YipaBienue nepcoHaxkeM

Martepuan u3 xrWiki

IBuxkok Crankepa peanusyerT [ABe KOHIeNIMK yrnpaBnenus oobekramu: FSM (Finite State Machines)
u GOAP (Goal-Oriented Action Planning). Hauuem ¢ FSM.

O Tom, uTo Takoe FSM, yutaeMm y fdcenesa:

|"Finite State Machines (FSM) wnu KOHe4YHble aBTOMaThl — pPacrnpoCTpaHeHHas u ypobHas TexHuKka nnsd
Inporpammmuposannsa nosegeHnsi 6otos (NPC) B KOMMbIOTEPHbLIX Urpax.
|B ocHosBy FSM nonoxeH npuHUmn TOro, 470 B KaXabii KOHKPETHbI MOMEHT BpemeHun NPC HaxoguTca B HEKOTOPOM YETKO
[ONPEAEeNIeHHOM COCTOAHUN. Takux COCTOSHWA KOHEYHOe 4MCio, W BCE OHM U3BECTHb 3apaHee. Tak, Hanpumep,
[cocToAHUAMY 60Ta mMoryT 6biTb: HMYEro He AeflaHbe, XOXAEHWEe 0 MapupyTy, OTbLIrpbil 3ByKa uan aHumaumu. 0cCobbM
cocTosiHnem sinsetcsa HaxoxgeHue NPC rnon KoHTposnem WUW urpsl.
PC MoxeT nepeiTu U3 OAHOrO COCTOSHMS B [PYroe [ocje BbiNOJHEHUS HEKOTOPOro ycroBus nepexopa. llpu 3agaHuu
C/I0BMS nepexofa M3 COCTOSIHMA A B COCTOsIHME B Mbl pakTm4ecku onpepesiieM, npu Kakux ycrnosusax bypet
oCylwecTBEH Nepexon M3 oOHOro cocroaHus B apyroe. [lpu 3Tom nepexog m3 B B A Tpebyer onpepeneHus cBoero
cobcTBeHHOro ycnosua nepexoga. Ecam ycnosus nepexopga, Mexgy Kakumu amnbo [BYyMS COCTOSIHUAMMU He 3afaHo, TO
|nepexoq CYNTAETCH HEBO3MOXHbIM. "

I1s1 peanmu3alvy yIpaBieHusT 00beKTaMu C IIOMOIIbI0 KoHIemmu FSM B Kitacce game object ecTs
PSiO METOJOB:

| function see(const game object*);
| function command(const entity action*, boolean);
| function action by index(number);
| function action count() const;
I function action() const;
| function get script() const;
| function get script name() const;
function reset action queue();
I function script(boolean, string);
: function can script capture() const;

Onu nogpo6HO OynyT pa3oOpaHbl fanee. MeTOOk 3TH MOXKHO BBI3HIBATH OIS 00bEKTOB, HACIIEAYIOIUX
oT kytacca CScriptEntity, unu, npoie rosops - ojis:

» TOPTOBIIEB,

» CTaJIKEpOB,

» MOHCTPOB,

« Malll{H,

» TIPOXKEKTOPOB.

He Bcakuu 061>eKT, fJazxe U3 MePEeYrCIEeHHBIX I'PYIII, IIOOXOOUT AJIA YIIPAaBIIE€HU. 9TO BBI3BAHO TEM,

YTO HEMUCSIMHU MTOCTOSTHHO KTO-TO PYJIUT - OBUKOK, CMapT-TePpPerHbl, UTpoBas joruka. OmHaKo,
BBIXOZ eCTh. B kKy1acce game object cymectByeT MeTon script():

| void script(bool f, string g); |

3T1O0T METOM II03BOJISIET B3ATH (I/IJ'II/I OTI'IYCTI/ITB) 00BEeKT I1og CKpPIHTOBbeI KOHTPOJIb IPUHYOUTEIIBHO.
ApFYMeHTaTYTﬂBa:HepBBﬁi-6yneBoe3HaquHe,OHpeﬂeHﬂHHHee,B3HTBIUHIOTHYCTHTBOGBGKTH3-


http://xray-engine.org/index.php?title=FSM
http://xray-engine.org/index.php?title=GOAP

1107l KOHTPOJIS. BTOPO# - MM yIIpaBsAIOmero CKpunTa. MoxeT ObITh aOCOIOTHO JTI00BIM, 3TO
CHeaHo, BUOWMO, M7 OTJIaAKH, YTOOBR MOXKHO GBIJIO BUIETh, B KAKOM COCTOSTHUY HAXOIUTCS HEIHCh.

Takxke CYIIEeCTBYIOT BCIIOMOTATEJIbHBEIE METOOLI OJIS OIIPpENEIIEHU A o0BbeKTa 1Mo CKPHUIITOM:

| bool get script() const;

| //B0O3Bpawaet true, ecnu 06bLEKT KOHTPONUPYETCS CKPUMTOM.

| string get script name() const;

| //BO3BpallaeT WMA CKpunTa, KOHTponupylowero obbekT. Ecnu HeT - Bo3BpawaeT "".
I bool can script capture() const;

I //Bo3BpawaeT true, ecnum o6bEKT MOXHO B3fiTb MOA CKPUMTOBbLIM KOHTPOJb.

WTak, 00BEKT B3SIT ITOJ KOHTPOJIb. B TaKOM COCTOSTHUYM 00BEKT CTAHOBUTCS CJIEII U T'JIyX KO BCEM
pa3gpaxuTeNsIM UTPOBOTO MUpPa (He pearupyeT maxe Ha cTpenb0y). YTOO MPOSICHUTD, KAk UM
YIIPaBIISITh, CIIEAyET CKa3aTh Iapy CJIO0B O crieluduKe CKPUITOBOTO YIIPaBIEHHUS.

Y kaxnmoro o0beKTa, KOTOPHIM MOXKHO B3SITh TIOJ CKPHUIIT, cyilecTByeT ouepens COCTOAHMH, yepe3
KOTOpPHIE OH ITPOXOAUT. Y 00BEKTOB He IO CKPUIITOM OYepenb mycTa. [I/1s1 yIpaBiIeHus O4epeabio
OOCTYIIHEL CJIeAYIOILIe MEeTOOBL:

| int action _count() const;
| //BO3BpallaeT pa3Mep o4vyepeau COCTOAHWKA obbekTa. [na obbekToB 6e3 ovepenu Bo3Bpawaet 0.
| void reset action queue();
| //3aBepwaeT TekKyliee COCTOAHME W OYMWAET o4epefb
I entity action* action by index(int action index);
I //BO3BpawaeT 06beKT COCTOSAHMS NO MHOEKCY, nepefaBaeMoMy aprymMeHToM action index. Ecnu He HanpeH -
IBepHeT nil

entity action* action() const;
I //BO3BpalaeT 06bEeKT TeKyWero COCTOAHUSA
I void command(const entity action* tpEntityAction, bool bHighPriority);

//nobaBnseTt B oyepelb COCTOAHWUMA 06bekT coctosiHua tpEntityAction. AprymMent bHighPriority

lonpepenset npuoputet pno6aBnseMoro cocTosHus. Ecnu true, Tekylee NpUHYANUTENbHO 3aBepuLaeTcs.

B nenom, M0XKHO CBOOOIHO YIPaBIATh OUePeNblo COCTOSIHUM. [le10 3a MajbIM - pa300paThCsl, KakK 3TH
cocTosHUA menath. Kaxnoe cocTosgHue - 00beKT Kiacca entity action (CScriptEntityAction B
IBUXKKe). BOT ero ncesmoonucaHue:

Iclass entity action {
|
|/ / KOHCTPYKTOPbI
entity action* entity action();
entity action* entity action(const entity action*);

|

|

://¢yHKuMM YCTAHOBKM KOHKPETHOro AelcTBuUA.
void set action(act&);

I void set action(anim&);

I void set action(cond&);

I void set action(look&);

I void set action(move&);

| void set action(object&);

| void set action(particle&);

| void set action(sound&);

|

|/ /0bume dyHKuMN
| bool completed();
I bool all();
//npoBepseT, ecTb JIn XOTb OOHO He3aBepweHHoe pencTBue M BoigaeT false, ecnu ecTb. 3auveMm fABe
OOQMHAKOBbIX (QYHKLMM - HEACHO.
bool time();
//npoBepseT, 3aKOHYMIOCb I BPEMS XU3HW OEeNCTBUA



|

I//dyHKuMn nposepkn okoHuaHus skweHa (pnar m_bCompleted)
| bool anim() const;

| bool look() const;

| bool move() const;

| bool object() const;

| bool particle() const;

I bool sound() const;

|};

Co3maHue COCTOSIHUS MOXKHO OIIMCATh TaK:

1. Co3pmanue 06BeKTa COCTOSHUSA MeTomoM entity action()

2. 3amonHEeHNe COCTOSIHUS JEeMCTBUSAMU C MOMOIIBI0 MeTOHOB set action(). BoT criucok gocTymHBIX
OEeNCTBUN:

-act

//rnobanbHoe nosegeHne MOHCTPOB
-anim

//npourpeiBaHne aHumaumu MOHCTPpamu/CTasikepamm
-look

//3apaHne HanpasJieHus B3rjapa MOHCTpa/crasikepa
-move

//OBuxeHne obbekTa
-object

//B3ATne B pPyKuW rnpeaMmerta
-particle

//npourpsiBaHne napTukia Ha MOHCTpe/cTasikepe
-sound

//npourpeiBaHne 3ByKa OT MOHCTpa/crTasikepa
-cond

//He penctBue, Mo cyTu, a 0b0beKT, ynpasrsiowmi Nepexonom B crepywuwee cocroaHune. C noMowbl 3agaHus
|cond MOXHO ynpasnaTh [/IMTEbHOCTbIO COCTOAHUNA.

[Tepen aTuM Hamo CO3maTh 0OBEKT COOTBETCTBYIOIIETO ,[[EPICTBHH (KaK - cMOTpHUTe HUXKeE). B ogHOM
COCTOSIHMY MOXeT ObITb HecK0IbKo PA3HBIX meiicTBui.

Ilamee COCTOSIHME MOXKHO IIOMEIIaTh B odepenb COCTOSTHHM 00BEeKTa. CnenyeT 3aMEeTHUTh, 9YTO YAAJIUTh
OelCTBYUE U3 COCTOSTHUS HEJb3s, TaK YTO CO3MaBaliTeE COCTOSTHUS C YMOM. Bnpoqu, BCerga MOzKHO
CO3OaTh O4epenb U3 IMYCThIX COCTOSIHMH, a TIOTOM 3aII0JIHSATh UX KaK YTOogHO.

OnucaHus KJIaCCOB OEeMCTBUM:

r--—-———"=—""=—"=—-—-—---—-—-——"-"-—""—""""™>"™~— =-—="-—"""—""—"">"™">"~""=—""=—"=—"=—"=—"="="=—/=—/=—/+— -1
Iclass act { //rnobanbHoe noBeoeHNe MOHCTPOB

I/ /MonsterSpace: :EScriptMonsterGlobalAction

| const rest = 0; //oTabixaTb. MecTo oTgbixa MOHCTP BblbMpaeT caMm. Y MeHs JNoXwuiacs nopg AepeBo.

| const eat = 1; //Kywatb Tpyn.

I const attack = 2; //aTtakoBaTb 4YTO-HMOYOb

I const panic = 3; //yberatb B naHuke

P/KOHCprKTOpM:

| void act();

//KTO ero 3HaeT, 3a4eM Takou KOHCTPYKTOP - HM OJHO CBOMCTBO Yy KJacca BbICTaBUTb Hesb34.
I void act(enum MonsterSpace: :EScriptMonsterGlobalAction);
I //co3paet 3KWeH C YCTaHOBJIEHHbIM TUIMOM M0OBeAeHUs. ITOT KOHCTPYKTOP MOXHO Bbi3BaTb TOJIbKO C TUIMIOM
lrest. attack u eat npocto He 6ygyT paboTaTb, BMECTO panic MOHCTD yXOAMTb CIOKOMHO MOrynsaTh.
| void act(enum MonsterSpace::EScriptMonsterGlobalAction, game object*);
| //KoHcTpykTop pAns eat, attack, panic. BTopeiM aprymMeHTOM 3agaeTcsi 00bEeKT, M0 OTHOWEHWW K KOTOPOMY
lvcTaHaBnmBaeTcs nosepenue. [ns eat - 310 006bekT Tpyna, Ana attack - Koro atakyem, [pOJis panic - OT KOro
bexum.

|};
|



lclass anim {
l//MonsterSpace: :EMentalState
| const danger = 0;
| const free = 1;
| const panic = 2;
|
y//MonsterSpace: :EScriptMonsterAnimAction
I const stand idle = 0;
I const sit idle = 1;
| const lie idle = 2;
| const eat = 3;
const sleep = 4;
I const rest = 5;
I const attack = 6;
I const look around = 7;
| const turn = 8;
|

I/ /KOHC TPy KTOpPbI
void anim ();
//co3paet nycton 0b6beKT 3IKeWHa
void anim (string caAnimationToPlay);

//aHuMaumns CcTasikepos

//COCTOAHNE 0MNacHoOCTU
//06bI4HOE COCTOAHME
//COCTOAHUE MaHUKKU

//CNOKOMHO CTOATh
//CMOKOMHO CHAETHL
//CNOKOMHO fniexaTb
//ecTb
//cnatb
//oTabiXath
//arakoBaTb

//BepTeTb bawkoi
//noBepHyTbLCA

void anim (string caAnimationToPlay, bool use single hand);
//co3paeT 3KeweH C YCTaHOB/IEHHOM aHumauuen

void anim (enum MonsterSpace::EMentalState);
//co3paet nycton obbeKT 3KeWHa C YyCTaHOBJIEHHbIM COCTOSHUEM

|
|
|
|
|
{/KOHCprKTOpH a1 CTal/lkepos
|
|

//!MPOBEPUTbH! cyns no Bcemy, caM no cebe He paboraeT, Hajgo MCNo/b30BaTb B Nape C move

V/KOHCprKTop [O/1 MOHCTPOB

void anim (enum MonsterSpace::EScriptMonsterAnimAction, int index);

| //co3naeT nyctoi 06beKT 3KelHa C yCTaHOBJIEHHbIM COCTOSHMEM M MHOEKCOM aHumauwu (?). 3apasan 0, Bce

lpaborano
|
|/ /MeTopabl
bool completed();
//3aKOHYEeH NN 3IKWH

//YyCTaHOBUTb COCTOSAHUE
void anim(string caAnimationToPlay);

|

| .

I void type(enum MonsterSpace::EMentalState state);
|

|

//YCTaHOBUTb aHuUMauuio

Iclass cond {
V/CScriptActionCondition::EActionFlags
| const move end = 1;

| const look end = 2;

| const anim end = 4;

| const sound end = 8;
|
|
|
|

+;

const object end = 32;
const time end = 64;
const act end = 128;

//YCTaHOBKa BpPEeMeHu AeiCTBUS IKIEHa

(/raKoe 4yBCTBO, 4YTO He paboTaeTr Huyero, Kpome time end.

I /KOHCTPYKTOPSI.
void cond ();

//co3paet nycton obbekT. HemoHATHO, 3a4yeM.

void cond (int dwFlags);

void cond (int dwFlags, double dTime);
// co3pgaeT 00beKT, yCTaHaB/MBas @raru 3SKWEHOB U BPEMS XU3HU SKIWEHA.

|
|
| // co3paetr 00beKT, ycCTaHaB/uBas ¢naru 3KWEHOB.
|
|
|

I}

:class look {
(/SightManager::ESightType
| const cur dir = 0;
const path dir = 1;
I const direction = 2;
I const point = 3;
k/ eSightTypeObject = 4

//yCcTaHoBkKa B3rssfga CTaJlkepos

//CMOTPETHL M0 TEKYyleMy HanpassieHuo

//CMOTpEeTb No nytun

//CMOTPETL B KakKOM-TO HanpaBie€HuUun
//CMOTPETb B TOYKY TOJIbKO I0OJI0BOM

M MOHCTPOB.



| const danger = 5; //CMOTpPETbL Mo CTOPOHaM Kypa Xxody, naxe ecau npuaoércs
Wenate Hanpasnenue tena

| const search = 6; //CMOTpeTb Mo CTOPOHaM Tak, 4Tobb HE MEeHATb
|HanpaBneHne Tena, KOTOpOe OPUEHTUPOBAHO MO MyTu

V/ eSightTypelLookOver = 7

v/ eSightTypeCoverLookOver = 8

v/ eSightTypeFireObject = 9

I const fire point = 10; //CMOTPETb B TOYKY rO0JI0BOM M aBTOMaTOM

void look ();
//co3paet nycToun 3aBeweHHb (!) 3KWH

/ana cur dir u path dir.

void look (enum SightManager::ESightType tWatchType);
V/ﬂnﬁ OCTallbHbIX TUMNOB
I void look (enum SightManager::ESightType tWatchType, vector& direction);
| //tWatchType - tun B3rnsga, direction - TO4Yka, KyHda CMOTPUM.
| void look (enum SightManager::ESightType tWatchType, game object* tpObjectToWatch);
| void look (enum SightManager::ESightType tWatchType, game object* tpObjectToWatch, string
loone to watch);
| //tWatchType - tun B3rnspa, tpObjectToWatch - obbekT, Ha KoTopswi cMOoTpuM, bone to watch - kocTb,
[Ha KoTopyl cMOTpUM
|//no ugee, TyT MOXHO 3ajaTb CKOPOCTb M0BOPOTa, HO Y MeHs oba KOHCTpykTopa He paboTawT.
void look (const vector& target, float vell, float vel2);
void look (game object* tpObjectToWatch, float vell, float vel2);

|

|

I bool completed();

I //3aKOHYeH NN 3KIWH

I void type(enum SightManager: :ESightType);

I //YyCTaHOBUTb OTUMN B3rnsaga.

| void object(game object* tpObjectToWatch);
| //YyCTaHOBUTb O0OBLEKT, Ha KOTOPbIK CMOTPUM.
| void bone(string);

| //YyCTaHOBUTb KOCTb, Ha KOTOPYK CMOTPUM.
| void direct(const vector&);

| //yCTaHOBUTb HanpaB/ieHne B3rnasaga.

ﬁ;

:class move { //aBuxeHne 0b6beKTOB. Henb3s nNpuMeHATb AOJ15
[TDOXEKTOPOB .
?/MonsterSpace::EBodyState

const crouch = 0;

const standing = 1;
V/MonsterSpace::EMovementType
| const walk = 0;
| const run = 1;
| const stand = 2;
|//DetailPathManager: :EDetailPathType
| const curve = 0;

const dodge = 1;

const criteria = 2;

const line = 0;

const curve criteria = 2;

/CScriptMovementAction: :EInputKeys
const none = 1;
const fwd = 2;
const back = 4;
const left = 8;
const right = 16;
const down = 64; //ShiftDown
const handbrake = 128;
const on = 256; //EngineOn
const off = 512; //EngineOff
/MonsterSpace: :EScriptMonsterMoveAction

const walk fwd = 0;
const walk bkwd

const run fwd =
const drag = 3;
const jump = 4;
const steal = 5;

1; //HUKTO U3 MOHCTPOB He ymeeT beratb Ha3zapg. 3a4yeM 37107

|

|

|

|

4

|

|

|

|

| const up = 32; //ShiftUp
|

|

|

|

4

I —
| =
| 2;
|

|

|



V/MonsterSpace::EScriptMonsterSpeedParam
| const default = 0;
| const force = 1;
I// eSP None = -1
|
//KOHCTpYKTOp 00beKTa C AepOSITHbIMU rapameTpamu
| void move ();
V/KOHCprKTOpH a5 MaluH
void move (enum CScriptMovementAction::EInputKeys tInputKeys);
| void move (enum CScriptMovementAction::EInputKeys tInputKeys, float fSpeed);
//c InputKeys Bce noHATHo, fSpeed - orpaHmyeHme ckopoctu. [lo ymondaHuw 0,
IorpaqueHMg
//KOHCTPYKTOPbl [/1 CTaslkepbs
void move (enum MonsterSpace::EBodyState tBodyState, enum MonsterSpace: :EMovementType
lenum DetailPathManager: :EDetailPathType tPathType, game object* tpObjectToGo);
| void move (enum MonsterSpace::EBodyState tBodyState, enum MonsterSpace::EMovementType

T0 ecThb,

HeT

tMovementType,

tMovementType,

lenum DetailPathManager: :EDetailPathType tPathType, game object* tpObjectToGo, float fSpeed);

cros),
tpObjectToGo - 3a keM ugrtu,

| //tBodyState - B kakom mnosoxeHun matu (cumgs,
atn), tPathType - tun nytu (npsmas, Kpusas, gyra),
|ICKOPOCThI0 MATH.

tMovementType - kak uatu (6exaTb, CTOATb,
fSpeed - c kako#u

| void move (enum MonsterSpace: :EBodyState tBodyState, enum MonsterSpace::EMovementType tMovementType,
[enum DetailPathManager: :EDetailPathType tPathType, const patrol& tPatrolPathParams);

void move (enum MonsterSpace::EBodyState tBodyState, enum MonsterSpace::EMovementType tMovementType,
Ienum DetailPathManager: :EDetailPathType tPathType, const patrol& tPatrolPathParams, float fSpeed);

//CM Bbille, TO/IbKO BMECTO 0b0beKkTa - MyTb, [0 KOTOPOMY WOEM.

I void move (enum MonsterSpace::EBodyState tBodyState, enum MonsterSpace::EMovementType tMovementType,
Ienum DetailPathManager: :EDetailPathType tPathType, const vector& position);

void move (enum MonsterSpace::EBodyState tBodyState, enum MonsterSpace::EMovementType tMovementType,
lenum DetailPathManager::EDetailPathType tPathType, const vector& position, float fSpeed);
| //CM Bbille, BMECTO 0ObEKTa - KOOPAMHATHI, KyhAa UOEM.
I/ /KOHCTPYKTOpPBI [/15 MOHCTPOB.
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, patrol& tPatrolPathParams);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, patrol& tPatrolPathParams, float
[dist_to_end);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, patrol& tPatrolPathParams, float
|dist7t07end, enum MonsterSpace: :EScriptMonsterSpeedParam speed param);

void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, vector& tPosition);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, vector& tPosition, float fSpeed);

void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, vector& tPosition, float fSpeed, enum
IMonsterSpace::EScriptMonsterSpeedParam);
I void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, int node id, vector& tPosition);

void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, int node id, vector& tPosition, float
Idist_to_end);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, game object* tpObjectToGo);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, game object* tpObjectToGo, float
ldist to end);
| void move (enum MonsterSpace::EScriptMonsterMoveAction tAct, game object* tpObjectToGo, float

[dist_to_end, enum MonsterSpace::EScriptMonsterSpeedParam speed_param);
void move (const vector& tPosition, float dist to end);

bool completed();
//3aKOHYEH 1IN IKIIH

U/Merouu YyCTaHOBKM napameTpoB 0bbeKkTa

I void body(enum MonsterSpace::EBodyState tBodyState);

| //cocTosHne Tena

| void move(enum MonsterSpace: :EMovementType tMovementType);

| //TUN OBUXEHUS

| void path(enum DetailPathManager: :EDetailPathType tPathType);

| //Tnun nytun

| void object(game object* tpObjectToGo);

| //K KOMy ugtun

I void patrol(const CPatrolPath *path, shared str path name);
//nyTb 078 OBUXEHUS

|

| void position(const vector& tPosition);

| //KOOpAUHaTbL Ha3HadyeHus

| void input(enum CScriptMovementAction::EInputKeys tInputKeys);
//Knasuwm ynpasieHns

h.

|



Iclass object { //MaHunynaumm cTaakepoB C 0b6bekToM (opyxue,
lbayun n tuna toro). Takxe pabortaer mna MawuH (OTKPbITb/3aKPbiTh [BEPb).

I//MonsterSpace: :EObjectAction

| const switchl = 0;
| const switch2 = 1;
| const reload = 2;
| const reloadl =
I const reload2
I const aiml = 4;
|

|

|

|

|

|
w N~

const aim2 = 5;

const firel = 6;

const fire2 = 7;

const idle = 8;

const strap = 9;

const drop = 10;
l// eObjectActionAimReadyl 11
I/ eObjectActionAimReady2 = 12
/%4 eObjectActionAimForceFulll
V/ eObjectActionAimForceFull2
| const activate = 15;
| const deactivate = 16;
| const use = 17;
I const turn on = 18;
|
|
|

13
14

const turn off = 19;
const show = 20;
const hide = 21;
const take 22;
V/ eObjectActionMisfirel = 23
ly/ eObjectActionEmptyl = 24
l// eObjectActionNoItems = 65535
| const dummy = -1;
|
|/ / KOHCTPYKTOpPbI
| void object ();
Y/ KOHCTPYKTOpPbI A1 CTalKkepos.
void object (game object* tpLuaGameObject, enum MonsterSpace::EObjectAction tObjectActionType);
void object (game object* tpLuaGameObject, enum MonsterSpace::EObjectAction tObjectActionType, int
IdwOueueSize);
//tpLuaGameObject — 06bEKT, C KOTOPbIM HYXHO 4YTO-TO genatb, tObjectActionType - 4TO genartb,
IdwOueueSize — pa3smep o4yepegu npu cTpesbbe
//KOHCTPYKTOP O/ MawuH
void object (string caBoneName, enum MonsterSpace::EObjectAction tObjectActionType);
I //caBoneName - wums kocTu (Hanpumep, O/ TOro, 4T0bbl OTKPbITb/3aKpbiTb OABEPb B MaliMHe
l(activate\deactivate)). Ho y MeHs OTKpbITb/3aKpbiTh [BEPU HE BbIIO.
I//370 He pabotaer
void object (enum MonsterSpace::EObjectAction tObjectActionType);

|
|
| bool completed();
| //3aKOHYeH N 3IKIWH
I void object(string caBoneName);
I //YyCTaHOBUTb KOCTb, K KOTOPOW MPUCOEOUHSIEM 0ObLEKT
| void object(game object* tpLuaGameObject);
//yCTaHOBUTb OOLEKT, KOTOPbLINA MPUCOEOUHAEM

I void action(enum MonsterSpace::EObjectAction tObjectActionType);
I //YCTaHoOBUTb TUM 3KWEHa
ly;
|
Iclass particle { //OTbirppiBaHne Ha 0bbeKTe napTUKIIOB
|
I/ /KoHCTPpYyKTOpPBI
| particle ();
| particle (string caPartcileToRun, string caBoneName);
| particle (string caPartcileToRun, string caBoneName, const particle params& tParticleParams);

particle (string caPartcileToRun, string caBoneName, const particle params& tParticleParams, bool
IbAutoRemove);

//caPartcileToRun — umsa cuctemsl yactuy, caBoneName — ums kocTu, tParticleParams — 3K3eMmnnasp
Kknacca particle param, bAutoRemove — 3auuK/eHHbIi napTuksa. Gepsbie fBa napameTpa obs3atesibHbl, OCTasbHble 10
MOJTHaHWIO PaBHbI HYJI0
particle (string caPartcileToRun, const particle params& tParticleParams);
particle (string caPartcileToRun, const particle params& tParticleParams, bool bAutoRemove);



//CM. Bbille, To4YKa MpourpsiBaHnsa naptukna bepetcs m3 tParticleParams.

|
|
| bool completed();
| //38KOHYEH NN 3KIUIH
| void set velocity(const vector& vel);
| //YyCTaHOBUTb CKOPOCTb [BUXEHMS MapTukia
| void set position(const vector& pos);
| //yCTaHOBUTb KOOPOMHATHI MapTukaa
I void set bone(string caBoneName);
| //YCTaHOBUTb KOCTb, OT KOTOPOM UIrpaeTcs napTuks
| void set angles(const vector& angle);
//ycTaHoButb yrnel (?) naptukna
I void set particle(string caParticleToRun, bool bAutoRemove);
I //yCTaHOBUTb NapTUKI

Iy;

|

Iclass particle_params { //napameTpbl OThIrPbiBAHNSA NapTUKIOB

| particle params ();

| particle params (const vector& tPositionOffset);

| particle params (const vector& tPositionOffset, const vector& tAnglesOffset);

| particle params (const vector& tPositionOffset, const vector& tAnglesOffset, const vector&
|tVelocity);

|};

Ic'Lass patrol { //napameTpbl ABUXEHUS CTasIkepoB U MOHCTPOB 10

IﬂyTﬂM. Ucnonb3yeTcsa B Kracce move.
V/PatrolPathManager::EPatrolStartType
const start = 0;

ly/ ePatrolStartTypeLast =1
| const nearest = 2;
| const custom = 3; //ePatrolStartTypePoint

| const next = 4;

[/ /PatrolPathManager: :EPatrolRouteType
| const stop = 0O;

| const continue = 1;

V/common

I const dummy = -1;

patrol (string caPatrolPathToGo);

patrol (string caPatrolPathToGo, enum PatrolPathManager::EPatrolStartType tPatrolPathStart);
patrol (string caPatrolPathToGo, enum PatrolPathManager::EPatrolStartType tPatrolPathStart, enum
IPatrolPathManager::EPatrolRouteType tPatrolPathStop);

I patrol (string caPatrolPathToGo, enum PatrolPathManager::EPatrolStartType tPatrolPathStart, enum
IPatrolPathManager: :EPatrolRouteType tPatrolPathStop, bool bRandom);

| patrol (string caPatrolPathToGo, enum PatrolPathManager::EPatrolStartType tPatrolPathStart, enum
IPatrolPathManager: :EPatrolRouteType tPatrolPathStop, bool bRandom, int index);

| //aprymeHTsl KOHCTPYKTOPOB: <uUMS MyTu>, <Tun cTapta MyTu>, <TUN @QuHMwa nyTu>, <€Cau nyTb UMeeT
|BeTBIEHNA, TO BblbMpaTb JIM MX CJy4anHo>. HeTpyaHo BuAETb, YTO MEpBbli apryMeHT KOHCTpyKTopa (umsa nyTu) -
|0653aTesbHbIli, OCTalbHble MO yMONYaHMi TaKoBbl: Tum cTapta = patrol.nearest, Tun ¢uuuwa = patrol.continue,
[C/ly4aiiHoOCTL = true.

int level vertex id(int point id) const;

B aJi/l.crnaBHe) .
vector point(int point id);
//BO3BpawaeT KoopaoMHaThl 3afaHHON TOYKMU MyTu. APryMeHT - HOMEpP TOYKkM, HayumHas ¢ O (pN:position =
B aJi/l.crnaBHe) .
bool flag(int point id, int flag) const;
//Bo3Bpawaet true, ecnu 3HadeHue ¢nara B To4YkKe numberl paBHo number2, wuHade false. ArpymeHThbi:
InepBbifi - HomMeEp TOYKM, BTOPOM - 4YUCHO (B OPUIrMHASIbHBIX CKPUITax Mno4yemy-T1o TOAbKO oT 1 pgo 32)
| int game vertex id(int point id) const;
| //BO3BpawaeT reviM BepTeKC 3afaHHOW TOYKM nyTu. APryMeHT - HOMep TOYKM, HadyuHas c 0

|(PN:game vertex id = ... B asn.cnasHe).
I flags32 flags(int point id) const;
//Bo3Bpawaet ¢nar paHHou Todyku nyTtu (pN:flags = ... B a/si.crnaBHe). APrymMeHT - HOMEpP TOYKM,

HaynHas ¢ 0. 3HauyeHne ¢nara MoOXHO y3HaTb MeTogoM get() knacca flags32
string name(int point id) const;
//BO3BpawaeT Ha3BaHuWe 3agaHHOW TOYKM MyTu. APrymeHT - HoMep TOYKu, HaymHad ¢ O (pN:name = ... B
asisl. CriaBHe) .

|
|
|
|
I int index(string name) const;
|

//B0O3BpawaeT 4YMCA0 3adaHHOM TOYKM MyTu. APryMeHT - HOMep TouYku, HaduHas ¢ O (pN:level vertex id =



| //Bo3Bpawaet id TOYKM NyTW C 3afaHHbIM UMEHEM.

| bool terminal(int point _id) const;

| // BoO3BpawaeTt true, ec/iM u3 [aHHONW TOYKM HET MepexopoB Ha apyrue Touyku m false, ecim ectb (ecTb
I pN:links = ... B as/i.cnaBHe). APrymMeHT - HOMep TOYKM, HayumHas c 0.

| int count() const;

| //BO3BpalaeT KOJIMYECTBO TOYEK B MyTu

| int get nearest(const vector& pos) const;

I //nwet 6nmxanwyn K 3agaHHbIM BEKTOPOM KOOPAMHATaM TOYKY MyTu

P
Iclass sound { //O0TbirppiBaHne 00bLEKTOM 3BYKOB
U/MonsterSound::EType
V/ eMonsterSoundBase = 0
I const idle = 1;
I const eat = 2;
| const attack = 3; //eMonsterSoundAggressive
| const attack hit = 4;
| const take damage = 5;
V/ eMonsterSoundStrike = 6
| const die = 7;
v/ eMonsterSoundDieInAnomaly = 8
I const threaten = 9;
I const steal = 10;
| const panic = 11;
(/ eMonsterSoundIdleDistant = 12
(/ eMonsterSoundScript = 128
// eMonsterSoundCustom = 16384
eMonsterSoundDummy = -1

-
~

| //BUAMMO, He 3KCMOPTUPOBaHbl, HO €CTb
| void sound (string caSoundToPlay, const vector& tPosition, const vector& tAngleOffset, bool bLooped,
lenum MonsterSound: :EType sound type);
| void sound (string caSoundToPlay, string caBoneName, const vector& tPositionOffset, const vector&
[tAngleOffset, bool bLooped, enum MonsterSound::EType sound_type);
void sound (sound object& sound, string caBoneName, const vector& tPositionOffset, const vector&
|tAngle0ffset, bool bLooped, enum MonsterSound::EType sound type);
void sound (sound object& sound, const vector& tPosition, const vector& tAngleOffset, bool bLooped,
Ienum MonsterSound: :EType sound type);
(/KOHCprKTOpM
void sound ();
//KOHCTPYKTOpPbI O71 CTaJkepoB M MOHCTPOB
void sound (string caSoundToPlay, string caBoneName);
| void sound (string caSoundToPlay, string caBoneName, const vector& tPositionOffset);
| void sound (string caSoundToPlay, string caBoneName, const vector& tPositionOffset, const vectoré&
ltAngleOffset);
| void sound (string caSoundToPlay, string caBoneName, const vector& tPositionOffset, const vector&
[tAngleOffset, bool bLooped);
| //<sound name>, <bone name>, <position offset>, <angle offset>, <looped>. sound name — umMs 3Byka,
jpone_name — ums KocTu, position offset — BeKTOp, CMeweHWe OTHOCUTENbLHO no3uuun KocTu, angle offset —
[BEKTOp, Yr/ioBoe CMeljeHne OTHOCUTENbHO yryioB KocTu, looped — 3auuKneHHst 3ByK. [lepBbie gBa napamMeTpa
|o6n3areanu, OCTaslbHbIe 10 YMOSIHaHWI PaBHbl HYJo
void sound (string caSoundToPlay, const vector& tPosition);
void sound (string caSoundToPlay, const vector& tPosition, const vector& tAngleOffset);
void sound (string caSoundToPlay, const vector& tPosition, const vector& tAngleOffset, bool bLooped);
//CM. Bbllle, UrpaeTcs 0 YyMOJIYaHM OT [0J10Bbl
void sound (sound object& sound, string caBoneName, const vector& tPositionOffset);
void sound (sound object& sound, string caBoneName, const vector& tPositionOffset, const vector&
ltAngleOffset);
| void sound (sound object& sound, string caBoneName, const vector& tPositionOffset, const vector&
[tAngleOffset, bool bLooped);
| //CM. Bbllle, WHULMANIN3YETCA HE CTPOKOBbLIM UMEHEM, a 00beKTOM 3ByKa (cM. knacc sound object)
| void sound (sound_object& sound, const vector& tPosition);
| void sound (sound object& sound, const vector& tPosition, const vector& tAngleOffset);
|
|

void sound (sound object& sound, const vector& tPosition, const vector& tAngleOffset, bool bLooped);
//CM. Bbille, WHULMANIN3YeTCH He CTPOKOBbIM UMEHEM, a 0bbekToM 3Byka (cM. knacc sound object),
IMrpaercn M0 YMOJIYaHWI OT [ 0J10BbI
(/KOHCprKTOpH [O/1 MOHCTPOB
void sound (enum MonsterSound::EType sound type);
void sound (enum MonsterSound::EType sound type, int delay);

|
I //sound type — Ttun 3Byka (cMm. nepeuucneHue Boiwe), delay — 3agepxka 3ByKa.
|



l//sror KOHCTPYKTOp rnpepnonaraetr, 4To obbeKkT ewe byper Kop4YnTb poxu. Ho, mocKonbkKy 3TO ymeeT Tosbko Cupop,
lsugumo, stro pns Ttoprosuyes (CAI Trader). Y MeHsi CTa/lkepbl BblpaXeHune nuua He MeHSsN.

| void sound (string caSoundToPlay, string caBoneName, enum MonsterSpace::EMonsterHeadAnimType

lhead anim type);

| //caSoundToPlay — wumsa 3Byka, caBoneName — wma koctu, head anim type - uyneH nepeyuncrieHus
MonsterSpace, aHumMauus nvua.

: bool completed();

I //3aKOHYEH NN 3KILH

| void set position(const vector& pos);
//yCTaHOBUTb KOOPAMHATb 3BYKa

I void set bone(string caBoneName);

I //YyCTaHOBUTb KOCTb, OT KOTOPOM MUrpaeTcs 3BYK

I void set angles(const vector& angle);

I //ycTaHoBuTb yrnsl (?) 3ByKa

| void set sound(string caSoundToPlay);

| //yCTaHoBUTb 3BYK

| void set sound(const sound object& sound);

| //YyCTaHoBUTb 3BYK

| void set sound type(enum ESoundTypes sound type);

| //yCcTaHoBuTbL Tun 3ByKa. Tun 6patb u3 nepeuncrienns snd type.

|};

1
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
|
class sound_object { //napamMeTpbl OTbIr PbIBAHUSI 3BYKOB |
const looped = 1; |
const s2d = 2; |
const s3d = 0; I
|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

property frequency;
property max_distance;
property min distance;
property volume;

sound object (string);
sound object (string, enum ESoundTypes);

|
|
|
|
|
|
|
|
|
|
|
|
I . .
I function set position(const vector&);
| function stop deffered();
| function get position() const;

function play no feedback(game object*, number, number, vector, number);
I function play at pos(game object*, const vector&);
I function play at pos(game object*, const vector&, number);
I function play at pos(game object*, const vector&, number, number);
| function stop();
| function length();
| function play(game object*);
| function play(game object*, number);
| function play(game object*, number, number);
| function playing() const;

ﬁ;

B nemnom - Bce nousiTHO. Co3maeM 00BEKT AEHCTBUS OMHUM M3 KOHCTPYKTOPOB, HEIOCTAMIINE JTaHHbIe
3aloIHsIeM MeTogaMu Kiacca. [Tocne moOaBimeHus JeiCTBUS B COCTOSIHUE €0 HeJlb3s HU YIaIuTh, HU
U3MEHUTb.

Pabouwuii mpumep:

[function execute act(cObj)

| cObj:script(true, "my") --cObj - KIMEHTCKui 0ObLEKT Kakoro-Humbynb MOHCTpa
| add_action(cObj, act(act.rest), cond(cond.time_end, 20000))

| add action(cObj, act(act.attack, db.actor), cond(cond.time end, 20000))

I add action(cObj, act(act.panic, db.actor), cond(cond.time end, 20000))
Iend

|

|

|

function add action(cObj, ...)
local arg = {...}



I tlocal act = entity action()
| local i =1

| while true do

| if (arg[i] ~= nil) then
| act:set action(arg[i])
| else

| break

I end

I i=1+1

| end

if (cObj ~= nil) then

: cObj:command(act, false)
end

I return entity action(act)

[Tocrne 3amycka 3TOTO CKPUIITA CBUHKA IOHeT mof O6nuxKaliiiee fiepeBo OTOsXaTh, yepe3 200 ceKyH[
BCTaQHET ¥ HallafeT Ha akTopa, emle yepe3d 200 cekyHn OymeT oT akTopa y0eraTh B IIaHUKE.

Tenepsb 00 orpaHu4YeHusIX. B IBUKKe yIIpaBieHNe MOHCTPaAMU U CTaJKepaMy peajii30BaHO TakK:
IIJTAaHUPOBIIUK TOBEIEeHUsT MOHCTPOB ITOCTPoeH Ha KoHueniuyu FSM (Finite State Machine),
CTaJIKepCKHUi MIaHUPOBIIUK - Ha KoHIenuu GOAP (Goal-Oriented Action Planning). XoTs B 6ungax
CTaJIkepaMu TOXkKe MOXKHO OBLIO ITOTHOCThIO PyNUTh Ha FSM, kK puHanke 3To ObIIO ype3aHo, TaK 4TO
IJIST CTAJIKePOB HEKOTOPHIE MEeNCTBUS He paboTaloT - 9To move u look. Bo3aMoxkHO, s omubaioch, eciu
y KOTO-HHOYOb TIOJTyYUTCS 3aCTaBUTh XOAUTh CTanKepa rnox FSM, nmaiite 3HATh.

Temeps, cTano ObITh, pa3bepeM, Kak PyNuTh CTankepaMu ¢ momoinsio GOAP. HavanbHoe CI0BO, OTSITh
e, IPeloCTaBIio SCeHeBy :)

|"Goal-Oriented Action Planning (GOAP) — cpaBHWUTENIbHO HOBbIM, HO YXe€ MONyaspHbii MeTod naaHupoBaumsa. llo cyTtu
|cBO€# OH rOXOX Ha MeTodbl [loKa3aTesbCTBa TEOPEM, HO Mpouwe, u3-3a Cneunduku ero NnpUMEHEHUs B Urpax
|(netanbHoe onucawne cmotpute B AI Game Programming Wisdom 2).

ﬂnﬂ GOAP HaM Heobxogumo 3apjaTb NpefcTaBieHue mMupa B TepMmuHax obbekTa. Kaxpgoe CBOMCTBO MpefcTaBieHUs MUpa
jBO/IKHO OLEHMBATHCSA evaluator-oMm. Kaxpgoe peincTBue 0b6bekTa MUMEET CMUCOK YyC/I0BUN CBOErO BbIMOSIHEHUS
(preconditions) u 3¢¢pekToB, T.€. TOro, 4YTO Mbl OXMAAEM OT AEHCTBUSA; KPOME TOro, Kaxgoe AeicTBue umeeTr cgoit |
Bec. Ha OCHOBaHum 3TOi MHPOPMAaLMU, WMes TeKylee COCTOSHMe Mupa u Lenesoe (T.e. CoCTosHWeM mupa, B Kotopom|
KaKue-To ero CBOWCTBA MMENT Kakue-TO 3HaYeHUs), MOXHO MOCTPOUTb [MOC/EeOoBaTe/IbHOCTL AEHCTBuI Kpatyanwero |
Beca, KoTopas nepeBenér Mup U3 TEKyWero COCTOAHUA B uUeneBoe. [JedicTBUE MOXET HECKOJIbKO pa3 BCTPeYaTbCs B
MOCTPOEHHON MNOoC/efoBaTe/IbHOCTU. Ecan npu 3apaHHbIX napaMeTpax fnocaefoBaTeslbHOCTb He MoXeT bbiTb rnocTpoeHa,
TO BbLINONIHAETCA npeabiaywas nocsefoBaTe/bHOCTbL OEeACTBUM.

lnetanu peanusauyun.

B Haweii peanuszaumm GOAP pa3mep npencTaBieHus Mupa He OrpaHuyeH, T.K. [pu MOCTPOEHMM MOCAefoBaTensHOCTH
lgevicTBuii oueHuBawTCs TO/NbKO Te€ CBOWCTBA MuUpa, KOTOPbe HEObOXOOWUMbI OJIS HAXOXAEHUS ONTUMAasIbHOrO PEWeHus .
IMocne noctpoexns nocnegoBaTesnbHOCTH, OyAET BbINOIHATLCSA TOJIbLKO NEpBOE [EACTBME MOC/IE[0BAaTEbHOCTU, [O TEX
|Top, noka He WU3MEeHUTCS Ueflb WIN HE U3MEHUTCS TeKylee cocTosHue mupa. Ecnm nocrnepgoBaTesibHOCTh
|repectpounack, u eé nepsoe AeACTBME HEe COBMajaer C NpefbigyuuM, TO y NpeabAyuero Bhi3bIBaeTCs MeTon
[finalize, y Hosoro — initialize. [ns BbINOJIHEHNA OEACTBUA Bbi3biBaeTCH MeTogd execute. ECau npu 3apaHHbIX
[7apameTpax nocaefoBaTeNbHOCTL He MOXeT ObITb NOCTPOEHa, TO B JIOI NUWETCS npegynpexgeHne ob 3ToM BMecTe C
Idump—OM TEKYyWEero CoCTOSIHMA mupa (BepHee, TOJIbKO TEeX CBOMCTB MUPA, KOTOPble Obisin OLEHEHbI MPU HaxXOX[EHUU
nocrenoBaTesibHOCTU) u uenesoro. [fleidctene camo no cebe MoxeT ObiITb HE aToMapHbLiM. Takum obpa3oM, BO3MOXHO
MocTpoeHne unepapxmdeckux mogenen GOAP."

To ecTh CyTh TAKOBA: UMeEM IIAaHUPOBINKK, IIPUBSI3aHHEIM K 00beKTy. [ITaHUPOBIIUK ITOCTOSIHHO
BBI3LIBAET 9BAYaTOPHI (CrenyHKINN, ITPOBEPSIOIINE, BLHITOTHEHE I TPEIYyCIOBUS [JIsS HeHCTBH).
Ecyu 9BanyaTop BO3BpallaeT true, MIaHUPOBIIUK 3aMyCKaeT NeHCTBUe.

AsTop: K.]I.
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