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YTo Takoe ckpunTt?

CkpunT — 3TO noanporpamMma (Mnu yHKUMS, UM Npoueaypa, Kak BaM yaobHee), BbiMOMHAOWAS OnpeaeneHHyo ManeHbKyo
3ajayky B Ballel kapTe. Hanpumep, BbiNyCTUTL KMGEPAEMOHA U3 KNETKW, 03L0POBUTL UIpoKa UK 0TOBpasuTh Ha sKpaHe
KOMMYECTBO HaMAEHHbLIX UIPOKOM KIOYEN.

B ZDoom wmcnonb3yeTtcst ACS (Action Code Script) — ckpunToBbIM S3bIK NPOrPaMMUPOBAHUSI, M3HAYabHO
paspaboTaHHbIi ANns Hexen komMnaHuei Raven Software, BNocneacTBuMmM 3HAUUTENBHO paclLMpeHHbliA B ZDoom.

«Suppose we put a red key in the map. In vanilla Doom, picking it up gives you a red key, enabling you to open red
doors or activate swithces that require the red key. Well, with ACS Scripting, you can make any object do any DOOM
relating thing you want! You can have a red key kill the player, give him the BFG9000, do absolutely nothing, or raise dead
monsters! If you have two red keys, you can make each one do something completely different!» (zdoom wiki)

Brnevatnsert, He Tak nn?

Hauanu!

Y10 HeobxoanMo caenaTb, YTobbl HaYaTb NMMCaTb CKPUMThI A8 CBOeM kapThl? (AonyctuM, B DoomBuilder yxe oTkpbiTa Bala
kapTa B GZDoom-cdopmate). B DoomBuilder, Bbl fomkHbI HaXkaTb F10 (OTKPOETCA TEKCTOBLIV peaakTop) U HanucaTtb
CriegyloLLyto CTPOUKY:

#include "zcommon.acs"

T0 NOAKIOUMT BCe HeobxoamnMoe Anst paboTsl (B TOM uncne u daiinbl zdefs.acs, zspecial.acs).

MoMHuTe, yTo pernctp (pa3mep 6YKB) HE MMEET 3HAYEHUSI MPU HANMCAHWUM KOYEBLIX C/IOB Y UIMEH MEPEMEHHBIX.

Ho Bce e CToUT NncaTb KOUYEBbIE CNOBa BE34€ NUB0 C Manon byksbl, NM60 Be3ae € 60MbLION. Y NporpaMMUCTOB 3TO
Ha3blBaETCA "NpuaepXunBaTbCa OQHOro cTuns".

Takxe He 3abbiBaliTe KOMMEHTUPOBATbL CBOW KOA,.

KoMMeHTapuu B nporpamMmmMme

PaHo nnm No3aHo y Bac NOSIBUTCS MHOMO KoAa (Ha HECKOMbKO CTPaHWL), U 3TOT koA byaeT KpaiiHe Nosie3HO0 KOMMEHTUPOBATb,
YTO6bI HE 3aMyTaTbCsl B CBOEN e NMUCaHUHe.

Hanunume KoMMeHTapueB B MporpamMMe — MPU3HaK XOpOLLEro nporpaMMucTa. Mo-KpalHeil Mepe, akkypaTHOro :)

MpuyeM, kak NokasblBaeT MHOMOIETHUI OMbIT NPOrpaMMUPOBaHus ©, HauMHaTb NUCaTb KOMMEHTapUK Haflo C CaMOMN paHHew
CTaamu paspaboTku CKpUNTa, MHaYe BCTaB/sSATb KOMMEHTapUM B rOTOBLIN KOZ YXKe NOTOM — 6yAeT NpoCTo feHb...

EcTb 2 TMNa KOMMeHTapueB:

- KOMMeHTapuit "Ao KoHUa CTpoKKn"
// This is a comment

- KOMMeHTapwii "BHYTpY CTPOKK"
/* This too */



CkpunTbl

CUMHTaKCMC NMob30BaTeNbCKOro CKpunTa (Tak HasbiBaeMbii "closed script"):
script <Homep ckpunra> (void)

{

(Bam xom)

}

CUHTaKCKC :

script <HoMep ckpumnTa> <TMUI CKPUITa>

{
(Bam xom)
}
<Homep_ckpunTa> A0/HKEH HaxoanTbes B npegenax [1..999].

Tunbl CKPpUNTOB

Kro
Tun aktusupye Koraa (ycnosus cpabatsiBaHus)
T
OPEN World Cpasy nocne 3arpysku ypoBHs (1vib 0AaHaXabl)
ENTER Player Korga nrpok BxoguT Ha ypoBeHb (OAHaXAbl HA UFPOKa M Ha YPOBEHb)
RETURN Player Korga nrpok BepHyscst Ha ypoBeHb 13 xaba (hub)
RESPAWN Player Koraa Urpok pecrnaBHWIICS B CETEBOW Urpe
DEATH Player CmepTb Mrpoka
LIGHTNING World Yaap MOMTHUKM Ha TeKyLleM YpoBHe
UNLOADING World MNocne BbixoAa C YPOBHS, A0 3arpy3Ku cneayowero YpoBHs
DISCONNECT | World Koraa urpok OTKOHHEKTW/CS OT CETEBOMN UIpbl

3anyck ckpunTta (ACS_Execute)

3aI'IyCTVITb CKPpUMNT Ha BbINONHEHNE MOXHO ABYMA cnocobamu:

1) u3 gpyroro ckpunTa
ACS Execute (script, map, s_argl, s _arg2, s_arg3)

lpumep:
ACS Execute(5, 2, 0, 0, 0); // samyck 5-To ckpunTa Ha 2-¥ kapre (6e3 aprymentos - 0,0,0)

2) u3 kapTbl (cobbITnem)

MpepbiBaHne ckpunTa (terminate)

lpumep: (CKpunT NPEpBETCS, €C/M UIPOK eLYe He cobpas BCE KIToHM)
int keys = 0;

script 1 (void)
{

keys++;
if (keys < 3)
terminate;

// All keys collected, open the door.
Door Open (24, 16, 0);

MpepbiBaHne apyrmnx ckpuntoB (ACS_Terminate)

ACS Terminate (script, map)

script 51 (void)
{
Print (s:"The bomb has been defused!"):;
ACS Terminate (17, 0); // npepeBaeMm 17-11 CKPUIT Ha STOM KapTe

MpuocraHoBka ckpunTta (suspend)

WNHTepecHoe npvMeHeHne KOMaHabl suspend — peann3auma KOMNbIOTEPHOro TepMnHalia, Ha KOTOPOM UIPOK MOXXET
NpoONnUCTbiBaTb CTpaHVILl,bI/BKpaHbI no HaxxaTuio knasuwm Use.

lpumep: (MpuocTaHoBKa CKpMITa 40 C/IEAYIOLIErO €ro Bbi30Ba)

script 1 (void) {
SetLineTexture (60, SIDE FRONT, TEXTURE MIDDLE, "SCREEN2");
suspend;
SetLineTexture (60, SIDE FRONT, TEXTURE MIDDLE, "SCREEN3");
suspend;
SetLineTexture (60, SIDE FRONT, TEXTURE MIDDLE, "SCREEN1");



}
lMpuocraHoBKa Apyroro ckpunra

MpUOCTaHOBUTL BbIMOTHEHWE APYroro CKPUMTa MOXHO KOMAHAOA:
ACS Suspend(script, map)
[etanbHee 3aechk: http://zdoom.org/wiki/ACS_Suspend

Mepe3anyck ckpunTa (restart)

lMpumep: (Bbigaya urpoky 60Hyca 340P0BbS KAXKAYIO CEKYHAY)
Script 1 ENTER
{

GiveInventory ("HealthBonus", 1) ;
Delay (35) ;
Restart;

Bo3BpaTt 3HaueHus u3 ckpunta (SetResultValue)

B si3blkax nporpammmpoBanus C/C++/C# ans Bo3BpaTa 3HauYeHMit Ucnosib3yeTcs onepaTop return. OH e UCMosb3yeTcs U B
yHkumsax (function) ckpunToBoro sisbika ACS. Ho BHYTpU CKPUMNTOB /1S BO3BpaTa 3HaUYEeHUIA UCMOSb3yeTcst
SetResultValue(<3HaueHne>).

lpumep: (ckpunt #1 Hane4aTaer 3HadyeHue 667, BO3BPALYEHHOE CKPUIMTTOM #2)

script 1 (void)

{
Print (d:ACS_ExecuteWithResult (2, 0, 0, 0)); //prints 667

}

script 2 (void)
{

SetResultValue (667) ;
}

AxtusaTtop ckpunta (ActivatorTID)

AKTMBATOpP CKPUMTA — 3TO 06bEKT, 3aMyCTUBLLIMIA CKPUMT Ha BbINOMHEHWE. AKTUBaTOPaMM 06bIYHO ABMASIOTCS MOHCTPbI UK
WIPOKW. Y3HaTb, KTO 3aMyCTUN CKPUNT, MOXHO dyHKumMei ActivatorTID():
script 1 (void)
{
if (ActivatorTID () == 999)
Print (s:"You are not a zombie");
else
DamageThing (0); // kill it
}

script 10 ENTER

{
Thing ChangeTID (0, 999);

}

MosicHeHWe: Npu BXoAe B YPOBEHb aBTOMATMYeCcku 3anyckaetcs ckpunT #10 (notomy uyto ENTER). OH npucBavBaeT Mrpoky
tid=999. [anee raoe-To B npouecce urpbl Bbl Bbi3biBaeTe ckpunT #1, koTopbIi NpoBepsieT tid Bbi3BaBLIero obbekTa. Ecnum tid
paBeH 999, 6yaeT BblAaHO coobLieHne "You are not a zombie", B npoTnBHOM criyyae o6bekT (MOHCTP) byaeT youT.

CrpawwHoe cnoeo "TID" Ha camMoM fene o3HadaeT "Thing IDentifier" (uaeHTMdUKaTOp Npeamera).

U3meHeHne akTuBaTopa ckpunta (SetActivator)

o KakMM-TO NpUYMHaM MOXXET NOTPeboBaTbC U3MEHWUTb aKTMBATOPA CKPUMNTA. ITa OYHKUMS MEHSIET aKTMBATOpa Ha NeEpBOro
nonasLerocs cybbekta Tuna tid:

int SetActivator (int tid)
®yHKUMS BepHeT: 1-B cnyyae ycnexa, 0-ecnim 06bekToB ¢ TaroM tid He cyllecTsyer.


http://zdoom.org/wiki/ACS_Suspend

NepeMeHHbIe

Paznuuus Mexxay rno6asibHbIMU U JIOKaJIbHbIMU nepeMeHHbIiMU

* [nobasnbHble NepeMeHHbIe — UCMOMNb3YITCS AN XpaHeHWst MHGOPMaLMK, KOTOpasi Hy>XHa Ha MPOTSHKEHUWN BCEW UIpbl.
Hanpvmep: ypoBeHb 340poBbsi, KOM-BO HaWAEHHbLIX CEKPETOB.

* JlokasibHble NEpeEMEHHbIE — UCMOMB3YITCA AN XPaHEHUST MHOPMALMK, HY>XHOM JINLLIb BHYTPU KaKoro-TO OAHOIO CKpUMTa.
Hanpwumep:

MepBLIM AeNon HaAo O6BSBMTL NEPEMEHHYI0, MHaue nonyunm owwmbky: ' Indentifier has not been declared.
HeT pasnunums B cMHTakcuce 06bsiBieHns rnobanbHbIX U NoKasbHbIX NepeMeHHbIX. Pasnmumne — Tonbko B MecTe 06bsiBNeHus.

Fno6anbHble nepeMeHHblIe

InobanbHble NepeMeHHbIE AOCTYMHbI BCEM CKPUNTaM M O6bABNSIOTCA MeXAy CTPOKO #include 1 HayanoM NepBoro ckpumnTa:
#include "zcommon.acs"

int mana=0; // TmioBalibHasd MepeMeHHas mana
int found secrets=0; // rnobanbHasa nepemenHasa found secrets

script 1 open // 5TOT CKPMIT MOXET I[IOJIb30BAThLCA NepeMeHHEMM mana u founf secrets

{

script 2 (void) // u 3TOT CKPUNOT TOXe

{

JlokanbHble NnepeMeHHble

JlokanbHas nepemMeHHas AOCTYMHa TOMbKO B TOM CKpUMNTE, rAe OHa O6'bF|BJ'IeHa, N HUrae 3a ero npeaenamu:
script 2 (void)
{

// uejyouMciieHHas NepeMeHHas (1) oObABJIeHa BHYTPU CKpPUITa (JIOKaJbHASA)

int a = 9;

print(s:"a is " , d: a);

}

script 3 (void) // 2TOT CKPUIT HE YBUIUT [IEePEMEHHYH (a)

{

Tunbl nepeMeHHbIX

MmeeTca 4 TMna nepemenHbIX: int, fixed, bool, str n cumeon(int):

Tun Y10 xpaHut s yero syyiue nogxoaut

int Llenble uncna MepemeHHble uuknos (cM. For/While);
CyeTuMKM NaTPOHOB/CEKPETOB/MOHCTPOB;

fixed BeliecTBeHHblE Yncna KoopanHaTbl Nobbix To4ek/06bekToB Ha KapTe;

KoopanHaTbl MrpoKOB/MOHCTPOB;
CKOpOCTb KOHUTA.

bool Jlornyeckuit Tmn 3HayeHunst TRUE/FALSE (UctnHa/Jloxb)

str Crpoku YHukanbHble uMeHa o6bekToB ("Generator #5"), moHcTpos ("Imp Fedor");
MHdopmMaumoHHble coobuiermst ("You have defeated the Boss!")

int CumBon XpaHeHue oTaenbHbIX CMMBOSIOB. Mcnonb3ayeTcsa Tvn int (UTo 1 Ana uenbix uucen),

NOCKObKY oTaenbHoro tuna char B ACS Her.

Moapo6Hee o Tune fixed

TpaanuUMOHHO LeHTpanbHble npoueccopbl (CPU) BbINOAHANM Onepaunn C BELYECTBEHHBIMM YACIIAMU rOpa3ao
MefneHHEee, YeM C Le/ibiMy. DTO AABHAS UCTOPUS, U XOPOLUME NPOrPaMMMUCTbI BCErAa CTPEMUIIUCH YCKOPUTb BbIYMCIIEHUS C
BELLECTBEHHbIMM UMcnamMun. OAnH U3 TakUX METOAOB — UCMOSb30BaHMe uncen ¢ mkcmpoBaHHoM Toukoi (fixed) BMecTo umncen ¢
nnasatowleit Toukon (float, double). OcobeHHO 3TO 6bIN0 aKTyanbHbIM B 3MOXY paHHMX npoLeccopos (286, 386), XxoTa caM TN
fixed "n306penn" ropasfo paHbLue, eLle 0 MOXU NEPCOHAbHbLIX KOMMbIOTEPOB. He 060LWIM BHUMaHWEM 3TOT 3aMeyaTesbHbI
T1n 1 koH Kapmak ¢ IxoHoM Pomepo, npu paspabotke ceomx 3D-asuxkkos (Wolfenstein3D, Doom, Quake).

Fixed — TMn uncna ¢ pUKCMpoBaHHOM TOYKOW, CO3AAHHbLIN CrieyvasibHO ANs YCKOPeHUs BblumcneHuin B CPU. OH
3aHUMaEeT Te Xe 4 6aiiTta, uto 1 Tun float, oaHako BbluMcieHns ¢ HUM uayT B PA3bl 6bicTpee. OaHaKo YeM-TO Mbl AOKHbI
NoXXepTBOBaTb PaZn CKOPOCTM.

Mbl HeM36eXHO XXepTByeM:

1) TOYHOCTBIO — HEBO3MOXKHO 3aMMcaTb YMCI0 ToYHee YeMm £ 0.000015258789 (= 1/65536), HO 3TOro 4OCTATOYHO AN Urp.




2) Anana3oHoM NpeacTaBUMbIX uncesn. Yvcna BHe avanasoHa (-32767..32768) HEBO3MOXXHO 3anucaTb B 3TOM dopmMarTe.
BoT Tak BbirnsauT 6aiTtoBas cTpykTypa fixed-umcna:

<Crapuwwve 2 6ainta> <Mnagwwe 2 6aita>

llenasa 4YacThb IpobHasa 4YacTb

YT06bI NpecbpazoBaTh fixed - BelecTBEHHOE YNCO, Haao noaenuTs fixed Ha 65536.
Y106bl Npeobpa3oBaTh BeLECTBEHHOE Yncio > fixed, HAAO YMHOXUTb BeL.4MCIo Ha 65536.

lpnmepel:

Yucno 1.5 B Buae fixed 3anucbiBaetcs kak 1.5%65536 = 98304.
Fixed-uncno 205887 npeacraenset umcno Pi (205887/65536 = 3,141586).

®yHKUUKN paboTbl CO CTPOKaMM

» [iInvHa cTpokm
int Strlen(str string)

lpumep:
str st = "This is the string.";
Print (s:st, i:strlen(st)); // neuaTaeM CTPOKYy ¥ €€ IJIMHY B CMMBOJIAX

* [lony4eHne cMMBOSIA CTPOKM
GetChar (str string, int index)

MepBbIli CMMBON CTPOKK MMeeT uHAekc 0, BTopoii - 1. TakoBa crneumduka He Tonbko ACS, HO U MOLLHBIX "MHAYCTPUABHBIX"
a3blkoB C/C++/C#, Ha KOTOpbIX OCHOBaHbI "cepbe3Hbie” NporpamMMbl, B TOM uucie, cam ZDoom. Tak 4To B onpeaeneHHOM
CMbICNIE MOXHO rOpPAUTLCS TaKUMK "HEMOHATKaMK'", Kak NepBblii NEMEHT, KOTOPbIA HyMepyeTcs... HyneM. U B uenom ACS
O4YeHb cUnbHO HanoMmmHaeT C/C++, 4TO He MOXET He padoBaTh "seasoned programmers”.

UmMeHa nepeMeHHbIX

Yenoseky, CTpeMSLLEMYCS Kak MOXHO BbiCTpee 3aBepLuMTb CBOK KapTy noa ZDoom/GZDoom, v He obpaluatoleMy BHUMaHUs
Ha MesIKMe HI0aHChl, 3TO MOKAXETCS 3aHYACTBOM, HO BCE e MPUCIYLWANTECh K MOUM COBETaM:

- JIErkoCTb BOCNPUSATUS CKPUMTa NPOrpaMMMCTOM HanpsIMyo 3aBUCUT OT yAAYHO NOAO6GpaHHbIX MMEH NepeMeHHbIX

- CTapaiTech aBaTb KOPOTKME, HO NOHATHbIE VMeHa NepeMeHHbIM: num_monsters, keys_found

- pasgensiTe cnoBa B UMeHW: num_monsters uiTabensbHee, YeM nummonsters

- He AenaiiTe C/IMLLIKOM KOPOTKMX COKpalleHuii: n_k (KTO Yepe3 Mecsi BCMIOMHUT, 4To 3T0 "number of keys"?)

- He faBaliTe 6€CCMbICTIEHHbIX UMeH: myArray (Mol MaccuB). MaccuB Yero?, ccc (4to "ccc"?)

- XOpOLUO BrlageeTe aHrMINCKMM? [JaBaiiTe Ha3BaHUSA U3 aHIMIMUCKUX CJIOB, @ HE U3 TPAHC/IUTA-CYpPXKuUKa: num_monsters
OYEBUIHO NPEeANnoUTUTENbHEN, YeM kolvo_monstrov (elle u n3bexute HacMellek Konner "no uexy")

- MepeMeHHbIM LIMKI0B AaloT 06bIYHO OYEeHb KOPOTKUE MMeHa 13 3TuX 6ykB (i, j, k)

- He 3abbIBaliTe — perucTp 6yKB He MMeeT 3HaueHUs. IMsi nepeMeHHOW boss — SKBUBANEHTHO BOsS, akBuUBaneHTHo BOSS.
Ecnmn 06baBKTL B 0gHOM MecTe 06e (Mnn Tpu) Takux NepeMeHHble, KOMMUAATOP NPOCTO PYrHETCS O MOBTOPHOM 06bsiBNEHWM

nepemenHoii: W boss: Redefined identifier

KoHcTaHThI

B AOMoSHEHWe K NepeMeHHbIM, ANs 3HaYeHui, koTopble HE 6yAyT M3MEHATLCS BHYTPU CKPUMTOB, fyylle NpUMEHSTb
KOHCTaHTbI:

#define <mMA KOHCTaHTE> <3HaUYEHME>

KOHCTaHTbl MOryT 6bITb UMC/IOBLIE, CTPOKOBbLIE M NIOrMYeckoro Tna. ObpaTuTe BHMMaHWE — KJIKOYEBLIX CNOB int/str/bool HeT,
koMnunstop ACS cam onpeaenut, 4to emy "noacyHynu" B #define:

lpnmepel:
#define MAX OBJECTIVES 4 //KOJI-BO 3amaHuii Ha KapTe
#define LEVEL NAME "*Imps Canyon*\nby Vasya Malinin" //my level name
#define RELEASE VERSION TRUE //3T0 release-Bepcus MOEM KapPTH
| e To7IbKO BO3MOXHO, MCIO/Ib3YHUTE KOHCTaHTbl BMECTO "Marndyeckmx umcesn”,
. Hanpumep, 3anucs:

SetPlayerProperty(l, 1, 4); // 3aMoOpo3uUTh MIPOKa

HErOHSITHA: YTO, HarpuMep, O3HayaeT "4"? BOT Ta ke KOMaHAa, napamMeTpbl KOTOPOU 3arncaHbl KOHCTaHTaMu:
SetPlayerProperty (1, ON, PROP TOTALLYFROZEN); // 3aMOpPO3MTbL MI'POKa



CraHAapTHble KOHCTaHTbI

MOAKIOUMB K CBOEMY CKPUMTY:
#include zcommon.acs

Bbl aBTOMATMYECKM MosyyaeTe Habop nonesHbiX KOHCTaHT (U3 daina zdefs.acs)
: ON / OFF, YES / NO, TRUE / FALSE, SKILL_VERY_EASY / SKILL_EASY / SKILL_NORMAL / SKILL_HARD / SKILL_VERY_HARD
N MHOXXECTBO ApYrux.

MaccuBbl

MaccmB — nonesHas LWTYyKa, Koraa Hy>XHO XpaHUTb AaHHblE€ O HECKOJIbKUX obbekTax Ccpasy (mrpoxax, HaanMep):
int myArray[200]; // MaccuB 6e3 MHMUMAIM3ALUM DIJIIEMEHTOB

int anotherArray[3] = {3,6,9}; // MaccumB C MHMUMAIM3ALUMEN BSJIEMEHTOB

HyMepauus a3N1eMEHTOB HAUMHAETCS C HYNsi: NePBbIV 31eMeHT uMeeT uHaekc "0" (monster[0]), BTopoit — uHaekc "1"
(monster[1]) 1 T.4. 3T0 KaxeTcs HeyA06HbIM TOMLKO Ha NepBbI B3rNsA...

MaccuB MoxeT 6bITb itoboro Tuna: int, float, str nnm bool.
OpHako 13-3a cnaboi npoBepku TMMNoB B ACS, CTAHOBUTCS BO3MOXHbIM 06bSIBUTb MAacCMB CMELLAHHBIX TUMOB:

int monster[2] = {"DoomImp", 5, 98304};

M x0T MaccuB ABHO 06bABNAEH KaK TUM int, TakoW Maccus 6y4EI,ET XPaHUTb TPU pPa3/InyHbIX TUNa haHHbIX! B 3TOM nerko
ybeanTbCs, pacneyaTaB COAEPXKMMOE:
print (s:monster[0], s:" ", i:monster[l], s:" ", f:monster([2]);

DCOOMIMS 5 1.5

TpeTuin aneMeHT MaccvBa Mbl TpakToBanu kak Tvn fixed (f:), a fixed(98304) cootBetcTByeT uncny 1.5 (98304 / 65536 = 1.5).

DyHKLUUN

Xopotuei (npaBuIbHOM) anbTepHATUBON CKPUNTaM, KOTOPbIE A0/MKHbI BO3BPaLlaTh 3HAYEHME, ABNAOTCA (PYHKLIMK:
Lia6rioH ¢yHKUmn:

function type function name ([type argl [, type arg2 [...]]])

{
// BHUMCIeHua value
return value;

}

To ecTb NULLIETE KOYEBOE CIOBO function, 3a HUM yKasblBaeTe TWM BO3BPaLLAEMOro (pyHKUMEN 3HaueHus type (3To MoXeT
6bITb Nto6oi 13 TMNOoB: int, fixed, str, bool unu void), nanee paete ntboe UMs cBoei dyHkUMK (BMeCTo function_name), n
[anee B ckobkax NepeyncnsaioTcs nepeaaBaemMble NapaMeTpbl (eCny NapaMeTpoB HeT, B CkObKax MuLIeM CNoBo void).
OTkpbiBaeTe durypHyto ckobky { 1 cpasy e 3akpbiBaeTe } (4T0bbl He 3abbiTb 3TOro caenatb NoTom ©). To, 4To
6yaeT HaxoaMTbLCS BHYTPU 3TUX CKOBOK, HasbiBaloT Tes1oM @yHkumm (function body).
Ecnv BCe BbllecKasaHHOe NMoKasasioChk CTPALLHbIM U HEMOHSITHLIM, B3r/ISHUTE Ha 3TOT NPOCTON NpuMep:

lpumep — BbI30B PyHKUMU BO3BEAEHUS B KBaAPAT:
script 1 open

{
int ret;
ret = square (3);
print (s:"the square of 3 is ", d:ret);

}

function int square (int val)

{

return val * val;

Ecnv dyHKUMSI HE [O/MKHA HUYEro Bo3BpalLaTh, UCMONb3YMTE CIOBO VOId, B 3TOM Clly4yae return TOXe He HYXKEH:

// meuaTaeM KOJI-BO yOUTHIX MOHCTPOB (K ofmeMy KOJI-BY MOHCTPOB Ha YPOBHE)
function void monsters count (int kills, int num monsters)

{

print(s:"Kills: ", i:kills, c:'/', i:num monsters);

return ncnonb3yeTcs TONbKO B YHKUMSX, B CKPUMTax UCnonb3ymnTe terminate (C npeasaputenbHbIM Bbi30BOM SetResultValue,
€C/IM U3 CKpUNTa HY>XXHO BEPHYTb 3HAYEHuE).
Ecnm nonbiTaThCs BCTaBMTb return B CKPUNT, Bbl NonyumTe owmbky: & Return can only be used inside a function.

Bbl He MOXeTe Mcnonb3oBaTb yHKUMIO 3aaepxkn (delay) B dyHkumsx. Ecnn TpebyeTca BCTaBUTb 3a4epxKy, 3TO
' Hafo caenaTb B CKPUIITE, Bbi3BaBLLEM YHKLNIO, 40 UNn rocsie Bbi3oBa dyHKUMM (Kak YA06HO).
Ecnu e Bbl byaeTe ynpsaMcTBOBaTb, TO NONy4nTe COObLLEHNE: J Latent functions cannot be used inside functions.



MeuyaTb cOO6LWEHNN HA dKpaHe
[ns BbiBOA@ COO6LUEHMI Mcnonb3yroTcs ABe dyHKkumK: Print (npocTas) n HudMessage (MowHas).
Print

print (s:"blah-blah");

BHYTpM BbI30Ba print MOXHO COYETaThb PasHble TUMbI AAHHBIX, HANPUMeEpP, CTPOKM C YMCIaMK.
YTo6bl caenaTh 3T0, HAZO YKa3aTb (popMaT NMoaaBaeMblX AaHHbIX:

Lenoe yncno (i:45)

Yncno ¢ dmkcpoBaHHol Todkoi (f:0.5)

Crpoka (s:"tatata")

OauH cumeon (c:' ")

3o e (>~

B 3aBMCMMOCTM OT uayLlero ganee uncna:

n:-1 — nms yposHs ("Entryway" B Doom 2)

n:-2 — ums kaptol ("MAP01" B Doom 2)

n:-3 — Ha3BaHue ypoBHs cnoxHoctu ("Ultra-Violence")

n:0 — nMsa akTMBaTopa (MMS Knacca, BbI3BABLUErO CKPUMT, UKW UMS UrPOKa, €CNIN Bbi3blBas OH)
Nn: <MofOXWUTENbHOE_4YNCNo> - MMst N-ro urpoka B ceTeBon urpe (n:2 — uMsi 2-ro Urpoka)

k: MeyaTaeT MMs KNaBULLK, KOTOPasl Ha3HayeHa Ans onpegeneHHoro aencteus (k:"+use™)
Yao6Ho, Kak Haflo faTb UrPoKy MOACKA3Ky, KaKylo KMaBuLLy HaXaTb.

MonHbI CNMCOK hopMaToOB MOXHO MOCMOTPETb TyT: http://zdoom.org/wiki/Print#Cast_type

ECnM He yKasaTb TUM NOAABaeMbIX AaHHbIX, BbieseT ownbka: &« Unknown cast type in print statement.

lpumep:
Print(s:"I need ", d:x, s:" shells"); // nepeMeHHAs X XPaHUT UMUCIIO [IATPOHOB K IOPOOOBUKY

BHYTpU CTPOKM, KpoMe 06blIUHbIX ahaBUTHO-LIMDPOBLIX CUMBOIOB, MOXXHO MCMO/b30BaTh CMELCUMBObI:

\n MNepexoa Ha HOBYIO CTPOKY

XX | LlecTHaauaTepUYHbI CMMBON C KOAOM XX

\cC MoaKpaluMBaHue TeKcTa LBETOM ¢ kogoM C

Liseta ang print (koabl):

code |color code |color code |color code |color
a . reddish brick g . red n light blue t purple
b tan h blue o cream u dark gray
C gray i orange p olive \Y cyan
d green j white q dark green
e brown k yellow r dark red | | Use original colors
f gold m . black s dark brown - | Default color for Print messages

TpuMeD neyaT pacLiBEYEHHOMN CTDOKM:
print (s:"\cgRoses are red\n\chViolets are blue\n\cjSilver for me\n\cfGold for you");

SILVER FOR ME
GoOLD FOoR You

PrintBold — coBepLueHHO aHanormyeH Print, ToNbKO COOBLIEHNE YBUAAT BCE UIPOKM B CETEBOM Urpe.

PrintBold

HudMessage (ynyulwieHHbl# print)
HudMessage — MOLLHbIN aHanor koMaHzbl print.
Y Hee ecTb 4 pa3zHOBUAHOCTU:

1) npocToi TekcT

2) TeKcT C 3aTyxaHuem

3) TeKcT C nosiBNIEHNEM 1 3aTyXaHWeM

4) nevaraiowmiics TekcT

5) BbIBOA KapTUHKK

1) MpocTol TekcT:
hudmessage (text; HUDMSG PLAIN, int id, int color, fixed x, fixed y, fixed holdTime) ;

2) TeKCT C 3aTyxaHueM:
hudmessage (text; HUDMSG FADEOUT, int id, int color, fixed x, fixed y, fixed holdTime,
fixed fadetime) ;

3) TeKCT € NOsIBNEHNEM U 3aTyXaHueM:
hudmessage (text; HUDMSG FADEINOUT, int id, int color, fixed x, fixed y, fixed holdTime,
fixed inTime, fixed outTime) ;

4) MNeyaTaloLMNNCA TEKCT:



http://zdoom.org/wiki/Print#Cast_type

hudmessage (text; HUDMSG TYPEON, int id, int color, fixed x, fixed y, fixed holdTime, fixed 10
typetime, fixed fadetime) ;

5) BblBOA KapTUHKK:

SetFont ("PICTURE") ;

// B CTpOKe HOJIKEeH OBTbL TOJIBKO OOUH CUMMBOJ — "A"

HudMessage (s:"A"; HUDMSG PLAIN, int id, int color, fixed x, fixed y, fixed holdTime) ;

id — naeHTUbUKaTOp cooblueHus. Ucnonb3yiTe, yTobbl ABa NOAPSA UAYLLMX COOBLLEHUS He NepeKpbIBany Apyr apyra.
color — UBeT; X,y — KOOpAMHaTbl Ha 3KpaHe;
holdTime — BpeMsi 3aaepXKu Ha 3kpaHe; typeTime — BpeMs nedataHusi oaHol 6ykBbl; fadeTime — BpeMs 3aTyxaHus.

[vana3oH koopanHaThl X:

[0.0, 1.0]: Position between left and right edge valid box locations
[-1.0, 0.0): Position between left and right edge of screen

(1.0, 2.0]: Same as [0.0,1.0], but center each line inside box
[-2.0, 1.0): Same as [-1.0,0.0), but center each line inside box

[nanasoH koopanHaTthl Y:
[ 0.0, 1.0]: Position between top and bottom of valid box locations
[-1.0, 0.0): Position between top and bottom edge of screen

[Tpumepbi koopanHar (x, y):

(0.5, 0.0 CoobuyeHmne cBepxy 3KpaHa, nocpeanHe (Mo ropu3oHTanm).

(0.0, 0.5) CoobuieHune cnesa akpaHa, nocpeanHe (Mo BepTUKann).

(-0.25,0.0) CoobuieHne ceepxy, Ha 1/4 BbIXOAMT 3a JIEBYIO KPOMKY 3KpaHa.

(1.5, 0.5) LleHTpupyeT NpsIMOYrofibHUK BbiBOZAA HA SKPaHe, TaKke LEHTPUPYET KaXXayt CTPOKY BHYTPU NPSIMOYrofbHUKA

Liseta ans HudMessage (koabl):

O6bIYHbIE LIBETA Ocobebie "lysera"”
CR_BRICK 0 CR_RED 6 CR_CREAM 14 CR_UNTRANSLATED -1
CR_TAN 1 CR _BLUE 7 CR_OLIVE 15
CR_GRAY 2 CR_ORANGE 8 CR_DARKGREEN 16
CR_GREY 2 CR_WHITE 9 CR_DARKRED 17
CR_GREEN 3 CR_YELLOW 10 CR_DARKBROWN 18
CR_BROWN 4 CR_BLACK 12 CR_PURPLE 19
CR GOLD 5 CR LIGHTBLUE 13 CR DARKGRAY 20

Bbi6op wpudTa gna Print/HudMessage

SetFont ("SMALLFONT"); // menkutt (OOHUHBIL) WPUOT
SetFont ("BIGFONT"); // KpyHnHBNf mpuoT
SetFont ("CONFONT"); // Takoi xe mwpudT, KaK M B KOHCOJU

| Ha 3ametky: CONFONT XOTb 1 MESIKMY, HO B 5TOM LUPUGTE PasHble 110 pasmMepy 60/bLIME U Masible 6yKBbI (B
. orymune ot SMALLFONT u BIGFONT).

HudMessage - Bbiuncnenume 3agepxku (HudMessageTime)

Mocne BbIBOAA TEKCTA, KaK MPaBuIO, HYXXHO Ha HEKOTOPOE BPEMSl OCTaBWUTb TEKCT Ha dKpaHe, YTobbl MFPOK ycnen ero
npoyecTb. MoacTaHOBKa ANUTENBHOCTM 3aAepXXKn HaobyM 06bIMHO He AaeT XopoLwunx pe3ynbTaTtoB. ABTopamm ZDoom
pa3paboTaHa cneumnansHas dyHkums HudMessageTime, KOTopas BbIYUCISET BEMUMHY 3a4EPXKKN aBTOMATUYECKU, UCX0as U3
KOMIMYECTBa CUMBOJIOB CTPOKW, BPEMEHU MOSIBNIEHUS U yracaHus:

#define TICUNIT 35.725 // xoamuecTBO "TMKOB" B OOHOM CEeKyHIE
function int HudMessageTime (int type, int length, int typetime, int staytime, int fadetime)
{
Switch (type) {
Case HUDMSG PLAIN:
Case HUDMSG_ FADEOUT:
Case HUDMSG TYPEON:
return fixedmul (fixedmul (typetime, length << 16) + staytime + fadetime, TICUNIT) >> 16;
Case HUDMSG FADEINOUT: return fixedmul (typetime + staytime + fadetime, TICUNIT) >> 16;
}

return 0;

return fixedmul (staytime, TICUNIT) >> 16;
return fixedmul (staytime + fadetime, TICUNIT) >> 16;

}
®yHkumo HudMessageTime Hy>XHO BbI3blBaTb BHYTpy yHKUun delay.

lpumep: (Mpw cTapTe ypOoBHS MoKa3biBaem 10 CTPOK U3 MaccuBa Strings C 3aAEPXKKOV MOC/Ie NoKa3a Kaxaou CTpoku)
script 1 ENTER
{
delay (35);
for (int i=0; i<10; i++) {
HudMessage (s:Strings[i]; HUDMSG TYPEON, 0, CR RED, 1.5, 0.8, 2.
delay (HudMessageTime (HUDMSG TYPEON, strlen(Strings[i]), 0.1, 2
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MaTtemaTuueckue pyHKLUH

- apudmeTmyeckme QyHkumn (+, -, *, /, %, ++, --, abs, sqrt, pow)

- OyHKUMK casura (<<, >>)

- byHKUMM MUHMMYMa/MakcMMyMa (min, max)

- byHKkumnm okpyrnenus (round, floor)

- dyHKUMS cnyyaiiHbix uncen (Random)

- apudmeTnyeckme dyHKUMK ¢ pukcmpoBaHHom Todkol (FixedMul, FixedDiv)
- TpUroHomeTpuyeckme dyHkumm (cos, sin, VectorAngle, distance)

ApundmMeTnueckmne pyHKUMN
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4+ — % 30ecb KOMMeHTapmeB He TpebyeTcs.
/ OCTOpOXHO C dyHKUMEN aeneHus! [leneHne uenbix Yncen npomucxoamT ¢ oTépacbiBaHMEM APOBHOM YacTu U
OKpYrneHneM Ao MeHbliero uenoro! Takum obpa3oM, 5/4 =1 (aHe 1.25:)
0/0 OcTaToK OT AeneHus.
Mpumepbl: 9%17=8, 5%2= 1, 4%2= 0.
4 —— MpubaBreHne/BblYUTaHNE €ANHUYKM K/OT NEpEMEHHON.
! DKBMBANIEHTHO a=a+1, a=a-1, HO Jiydlle NoJIb30BaTbCs 3TUM BapuMaHTOM. PaboTaet 6bicTpee.
abs K coxaneHuio, B CKpunTax ACS He npeaycMoTpeHOo (yHKUMKM Moaynst uncna (abs).
Ho Bbl MOXKeTe 0601MTH 3TO HEAOPA3YMEHWNE, BCTAaBUB B CKPUMT CBOK COBCTBEHHYIO (DYHKUMIO:
function int abs (int x)
{
if (x < 0)
return -x;
return x;
}
sqrt K coxanenuto, B ckpuntax ACS He NpeAyCcMOTPeHO 1 (yHKUMKN KBagpaTHOro KOpHS! (sqrt).
Ho nmeeTcst cpa3y HECKONbKO aMyNsiLMA 3TOM (PYHKLUMK, paboTalowmx C pa3HOM TOYHOCTbIO/CKOPOCTbIO:
http://zdoom.org/wiki/Sgrt - Bbi6MpalTe ntobyto.
powW Takoi C.I)YHKL.I,VIVI, Kak BO3Be/leHMe B LieNylo CTeneHb, TOXe HeT. BoT 3ameHa:
function int pow (int x, int n)
{
int y = 1;
while (n-- > 0) y *= x; // yMHOXaem (X) n—-HOE UMCJIO pas3 camo Ha cebda

return y;

DyHKUMM caBUra

<<

BWTOBbLIN CABUI BNEBO @HANOMMYeH YMHOXEHMIO Ha 2 B cTeneHu (n), N — Be/IMYMHA CABMra.
Cnsur Ha 1 6uT BneBo: (X << 1) aHanoruuxo (X*2) // * 2

CnBur Ha 2 6uta Bneso: (X << 2) aHanoruuHo (X*4) // * 22

Casur Ha 3 6uTa Bneso: (X << 3) aHanoruyHo (X*8) [/ * 23

Casur Ha 4 6uTa BneBo: (X << 4) aHanornuHo (X*¥16) // * 2*

CnBur Ha 5 61TOB BneBo: (X << 5) aHanorunuHo (X*32) [/ * 2°

>>

BMTOBbIN CABUI BNPaBO aHanorMyeH AeneHumio Ha 2 B cTenenu (n), N — BENUYMHA CABMra.
(X >> 1) aHanornumo (X/2) // 2

(X >> 2) aHanornuHo (X / 4) /[ 22

(X >> 3) aHanornuHo (X / 8) // 23

(X >> 4) aHanornuro (X/ 16) // 2*

(X >> 5) aHanornuro (X /32) /] 2°

[l0BONbHO CTpaHHbIEe onepaunn — 3T1 caABUrK, He npasaa n? MNMouemy 6bl He N0b30BaTbCS O6bIYHBIM YMHOXXEHNEM U
aenexHvem? TpyaHo AaTb COBET, KOr[a W Kak rosib30BaTbCs CABUIOM, CKOpee BCero, BaM B HYM(HbIVI MOMEHT 3TO MOACKaXET
UHTYUUMS. NpOCTO NOMHUTE O TOM, UTO €CTb Takue — ornepayuu c4Bura.

®YHKLUMNM MMHUMYMa/MaKCUMyMa

H function int min (int a, int b)
min i !
if (a < b)
return a;
return b;
}
MprMeyaHue: ecnu a U b paBHbl, YHKLUMSI BEPHET b.
function int max (int a, int b)
max !

{
if (a > b)
return a;
return b;
}
MNprMeyaHue: ecnv a n b paBHbl, HyHKLUMS BEpHET b.
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®DYHKLUMN OKpPYIrNieHUs

round okpyrnsieT go 6nvxaniwero uenoro, floor npocTo oTépackiBaeT APO6HYHO YacTb.
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function int round(int fixedNumber) // Returns integer value
round || ?
return (fixedNumber + 0.5) >> 16;
}
fk)or function int floor (int fixedNumber) // Returns fixed point value
{
return fixedNumber & OxFFFF0000;
}

®YHKUMA cnyyaiiHbIX Yncen

random BosBpaluaeT cnyyaliHoe 4ncio B AnanasoHe [min..max] (BKIOUUTENbHO).
int Random(int min, int max)

lpumep: (noBpexaeHne 06beKTa C/IyHYarHbIM ypoHoM B rnipegenax [1..10])
DamageThing ( Random (1, 10) );

Ho TpyaHo HE cornacutbes ¢ Tem, YTo Ans 60nbWMHCTBA "AyMOBCKMX" NPUMEHEHMI ee ByAeT A0CTAaTOYHO.

MO>XHO CKONbKO YrogHO CNopuThb 0 "(He-)TpyluHOCcT" pyHKUMKM random, O paBHOMEPHOCTU ee pacnpeaeneHus,

Apudmetnueckue pyHKLUMN C PUKCUPOBAHHOW TOUKOIA

Henb3s HanpsaMyio (*/) nepeMHOXaTb WK AEUTb YNCTA C (PUKCMPOBAHHOM TOYKOM, 3TO AAET HEBEPHbIN Pe3y/bTaT:

Print (f: 0.5 * 0.5); // 16384, oops!
Print (f: 1.0 / 0.5); // 0.000030515, WTE?

[ns 3Toro cosfaHbl cneuuasnbHble CbYHKLlMVI:

FixedMul (int a, int b)
FixedDiv (int a, int b)

[lpumep:
Print (f: FixedMul (0.5, 0.5)); // 0.25 - Byana!
Print (f: FixedDiv (1.0, 0.5)); // 2 - ok

OnHaKo, YMHOXeHWe/aeneHme umicna ¢ GUKCMpPOBaHHOM TOUKOWM Ha L/e/10€ UCNO AAET NPaBUbHbINA pesybTar:

fixed z = 1.2*3; // npobyeM yMHOXUTH
print (f:z); // 3.6 - ok!

z =1.0 / 3; // mpoByeM IesmuTb
print (f:z); // 0.333 - ok!

TpuroHomeTpuueckme PyHKLUN

TPUrOHOMETPUS XU3HEHHO BaXKHA AJIsSl peanm3aLmm Takux Bellel, Kak: BblYMCIIEHUE PACCTOSHUIA, YIIIOB, B3aVMHOMO
pacnonoXxeHust 06bEKTOB, PUCOBAHWE BPYYHYIO KapTbl YPOBHS U Np.

int cos(int angle)

int sin(int angle)

311 dyHKkunm npunmuMatoT fixed-yron (90° 3aeck paBHbl 0.25, a 360° = 1.0), 1 BO3BpaLLAOT 3HAYEHNE B
cdopmarte fixed.

cos, sin

VeCtorAngle int VectorAngle (int x, int vy)

®yHKumMs NnpuHUMaeT BekTop (X,Y), @ Bo3BpaLuaeT yron gopmarte fixed.
Yrnbl OTCUUTLIBAKOTCS OT BOCTOYHOMO HarpasfieHWsl U MPOTUB YacoBOM CTpeniku (Npu Buae CBEpXY).
To ectb: BocTok-0° (fixed-0.0), ceBep-90° (fixed-0.25), 3anaa-180° (fixed-0.5), tor-270° (fixed-0.75).

d|Stance function int distance (int tidl, int tid2)
int x, y, z, d;
X = GetActorX(tidl) GetActorX (tid2) >> 16; // Convert fixed point to int
y = GetActorY(tidl) - GetActorY(tid2) >> 16;
z = GetActorZ(tidl) - GetActorz (tid2) >> 16;
d = sqgqrt( x*x + y*y + z*z );
return d;

}

BbICTpbIi BapuaHT dyHkUmK distance, Bo3BpaLUatoLwmii kK ToMy xe 6onee TouHbil fixed (BMecTo int):
function int fdistance (int tidl, int tid2)

{

int len;

int y = getactory(tidl) - getactory(tid2);
int x = getactorx(tidl) - getactorx(tid2) ;
int z = getactorz (tidl) - getactorz (tid2);




int ang = vectorangle(x,Vy);
if (((ang+0.125)%0.5) > 0.25) len fixeddiv (y, sin(ang));
else len = fixeddiv(x, cos(ang))

’

ang = vectorangle(len, z);
if (((ang+0.125)%0.5) > 0.25) len
else len

fixeddiv(z, sin(ang));
fixeddiv (len, cos(ang)):;

return len;

Bpems

3aaepxka
delay (tics)

OyeHb NpocTas KoMaHaa, Ho BOT 6eda — nay3a yKa3blBaeTCs B KaKUX-TO TMKaX. YTobbl ykas3aTb cekyHAbl, Hago NpocTo
YMHOXWTb CEKyHAbI Ha 35 (B 0fiHOM cekyHae 35 TUKOB, COOTBETCTBEHHO OAMH TUK — 1/35 ceKyHAbl):

delay (35*sec) ;

"Maruueckas" komaHaa delay(1l) (3agepxka Ha 1 TUK) aKTUBHO MPUMEHSIETCA AN NpeaoTBpaLleHus "3anunanHmna” umkna ¢
Hen36eXHbIM NPepbIBAaHNEM €ro CUCTEMOM:
script 1 OPEN

{
while (TRUE) // BEeUHBM LMKJI

{
Print (s:"You are playing: ", i:Timer()/35, s:" seconds.");
delay(l); // zamumnanusa He GymeT

}

A TaKoW CKpWMT Nocne 3arycka YPOBHsSI HEM36EXHO BbI30BET OWMBKY: "Runaway scipt 1 terminated”
script 1 OPEN

{
while (TRUE) // BEUHBEM LMKJI

{

Print (s:"You are playing: ", i:Timer()/35, s:" seconds.");

}

O)xnpaHue HacTynsieHnsi cobbITns

i 3auep>|<|<a CKpUnTa 4O MOMEHTa OKOHYaHUA ABMXKEHUSA CEKTOPa
TagWait (int tag)

¢ 3ajepKa CKpUnTa A0 MOMEHTA 3aBePLUEHUS APYroro CKpunTa
ScriptWait (int script)

lpumep: (OTKpbITUE ABEPY, OXUAGHNE 3aBEPLLEHNS €€ MOAHATHUS, U BbIBOJ COOTBETCTBYIOLLEro COOOLYEeHNS)
script 1 (int sector)

{
PrintBold (s:"Opening the hangar doors...");
Door Open (sector, 5, 0);
TagWait (sector):;
PrintBold (s:"Hangar doors now open!");

Taiimep
CKOJIbKO BPEMEHW MPOLLJIO C MOMEHTA 3arycka YPOBHS?

int t = Timer () / 35; // pa3menuB Ha 35, NONYyUYMJIM KOJI-BO CEKYHI
HudMessage (d:t/60, s:":", d:(t%60)/10, d:t%10; HUDMSG PLAIN, 1, CR RED, 0.95, 0.95, 2.0);
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YcnoBus. BerBnenus. LUMkinbl.
«90% of beginers don't need to know how
to declare variables or how to use program
control statements like 'if' statements. »
(ZDoom wiki)

OnepaTopbl YCNOBUI/LUMKIIOB BaM NPUroaaTcsl, paHo unu no3aHo. OcobeHHo ecnu Bbl pelunnm "3ababaxaTb" NHTEPECHDIN
CIOXXETHbIV Bafl, C MOLLHOM CKPUMTOBON OCHOBOM.

BaM noBesno, B OT/MuMe OT GONbLIMHCTBA APYrUX A3bIKOB, ONEPaTOPOB YCIOBUIA/BETBNEHUI 30eCh BCEMO TPU:

1) Ycnoeue (BeTBnenue): If/Else
2) CenekTop (BeTBneHue): Switch
3) YCNOBHbIN LUMKN: While
4) Uukn co cyetumkom:  For

If
lpumep:
if (w<1024)

print (s:"Recommended resolution is 1024x768.");

MaeT npoBepka nepeMeHHoM (W), eciiM OHa okasanacb MeHblue 1024, BbIBENOCH NpeaynpeXxaeHue.

bonee crioxHbIi npuMep:

if (condl) // ecmu ycrnoBue condl BepHO
{
commandl ; // ... OyOyT BEHIIOJIHEHE 3TU KOMAaHIE
}
else if (cond2) // mHaue — ecyu ycjoBue cond2 BEpPHO
{
command?2 ; // ... OyOyT BHIIOJIHEHEl BOT 3TV KOMAaHIEI
}
else // mHaue (ycmoBus condl m cond2 ObUIM HEBEPHEHI) BHIIOJSATCS KOMAaHOE command3
{
command3;
}
Switch

BenukonenHas MolLHas KOMaHAa BETBIEHUS, KaK 66l yHacnefoBaHHas oT a3blka C — switch.
Y Hee 00OBOSIbHO FpOMO3,CI,KVIl\/II CUHTAKCUC, HO OBYMHKa CTOUT BblAENTKN.

Mpumep: (0AHUM ONEPATOPOM Pa3PyIIMBAEM PA3HYIO KOHMUIYDALMIO MOHCTPOB HA YPOBHE HA PA3HbIX YPOBHSIX CIIOXHOCTY)
switch (GameSkill ()) // aHamu3upyeM BHIOPAHHEBEIA YPOBEHB CJIOXHOCTMU

{
case SKILL VERY EASY:
SpawnSpot ("ZombieMan", 60); // SpawnSpot — KOMaHOa IJiA [ONPOXIEHVA MOHCTPOB
break;

case SKILL EASY:
SpawnSpot ("DoomImp", 60);
break;

case SKILL HARD:
SpawnSpot ("BaronOfHell", 60);
// break cmneumanbHO HE MCIOJbE30BaH, UYTOOB BEIIOJHMUIICA OJIOK SKILL NORMAL (Hmxe)

case SKILL NORMAL:
SpawnSpot ("DoomImp", 61);
break;

case SKILL VERY HARD:
SpawnSpot ("Cyberdemon", 60);
break;

}

ObpaTnTe BHMMaHWE — B KOHLIE OQHOr0 U3 case He ucnonb3yetcsa break, T.k. B cnyyae SKILL_HARD HaM Hy>HO, 4T0bbl kKpome
BaronOfHell, nopoanncs ewe n DoomImp.

Ecnv BHYTpY case Bbl BbIXOAUTE M3 CKpunTa (return) BbINOMHSAET BbIX0A U3 DYHKUMWU 40 TOro, Kak 6yaeT AOCTUTHYT
cneayownii Case.

' Onepatop switch B MpuHUMe MOXET 6biTb 3arMCcaH TOJIbKO C MOMOLLbIO onepaTopos if / else.
. XOTs /lyyLe npuMeHsTe SWitch, Tam rae 3To BO3MOXHO. CM. MPUMED HIXKE.
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lpumep: (nepenvcwiBaem switch, ncriosnb3ys To/1bKo if/else)

int game skill = GameSkill(); // mpucCBOMM HNEPEMEHHOM, UYTOOLH MHOTO pPas He BE3HBaTbL GameSkill ()

if (game skill==SKILL VERY EASY)
SpawnSpot ("ZombieMan", 60);

else if (game skill==SKILL EASY)
SpawnSpot ("DoomImp", 60);

else if (game skill==SKILL HARD)

{
SpawnSpot ("BaronOfHell", 60);
SpawnSpot ("DoomImp", 61);

}
else if (game skill==SKILL NORMAL)
SpawnSpot ("DoomImp", 61);

else if (game skill==SKILL VERY HARD)

SpawnSpot ("Cyberdemon", 60);

While

CWHTaKCUC:
While (<ycjgoBue>)

{

<TeJIO LMKJIIa>

}
Tpumep — while:

int 1 = 5;
while (i > 0) //BBIXOO M3 LMKJA IPOMU3OMAET TOJIBKO KOTIA 1 HOCTUIHET HyJsa (He BRIOJHUTCA (1>0))

{

<KOMaHpxa (Mjy KOMAHZOEI) , KOTOPEE OyOyT YyMEHBIATEL NEPEMEHHYIH 1>

MepTBble UMKnbl

B otnnume ot onepatopa if/else, while — noBonbHO onacHas koMaHza. B kakoMm cmbicne? Ecnm gonro HE HacTynaeT ycnosums
3aBeplieHuns while, uykn "3aumknmBaeTtca” (kanambyp, HO U CypoBasi peasibHOCTb). TaKoW LMK Ha3biBaloT "MEPTBbLIM
umkioM". MpuyeM NPUUMHON TaKOro NOBEAEHMS LMK MOXKET CTaTb HE TOJbKO OWwMbKa NporpaMMMcTa B HanucaHWm CKpUNTa,
HO M UCXOAHbIE JaHHbIE YPOBHS!, CBOMCTBA 06BLEKTOB, MOHCTPOB U T.A.

Hanpumep: Baw while »xaeT, noka 0CBeLLEHHOCTb HEKOEMO CEKTOpa OMYCTUTCS A0 ONpeAeNeHHOro YpoBHs (CTaHeT
paBHbIM €MY), HO CEKTOp yxe (Ha MOMEHT BXOda B LMKJ1) MMEET OCBELLEHHOCTb HMXE STOr0 3HAUYeHMs. Takon LMK HUKOTAa
He 3aKoHYMTCs. OH ByaeT 6eCKOHEYHO BbIMOMHATLCS, HE AaBasi paboTaTb BCel ocTanbHOM cucteMe ZDoom (M ApyruM
CKpUMTaM, B YaCTHOCTW). B utore, korga Kon-Bo BbINMOHEHHbIX KOMaHA BHYTPY Takoro Lukna npesbicuT 500 Thicay, UMK
6yaeT NpUHYAUTENBHO NPEPBaH CUCTEMON:

J (coobiyeHmne B KOHCO/M)

Mo3ToMy NoTeHUMarnbHO onacHble umMkibl while (a Takxe for, 0 KOTOPOM NMOMAET peyb HUXE) BCEraa HyXXHO pa3baBnsTb
BbI30BOM delay(1), nHaye umkn. YTo B UTOre NpUBEAET K NPepbIBaHUIO CKpUMTa.

AHekAoT B Temy: «,ﬂaBaﬁ CHa4asia cbegnM TBOE, a NMoToM — Kaxaei ceoe».

Al

He pymaiiTte, uto BCTaBka "Marnyeckoin" ctpouku delay(1) "Bbineunt" HenpaBUIbHO HANWCAHHBIN LK. TO NpeaoTBpaTuT
NULWb NpepbiBaHUE UMKNA, HO caM Uumkn ByAeT roHsTb No Kpyry 6ecumcneHHoe Yncno pas.
Wrpy 310 Bpsa nv cunbHo 3atopmo3uT (delay(1) cnacaeT), HO Baw CKpUNT-TO 6yAET BbINOHATLCS HEMPABUITLHO!

Mpumep: (MePTBbIN LMKII, HE BbI3bIBAIOLMY OLUIMOKU runaway,)

while (TRUE)

{
. (TJTO YI'OOHO MOXeTe 34eChb HalmcaThb, M3 IMKJIa BaM BCEe paBHO HE BEIATH. . .)
delay(l); // "rabneTka" OT MNPEPHIBAHMSA LMUKJIA CUCTEMOMN

}

lpumep: (MEPTBLIVI LIMKIT, BbI3bIBAIOLLMI OLUMOKY runaway)
while (TRUE)
{

(T:ITO YI'OOHO MOXeTe 34eChb HalmcaThb, M3 IMKJIa BaM BCEe paBHO HE BEIATH. . .)

}

MNoayepkHeM, 4to TRUE 3KBMBANIEHTHO TakUM BbIPaXXEHUAM:
While (1)

While (4==4)

Bce 3TK BblpaxxeHnst UCTUHHBI (MMeoT 3HayeHne TRUE).

B cBoto ouepeap, BbipaxeHus FALSE, 0, (1==2) — NOXHbI.



For

lpumep: (cogepxxumoe umkia B UrypHbIX CKOOKax BbirosHUTCs posHo 10 pas)
for (int 1i=0; i<10; i++) // i =0,1,2,3,4,5,6,7,8,9 (10 pas)
{

CMHTaKCKC LMK COCTOUT U3 TPEX YacTen:
- UHMUmanusartopa umkna (i=0)

- ycnoBus BbINosHeHMs umkna (i<10)

- cyeTymka umkna (i++)

3TM YaCTU AOMKHbI BbITh pasenieHbl CUMBOSIOM j MHaye He 136exaTh HeaBYCMbICTIEHHOM ownbku: & Missing semicolon.

lpumep ymKna ¢ y6bIBAtOLYMM CHETYNKOM:
for (int i=9; i>=0; i--) // i=9,8,7,6,5,4,3,2,1,0 (10 pas)
{

MpepbiBanne unknoB While/For/Switch (break)

Bbl 3amMevanu paHblue CTpaHHbIi onepaTtop break ? OH cnyxuTt ana npepbiBaHua umknos While/Switch, a Taoke For.
Koraa no noruke cKpunTa MMEHHO B 3TOM MECTE HYXXHO NpepBaTb BbINOMHEHWE UMKa, UCNOMb3yiiTe break.

Kyna e nepexoauT ynpasnieHue Npu Bbi3oBe break ? OueHb NPOCTO — Ha NepBbiii onepaTop Nocsie 3aKpblBaOLLER CKOBKH.

lpumep: (rae yripasieHue rocse Bbi30Ba break nepexoant Ha ToT Print, cpa3y 3a UmK/oMm)
int count=0;
while (TRUE)
{
if (count==1000) // Hy BC&, C MEeHA XBaTuUT,
break; // TpephBaeM LMKJI!
count++; // yBeIMUMTH CUYETUYUK

delay (1) ;
}

Print ("Slava Bogu, vyrvalis iz okruzhenia! Ura!");

| break moxxet ucrionib30BaTeCs To/IbKO B Unkiax While/For/Switch.

Mpopomxkenne unknos While/For (Continue)

YTto penaet continue? IrHOpUpYeT OCTaToK LIMK/IA U NEPEXOANT K CleAyIoLEen uTepaummn umkna. Ecnm ato cnoxdo ans
NOHWUMaHWS, B3rNSHUTE Ha NpUMep.

lpumep: (06paboTKa TO/ILKO aKTOPOB SIB/SIOLUMXCS MOHCTPAaMU, U UrHOPUPOBAHNE OCTasIbHbIX TUIOB aKTOpPOB)
for (int i=0; i<10; i++) // anamusupoBaTb OymeM 10 WTYyK akTOpPOB

{
if (ClassifyActor (1000+i) != ACTOR MONSTER) // ecnu akTop He ABJISETCH MOHCTPOM,
continue; // ... mepexom K clenyoiemMy i
// oBpaboTka MOHCTpa

' B otnimune ot break, continue MoXeT mcriosib30BaTbCs TO/IbKO B Unkiax While/For.

16



NHdopmMaumnoHHble byHKLUN

PaspelwueHune skpaHa (GetScreenWidth / GetScreenHeight)

script 1 (void)
{
int w = GetScreenWidth() ;
if (w<1024)
print (s:"Recommended resolution is 1024x768.");

Undopmauus o6 urpe

® Cno>KHOCTb Urpsl

int GameSkill ()
Bo3spawiaeMble 3HaveHus: SKILL_VERY_EASY, SKILL_EASY, SKILL_NORMAL, SKILL_HARD, SKILL_VERY_HARD.

® Tun vrpsbl

int GameType ()

Bo3sBpalyaemble 3HaveHns: GAME_SINGLE_PLAYER(0), GAME_NET_COOPERATIVE(1), GAME_NET_DEATHMATCH(2),
GAME_TITLE_MAP(3).

Tpumep — nNpeaynpexxaaem urpoka, ecyim KapTa 3arnylyeHa He B pexxume deathmatch:
script 1 ENTER
{
if (GameType () != GAME NET DEATHMATCH)
Print (s:"This is a deathmatch only map!");
else
Print (s:"BobDM1\nBy Bob") ;

Undopmaums 06 yposHe

int GetLevellInfo (int level info)

level_info:

LEVELINFO PAR_TIME "Par time" ypoBHsi
LEVELINFO_CLUSTERNUM HomMep TekyLero knacrepa
LEVELINFO_LEVELNUM Homep kapThl
LEVELINFO_TOTAL_SECRETS ObLyee KON-BO CEKPETOB
LEVELINFO_FOUND_SECRETS Kon-Bo HalfeHHbIX CEKPETOB
LEVELINFO_TOTAL ITEMS O6bLee K0N-BO NPeAMETOB
LEVELINFO_FOUND_ITEMS Kon-Bo HalAeHHbIX NpeaMeToB
LEVELINFO_TOTAL_MONSTERS ObLyee KON-BO MOHCTPOB
LEVELINFO_KILLED MONSTERS Kon-Bo ybUTbIX MOHCTPOB

Konnuecrso MOHCTPOB/MUTEMOB C ofnpeaAesieHHbIX T3roM
int ThingCount (type, tid); // Bo3BpamaeT KOJI-BO MOHCTPOB Tuia type, muMeommx T>r tid

Ecnu type yctaHoBneH B T_NONE, dbyHKUMS NOACYMTAET KOM-BO BCEX aKTOPOB C 3a/laHHbIM TaroM (tid), HeB3upas Ha Tuvn.
Ecnu tid yctaHoBneH B 0, yHKUMS NoACUMTAET KOM-BO Bcex akTopos Tvna (type), HeB3wpas Ha Tar.

Mpumep:
ThingCount (T _IMP, 5) // KOJ-BO MMIOB C TeroM 5
ThingCount (T _IMP, 0) // ofmee KOJ-BO BCEX MMIOB Ha YPOBHE

ThingCount (T_NONE, 9) // XKoJx-BO aKTOPOB C TSTOM 9, HeB3Mpas Ha TUIIE



AkTopbl. Urpokm.

O6wasn nHdopMaums 06 urpoke
int GetPlayerInfo (int player number, int player info)

player_number — HoMep urpoka, no KOTOpOMyY HyXHa MHdopMauums
player_info — Tun 3anpalunBaemMoi nHdopmaLuuu:

PLAYERINFO_TEAM KomaHga nrpoka (255-6e3 koMaHabl)

PLAYERINFO AIMDIST AnctaHums aBTonpuUennBaHNS Urpoka
PLAYERINFO_COLOR Lset nrpoka (B popmate 0XRRGGBB)
PLAYERINFO_GENDER Mon mrpoka (0-manbumk, 1-geBoyka, 2-HevTo gpyroe)

Mpumep: (Benaem KEHCKWH TyanetT HEAOCTYITHbIM JMLaM MyXCKOro rosa :)

script 1 (void)
{
if (GetPlayerInfo (PlayerNumber (), PLAYERINFO GENDER) == 1)
Door Open (1, 20);
else
Print (s:"sorry dude, ladies only");

}

CBoMCTBa akTOpa

* [lony4nTb/yCTaHOBUTL CBOMUCTBO

int GetActorProperty(int tid, int property)
SetActorProperty (int tid, int property, value)

tid — Tar akTopa. Ucnonbayiite "0" ans AocTyna K CBOMCTBaM BbI3BaBLLErO akTopa.
value — MoxeT 6bITb TMNOM int, float unu str, B 3aBUcMMoCTu OT property.

' ®yHkums GetActorProperty He criocriobHa Bo3Bpaiyate CTpoKoBble property (u3-3a Toro, 4to ACS He ymeeTr
. paboTatb ¢ AuHamMmyeckumu CTpokamu). Micrionb3yvite CheckActorProperty A7151 osy4eHust CTPOK (0rucaHa HKe).
property:
APROP_Alpha 3HayeHue alpha ansa ctuns STYLE_Translucent
APROP_Ambush ®nar 3acagsl AMBUSH
APROP_ChaseGoal Llenb toHuTa (aKTyanbHO A5 MOHCTPOB)
APROP_Damage YPOH pakeTbl aKTopa
APROP_DamageFactor | damage factor aktopa
APROP_Dropped YpOHeHHbIN npeaMeT (Opy)kue, MaTpoHbl, TPYN MOHCTPA).
YpOHEHHbIE NpeaMETbl AABATCS 3aKPbIBAOWMMUCS ABEPSIMU.
APROP_Friendly LpY>XeCTBEHHbIN OHUT (A1 MOHCTPOB — Bpar)
APROP_Frightened MoHCTp HanyraH (6eXuT oT Urpoka)
APROP_Gravity DaKkTop rpaBuTaLmnm
APROP_Health YpoBeHb 340p0BbS
APROP_Invulnerable FOHWUT B COCTOSAHUWN HEYSI3BMMOCTU
APROP_JumpZ BbicoTa npbbkka urpoka kak fixed.

[nvHy NpbiKKka MOXHO onpeaenuTb Tak:
LfmmHa npbpkka = (JumpZ*JumpZ)/2 + MaxStepHeight

APROP_NoTarget AKTOp He MOXET bbITb LeNblo AN APYTMX MOHCTPOB

APROP_RenderStyle Crunb peHaepa aktopa:

STYLE_None - He pucoBaTb

STYLE_Normal - 06blYHbI

STYLE_Fuzzy - cunyat ¢ acpdekTom "fuzz"
STYLE_SoulTrans - kak Lost Soul

STYLE_OptFuzzy - nonb3oBaTenbCckue npeanovTeHns
STYLE_Translucent - nonynpo3pa4yHo

STYLE_Add - additive-bneHauHr

APROP_Score CueTunk. MOXXHO MCNonb30BaTh A1 HAbpaHHbIX OYKOB.

APROP_Species K KakoMy Buay NpuHAANEXUT MOHCTP

APROP_Speed CkopocTb pakeTbl, haepbonna u T.n. Ans UrpokoB 34echb
Bceraa 6yaet 1.0, a He AelCTBUTENbHAs CKOPOCTb!

APROP_ActiveSound 3BYK IOHUTa B COCTOSIHUM XOAbO6bI.

APROP_AttackSound 3BYK OHWUTA B COCTOSIHUW aTaKM.

APROP_SeeSound 3BYK OHUTA KOrAa OH 3aMeTu/ Urpoka.

APROP_PainSound 3BYK lOHWTa B COCTOSIHMK 60osIn.

APROP_DeathSound 3BYK IOHWTa B COCTOSIHUM CMEpTH.

lpumep: (MpoBepka 340p0oBbsi aKTopa C Trom tid, npoBepka CTu/isg OTPUCOBKYM aKTopa € T3rom 12)
script 1 (int tid)
{



if (GetActorProperty (tid, APROP Health) < 25)
print (s:"Thing ", d:tid, " has less than 25 health!!");

if (GetActorProperty (12, APROP RenderStyle) == STYLE OptFuzzy)
print (s:"Thing 12 is probably a spectre!");

* [poBepUTb 3HAa4YEHNEe CBOWCTBA
bool CheckActorProperty(int tid, int property, int value)

BosBpataeT TRUE-ecnv AocTyn K 3anpalumMBaemMoMy CBOWCTBY bbin ycneleH, FALSE-npv Heyaauve.
tid — Tar akTtopa (0-akTMBaTOp CKpUNTa);

property — CBOWCTBO;

value — 3HaueHMe CBOWCTBA, C KOTOPbIM HYXXHO CPaBHUTb.

lpumep: (MpoBepka K1acca akTopa n yHUYTOXEHNE €ro M BCEX €ro cobpaTbeB, €C/iv 3T0 bbiT UMr)
script 1 (int tid)
{
if (CheckActorProperty(tid, APROP_Species, "DoomImp"))
{
if (ThingCountName ("DoomImp", tid) > 1)
print (s:"These Imps must die!");
else
print (s:"This Imp must die!");s
Thing Destroy(tid, TRUE);

CBoicTBa Urpoka

SetPlayerProperty (who, set, which)
who — 1 - ana Bcex urpokos, 0 - TONbKO A5 aKTUBMPOBABLLIErO CKPUNT UrpoKa.
set — 1 - BKOUNTb, 0 - BbIK/OUUTD.

which:

PROP_FROZEN (0) 3aMOopo3nTb Mrpoka (MrpoK MOXET BEPTETbCA Ha MeCTe, Npbirath/npuceaaTb U CTpensiTb)
PROP_TOTALLYFROZEN (4) MONTHOCTbIO 3aMOPO3UTH UrpoKa (ABMXKEHME 1 Ntobble AeCTBMS HEAOCTYMHbI)
PROP_NOTARGET (1) MOHCTpbI HE HanaaaT Ha Urpoka

PROP_FLY (3) Mrpok MOXeT NieTaTb (rpaBuTaumsi He AeNCTBYET)

PROP_INVULNERABILITY (5) | Aaet cdepy Heys3BMMOCTY.
set=1 — 06bIYHbIV BapuaHT, set=2 — 6e3 achdekTa 6enoro sKkpaHa

PROP_BUDDHA (16) Pexkum Byaabl (1 Hey6aBUMbIV NPOLEHT 340pOBbs)

lpnmep:
SetPlayerProperty(l, 1, PROP_FROZEN); // 3aMOpO3MTbL MIPOKA
SetPlayerProperty(l, 0, PROP_FROZEN); // pasMOpO3MTE MI'POKa

XopoLee npuMeHERNE 3ToV yHKLMU — pasaaya yHUKa/IbHbIX TAroB UrPOKaM B CETEBOK UIpe Npy CTapTe ypPOBHS:

script 5 ENTER

{
Thing ChangeTID(0, 1000 + PlayerNumber());
}

B pe3synbTaTe ceTeBble nrpoku nonydat Tarm 1000, 1001, 1002, ...

KoopauHatbl

int GetActorX (tid)

int GetActorY (tid)

int GetActorZ (tid)

BosBpaluaeT koopanHaTy B dhopmare fixed.

bool SetActorPosition(int tid, fixed x, fixed y, fixed z, bool fog)

YcTaHaBnMBaeT KoopamHaThl X,y,z Ans akTopa tid, ¢ TymaHa TenenopTepa fog.
Bosspawaet TRUE npu ycnexe, FALSE npu Heypaude.

' Koopaurartel (x,y,2) HE SBASIOTCS TEMU XKe KOOpANHATaMu, KOTOPbIE UCTONb3YIOTCS B pEAAKTOpe!

. /ns nepesoga KoopanHaT pegaxktopa B fixed-KoopanHaTsl yMHOXbTE Mx Ha 65536.

lpumep: (Hecem CBEYKY HaA UrpoOKOM)
script 1 ENTER
{
while (TRUE)
{
SetActorPosition (1, GetActorX(l), GetActorY(l), GetActorz(0), 0);
delay (1) ;
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}
}
YpoBeHb Nona/notosika nog/Hag akTopoMm

int GetActorFloorZ (int tid)
int GetActorCeilingZ (int tid)

Ckopoctu

int GetActorVelX (tid)
int GetActorVelY (tid)
int GetActorVelZ (tid)

Bo3BpaluatoT KOMMNOHEHTbLI CKOpOCTH (X,Y,z) Tvna fixed.

bool SetActorVelocity(int tid, fixed vx, fixed vy,

20

fixed vz, bool add, bool setbob)

tid — Tar o6bekTa(oB), KOTOpoMy(bIM) 3a4AETC CKOPOCTb; VX,VY,VZ — KOMMOHEHTbI CKOPOCTY;
add — TRUE-ckopocCTb NpnbaBnsieTcs K yXKe UMELoLLeNcs ckopocTh 06bekTa, FALSE-NpocToe NpUCBOEHME CKOPOCTY;
setbob — TRUE-ycTaHOBKa CKOpOCTU He 3aTparusaeT bobbing obbekTa, FALSE-3aTparmBaert.

Mpumep: (nomectute 3107 KO B ckpurnT OPEN cBOel kapTbl 1 NONpPaKkTUKYUTECh B CTPE/LOE M0 MPLITKOMY KaKOAEMOHY(-am))

int angle, pitch, velx, vely, velz;
while (GetActorProperty(tid, APROP Health) > 0)
{

angle = random (0, 1.0);
pitch = random(-0.25, 0.25);
velx = FixedMul (cos (angle), FixedMul (cos (pitch),

vely = FixedMul (sin (angle), FixedMul (cos (pitch),

velz = FixedMul (sin(pitch), 10.0);
SetActorVelocity(tid, velx, vely, velz, FALSE,
delay(random (1, 7) * 5);

BbicoTa rnas akropa
int GetActorViewHeight (int tid)
BosspaluaeT BbicOTy B3rnsga Tvna fixed.

Yron B3rnsga akropa (BepTyKasbHbINA)

int GetActorPitch (int tid)
SetActorPitch (int tid, int pitch)

10.0));
10.0));

FALSE) ;

BosBpaluaet/ycTaHaBnmBaeT yron tuna fixed B ananasoHe [-0.25...0.25] (4to cooTBeTcTBYET [-90°..90°]).

OTpVILl,aTeJ'IbeIe 3Ha4yeHuns COOTBETCTBYIOT B3rnaay BBepxX.

Software-peHaepepbl UMEIOT OrpaHUYeHUst MO BEPTUKaNbHOMY Yriy, NO3TOMY AnanasoH byaet yxe, yem [-0.25..0.25].

Yron B3rnspa akropa (ropMsoHTaNbHbIN (@a3MMyTasibHbIN))

int GetActorAngle (int tid)
SetActorAngle (int tid, int angle)

BosBpaluaeT/ycTtaHaBnusaeT yron tuna fixed (0.25-cesep, 0.5-3anap, 0.75-tor, 1.0-BocTokK). Mcnonb3yiite aeneHve Ha 256 (a
MMeHHO >> 8) ansa nonyyeHus 6arToBoro yrna (64-cesep, 128-3anaa, 192-tor, 0-BoCTOK).

Mpumep: (yckopeHue urpoka B Hanpas/ieHuy ero B3r/s4a)
script 10 ENTER

{
ThrustThing (GetActorAngle (0) >> 8, 50, 1, 0);

}

Knaccudmkaums akropos ("uem siBnsierca o6bekr tid?™)
int ClassifyActor (int tid)

tid — npeHTudukatop obbvekTa.

Bo3BpalyaeMble 3HaYeHWs:

ACTOR_NONE 06beKT ¢ ToroM tid He HalaeH

ACTOR_WORLD -

ACTOR_PLAYER Nrpok

ACTOR_BOT bot

ACTOR_VOODOODOLL "Byay"

ACTOR_MONSTER MOHCTp

ACTOR_ALIVE Xuson

ACTOR_DEAD MepTBbIi

ACTOR_MISSILE Paketa B nonerte

ACTOR_GENERIC [Opyroe (NnpeaMeT uHTepbepa, Mapkep, teleport destination 1 np.)
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MpuHagNeXHOCTb aKTopa onpeaesieHHOMY KJlaccy
bool CheckActorClass (int tid, str class)

lpumep: (06pa3HoO roBopsi — a TaKowl Jin Tbl UMI1, 3@ KOTOPOro cebs BbiAaellb, toHuT N91055 ?)

if (!CheckActorClass (1055, "DoomImp"))
print (s:"Unit 1055 is NOT an Imp.");

YHuBepcanbHasa PyHKUMSA ANS onpeaesieHns Kacca akTopa

// MaccuB Class HOJKeH OBITH IJI06aJibHEM

str Class[105] = {

"ShotgunGuy", "ChaingunGuy", "BaronOfHell", "ZombieMan", "DoomImp", "Arachnotron", "SpiderMastermind",
"Demon", "Spectre", "DoomImpBall", "Clip", "Shell", "Cacodemon", "Revenant", "Bridge", "ArmorBonus",
"Stimpack", "Medikit", "Soulsphere", "Shotgun", "Chaingun", "RocketLauncher", "PlasmaRifle", "BFG",
"Chainsaw", "SuperShotgun", "Rockl", "Rock2", "Rock3", "Dirtl", "Dirt2", "Dirt3", "Dirt4", "Dirt5",
"Dirté", "PlasmaBall", "RevenantTracer", "SGShardl", "SGShard2", "SGShard3", "SGShard4", "SGShard5",
"SGShard6", "SGShard7", "SGShard8", "SGShard9", "SGShard0", "GreenArmor", "BlueArmor", "Cell",
"BlueCard", "RedCard", "YellowCard", "YellowSkull", "RedSkull", "BlueSkull", "ArchvileFire",
"StealthBaron", "StealthHellKnight", "StealthZombieMan", "StealthShotgunGuy", "LostSoul", "Archvile",
"Fatso", "HellKnight", "Cyberdemon", "PainElemental","WolfensteinSS", "StealthArachnotron",
"StealthArchvile", "StealthCacodemon", "StealthChaingunGuy", "StealthDemon", "StealthDoomImp",
"StealthFatso", "StealthRevenant", "ExplosiveBarrel", "CacodemonBall", "Rocket", "BFGBall",
"ArachnotronPlasma", "Blood", "BulletPuff", "Megasphere", "InvulnerabilitySphere", "Berserk",
"BlurSphere", "RadSuit", "Allmap", "Infrared", "ClipBox", "RocketAmmo", "RocketBox", "CellPack",
"ShellBox", "Backpack", "Gibs", "ColonGibs", "SmallBloodPool", "BurningBarrel", "BrainStem",
"ScriptedMarine", "HealthBonus", "FatShot", "BaronBall"

}i

function int GetActorClass (int tid)
{
for (int i=0; 1<105; i++)
if (ThingCountName (Class[i], tid))
return Class[i];
return 0;

MepepoxaeHne MOHCTPOB/UrPOKOB

int MorphActor (int tid, [str playerclass, [str monsterclass, [int duration, [int style, [str
morphflash, [str unmorphflash]]1111)
int UnMorphActor (int tid[, bool force])

MoapobHee:
http://zdoom.org/wiki/MorphActor
http://zdoom.org/wiki/UnMorphActor

CMeHa ypoBHSI
Changelevel (str map name, int position, int flags [,int skill])

Bonee MOLLHBIN aHanor Toro acdekTa, KOTOPbIN AOCTUrAeTCs NpU Ucnonb3oBaHnu IDCLEV##.
Changelevel nepexoauT Ha ApYyroi YpoBeHb B ONPeAENiEHHY0 TOUKY, @ TakXXe OMLUMOHANIbHO — MEHSIET CIIOXHOCTb Urpbl.
map_name — lump-uMsi KapThl, position — HoMep cTapToBoi no3uummn urpoka ("Player 1 start", "Player 2 start", ...).

flags: Yr0 370 PexkomeHgaumm 5
(4719 Yero xopoLuo rnoaovaer)
CHANGELEVEL_KEEPFACING CoxpaHuTb a3MMyTanbHbIi yron | Ans ypoBHel Tuna "hub"
(HanpaBneHue B3rNgg4a) Urpoka
CHANGELEVEL_NOINTERMISSION He noka3blBaTb 3acTaBKy [ns yposHen Tvna "hub"
CHANGELEVEL_NOMONSTERS MrpaTtb 6€3 MOHCTpOB MOBTOpPHbIV BXOA B YPOBEHb, HO MO CIOXETY He
CBSI3aHHbIV C BuTBaMM
CHANGELEVEL_RESETHEALTH BoccTaHoBUTb 3a0poBbe Ao 100 | [ns ypoBHEN ¢ 60ccamu / TpyaAHbIX YPOBHEW
CHANGELEVEL_RESETINVENTORY | OuucTka MHBEHTaps Hanpumep, ans BblpaBHMBaHus 6anaHca opyxus
(ecnu He yaanock caenatb 3TO FPaMOTHOM
paccTaHOBKOM 60enpunnacoB Ha YPOBHE)

skill — HOBbI YpOBEHb CNOXHOCTU. XOpoLUO noaxoaunT ans cosaanus skill-cenektopos, kak B nepeoM Quake.

| Ecrm He yka3satb skill, ypoBeHb 6yaert 3anyueH Ha ciioxHoctv "0" (SKILL_VERY EASY).
. 115 coxpaHeHusi BbI6PaHHOO yPOBHS C/IOKHOCTHU ucnosb3yvte "-1",

Mpumep: (cMeHa ypoBHA Ha E3M1 Ha cioxHOCTH hard, ¢ COXpaHEHMEM HarpaB/IEHMS B3ITISAA UIPOKA M OYUCTKA MHBEHTAPS)

script 1 (void)
{


http://zdoom.org/wiki/UnMorphActor
http://zdoom.org/wiki/MorphActor

ChangeLevel ("E3M1", 0, CHANGLELEVEL RESETINVENTORY |CHANGELEVEL KEEPFACING, SKILL HARD) ;



MynbTUnNneep

Konuuecteo noaK/1I0OUUBLUNXCS Urpokos

int PlayerCount ()
[ns cuHrNnneepHol urpbl Bceraa Bo3spallaert 1.

Tpumep — nopoxxaeHne KnbepaeMoHa rpu 60/IbLLIOM YUC/IE UIPOKOB Ha ypOBHE:
script 12 (void)
{
if (PlayerCount ()>=6)
thing spawn (1, T CYBERDEMON, 0,0) ;
}

lpuMep — oXXnAaHUE BCEX UIPOKOB B ONPEAE/IEHHON 30HE YPOBHSI:
int count = 0;

// Use for Actor enters sector
script 10 (void)
{ count++; }

// Use for Actor leaves sector
script 11 (void)
{ count--; }

script 100 OPEN
{
while (count < PlayerCount ())
Delay (35) ;
PrintBold(s:"All players ready!");

Homep urpoka
int PlayerNumber ()
Bo3Bpau4aeT HOMEpP UrpoKa Bbi3BaBLUErO0 CKpUNT, Ha4YMHasa C 0. Ecnu CKpUNT BbI3BaH HE UIFPOKOM, BO3BpallaET -1.

[puMep — MpUCBOEHNE YHUKATIBHOIO T3ra KaxxgoMy Urpoky, 3alleqiieMy Ha yposeHb: (1000, 1001, 1002, ...)
script 5 ENTER

{
Thing ChangeTID(0, 1000 + PlayerNumber());

}

MpoBepka yyacTus Urpoka

bool PlayerInGame (int player number)
player_number — Homep urpoka [0..7].

®dparun urpoka

int PlayerFrags ()
Bo3BpalLaeMoe YMcno MOXET BbiTb U OTpULATENbHBIM, €C/IM UIPOK MOKOHYMA ¢ coboi. Ecnm ckpunT Bbi3BaH HE urpokom,
BCeraga sosepawaert 0.

MpoBepka Ha 60Ta

bool PlayerIsBot (int player number)
BosspawaeT TRUE, ecnu urpok [0..7] saBnseTcs 60ToM.

lpumep: (oTaaya 3/1eMEHTa Na33/1a WM yMeHns 60Ty BMECTO MIPOKa MOXET CAENATh UIpy HENpOXoAauMOoH. pnuBeaeHHbI
CKpUIT NpeAoTBpaLLaeT 370)
script 55 (void)
{
int marine = Random (0, PlayerCount());
while (PlayerIsBot (marine))
marine = Random (0, PlayerCount()); // Pick another marine

SetActorProperty (1000 + marine, APROP INVULNERABLE, TRUE) ;
PrintBold(n:marine+l, s:" is totally invulnerable!");

}

script 1000 ENTER
{

Thing ChangeTID(0, 1000+PlayerNumber ()); //mpMCBOeHME YyHMKAJIbHEIX T3TOB MIPOKaM (1 GoTam)

}
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Opyxue / NHBeHTapb

CMeHa opyxus
bool SetWeapon (str weapon item)

BepHeT TRUE ecnu opyxue ycrnewHo cMeHeHo, n FALSE B obpaTHoM cnydae.

EMKocTb 60enpunacoB Urpoka

int GetAmmoCapacity(str class name)
3HaueHus no ymonyaxuio (6e3 backpack / ¢ backpack):

Clip 200/400
Shell 50/100
RocketAmmo | 50/100
Cell 300/600

YCcTaHOBUTb EMKOCTb 60enpunacoa
int SetAmmoCapacity(str class name, int max amount)

class_name — gonyctumble 3HadeHus: Clip, Shell, RocketAmmo, Cell.

lNMpoBepka MHBEHTapPS UrPoKa/aKToOpoB

int CheckActorInventory (int tid, str inventory item)
Bo3BpaluaeT Kon-Bo NpefeMeToB MHBEHTAaps inventory_item 'y akTopa C Tarom tid.
inventory_item:

23

Opyxne boernpunacei Knroun

Fist Clip (10) BlueCard
Chainsaw Shell (4) BlueSkull
Pistol RocketAmmo (1) RedCard
Shotgun Cell (20) RedSkull
SuperShotgun YellowCard
Chaingun Prok3ak YellowSkull
RocketLauncher Backpack

PlasmaRifle ABTO-Kapra
BFG9000 Allmap

Ecnu B cBOEMN KapTe Bbl 4aCTo pa60TaeTe C OPY)KVIGM/VIHBeHTapeM, BaM MOryT nNpurogmnTbCa 3Tn rnobanbHble MacCuBbI:

str weapons[8] = {"Pistol", "Shotgun", "SuperShotgun", "Chaingun", "RocketLauncher",
"PlasmaRifle", "BFG9000", "Chainsaw"};

str ammo[4] = {"Clip", "Shell", "RocketAmmo", "Cell"}

str keys[6] = {"BlueCard", "BlueSkull", "RedCard", "RedSkull", "YellowCard", "YellowSkull"}

| QyHKUMS He paccMaTpuBaer tid=0 kak urpoka!
. 15 npoBepkn uHBEHTaps Mrpoka Bri3biBaviTe CheckInventory.

* Kon-Bo onpeaeneHHoro npeaMeTa MHBEHTaps Y Urpoka

int CheckInventory(str inventory item)
Bo3BpallaeT Kon-Bo NpeaeMeToB UHBEHTaps inventory _item y vrpoka.

TIpumep — NpoBEPSEM HAJIMYME Y MIPOKAE APOBOBUKA U MUHUMYM 21-ro naTpoHa K HEMY:
script 52 (void)
{
if (CheckInventory ("Shotgun") && CheckInventory("Shell") > 20)
Print (s:"Use the shotgun to take out those 20 imps!");
else
Print (s:"Run away from the imps you loser!");

(vnHdopmauusa HeTouHas, Heo6xoanMa npoBepka)

Ouncrka MHBEHTaps
e OuuCTKa MHBEHTaps Urpoka

ClearInventory(int tid)
@OyHKUMS NOTHOCTBIO OYMLLAET MHBEHTapPb akTopa C Tarom fid.



lpumep: (oTbupaem BCE opyxxue y urpoka)

script 50 (void)

{
Print (s:"You hand your weapons over to security.");
ClearInventory () ;
GiveInventory ("Fist", 1);

® OuunCTKa MHBEHTapsl akTopa

ClearActorInventory (int tid)
DYHKUMS NOMHOCTBIO OYULLAET MHBEHTAPb aKTopa C T3roM tid.

QyHKUMS HE AEUCTBYET Ha npeameTsl uHBeHTaps ¢ gnarom INVENTORY.UNDROPPABLE.
. A5 npuHy ANTEIbHOro OTOMpPaHus Takux NpeameToB ucrosb3yvire Takelnventory.

lpumep: (B deathmatch kaxkabie 5 MUHYT OTOUPAEM BCE OPYXUE Y CITyHayiHOro UrpoKa)
script 1 enter
{
Thing ChangeTID(0, 1000 + PlayerNumber());
}

script 2 open
{
int p;
while (TRUE)
{
delay (35 * 60 * 5);
do {
p = random (0, 7);
} while (!PlayerInGame (p))

ClearActorInventory (1000 + p);
HUDMessageBold (n:p+1l, s:" is begging for a quick death!";
HUDMSG_FADEOUT, 1, CR RED, 0.5, 0.5, 3.0, 1.0);

OT60p NpegMeTa MHBEHTaps

TakeInventory (str inventory item, int amount)
TakeActorInventory (int tid, str inventory item, int amount)

inventory_item — Tun oT6MpaemMoro npeamMeTa MHBEHTaps, amount — KOMYECTBO.
tid — Tar akTopa.

lpnmep:
TakeInventory ("SuperShotgun", 1); // orBupaeMm IOBYCTBOJIKY
TakeInventory ("ShellBox", 5); // oTbupaeM 5 MaTPOHOB IJisa OPOOOBMKA

Bbigaua npegMeTa UHBEHTaps

GivelInventory(str inventory item, int amount)
GiveActorInventory (int tid, str inventory item, int amount)

lpumep: (Aaem UrpoKy poKETIaHYED)
GiveInventory ("RocketLauncher", 1);

lpumep: (Bbigaem ApobOBUK KaXxgoMy UIPOKY, ¥ KOTOPOIro ero He 6bi/10)
script 1 enter

{
Thing ChangeTID(0, 1000 + PlayerNumber())
}

script 2 (void)
{
for (int p = 0; p < 8; p++)
if (PlayerInGame (p) && !CheckActorInventory (1000 + p, "Shotgun"))
GiveActorInventory (1000 + p, "Shotgun", 1);

BoopyxeHue NPC

MapuHECh! poXAAoTCA, MMes NLLbL NUCTONET (Kak Mrpok). YTobbl AaTb MApUHECY Ma3MaraH, NuLLIEM TaKoW Kof:

SetMarineWeapon (10, MARINEWEAPON PlasmaRifle);
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Mopo)xxaeHue npeaMeToB/MOHCTPOB/CHapsaoB

nopomnel-me B TOYKe C KoopaAouHaTaMu

Spawn (str classname,

MopoxaaeT 06beKT kracca classname B koopauHaTe (X,Y,z), HarnpaBieHHbI HOCOM Mo angle 1 npuceamBaeT emy Tar tid.

fixed x,

fixed vy,

fixed z

[, int tid [,

int anglell)

BHUMaTenbHel C KOOpAMHATOW, T.K. Spawn He 6yaeT cpabaTbiBaTh, €C/M KOOPAWUHATLI HEBAIMAHDI.

classname — knacc nopoXxaaeMoro 06beKTa, NOJHbIN CNMCOK AYMOBCKUX KNaccoB 3aechk: http://zdoom.org/wiki/Classes:Doom

X,Y,Z — KOOpAUHATbI

tid — (Heobs13aTenbHbIN NapaMeTp) Tar, NPUCBAMBAEMBIN NMOPOXAEHHOMY OBBLEKTY.

angle — (Heobsa3aTeNbHbIN NapamMeTp) 6aTOBbLIN Yron:

96 64 32
North-west North North-East
128 0

West East

160 192 224
South-West South South-East
lpumep:

// IIOPOIMTE KaKOIeMOHa Hald MI'POKOM Ha 128 enwHMl BHIIE [I0OJIA

Spawn ("Cacodemon", GetActorX (0) ,GetActorY (0),GetActorFloorZ (0)

MopoxxaeHue B no3uumumn SpawnSpot-a

SpawnSpot (str classname,

int spotID [,

int tid

[, int anglell])

+ 128);

KomaHnga aHanornmyHa Spawn, TO/IbkO NOpoXaeHve o6bekTa NponcxoanT He B koopauHaTax (X,Y,z), a B MapSpot-e ¢
naeHTugukaTopom spotiD.

MopoxaeHune B no3nummn SpawSpot-a (ynyylieHHbI BapuaHT)

Thing Spawn( tid, type,
tid — Tar MapSpot-a, B KOTOPOM Hy>XHO NOsIBfIeHNe NpeaMeTa;

angle, new tid);

type — TMn nopoXxxaaeMoro o6bekTa;

angle — 6aiiToBbIl yron;

new_tid — tid HoBoucneuyeHHoOro o6beKTa.

type:
Opyxxue [ToBep-aribi MoHcTpbi JleTsawme cHapsabl
T NONE 0 T ARMORBONUS 22 T SHOTGUY 1 T IMPFIREBALL 10
T BRIDGE 21 T STIMPACK 23 T CHAINGUY 2 T PLASMABOLT 51
T MEDKIT 24 T BARON 3 T CACODEMONSHOT 126
T SHOTGUN 27 T SOULSPHERE 25 T ZOMBIE 4 T ROCKET 127
T CHAINGUN 28 T TRACER 53 T IMP 5 T BFGSHOT 128
T ROCKETLAUNCHER 29 T GREENARMOR 68 T ARACHNOTRON 6 T ARACHNOTRONPLASMA 129
T PLASMAGUN 30 T BLUEARMOR 69 T SPIDERMASTERMIND 7 T MANCUBUSSHOT 153
T BFG 31 T CELL 75 T DEMON 8 T BARONBALL 154
T CHAINSAW 32 T MEGASPHERE 132 | T_SPECTRE 9
T SUPERSHOTGUN 33 T INVULNERABILITY 133 | T_CACODEMON 19
T BERSERK 134 | T _REVENANT 20 ObcraHoBKa
T INVISIBILITY 135 | T_LOSTSOUL 110 T BARREL 55
T_IRONFEET . 136 | T_VILE 111 | 1 R1.00D 130
ER%NH%%H&CBI ("Radiationsuit) T MANCUBUS 112 | " pupp 131
T COMPUTERMAP 137 | T_HELLKNIGHT 113 -
T CLIP 11 — — T GUTS 145
— T LIGHTAMP 138 | T CYBERDEMON 114 =
T SHELLS 12 — — T BLOODPOOL 146
— T HEALTHBONUS 152 | T PAINELEMENTAL 115 -
T AMMOBOX 139 — — T BLOODPOOL1 147
— T WOLFSS 116 =
T ROCKETAMMO 140 — T BLOODPOOL2 148
— T STEALTHBARON 100 -
T ROCKETBOX 141 — T FLAMINGBARREL 149
— T STEALTHKNIGHT 101 | ¢ RRATNS 150
gfiﬁggiggx 12; Kntoun T STEALTHZOMBIE 102 | -
— T STEALTHSHOTGUY 103
T BLUEKEYCARD 85 —
T_BACKPACK M EDREYCARD se | T_sTEaLTHARACHNOTRON 117 | NPC
T YELLOWKEYCARD g7 | T_STEALTHVILE 118 "7 SCRIPTEDMARINE 151
Cromer s | TITALICCmON 1S
T_REDSKULLKEY 89 T STEALTHSERGEANT 121
T BLUESKULLKEY 90 -
- T STEALTHIMP 122
T TEMPLARGEFLAME 98 T STEALTHMANCUBUS 123
- T STEALTHREVENANT 124
lpumep:

Thing Spawn( 1, T IMP,

160, 999);

// mnopoxmaeT wmMmna ¢ ToToM 999,

CMOTPAIIETO Ha Iro—3allan



http://zdoom.org/wiki/Classes:Doom
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MopoxxaeHune cHapsaa
SpawnProjectile (int tid, string type, int angle, int speed, int vspeed, int gravity, int newtid)

tid — 06beKT, NPOM3BOASLLIMI BbICTPEN;

type — Tun cHapsiga: "ArachnotronPlasma", "ArchvileFire", "BaronBall", "CacoDemonBall", "BFGBall", "BFGExtra", "BulletPuff",
"DoomImpBall", "FatShot" (fireball maHky6yca), "PlasmaBall", "RevenantTracer", " RevenantTracerSmoke" (caMoHaBoAsALMIACA
cHapsg), "Rocket".

angle — 6aToBbIN yron; speed — ropuM3oHTasibHasi CKOPOCTb CHapsiaa; vspeed — BepTMKasibHasi CKOPOCTb CHapsiaa;

gravity — rpaBuTaumsi, AENCTBYIOWAs Ha CHapagd (3aMeTbTe, MO YMOMYaHMIO Ha CHapsiAbl MOHCTPOB AEMCTBYET HyfieBas rpas.);
newtid — HoBbI tid, NpuUcBanBaeMblii CO34aHHOMY CHapsAay.

lpumep: (BbiCTpEN 06beKTOM C tid=1 ClyyaiHOro cHapsAa no C/yyYaliHoMy Harpas/IeHUIO, C FOPU30HTa/IbHOM CKOpoCTbio 20)

str projectile[3] = {"DoomImpBall", "CacodemonBall", "BaronBall"};
SpawnProjectile (1, projectile[random(0, 2)], random(0, 255), 20, 0, 0, 0);

TenenopTtauus

TenenopTtaumns obbvekrta
TeleportOther (tid, destination tid, fog)
TenenopTaumsa npeameTa tid B MapSpot ¢ Tarom destination_tid, ¢ TymaHom (fog=1) unm 6e3 (fog=0).

Tenenoprauus aktuBatopa (06bekTa, Bbi3BaBLUEro CKpUNT)
Teleport (destination tid, tag, nofog)

TenenopTaumsi akTuBaTopa B MapSpot ¢ Tarom destination_tid B ceKTOp € T3roM tag, CO BCMbILLKON B TOYKE OTMpaBku
(nofog=0) nnm 6e3 (nofog=1).
Ecnm tag=0, Touka Ha3HauyeHus ByaeT BblbpaHa Cry4yaiHo.
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OcBeLljeHue

OcCBelLEeHHOCTb CeKTopa

Light ChangeToValue (tag, value)

LiBeT ocBelleHUa cekTopa

Sector SetColor(tag, r, g, b, desat)

tag — Tar cekTopa

r,g,b — HOBbIV LIBET OCBELLEHUS

desat — napameTp B ananasoHe [0..255], onpeaenseT cuny obecuseunBaHust cektopa (255 — nonHoe obecupey.)

TNountatenn onacKyIbHOU aTMOCEEPb! HEMPUSZHEHHO OTHOCSTCS K LUBETHOMY ocBelyeHuto (B GZDoom / JDoom B
. nepByto oyepesb). MIcronib3yvite Ha CBOV CTpax U pUcK.

LiBeT TyMaHa ceKTopa

Sector SetFade(tag, r, g, b)

YcTaHaBNMBaET LUBET, KOTOPLIM OyAET OTTEHATLCS CEKTOP MpU yAaneHun oT Hero urpoka (3ddekT TymMaHa).
tag — Tar cektopa

r,g,b — uset "TymaHa"

OcCBeLeHHOCTb aKTopa/urpoka
int GetActorLightLevel (int tid)

lpumep: (Aenaem 6occa nosyrnpo3payHbIM, €C/iM €ro OCBELEHHOCTb MEHbLLE 40)
script 1 (int boss)

{
if (GetActorLightLevel (0) < 40)
SetActorProperty (boss, APROP RENDERSTYLE, STYLE Fuzzy);

JKpaHHble nocT-cneudcgdexTbl

OkpalumBaHue 3KpaHa

FadeTo (int red, int green, int blue, fixed amount, fixed seconds) ;
(red, green, blue) — uget

amount — gomkeH 6biTb B Nnpegenax [0.0..1.0]

seconds — ANUTENbHOCTb LIBETOBOro nepexoaa (CeKyHa).

lpumep:
script 100 enter

{

//TlojlTHag KpacHOTa B IJla3ax depes 3 CeKyHIH
fadeto (255, 0, 0, 1.0, 2.0);
delay (35 * 2);

//TIOJIOBMHHAS UYEpHOTa B IJla3ax uepes 2 CEeKyHIE
fadeto (0, 0, 0, 0.5, 2.0);

NMnaBHas cMeHa OTTEeHKa 3KpaHa

FadeRange (int redl, int greenl, int bluel, fixed amountl,
int red2, int green2, int blue2, fixed amount2, int seconds)

®YHKUMS Cpa3y BLICTABNSAET OTTEHKOK (redl, greenl, bluel), v co3aaeT NnaBHbIN LBETOBOW Nepexos K (red2, green2, blue2) B
TEeYeHne BPEMEHN seconds.

Mpumep: (UuseToBovi nepexos ot 80% 3en1eHoro k 80% cuHero B TedeHue 2 CeKyHs)
faderange (0, 255, 0, 0.8, 0, 0, 255, 0.8, 2.0);

CMeHa nanuTpbl o6bekToB "Ha nery”

OTnUMun d)YHKLl,VIﬂMVI MOXHO J1erko caenaTtb KVI6ele,eMOHa KWCJTOTHbIX TOHOB WUJTIN YTO-TO B 3TOM AyXe.

CreateTranslation (int transnumber, a:b=[redl,greenl,bluel]:[red2,green2,blue2], ...)
Thing SetTranslation (tid, translation)

MoapobHee:
http://zdoom.org/wiki/CreateTranslation
http://zdoom.org/wiki/Thing_SetTranslation



http://zdoom.org/wiki/Thing_SetTranslation
http://zdoom.org/wiki/CreateTranslation

dusuka

MpaBuTaumsa (cuna THKECTH)
SetGravity (fixed amount)

amount: 800 — HopManbHas rpasutaums, 400.0 — noHwxeHHas Basoe, 1600.0 — yBennyeHHas BaBoe U T.4.

ConpoTusrsieHne Bo3ayxa
SetAirControl (int amount)

ConpoTuBreHne Bo3ayxa AEUCTBUYET TO/IbKO KOTAA UFPOK HAaXOAMTCS He Ha 3emne (A0MYCTMM, MPLIFHY), U He B BOAE.
3HadeHue no ymonyanmio 0.00390625.

' ConpotusneHne Bo3Ayxa — He TaKoH YK 6e306MAHbIV MAPaMETP, KaK KaXETCA Ha NMEPBbIVI B3NS, VI3MeHeHne

. 3HaYEHUS 10 YMOTHAHMIO 3HAYUTENILHO YBETMYNBAET (MU YMEHBLUAET) PACCTOSHUE, KOTOPOE UIPOK MOXET
MPOJIETET MPU MPbIXXKAX C KPAEB 3AaHUV, 06PLIBOB U T.J., U B KOHEYHOM CUETE MOXET PaANKA/IbHO U3MEHUTH
MPOXOAUMOCTb BALLErO ypPOBHS.

Mpuno)xeHune cusbl K NnpeagMeTy
ThrustThing (angle, force, nolimit, tid)

angle — 6aTOBbLIN yron; Ans NoslyyeHus HanpaeneHuin "Bnpaso"”, "Hasan", "BneBo" — aobaensinTe Kk yrny +64, +128, +192;
force — cuna, B toHuTax/cek (1 cek = 35 TUKOB);

nolimit — gomkHo 6bITb 1, ecnu force>30; (He rovimy, 3a4em BoObLE HY)KEH TOT napametp — rpumed. ViadGuardian)

tid — Tar npeameTa, K KOTOPOMY HaZO MPUIOXKUTb TArY.

Mpumep:
ThrustThing (angle*256/360, 0, 0, 0)
ThrustThing (angle*256/360+64, 0, 0, 0)

MpunoxxeHne BepTUKasIbHOW CU/bI K NpeaMeTy
ThrustThingZ (tid, force, up down, set add)

tid — Tar npeameTa, K KOTOPOMY HaA0 NPUNIOXKUTbL TArY;

force — cuna, B 1oHMTax/ceK, AeneHHas Ha 4 (1 cek = 35 TuKoB);

up_down — HanpasneHue (0-BBepx, 1-BHM3);

set_add — (0-06HynsieT BepTuKanbHY0 CKOPOCTb NpeaMeTa, 3aTeM NpUKNaBabIBaeT cuy, 1-npocTo npuknaabiBaeT cuny);
ThrustThingZ yaobHo kombuHmnposaTtb ¢ ThrustThing.

3eMnerpsiceHme

Radius Quake2 (tid, intensity, duration, damrad, tremrad, str sound)
intensity — MHTEHCMBHOCTb 3emneTpscenns [1..9];

duration — AnnTENBHOCTbL B TUKAX;

damrad — paaunyc nospexaeHuit B 64x64;

tremrad — pagunyc Tpscku B 64x64;

tid — Tar npeameTa-anNMUEHTPa 3eMNIETPSCEHMS;

sound — 3BYK 3eM/IETPSCEHMS.

Mpumep: (3emnetpsiceHne B TedeHne 5 cek Bokpyr obvexTa tid=10 paguycom 2000, paanycom nospexsaeHwi 1000, 6e3
3ByKa)
script 1 OPEN

{
Radius_Quake2 (10, 3, 5%*35, 1000, 2000, "");
}

Mopn sBopon

3anac Bo3ayxa B JIErKUX UrpokKa

int GetAirSupply(int player num)

Pe3y1'IbTaT - B TuKax. Ecnu 3HayeHne OTpMnUaTENbHOE — 3HAYUT UITPOK YK€ TOHET (y Urpoka OTHUMaEeTCA 3ﬂODOBbe).

bool SetAirSupply(int player num, int tics)

YcTaHaBnmBaeT 3anac BO34yXa B TUKaX. (DYHKLI,MFI BEPHET 1B cny4dae ycnexa, u 0 ecnin Urpoka p/ayer_num He CyLUECTBYET.
CDYHKLI,VIFI AEI‘/'ICTBYET TONbKO Ha UrpoKoB, T.K. Y MOHCTPOB HET TaKoN BEMNYMHBI.

Mpumep:

script 1 ENTER
{
while (1) {
print (s:"You will start to drown in ", 1i:GetAirSupply(0)/35, s:" sec");
delay (1) ;
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Moaucdukaums ypoBHs

Osepun
Door Open(tag, speed, light tag);
Door Close(tag, speed, light tag);

tag — Tar cekTopa, npeacTaBnsoWero ABepb; speed — CKOPOCTb OTKPLITUS;
light_tag — Tar cekTopa, rae 6yaeT BbINOMHEH MaBHbIM CBETOBOM nepexos. CEeKTop UMeeT OCBELLEHHOCTb CaMOro TEMHIO
6/uKaviero cexTopa, Koraa ABepb 3aKpbiTa, U caMoro CBET/I0r0 brvkaiiiero — koraa byaeT NofHOCTBIO OTKpbITa.

3apaTb NnoBpeXaeHue AJia cekTopa
Sector SetDamage (tag, amount, mod)

tag — 13r cekTopa;
amount — cuna Bpeaa:
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<20 CeKTop He BpeamT Urpoky, o4eToMy B environment suit

20-49 CeKkTop WHOraa BpeauT Urpoky, OAETOMY B environment suit

> 50 CeKTop Bceraa BpeauT UrpoKy, OAETOMY B environment suit, HO He AeNcTBYET Ha urpoka ¢ Invulnerability.

mod:

0 = MOD_UNKNOWN 16 = MOD_TELEFRAG 20 = MOD_EXIT 25 = MOD_DISINTEGRATE
12 = MOD_WATER 17 = MOD_FALLING 21 = MOD_SPLASH (ala Strife's Mauler)

13 = MOD_SLIME 18 = MOD_SUICIDE 22 = MOD_HIT 26 = MOD_POISON

14 = MOD_LAVA
15 = MOD_CRUSH

19 = MOD_BARREL
1000 = Massacre (no const)

23 = MOD_RAILGUN
24 = MOD_ICE (ala Hexen)

27 = MOD_ELECTRIC

MoBpeanTb BceM 06bEeKTaM B ceKTope

SectorDamage (int tag, int amount, str type, str protection item, int flags)

tag — 13r cekTopa;

MpuunHseT Bpes, TOMbKO Koraa Bbi3BaHa dyHkUms. Cam cekTop ocTaeTtcs "6e3BpeaHbiM".
type — Tun Bpeaa (cm. http://zdoom.org/wiki/Damage_types )

protection_item — octaBuTb 0 ans Doom (akTyanbHO Tonbko ansa Heretic/Hexen).

flags: (MoxHO 06beanHATL HeCkonbKo dnaros Yepes cuMBeon | )

DAMAGE_PLAYERS Bpea BceM Urpokam B 3TOM CEKTOpe.

DAMAGE_NONPLAYERS Bpen BceM He-urpokam B 3TOM cektope (nonplayers — Te,
KOTOPbIX BCE YK€ MOXHO NOACTPENUTD).

DAMAGE_IN_AIR Bpen gaxke TeM, KTO B BO3AYXE WV NoA BOJOW.

DAMAGE_SUBCLASSES_PROTECT HeT Bpefa TeM, KTO HECET UTEM, YHacNeAoBaHHbIN OT

protection_item (M1 KTO CaM ABNSAETCS 3TUM UTEMOM)

lpumep: (yomicTBo /11060ro He-UrpoKa, BoLeALero B cektop. "Assign it to run from an Actor Enters Sector thing placed in
the sector with the matching tag" — He cmor Tosikom nepesectv — ripumey. ViadGuardian)

script 1
{

(int tag)

if
{

(PlayerNumber () < 0)

printbold(s:"Kill the non-players!!!");
Sector SetFade (tag, 255, 0, 0);

while (GetActorProperty (0, APROP Health) > 0)

{
SectorDamage (tag, 100, "Fire", 0, DAMAGE NONPLAYERS | DAMAGE IN AIR);
delay (5) ;

}

Sector SetFade(tag, 0, 0, 0);

MoBpeanTb aKTUBATOPY CKPUNTA

DamageThing (amount, mod)

amount — cymMmma yuiep6a :). OTpuuaTenbHOe 3HauyeHne — fiedeHne. Hyneeoe 3HaueHue — rapaHTUpPOBaHHOE YOUIICTBO
aKTMBaTopa.

mod — coobLeHne, nosiBRsioLweecs nocne cMepTy urpoka (obituary message).

3amMeHa TekcTyp rnobanbHas

ReplaceTextures (str old texture name, str new texture name [, int flags])
3aMeHsieT B YpOBHe BCe TEKCTYphbl old_texture_name Ha new_texture_name.

flags — HeobBs3aTeNbHbIM NapaMeTp, YKasbiBAET, Kakue TekcTypbl HE Hago MeHsiTb:


http://zdoom.org/wiki/Damage_types

NOT_BOTTOM | He MeHATb HMXHWE TEKCTYpbl CTEH.
NOT_MIDDLE He MeHATb cpeaHne TEKCTYPbI CTEH.
NOT_TOP He MeHATb BEpXHME TEKCTYPbI CTEH.
NOT_FLOOR He MeHATb TekCTypbl nona.
NOT_CEILING He MeHsITb TEeKCTypbl NOTO/IKA.

DYHKUMIO XOPOLLIO MPUMEHSITB /15 CO3A4aHMS MyratoLesi aTMOCGHEDDI, HAMPUMED, NMPU HAXaTuu CBUTHYE BCE BOKPYI
. BAPYI MPEO6PAXAETCS B MPAYHbIE TOHA M/ KDOBABBIE TEKCTYPb.

3aMeHa TeKCTyp noJsioB/NnoTO/NIKOB

ChangeFloor (int tag, str flat name)
ChangeCeiling (int tag, str flat name)

MeHsieT TEKCTYpY NOJIOB/MOTOMKOB A/t BCEX CEKTOPOB C T3roM tag, Ha flat_name.

3aMeHa TeKCTyp cTeHbl (naiHaeda)
SetLineTexture (int line id, int line side, int sidedef texture, str texture name)

line_id — naeHTudmkaTop nMHUM (CTeHbl);

line_side — cTtopoHa cteHbl (SIDE_FRONT-nepenHss, SIDE_BACK-3agHsis);

sidedef_texture — cekumsi creHbl: TEXTURE_TOP, TEXTURE_MIDDLE nnu TEXTURE_BOTTOM;
texture_name — nmsa TekcTypbl.

lpumep: (y6path CPEAHIO TEKCTYPY Ha NEPEAHEN YacTu linel, HanoxuTe TekcTypy BFALL1 Ha 3agHevi Yacty line2)

script 1 (int linel, int line?2)

{
SetLineTexture (linel, SIDE FRONT, TEXTURE MIDDLE, "-")
SetLineTexture (linel, SIDE FRONT, TEXTURE MIDDLE, "-")
SetLineTexture (line2, SIDE BACK, TEXTURE TOP, "BFALL1'

; //remove middle
//floating texture

v).

’

He6o0

* M3MeHeHne TeKcTypbl Heba
ChangeSky (str skyl, str sky2)

skyl — nepBsas TekcTypa Heba, sky2 — BTOpasi.
skyl pomxeH coBnaaathb c sky2, ecnmn doublesky BkntoueH (B MAPINFO).

lpumep: (aHnMUpoBaHHasi BOAa — B Ka4ecTBe Heba)
ChangeSky ("FWATER1", "FWATERL1") ;

* M3MeHeHMe CKOPOCTN CKPOJIIMHIa TEKCTYpPbl Heba
SetSkyScrollSpeed (int sky, float sky speed)
sky — 1 nnbo 2, CKOPOCTb CKPOSISINHra.

3epKanbHblii Non
Sector SetPlaneReflection(tag, floor, ceiling)

tag — Tar obpabaTbiBaeMoro cekTopa;
floor — cTreneHb 3epkanbHocTn nona [0..255];
ceiling — creneHb 3epkanbHOCcTV NoTonka [0..255].

lpumep: (Aenaem 3epkasibHbIMU — 1071 CEKTOPa C TIroM 1 v roTosIoK CEKTOopa C Tarom 2)
script 1 OPEN

{
Sector SetPlaneReflection(1,128,0);
Sector SetPlaneReflection(2,0,128);

BnokuposaHue npoxopnos (naiiHaedos)
SetLineBlocking (int line id, int setting)
setting:

BLOCK_NOTHING CHumaeT nobyro 6N10KMPOBKY € NHUK

BLOCK_CREATURES | Bnokupyet Urpokos 1 MOHCTPOB

BLOCK_EVERYTHING | Bbnokupyet Bcé

BLOCK_PLAYERS BnokupyeT TobKO MrpoKOB (HE MOHCTPOB)

' Ocoboii HeobxoammocTn B QyHKLmm SetLineBlocking HET, B pegakTope Bce 3TO JOCTYIHO B CBOUCTBAxX NaviHgeda:
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1|

| sigeders |

Setting:

¥ Impassable I™ Block Sound ™ Block Everything

I~ Block Monster I™ Hidden -

™ Double Sided I™ shown

™ UpperUnpegged I Repeatable Action

™ Lower Unpegged ™ Monster Activates 31
[~ Secret I™ Block Players

B/IOKMpOBaHME NPOXoAa TOJIbKO [J1S1 MOHCTPOB
SetLineMonsterBlocking (int line id, int setting)

setting — 1-MOHCTpbI He NponayT, 0-CHATME BNOKUPOBKM.

Mpumep: (ycTaHoBKa 6/I0KMPOBKU HA JINHUSIX C TIroM 1 Ha 5 MUHYT, CHSITUE GJIOKUPOBKU 110 NPOLIECTBUU 5 MUHYT)
script 1 open

{
SetLineMonsterBlocking (1, 1);
delay (35 * 60 * 5);
SetLineMonsterBlocking (1, O0);
HUDMessageBold (s:"ZOMG! The monsters can break through now!!!";
HUDMSG_FADEOUT, 1, CR RED, 0.5, 0.5, 3.0, 1.0);

MpuBsaska cobbiTua K naHaedy

SetLineSpecial (int line id, int special [, int arg0 [, int argl [, int arg2 [, int arg3 [,
int arg4]1111])

lpumep: (ycTaHOBKa BbIMOJIHEHMS ckpunTa 10 Ha naviHged 1)
SetLineSpecial(1, ACS_Execute, 10);

lpumep: (Bce mHmm ¢ id=9 6yayT BbinoaHATE ckpunT 10)

script 1 (void)

{
print (s:"setting action");
ActivatorSound ("misc/chat", 127);
SetLineSpecial (9, ACS Execute, 10);

}

script 10 (void)

{

ActivatorSound ("misc/chat", 127);

}

MpuBsaska cobbiTUA K cekTopy (Ha noagbeM/onyckaHue cekTopa)

SetFloorTrigger (int tag, int height, int special [, int argl [, int arg2 [, int arg3 [, int
argd [, int arg5]]1]11])

SetCeilingTrigger (int tag, int height, int special [, int argl [, int arg2 [, int arg3 [,
int arg4 [, int arg5]11]1])

Mpy noabeme/onyckaHum Nona/noTonka cekTopa tag Ha yKasaHHy pasHuLy BblCOT height — cpabaTbiBaHue cobbiTus special ¢
napameTpamu: argl, arg2, arg3, arg4, arg5.
! height — He BbicoTa, a pasHuya BeicoT (128 — nogHaTHe Ha 128 map units, -64 — onyckaHne Ha 64 map units)

lpumep: (BbirosiHeHne ckpunta 18 rnpu nogHATHM noTosika Ha 128)
SetCeilingTrigger (12, 128, acs execute, 18, 0);

lpumep: (Tenenoprayms akTmBaTopa B mapspot #15 npu onyckaHmm noroska Ha 64)
SetCeilingTrigger (25, -64, teleport, 15);
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3BYK U My3blKa

EcTb 3 kaTeropuu 3Bykos B ZDoom:

1) my3blka

2) okpyxatowwmit 38yk (ambient sound) — 3ByK, C/bILIMMbIN OAVMHAKOBO MO BCEMY YPOBHIO

3) ToyeuHbIl 3BYK (sector sound) — 3ByK, 134aBaeMbIi OLHON TOUYKOWN YPOBHS, 3aTyXaeT C pacCTOSIHUEM
Mys3bika

MoapepxxmBaeTcs MHOXecCTBO hopMaToB My3bikk: MID, MUS (Doom music), MP3, OGG, WAV, FLAC, WMA, AIFF, MOD, ST3, ...

® 3anycTuTb BCTpoeHHbI B doom2.wad Tpek D_RUNNIN:
SetMusic ("D _RUNNIN") ;

* 3anyctutb mp3-Tpek Metallica-"Master Of Puppets", npeaBapuTenbHO 3arpy>eHHbii B wad-peaaktope:
SetMusic ("MAST PUP");

« COHpOCUTb Ha My3blKY MO YMOMYAHUIO (47151 3TOrO YPOBHS):
SetMusic ("*") ;

MMeeTca Takke BapuaHT dyHKUMM SetMusic, cpabaTbiBalOLLMiA TO/IbKO ANS UFPOKA, AaKTUBMPOBABLLENO CKPUMT:

. 3anycn< MYy3blKM Ana onpeaeneHHoro urpoka:
LocalSetMusic(str song, opt int pattern);

OKpy)XaroLwmii 3ByK

* MpourpaTb 3Byk "handel/messiah" Ha nonHOM rpoMkoCTH:
AmbientSound ("handel/messiah", 127); // 0..127 volume

ToueuHblit 3ByK

HakoHeLl, camblii uHTEpecHbI¥ TUN 3Byka B ZDoom, NO3BOSISIOLLMIA 3aMETHO YCUIMTL aTMoCdepy Ballero YPOoBHSI.
SectorSound (str sound, int volume) ;

Mpumep: (korga nrpok nepeceyer linedef, Ha KOTOPbIN HABELIEH ITOT CKPUIT, 0/I0BMLA CKPUITHET!)

script 1 (void)
{
SectorSound ("world/creakl", 127);

YT06bI 3TOT CKpUNT 3apaboTan, B peaakTope "HaBewwmBaeM" ckpunT Ha linedef HyxxHoro Ham cektopa:

Action
Action: 80 Script Execute - |_| |
N » . -
Script Mumber: 1 il Script Argument2: |0 i
Map Mumber: 0 : Script Argument 3: | 0 :
Script Argument 1: |0 ji
Trigger: |Player walks over -

* [pourpaTb 3ByK B NO3UUMKN NpeaMeTa:

ThingSound (int tid, str sound, int volume) ;

lpumep: (3ByK BbIK/THOYEHNS rEHEPATOPA)

// TpemMeT-MCTOYHMK 3Byka (tid=1) mospkeH OBITBH OJIM3KO K CaMOMy I'€HepaTopy (MM COBIAIAThH)
ThingSound (1, "ambient/poweroff", 127);

* [lpourpaTb 3BYK OT MMEHWN aKTUBATOPaA:
ActivatorSound(str sound, int volume) ;

lpumep:

script 4 (void) {
ActivatorSound ("misc/i pkup",127) ;
print (s:"Sounds like you got something!");

MoNHBIN CMMCOK CTaHAAPTHBIX 3BykoB Doom:
http://zdoom.org/wiki/Predefined_Sounds

TMOsHbI CMMCOK KOMaHZ, CBSA3aHHbIX C MY3bIKOW U 3BYKOM:
http://zdoom.org/wiki/Built-in_ ACS_functions#Sounds
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Kamepbl

Yepes KaKyro KaMepy CMOTPUT UrpoK?

int CheckPlayerCamera (int player)
player — HOMep uUrpoka.

Tpumep: (CKpunT AEaKTUBUPYET aKTOPOB C TIroM=60, roKa UrpoK CMOTPUT YEPE3 KaMepPy, T.€. BParu ero He atakyror)
script 10 ENTER
{

while (!CheckPlayerCamera (PlayerNumber ())) delay(l);
Thing Deactivate (60);

while (CheckPlayerCamera (PlayerNumber ())) delay(l);
Thing Activate (60) ;

Restart;

OTobpakeHue BMAa U3 kamepbl Ha TEKCTYpY
SetCameraToTexture (int camera id, str texture name, int fov)

®yHKUMS NpUBA3bIBAET MMEHOBAHHYIO TEKCTYPY texture_name K kamepe camera_id. Bcé, yTo BAMT Kamepa B rnoJie CBoero
3peHusi, 6yaeT cpasy oTobpaxkaTbCsl Ha TEKCTYpE.

camera_tid — naeHTMmKaTop Kamepsl;
texture_name — uMsi CNonb3yeMoit TeKCTypbl. TEKCTypa 06s13aTeNbHO AokHa BbiTh NponucaHa B lump ANIMDEFS;
fov — none 3penus kamepel (yron). (fov="field of view")

"OTBsI3aTb" TEKCTYPY OT KaMepbl HENb3si, HO MOXHO NMPUBSA3aTb ee K Apyroi kamepe. Bua ¢ kamepbl 6yaeT 06HOBASTHCS
TOSIbKO TOrAQ, Korga sTa TekcTypa 6yaeT BuaHa UrpoKOM. JTO eCcTeCTBEHHast 3aKOHOMEPHOCTb, YTO 3HAYUTENbHO SKOHOMUT
pecypcbl cuctembl (kak CPU, Tak n GPU). PeHaepuTb oavH BUA U3 KaMepbl HE C/IMLLKOM 3aTpaTHO Ansl cucteMbl. CuTyaums
HECKOJIbKO OCNIOXHSIETCS, KOrAa UrPOK OAHOBPEMEHHO BUAWT HECKOMBbKO BUAOB M3 PasHbIX Kamep.

ABTOpPOM 3TOro y4ebHuka 6binv NpoBeaeHbl TECTOBbLIE 3aMepbl U YCTAHOBMEHA Cleaytowas 3aBUCUMOCTb (Ha cucTeMme):
(Tabnuya 6yaeT nocunTaHa B creyroler Bepcuu y4ebHuka — npumey. ViadGuardian)

KoHgpurypaums Kosn-Bo fos KoHgpurypaums Kosn-Bo

fps
KOMIbIOTEPE Kamep KOMIbIOTEPA Kamep P

OpnHosapnpepHbe CPU

MK: 1
Pentium-4 2GHz 2
GeForce 7300 256Mb 3
RAM 768Mb 4
WinXP SP3 5

NByxanepHble CPU
MK: 1 HoyTtbyk: 1
Core i3-540M 2 Core i5-2430M 2
GeForce 220M 3 GeForce 520M 3
RAM 2Gb 4 RAM 4Gb 4
Win7 5 Win7 64-bit 5
lpumep:
ANIMDEFS:

Cameratexture TCAMTEX1 128 64 fit 80 56

3aryck ypoBHsi:
script 1 OPEN
{
SetCameraToTexture ( 7, "TCAMTEX1", 90);
}

CKDUIT, NEPEKIIIOYAIOLLUMNI BU Ha APYIYI0 KaMepy:
script 2 (int camera tid, int fov)
{

SetCameraToTexture( 7, "TCAMTEX1", fov);
}

Peanun3aymnsi aBToMaTU4ECKH MEPEKITIOYAIOLLUNXCS BULOB U3 KaMep (Yepe3 paBHBIE MPOMEXYTKU BPEMEHMN):
script 3 OPEN
{
int inter delay = 70; // 2 seconds between switching
while( 1 ) {
SetCameraToTexture( 7, "TCAMTEX1", 90 );
delay( inter delay );
SetCameraToTexture( 12, "TCAMTEX1", 90 );
delay( inter delay );
SetCameraToTexture( 15, "TCAMTEX1", 40 ); // this one's zoomed in!
delay( inter delay );
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KoHconb

JlornpoBaHue (BblBOA CTPOK B KOHCOJ1b)

Koraa Bbl BeAeTe pa3paboTKy CBOErO YPOBHS, aKTUBHO MULLETE CKPUMTLI, TO Kak NpaBWio, YTO-TO paboTaeT He Tak (a MOXeT
6bITb, U Cpa3y BCE paboTaeT He Tak © («XbIOCTOH, y Hac npobremMsi!») [Ons 3TOro cylwecTByeT MYHKUMS NOrvpoBaHus,
No3Bo/AIoLLAs 0TO6paXaTb CTPOKM U No6ble NEPEMEHHBIE MPAMO B KOHCO/b, AN OTCNEXMBAHUS UX 3HAUYeHUIA. JlorpoBaHue
MOXXHO paccMaTpMBaTh KaK PasHOBMAHOCTb print-a, HO NeYaTaloLWEro He Ha 3KpaH, a B KOHCO/b:

Log(s:"Level 2 loaded ok.");
Log(s:"num monsters = ", i:num monsters);

MpenMyLLLeCTBO KOHCOMWN Nepea 3KpaHOM 04YEBMAHO — COOBLLEHMS C 3KpaHa A0BO/bHO 6bICTPO MCHE3AIOT, @ B KOHCOMM
COXPaHAOTCA A0 KOHLA paboTbl.

Monyuyenune 3HaYeHu# nepeMeHHbIX KOHCO/In

[Mone3HbIM MOXET TaKXXe 0Ka3aTbCs 06pau.leHV|e K NepeMeHHbIM KOHCONN:
int GetCVar (str cvar)

Mpumep:
int screenblocks = GetCVar ("screenblocks");

3aksiroueHume
That's all, folks!




NMpuno)xxeHune

Tunbl npeaMeToB
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Toyku Bxoja

Obbi4HbIE MOHCTPbI

Opyxue

[lpensTcrens

VICTOYHMKYN cBETa

Mrpok 1 (1)
Mrpok 2 (2)
Mrpok 3 (3)
Wrpok 4 (4)
Wrpok 5 (4001)
Urpok 6 (4002)
Urpok 7 (4003)
Mrpok 8 (4004)
Deathmatch (11)

O6bekTbl peaakTopa

Visual Mode Camera(32000)

Kamepbl n uHTEpnonsyns

Actor Mover (9074)
Aiming Camera (9073)
Camera (9025)
Interpolation point (9070)
Interpolation Special (9075)
Moving Camera (9072)
Path Follower (9071)
Patrol Special (9047)
Skybox Picker (9081)
Skybox Viewpoint (9080)
Security Camera (9025)

Arachnotron (68)
Archvile (64)

Baron of Hell (3003)
Cacodemon (3005)
Chaingun Guy (65)
Commander Keen (72)
Cyberdemon (16)
Demon (3002)
Zombieman (3004)
Shotgun guy (9)

Hell Knight (69)

The Icon of Sin (88)
Imp (3001)

Lost Soul (3006)
Mancubus (67)
Monster Cube Spawner (89)
Monster Cube Target (87)
Pain Elemental (71)
Revenant (66)

Spectre (58)

Spider Mastermind (7)
Wolfenstein Nazi (84)

BFG 9000 (2006)
Chaingun (2002)
Chainsaw (2005)
Plasma Rifle (2004)
Rocket Launcher (2003)
Shotgun (2001)

Super Shotgun (82)

boernpunace!

Ammo Clip (2007)
Backpack (8)

Box of Ammo (2048)
Box of Rockets (2046)
Box of Shells (2049)
Cell Charge (2047)

Cell Charge Pack (17)
Rocket (2010)

4 Shotgun Shells (2008)

Exploding Barrel (2035)
Burning Barrel (70)

Evil Eye (41)

Floating skull rock (42)
Grey tree (43)

Large brown tree (54)
Short green pillar (31)
Short green pillar w/beating
heart (36)

Short red pillar (33)

Short red pillar w/skull (37)
Stalagmite (47)

Tall green pillar (30)

Tall red pillar (32)

Tall tech. pillar (48)

Candelabra (35)

Candle (34)

Floor lamp (2028)

Short blue firestick (55)
Short green firestick (56)
Short red firestick (57)
Short techno floor lamp (86)
Tall blue firestick (44)

Tall green firestick (45)
Tall red firestick (46)

Tall techno floor lamp (85)

JIMHammyeckuii ceer

[lpoune paexopauymm

3a0poBbe

Hesuaumele MOHCTPbI

Health Bonus (2014)
Stimpack (2011)
Medikit (2012)

Tenenoprsl

Teleport Destination (14)

Teleport with Z Height
Gravity (9043)

Teleport with Z Height
No Gravity (9044)

[Toprasnbl

Lower Sector (9078)
Upper Sector (9077)

CobbITNSI CEKTOPOB

Actor enters sector (9998
Actor hits ceiling (9996)
Actor hits fake floor (9989)
Actor hits floor (9999)
Actor leaves sector (9997)
Eyes above fake ceiling
(9982)

Eyes above fake floor
(9992)

Eyes below fake ceiling
(9983)

Eyes below fake floor
(9993)

Player uses sector (9995)
Player uses wall (9994)
Silent sector (9082)

Arachnotron (9050)
Archvile (9051)
Baron of Hell (9052)
Cacodemon (9053)
Chaingunner (9054)
Demon (9055)
Zombieman (9061)
Shotgun Guy (9060)
Hell Knight (9056)
Imp (9057)
Mancubus (9058)
Revenant (9059)

bpoHs

Armour Bonus (2015)
Green Armour (2018)
Blue Armour (2019)

Powerupsb!

NPC-gymepeb!

MocTb/

Bridge Custom (9990)
Bridge Radius 8 (5065)
Bridge Radius 16 (5064)
Bridge Radius 32 (5061)

Marine Berserk (9102)
Marine BFG (9111)
Marine Chaingun (9107)
Marine Chainsaw (9103)
Marine Fist (9101)
Marine Pistol (9104)
Marine Plasma Rifle(9109)
Marine Railgun (9110)
Marine RLauncher (9108)
Marine Shotgun (9105)
Marine SSG (9106)
Scripted Marine (9100)

Berserk (2023)

Computer Map (2026)
Invisibilty (2024)
Invulnerability (2022)
Light Amp. Goggles (2045)
Megasphere (83)
Radiation Suit (2025)
Soulsphere (2013)

Krnroun

BlueCard (5)
BlueSkull (40)
RedCard (13)
RedSkull (38)
YellowCard (6)
YellowSkull (39)

5 skulls on a pole (28)
Bloody mess 1 (10)
Bloody mess 2 (12)

Dead cacodemon (22)
Dead demon (21)

Dead zombieman (18)
Dead shotgun guy (19)
Dead imp (20)

Dead lost soul (23)

Dead Marine (15)

Hanging Leg (62)

Hanging Leg (solid) (53)
Hanging pair of legs (60)
Hanging pair of legs
(Henpoxoanmblin) (52)
Hanging torso (c
yAaneHHbiM Mo3rom) (78)
Hanging torso (cmoTpuT
BHU3) (75)

Hanging torso (cMoTput
BBepx) (77)

Hanging torso (Open Skull)
(76)

Hanged one legged person
(61)

Hanged one legged person
(Henpoxoaumbiin) (51)
Hanging person with arms
out (59)

Hanging person with arms
out (HenpoxoanMmbiit) (50)
Hanging person without
brain of guts (74)

Hanging person without
guts (73)

Twitching hanging person
(63)

Twitching hanging person
(Henpoxoanmblin) (49)
Impaled Human (25)
Impled Human (Twitching)
(26)

Pile of skulls and candles
(29)

Pool of blood 1 (79)

Pool of blood 2 (80)

Pool of blood and flesh (24)
Brains (81)

Skull on pole (27)

Flickering (9802)

Flickering Additive (9812)
Flickering Subtractive(9822)
Pulsing (9801)

Pulsing Additive (9811)
Pulsing Subtractive (9821)
Random Flickering (9804)
Random Flickering Additive
(9814)

Random Flickering
Subtractive (9824)

Sector Static (9803)

Sector Static Additive(9813)
Sector Static Subtractive
(9823)

Static (9800)

Static Additive (9810)

Static Subtractive (9820)

QDOHTaHbI YacTuL|

YepHbiii (9032)
Benbin (9033)

CuHuii (9029)
3eneHbiit (9028)
®uvonetoBbii (9031)
KpacHbiii (9027)
XenTbii (9030)
Spark (nckpbl) (9026)

ZDoom

Custom Sprite (9988)
Decal (9200)

Deep Water (9045)

Hate Target (9076)

Map Marker (9040)

Map Spot (9001)

Map Spot (gravity) (9013)
Path Node (=Patrol Point)
(9024)

PolyObj Anchor (9300)
PolyObj Spawn (Hurts to
touch) (9303)

PolyObj Start Spot (9301)
PolyObj Start Spot
(pa3paBnuBatolmii) (9302)
Puller (5002)

Pusher (5001)

Secret Trigger (9046)

3Byku

Sector Sound Sequence 0-9
(1400-1409)

General Sector Sound
Sequence (1411)

Ambient sound 1-64
(14001-14064)
Okpy»atoLmii 38yk 0 unm
3BYyKkM 0-255 (14065)




