Y HEFO BMECTO JIMYHOTO UMEHU byaeT
nycTasa CTPOKa, HO UMA FPyMMnbl OCTaHeTCA
NPWUCBOEHHbIM, @ 3HAYUT MOXKHO ByAeT ynpaBaATb UM B




cocTase rpynnbl.

3aCMayHUTb KOHUT C UMEHEM Fpynnbl
[group_name], TMnom
[select:tank,squad,car,helicopter],
CUCTEMHbIM MMEHeM [sysnhame], B
30HY C UMeHeM [zone_name] 3a
KOMaHAy [team_name], nomectutb B
Ny IOHUTOB
[select:none,garrison,reserve],
3KMNaxkem [crew_sysname] u
ypoBHem [number]

Bc€, Kak 1 B NpeaplayLumnx AByX KOMaHAaX, TONbKO
FOHUTY HE MPUCBANBAETCA IMYHOTO MMEHMU, TONIbKO UMA
rpynnbl. ECM Ha KapTe yXe NPpUCyTCTBYET rpynna c
TaKMM UMEHEM, TO FOHUT [06aBNAETCA B HEE.

N3MEHUTb 3HaYEeHME NepemMeHHOoM
[variable_name]
[select:set,increase,decrease,random]
[value]

MeHAeT nepeMeHHyHo M3 CNUCKa 3a4aHHbIX
nepemMeHHbIX.

Set — NPUCBOUTb KOHKPETHOE 3Ha4YeHUne

Increase/decrease — yBenn4nUTb/yMEHbLNTb 3HaYEHME
Ha YKa3aHHOe 4ncno

Random —npucBonTb NepemMeHHOoM cayyYanHoe
3Ha4yeHue ot 0 0 YKa3aHHOTO YMCNa BKAKOYUTEbHO.
PaHOom 3a4a€TcA TONbKO A41A NepemMeHHbIX Tuna int
(T.e. uenoe uucno).

[select:activate,deactivate] Tpurrep
[trigger _name]

AKTUBUpPYET/feaKTUBUpyeT Tpurrep. 1o MOMeHTa
aKTUBALMM B TPUITEPE HE NPOBEPAIOTCA YCN0BMUA
cTapTa.

Ecnu aeaktuBmMpyembiii TpUrrep yxe Havyan pabotatb
(ycnoBus ctapTa cpabotanu), To Bce AencTBUS
oTpaboTaloT U UL 3aTEM OH AeaKTusupyetcs. Ho,
€C/I1 TpUITep AeaKTMBUPYET cam cebs, To Bce AeNcTBuS,
HanMcaHHble Noc/ie KOMaHabl AeaKTUBaLUmun, He byayT
oTpabatbiBaTb (TPUrrep BbIKAOUYMUTCA).

CMEeHMUTb KoMaHAay Ha [team_name]
ANA TPYNMbl OHATOB C UMEHEM
[group_name]

Bcé noHATHO M3 camolt KomaHapbl. CTOUT y4YecTb, YTO
€C/I1 Yy BacC NepecTpesinBatoTca Asa oTpAaaa 13
BpaXKAebHbIX KOMaHA, 1 Bbl MEHSIETE O4HOMY U3 HUX
KOMaHZAy Ha ApY»KeCTBEHHY0, TO nepecTpesika byaet
NPOAOMKATCA NOKa He MPOU30ONAET KaKoe-TO AeNCTBue,
«0bHOBAAIOLLEE» COCTOAHWE OTPAA0B, HANPUMeED,
KaKoM-TO HOBbI MPUKa3.

YytuTe, NPUHYAUTENBHO CMEHUTb KOMaHAY Ha
abandoned He nonyuuTca.

CMEHUTb KoMaHAay Ha [team_name]
ANA IOHMTA € MMeHeM [unit_name]

To ke camoe, KaK 1 A1 KOMaHAbl BblLLeE.

npourpatb 3ByK [sound_name]

MpourpbiBaeT B 2D yKa3aHHbIN 3BYK.

oTobpasuTb [console_message] Ha

BbiBOAMT yKa3aHHOe cooblieHne 13 Tabanupl




3KpaHe

console_messages.xml B n1eBolt 4YacTh aKpaHa.

nepemecTuTb rpynmny FHUTOB C
MMeHeMm [group_name] B 34aHue C
nmeHem [building_name]

MrHOBEHHO NepemelL,aeT FHUTOB YKa3aHHOM rpynnbl
(nexoTHble oTpAAbl) B yKa3aHHOE 34aHue.

NepemecTuUTb FOHUTA C UMEHEM
[unit_name] B 3g4aHMe c MMeHeM
[building_name]

To e camoe, TO/IbKO AnA KOHKPETHOro roHUTa.

BbIBECTM B /10T COObITUI coobLleHme ¢
nmeHem [console_message]

BbiBOAWUT yKa3aHHOe coobuieHne 13 Tabaunubl
console_messages.xml B nor cobbiTuiA (B 1€BOM HUKHEN
YacTu 3KpaHa).

NepPeKNYNUTL PEXUM IOHUTA C
nmeHem [unit_name] Ha [behavior]

MepekntoYaeT pexknm noseaeHun HUTa (aggressive,
normal, defense).

AHaNoOrMYyHoO NOBEAEHMIO B UTPE: €CIN XOTUTE, YTOBbI
FOHUT CaMOCTOATE/IbHO Npec/e0Ban 06HAPYKEHHbIX
Bparos, CTaBbTe aggressive, ec/iu XoTuTe YyCTPOUTb
3acagy, ctaBbTe defense, B 3TOM C/ly4ae IOHUT HayHeT
CTPeNsATb TONbKO Nepes caMblM 06HapyKeHUeM.

NepeKYNUTb PEXKUM Fpynnbl OHUTOB
C UMeHeM [group_name] Ha
[behavior]

To e camoe, HO onA rpynnol.

nameHntb TN UU Ha [ai_type] gna
IOHMTA C UMeHeM [unit_name]

Mepekntoyaet UM ana toHUTa Ha YKa3aHHbIN.

n3meHutb TMN UWN Ha [ai_type] ana
rpynnbl FOHUTOB C UMEHEM
[group_name]

Mepekntouyaet MU ana rpynnbl. CTOUT OTMETUTD, UTO
€CNU Bbl XOTUTE CHOPMUPOBATb KONIOHHY UK
OTNpPaBUTb IOHUTA/rpynny B NaTpy/b, TO CHa4vana Haao
3a/1aTb NaTPY/ibHbIE 30HbI A/1A FPYNMbl/IOHMUTA U NNULLb
3aTem meHATb MW. Ecnn Bbl nomeHann MU Ha escort
nnu patrol, a npu aTom cnucok patrol zones nyct, To UN
cbpocuTca obpaTHO Ha script.

NepemMecTmTb IOHUTA C UMEHEM
[unit_name] B TEXHUKY C UMEHEM
[unit_name]

MrHoBeHHO nepemeLtaet NEexXoTHbIN oTpAAa B TEXHUKY B
KauyecTBe gecaHTta. Ecam oTpag B TeXHMKY He Bae3aer,
KOMaHZAa NpPoCTO NPOMnyCcKaeTcA.

NnepemecTuTb rpynny KHUTOB C
MMEHEM [group_name] B TEXHWUKY C
nmeHem [unit_name]

To ke camoe, YTO ANA OTAENbHOrO OHUTA.

YCTaHOBWUTb UTpy Ha naysy

Urpa ctaBuTCcA Ha naysy. Y4TuTe, B 3TOT MOMEHT He
paboTatoT pasnyHbIe Talimepbl

NoKa3aTb MKOHKY [icon_name] Hapg,
FOHUTOM C UMeHeM [unit_name] n
noackasKkom [tooltip_name] n

lMoKa3biBaeT BbIOPAHHYIO MKOHKY Had lOHUTOM. MIKOHKa
O0MKHa bbITb pa3melleHa B KaTasore
workshop\Ha3BaHue «CparkeHus»




NOCTaBUTb 3aZa4y C NPUOPUTETOM
[select:Priority,Additional,None] u
onucaHuem [tooltip_name]

(Batlle)\basis\textures\ui\pictures\trigger_pic. Paamep
160 Ha 160 nukcenen, tga c anbda KaHasom. Kpome
TOro, AN UKOHKM JLO/IKHO BbITb CO34aHO YMEHbLIEHHOE
n3obparkeHune, KoTopoe byaeTt oTobparkaTbCA Ha MUHU-
KapTe, C TaKMM }Ke Ha3zBaHMEM, HO c gobaBieHnem
__mini B KOHLe 1 6bITb pazamepom 30 Ha 30 nuKcenen,
tga c anbda KaHaoMm.

TekcT gna tooltip_name 3agaetca B panne tasks.xml,
raoe AOMKHbI 6bITb 4 CTPOKU:

<name> - CCbl/IKa Ha 3Ty CTPOKY A0MKHA
noacTtaBnsaTbca B none [tooltip_name]. Asnaetca
3aro/I0BKOM TyNTMMNA, 0ObIYHO Ha3BaHME TOrO, YTO Mbl
NnoKasblBaem Urpoky (Hanpumep, «feHepan,
KOMaHAyoWwmii 060poHON»)

<name>_desc — cogeprkaHune TyaTuna, 06bI4HO
onucaHue Toro, YTo Mbl NoKasbiBaem. byaer
BbIBOAUTHLCA aBTOMATUYECKU B TYATUME NPU
HaBeAEeHUM Ha MKOHKY (Hanpumep, «feHepag Xuwam
KOMaHAyeT BCEMM CU/TaMU B CEKTOPE, ero rnbesnb -
yAap no Bcer o6opoHe!»)

<name>_add — 4ONOAHUTENbHAA YacTb TYNTUNA,
06bIYHO COAEPKUT NOACHEHME TUNA 334a4M
(Hanpumep, «OcHOBHaA 3aga4a»)

<name>_task — ccbl/Ika Ha 3Ty CTPOKY BCTaBAAETCA B
OnwucaHue [tooltip_name], 06bIYHO coaepKUT
bOpMYNMPOBKY 3a43a4M, KOTOPYIO Mbl MOKa3bliBAaEM
WIPOKY B IEBOM BEPXHEM YI/ly 3KpaHa (Hanpumep,
«He paTtb NOrMbHyTHY).

B pasgene MpunoputeT MOXKHO BbiOpaTh O4MH N3 TUMOB
NMokKasa 3aZ,a4yM, acCoOLLUMPYEMOM C MKOHKOM, KOTOPYHO
Mbl cTaBuM: Priority - 3apaua byaeT BbiBOAUTLCA
3e1EéHbIM LiBeTOM. OBbIYHO TaKOW NMPUOPUTET UMEIOT
3a4a4u, 6e3 BbINONHEHUA KOTOPbIX MUCCULO HEeMb3sA
npomnTHn.

Additional — HeobsA3aTenbHas 3a4a4a, BbIBOAUTCA B
CMUCKe 33434 *KeNTbiM LLBETOM.

None — 3aaaya He 6yaeT BbIBOAUTHLCA B CMMCKe 33434
(Ha cnyyai, ecnm mbl NPOCTO XOTUM YTO-TO MNOACBETUTH
6e3 NocTaHOBKM 3a4a4m).

NoKa3aTb MKOHKY [icon_name] Hapg,
3aaHnem ¢ umeHem [building_name]
M noackasKkom [tooltip_name] u
NocTaBuTb 3a4a4y C NPUOPUTETOM
[select:Priority,Additional,None] u
onucaHunem [tooltip_name]

To e camoe, TO/IbKO MKOHKa CTaBUTCA Hag, 34aHMNEM.




NMoKa3aTb MKOHKY [icon_name] Ha
30HOWM C UMeHeM [zone_name] u
noackasKkom [tooltip_name] n
NOCTaBWUTb 3aJa4y C MPUOPUTETOM
[select:Priority,Additional,None] u
onucaHuem [tooltip_name]

To e camoe, TO/IbKO MKOHKa CTaBUTCA Haf, LLeHTPOM
yKa3aHHOﬁ 30HbI.

CKPbITb MKOHKY HaZ, OHUTOM C
nmeHem [unit_name]

YbupaeT MKOHKY M CBA3AHHYIO C HEWN 33434y C IOHUTA.

CKPbITb MKOHKY HaZ 34aHNEM C
nmeHem [building_name]

YbupaeT MKOHKY M 3aa4y CO 34aHUA.

CKPbITb UKOHKY Haf, 30HOM C UMEHEM
[zone_name]

Y6UupaeT MKOHKY U 3334y C 30HbI.

YAANUTb OHUTA C UMEHEM
[unit_name]

Yaanaet toHUTa C KapTbl 6e3 rnbenu toHuTa. Ho ctout
y4ecCTb, YTO €ECNN KaKOM-TO TpUurrep oTcaexkmnsan rméenb
IOHUTa, KOTOPOro Mbl yaaanan, oH cpa60TaeT, TaK KaK
OTC/1IEXKNBAETCA Cam d)aKT HaAN4nA OHUTaA Ha KapTe, a
HE TO KaKUm o6pa30N\ OH C KapTbl NCHe3. Ecan mbl He
XOTUM Cpa6aTbIBaHMﬂ ycnosuA «rmbenn IOHUTa», Ha40
AeaKTUBUNPOBATb OTCNeXUBaloLMe Tpurrepbl 40
yAaneHnAa oOHUTOB.

[ns OHUTOB UIPOKa, KOTOPbIX OH Habpan cam B BUAE
nogKpenneHui, yganeHme aBToMaTMyeckn nomewaeT
nx B «Pe3epB». Ecaun toHUT BblN 3acnayHEH BO Bpems
Urpbl, TO B 3aBUCMMOCTM OT BbICTaB/AIEHHbIX NP CNayHe
cBoncTs («Pe3epsy», «lapHU30H» nnn beccnegHoe
yaaneHue).

yAaNUTb rpynny OHUTOB C UMEHEM
[group_name]

To e camoe ana rpynnol.

BbICaANTb OHUTOB N3 TEXHUKMU C
nmeHem [unit_name]

BbicaXKnBaeT AeCcaHT 13 TEXHUKMN.

BbICAAMUTb OHUTOB U3 TEXHUKM C
MMeHeM rpynnbl [group_name]

BbicarkMBaeT feCaHT U3 BCEI TEXHWUKM B rpynne.

OTMPaBUTb IOHUTA C UMEHEM
[unit_name] B TEXHUKY C UMeHeM
[unit_name]

OTnpaBAAeT NEeLKOM HOHUTA B TEXHWUKY B KauecTBe
AecaHta. Ecam oTpag, He NOMeLLLaeTca B TEXHUKY,
KOMaHAa nponyckaetca. Takke KomaHAa He
BbIMOJIHUTCA, €C/IN Y TEXHUKMN HET 3KMMaXKa U OHA
NPUHAANEXKNUT APYron KOMaHAE.

OTNPaBUTb FPYMMNy OHUTOB C UMEHEM
[group_name] B TEXHMKY C UMEHEM
[unit_name]

OTnpasaseT rpynny B TeXHUKY. [Npun aTom, ecam Bce
OTPAAbI rPYNMbl HE B/IE3al0T B TEXHMKY, TO CAAYT Te,
KoTOpble fobexKanu go Heé nepsbiMMU.




OTMPaBUTb IOHUTA C UMEHEM
[unit_name] B 3g4aHMe Cc MMeHeM
[building_name]

OTnpaBnAeT newkKom oTpag, B 3aaHume. Ecam 3gaHne npum
3TOM 3aHATO NPOTUBHUKOM, OTPAA aBTOMATUYECKU
6yaeT ero wrtypmoBaTb. Eciv Bbl nonbiTaeTech
OTNpPaBUTb B 34aHNE TEXHUKY — KOMaHAA NPONYCTUTCS.

Ecnu oTpAg HaxoaAUTCA B BepTo/eTe B KayecTse
[AECaHTa, TO NPU HA/IMYUK Y 34aHUA PAa3MEYEHHOM
TOYKM AECaHTUPOBAHMA Ha Kpbilwe oTpaa byaeT
CnycKaTbCA B 34aHKe Ha Tpocce.

Ecan oTpA4 HAaXoAUTCA B TEXHUKE B Ka4ecCTBe AeCaHTa,
TO TeXHUKa noaveaeT K YKa3aHHOMY 34aHU0 anA
AeCaHTUpPOBaHUA.

OTNPaBUTb FPYMMNy OHUTOB C UMEHEM
[group_name] B 3gaHune
[building_name]

To e camoe Ans rpynnbl.

FOHUTY C UMeHeM [unit_name]
Ha3HaYUTb 30HbI NATPY/IMPOBAHMA
[zones]

BpyuHyto yepes npoben yka3biBatoTca MMEHa 30H, No
KOTOPbIM OMKEH €34UTb IOHUT. [pyK 3TOM Haao
NMOMHWTb: CHa4yana HOHUTY 3343at0TCA 30HbI, @ MOTOM YKe
eMy HasHayvaetcsa MU Patrol unum Escort.

rpynne OHUTOB C UMEHEM
[group_name] Ha3HaunNTb 30HbI
naTpyaMpoBaHus [zones]

To e camoe Ans rpynnbl.

OCTaHOBWUTb IOHUT C UMEHEM
[unit_name]

OcTaHaB/MBaeT oHUTA. [os1Ie3HbI TPUITEP, €CNU Bbl
XoTuTe cmeHuTtb N, TMN noBegeHnA HOHUTY UAK
NPUHAANENHOCTb KOMaHAe. B aTom ciyvae cpasy nocne
[encTBMNA N0 CMeHe HeobXxoaMMO MCNONb30BaTh 3TY
KOMaHAy, YTobbl OHUT OOHOBMW/1 CBOE COCTOAHME.

OCTaHOBWUTb rPynny OHUTOB C UMEHEM
[group_name]

To e camoe ana rpynnol.

YCTaHOBUTb 30Ham [zones] ¢pnar
NPUHAANEKHOCTH
[select:free,enemy,player]

NckntounTenbHO ANA NCNob30BaHUA B KOHBOAX. Ecan
Bbl XOTUTE, YTOObI KOHBOW ABUraNCA TO/IBKO MO 30HAM,
npUHagAeKalmnm ero KomaHzae, To BbiCTaBAAeTe AnA
30H TMnN Escort (Toraa NnoaBMUTCA CTPENKa HanpasBaeHus),
a 3aTem C NOMOLLbIO AAHHON KOMaHAbl MOXETE MEHATb
NpPMHagNeXHOCTb. Hanpumep, Ball CKPUNTOBbIA KOHBOW
WX KOHBOWM BaLLMX COMO3HMKOB He noeaeT no Escort
30HaM, NpMHaAEeXKalMM Bpary, Takum obpasom
MOXHO Pa3bIrpblBaTb CUTYyaLUK C «Nepepes3aHmem»
[0pPOrv Bparom: cTaBuTe NpUHaANeKHOCTb 30H UFPOKY,
KOHBOW HauMHAET ABUraTbCA, HO €CNM NO NYTU KOHBOSA
OKa)KeTca 3axBayeHHas Bparom 30Ha, TO OH
OCTaHOBUTCA M ByaeT XKAaTb «OCBOOOXKAEHMA» 30HbI




FOHUTaMM COBCTBEHHOM KOMaHAbI.

aTakoBaTb IOHUTOM C MMEHEM
[unit_name] BpaecKoro oHUTa C
nmeHem [unit_name]

Bcé AacHO 13 Ha3BaHuA. Hapgo no6aBuTb, YTO OHUT ByaeT
ATaKOBaTb BCEMU AOCTYMHbIMU MY BUAAMU OPYKUA, HE
3aBMCMMO OT TOro, NoaxoaAaT i 6oenpunacel Noa,
YKa3aHHyto Lenb namn Het. PaboTtaeT ToNbKo npu
YKa3aHUN LEeNbio BPaXKeCKOro IoHUTA.

aTakoBaTb FPynmnoi KOHUTOB C UMEHEM
[group_name] BpakecKkoro oHUTa C
nmeHem [unit_name]

To ke camoe Ans rpynnbi.

aTaKoBaTb IOHUTOM C UMEHEM
[unit_name] 30HYy ¢ UMeHem
[zone_name]

To e camoe, HO B KayecTBe Lenun YKa3bIBAETCA 30Ha.

aTakoBaTb rPynmnoii OHUTOB C UMEHEM
[group_name] 30HY c MeHeM
[zone_name]

ATaKa 30Hbl rpynnowu.

B30pBaTb aMMYyHULMIO [ammunition]
B 30HE C UMeHeMm [zone_name]

B yKasaHHOM 30He Npon3BOAMT B3PbIB YKa3aHHOM
aMyHMUUM 13 Tabanubl ammunition.xml ¢ HaHeceHuem
BCEX MOJIAraloWMXCA NOBPEKAEHNN.

YCTaHOBUTb TEXHUKE C UMEHEM
[unit_name] 3anonHeHHOCTb 6aKa Ha
[proc] npoueHTOB

YcTaHaBNMBAET KOIMYECTBO TOM/INBA Y TEXHUKN B
npoueHTax oT NosiHoro 6aka. MNonesHana KomaHAa, ecau
Mbl XOTUM CbIMUTUPOBATb OCTAHOBKY KaKOM-TO TEXHUKM
OT onycToweHua 6aka MAM NOKa3aTb pacxod TONanea y
NPUBbLIBLLMX CKPUMNTOBbIX NOAKPENAEHUN.

YCTaHOBUTb rpynne loHUTOB C UMEHEM
[group_name] 3anonHeHHOCTb H6aka
Ha [proc] npoueHTOB

To e camoe, HO N4 rpynneol.

YCTAHOBUTb TEXHUKE C UMEHEM
[unit_name] 3anonHeHHOCTb
aMMYHMUUM Ha [proc] npoueHToB

KomaHaa nossonseT 3a4aTb TEXHUKE NPOLEHT
NaTPOHOB M CHAPAA0B OT MO/IHOrO 60EKOMNEKT],
BMNIOTb A0 HYAS.

CTOUT y4YecTb, YTO eC/IN B CBOMCTBAX BPAXKECKOro OHUTA
CTOWT ranoykKa passive recharge, T0 lOHUT
aBTOMATMUYECKM NocTeneHHo byaeT BocCTaHaBAMBATb
6oe3anac. [1ns Bcex cnayHALMXCA BO BPEMA MUCCUU
BPAYXECKNX FOHWUTOB AaHHAA ran04Ka CTaBUTCA
aBTOMaTUYeCKN. OTKNOUYUTL €€ MOXKHO TOJIbKO Y
3apaHee paccTaBAEHHbIX HA KapTe BOMCK.

YCTaHOBUTb rpynmne OHUTOB C UMEHEM
[group_name] 3anonHeHHOCTb
aMMYHMLUM Ha [proc] npoLeHToB

To e camoe ana rpynnobl.

YyCTaHOBUTb AbIMOBYIO 3aBecy
[ammunition] B 30He c UmeHem

To e camoe YTo 1 C NoAPbIBOM aMyHULIMKN, TONbKO B
YKa3aHHOVI 30HE CTaBUTCA AbIMOBaA 3aBeCa CO BCeEMMU ee




[zone_name]

CBOMCTBaAMM.

nokKasaTb AMa/ior C UMEHEM
[dialog_name]

MoKa3sbiBaeT ananor us dialogs.xml c aBTomaTnyeckom
NMOCTaHOBKOWM Urpbl Ha Nay3y A0 OKOHYaHUA Auanora.

NOKa3aTb COObLLEHNE C UMEHEM
[message_name] 1 oTobpaxkaTb n
TeKCT: [select:yes,no]

MoKa3sbiBaeT cCOObLIEHNE B BEPXHEN YacTU 3KpaHa. MNpu
3TOM MOKHO BblOpaTb, 4TOObI A1A coobLeHnA He
NMoKa3blBa/ICA TEKCT, Toraa 6yaeT NpouUrpbIBaTbCA TONLKO
ayano-dann coobLieHNs Npu ero Haandyum.

Ha4aTb CKPUNTOBYIO CUEHY

BbIBOAMT YepHble PAMKKM Ha 3KPaHe U OTKAOYaeT
NUrPOBOMN MHTEPdENC, ECIN XOTUM CAENATb KaKy-TO
«KMHOLLHYO» BCTaBKy. CKpMNTOBYIO CLLeHY 06A3aTeNbHO
Ha/Zl0 3aKaHYMBaTb MHAYe UFPOKY He Nepenger
ynpasaeHue. Mpn 3TOM HaZ0 NOMHUTb, YTO €C/IN UFPOK
HaXXMET Esc BO BpemMA CKPMNTOBOW CLiEeHbI, TO OHa (Bce
AEeNCTBUA, YTO MAYT B TPUITEpe NocC/ie Havyana
CKPUNTOBOW CLEHbI) MOKa3aHa He byaeT, HO NPY 3TOM
AEeNCTBUA BbINONAHATCA.

3aKOHYUTb CKPUMTOBYIO CLEHY

Bo3Bpalaet nHTepdenc Ha MecTo 1 ybrupaeT pamKu.

BbI3BaTb NOAKPENIEHNE C CUCTEMHBIM
nmeHem [reinforcement_name] B
30HY [zone_name]

[aeT UrpoKy BO3MOXKHOCTb BbI3BaTb 3aZlaHHOE
noakpenneHme. CUCTEMHOE UMSA 1 CBOICTBA
BbI3bIBAEMOr0 MOAKPENEHNs 6epyTca U3 Tabanubl
reinforcements.xml.

BbICAANTb 3KMUMAXK U3 TEXHUKN C
nmeHem [unit_name]

BbicarkmMBaeT aKMNaxK, TEXHMKA MNPY 3TOM CTaHOBUTCA
HeobuTaemom (NpmMHaaNexuT KomaHae abandoned).

BbICAAMUTb 3KMNAXK U3 TEXHUKM C
MMEHeM rpynnbl [group_name]

BbicarknBaeTt skunax us Bce TEXHUKN, BXO,D'HU.I,GVI B
rpynny.

OTMPaBUTb 3KMNAXK C UMEHEM
[unit_name] B TeXHMKY C UMeHeM
[unit_name]

OTnpaBANsAET NeWKOM 3KMNaX B TEXHUKY. PaboTaeT
TO/IbKO, €C/IN TEXHUKA MPUHAONEXKNT KOMAHAE
abandoned v oTpsg MOXKeT faHHbIA TUN TEXHUKK
BOAMUTD.

3aNOMHUTb NOJI0OXKEHUE KaMepPbl

3anomMuHaeT NoJiIoXKeHMe Kamepbl B MOMEHT
BbINO/IHEHNA KOMaHAbI. Mone3Han KomaHAaa, eCin Bbl
XOTUTE UIPOKY YTO-TO MOKa3aTb Ha KapTe
(aKueHTMpoBaTb €ro BHUMaHME) UM HayaTb
CKPUNTOBYIO CLIEHY, @ NOC/NE BEPHYTb KAMEHY B TO
NoJIoXKeHue, rae oHa bbina.

YCTAQHOBUTb 3aNOMHEHHOE
NnoNOXeHNEe Kamepbl

Bo3Bpalyaet Kamepy B nocneaHee 3anOMHEHHoe
NONOMKEHME.

YCTaHOBUTb BEPTONETY C UMEHEM
[unit_name] HOH-cTON BUHTbLI NpU
nocagke

KomaHaa ncnonbayeTtcs, ecim Mbl XOTU 3pEAULLHO
BbICAAUTb AECAHT: OTAAEM BEPTONETY AAHHYIO KOMaHAY,
3aTeM A4/1A AecaHTa OTAaéM KOMaHAy «OTNPaBUTb KOHUT
B 30HY», BEPTONET He byaeT ocTaHaB/IMBATbL 1I0NACTU
npwu AecaHTUPOBaHUKN OTPAAA (TaKKe MOXKHO




NCNONb30BaTb KOMAHAY BbICAAKM FOHUTOB U3 TEXHUKM,
TOraa BEPTONET NPU3EMANTCA Ha BAMKaNLWYIO K HeEmy
TOYKY, r4e MOXHO CecCTb).

BOCMNPOWU3BECTU My3blKaNlbHYIO TEMY
[theme_name]

Bocnpounssoant Habop My3blKanbHbIX TEM U3
themes.xml.

YytuTe: cucteMHble MMeHa HabopoB My3bikK B daine
themes.xml gonKHbI HaYUMHaTBLCA ¢ NpeduKca
«mission_».

Ecnu Bbl x0TUTE, 4TOObLI My3blKa CTAapTOBA/a B BalLeM
MWCCUM aBTOMATUYECKK, TO B JaHHOM ¢alinie co3ganTe
Habop mission_<uma dalina Bawwen KapTbl>, TOraa
nepeymcneHHas My3blka HAYHET BOCNPOU3BOAUTLCA
Cpasy nocne 3arpy3Ku KapTbl.

HaHecTu aBMaygap Tuna
[select:rockets,bombs, missiles] no
30He [zone_name] B HanpaBaeHUU
30HbI [zone_name]

Bcé NOHATHO N3 KOMaHAbI.

YCTaHOBUTb KOIMYECTBO aBNayaapos
TMna [select:rockets,bombs, missiles] B
[number]

YcTaHaB/MBAET KOIMYECTBO M TUMbI AOCTYMNHbIX ANA
aBMaHaBOAYMKOB YAapoB aBMaumn. Takum obpasom
MOXHO, HaNnpUMep, UMUTUPOBATb HAXOXKAEHUE B
cekTope 60MbapANPOBLLMKOB, KOTOPbIE CO BPEMEHEM
NOKMAAIOT CEKTOP W yNeTatoT Ha 6asy.

YCTAHOBUTb HOHUTY C UMEHEM
[unit_name] rpynny [group_name]

[obasnseT toHUTa B rpynny.

CMEHUTb MMA FPyNnbl OHUTOB C
[group_name] Ha [group_name]

MepenmeHoBbIBAET rpynny (Bcex OHMUTOB rpynmbl
nobasnsaer B g4pyryto rpynny).

FOHUTbI KOMaHAb! [team_name]
HaxogsALlmeca B 30He [zone_name]
0bbeneHuTb B rpynny [group_name]

OueHb nonesHas KomaHaa. Mo3BoNseT Bcex OHUTOB
KaKOW-TO KOMaHAbl, HaXOAALINXCS B YKa3aHHOM 30HE,
06beaMHUTL B rpynny, 4Tobbl UMK ONEepUpPoOBaTh.

BHUMAHMUE! Mpw yKazaHUM 30HbI y4UTbIBANTE, YTO
urpa pabortaet He ¢ PU3MYECKMMMN pasMmepamm KPYbix
30H, a c napameTpom 30HbI detect radius, T1.e.
06beAnHATCA B rpynny BCe IOHUTLI, NONagatoLne B
paguyc detect radius ykasaHHO 30HbI. 119 TOro YTobbI
BM3Ya/IbHO BUAETb Paanyc (pucyeTca KpacHbIM
L,BETOM), BbICTaBUTE 30He TuN special. 3HaueHne
pagunyca MOXHO 3aaTb B CBOMCTBAX 30HbI. [pn aTOM
ANA NPSAMOYTro/ibHbIX 30H Y4MTbIBAtOTCA M pagnyc detect
radius, u reomeTpmyeckme pasmepbl 30HbI
ofHOBpeMeHHoO. Ecnn 1oHUT He nonagaeT B nepumeTp
WA paguyc NPAMOYFONbHOM 30HbI, TO OH byaeT
NPOUTHOPUPOBAH JAHHON KOMAHAOMN.




3aTeMHeHMe 3KpaHa. Pexxum
[select:fadeln,fadeOut]. Bpems
[number] cekyHg,

Ona co3gaHna KnHematorpadpuyHoro apPekTa Bbl
MOKeTe B CKPUMNTOBbIX CLeHax “racutb” n “3axurats”
9KpaH. B ceKyHAax MOXKHO yKa3aTb «MN1aBHOCTbY
addekTa: 0 cekyHa — 3PDEKT NPUMEHAETCA MTHOBEHHO.




