X-Ray extensions

Martepuan u3 xrWiki

X-Ray extensions

Tun Pacmvpenus nsrxkka

malandrinus, kolmogor, K.D., RayTwitty (aka Shadows),
Real Wolf, kstn, npuspak , SkyLoader

O¢. peno3utopui GitHub
O¢. Tema AMK ¢opym

ABTOpBI

OTOT MPOEKT ImpeacTaBisieT co0oit HaOop moOaBIeHMH, PACIIHPSIIONIUX BO3MOXKHOCTH IBUKKA IS
CKPHUIITEPOB, a TaKXkKe, B PsAe CIydyaeB, MEHSIONUIUX II0BeIeHre UTPHL. M3MeHeHs peann30BaHbl B
BHUMle OMHAPHHIX MaT4el 6UOIMOTEK ¥ MCIIOHIEMEIX (aiiyioB.

Wrbopmaliua faHHOU CTaThy aKTyasibHa Ay 187 peBusuu opunuaabHOTO PEIIO3UTOPHUS.
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» 1.1.7 IIpocTpaHcTBO UMeH level
» 1.1.8 I'mobanbHOE TPOCTPAHCTBO UMEH
1.1.9 OkoHHEBIE KITaCChI
» 1.1.9.1 Kimacc CUIWindow
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» 1.1.9.3 Knmacc CUIListWnd
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™

CxkpuntoBbii API

Knacc game_object
OcHOBHBIE METObI

Perucrpanusi QyHKIHH B ITBHXKKeE

I// CActor

|set _actor visual(string)

|float get_sprint_factor()
jset_sprint_factor(float)

|float get actor take dist()

set actor take dist(float)

float get actor max weight()

set actor max weight(float)

float get actor max walk weight()
set actor max walk weight(float)
Iopen_inventory_box(game_object*)
Iseticamerafdirection(vector)
lupdate camera direction(game object*)
lenable car panel(bool)

lattach _vehicle(game object*)
[detach vehicle(vector)
|set_goodwill ex(int, int, int)
|changefgoodwillfex(int, int, int)
|float get camera_ fov()

set camera fov(float)

restore camera fov()

float get hud fov()

set hud fov(float)
Isetihudfanimationichannel(int)
Iset_hud_animation_callback_param(int)

|set_use_hud_animation_callback(bool)
|
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Iclear personal record
luint actor body state
Ibool is actor normal(
Ibool is actor crouch(
lbool is actor creep()
jpool is_actor_climb()
jpool is_actor_walking(
Ibool is _actor_running(
Ibool is _actor_sprintin
Ibool is actor_crouchin
Ibool is actor creeping
Ibool is _actor _climbing

int, int)
)

)
)
g()
9()
()
0

l// ccar

lfloat get fuel()

Iset fuel(float)

Ifloat get fuel consumption()

Iset fuel consumption(float)
Ifloat get fuel tank()

|

[// CEntityAlive
|hea1_wounds(float)
Iupdateicondition()

I// CGameObject

string specific_character()

int get bone visible(string, int)
lint set bone visible(string, int)
lint get bone id(string, int)
Istring get bone name()

lbool has_visual()

lini file* get visual ini()

lbool nonscript usable()

|

[// CHangingLamp
|setilsffspeed(float)
Iset_lsf_amount(ﬂoat)

set 1lsf smap_jitter(float)

Ifloat get 1sf speed()

I// CHolderCustom

:gamefobject* get holder owner()

I// CHudItem

lplay hud animation(string, bool)

luint get hud animation remaining time()
Jint get hud animation_ length(string, int)
jpbool is_cyclic_hud_animation()

jpool has_hud animation(string)

set hud animation end time(int)
stop_hud _sounds()

uint get hud item state()

int get hud bone id(string, int)

vector get hud bone pos(string)

int get hud bone visible(string, int)
:int set_hud_bone visible(string, int)

l// CInventoryBox

lgame_object* object from inv_box(int)
luint inv_box count()

|

/// CInventoryItem

|float get _weight()

:// CInventoryOwner

Ibool is_on belt(game object*)
bool is in ruck(game object*)
Ibool is in slot(game object*)
bool move to ruck(game object*)
bool move to belt(game object*)



lbool move to slot(game object*)

lbool move to slot and activate(game object*)
lgame_object* item on belt(int)

lgame _object* item in ruck(int)

Juint belt count()

juint ruck_count()

juint slot_number()

|float get inventory weight()
Iinvalidatefinventory()

I// CObject

Ifloat radius()
string get visual name()

Isetivisualfname(string)
|

l// CProjector
Iprojector _on()
Iprojector off()

lbool projector is on()
|switch_projector(bool)

|
% CSpaceRestrictor
Ifloat get shape radius()

:// CTorch

switch torch(bool)

bool is torch _enabled()
Iset_torch_range(float)

Iset torch color(vector)

Iset _torch omni_range(float)

Iset torch omni color(vector)
Iset _torch glow radius(float)
|set_torch spot angle(float)
|Iset_torch_color_animator(string)
|switch7night7vision(bool)

// CWeapon
int get wpn bone visible(string, int)
int set wpn bone visible(string, int)

CActor

set actor visual(string<path>) - ycTaHaBnIMBaeT IyTh g0 BU3yasa.

float<speed> get sprint factor() - Bo3BpaimaeT ckopocTs Gera.

set sprint factor(float<speed>) - yctaHaBnuBaeT cCKOpocTh Gera.

float<dist> get actor take dist() - Bo3BpalllaeT OUCTAHINIO IOTHATUS IIPEOMETOB.

set actor take dist(float<dist>) - yctaHaBnmMBaeT AUCTAHLIUIO IOOHATHUS IPEIMETOB.
float<max weight> get actor max weight() - Bo3BpaujaeT MakCuMalbHEIM BeC PIOK3aKa.
set actor max weight(float<max weight>) - ycTaHaBnMBaeT MakKCUMaJIbHBEIYA BEC PIOK3aKa.
float<max walk weight> get actor max walk weight() - Bo3BpalaeT MaKCHMabHO-
IIePEHOCUMBIY BEC PIOK3aKa.

set actor max walk weight(float<max walk weight>) - ycTanaBnmuBaeT MakKCUMabHO-
IIePEHOCUMBIY BEC PIOK3aKa.

open_inventory box(game object*<box obj>) - oTKpriBaeT 0KHO 06bICKa MHBEHTAPHOTO
SAIIUKA.

set camera direction(vector<yaw, pitch, roll>) - ycTaHaBIMBaeT IOBOPOTH KaMepHl.
update camera direction(game object*<target obj>) - HanpaBnsgeT kamMepy B IO3UIUIO
o0BEKTA.

enable car panel(bool<is visible>) - ycTaHaBnMBaeT BUOUMOCTH ITaHEIN MaIIMHEI
(mporpecc-6ap COCTOSHUS).

attach vehicle(game object*<holder obj>) - cagutr I'T B MammHy UIu CTaHKOBOE OPYXKHeE.
detach vehicle(vector<exit pos>) - BeicaxkuBaeT I'T 13 MaIIMHE B 3alaHHYIO0 MTO3UIMIO Ha
YPOBHE.



set goodwill ex(int<who id>, int<to whom id>, int<goodwill>) - ycTaHaBiIMBaeT
OTHOILIEHUS MeX[y IlepCOHaxkaMH.

change goodwill ex(int<who id>, int<to whom id>, int<goodwill change>) -
M3MeHseT OTHOIIEHUS MeX[y lIepCoOHakaMu Ha 3aaHHOe 3Ha4YeHNe.

float<fov> get camera fov() - Bo3BpalaeT Tekyiui fov kamepsl.

set camera fov(float<fov>) - ycranaBnuBaet fov KamepHl.

restore camera fov() - BoccTanaBnuBaeT npenugyminii fov KaMepsl (3afaHHBIA METOIOM
set camera fov).

float<dist> get hud fov() - Bo3BpallaeT paccTosiHre OT KAMEPH! 40 XyMa OpyxKus.

set hud fov(float<dist>) - yctaHaBnmuBaeT paccTosHKE OT KaMepHl A0 Xy[a OPyXKus.

set hud animation channel(int<blend channel>) - ycTaHaBiIMBaeT HOMEpP KaHalla
OnmeHOVHTa aHUMalXY, KOTOPHIM OymeT nepenaH B K0I0eK Ha 3aBeplleHre aHUMAIUH (TOJIBKO IIpU
IIPOUTPLIBaHKY aHMManuu yepe3 Meton play hud animation).

set hud animation callback param(int<param>) - ycTaHaBIMBaeT IIPOU3BOILHEIN
nlapaMeTp, KOTOPEHI Oy[eT nepenaH B KoI0eK Ha 3aBeplleHre aHUMAaIUy (TOJIbKO IIPU IIPOUTPhHIBAaHUYI
aHuMaluy yepe3 mMetor play hud animation).

set use hud animation callback(bool<use callback>) - BkiodaeT UCIIOIL30BaHKE
Koj10eKa Ha 3aBepllleHle aHuMaluy (TOIbKO NIPY IPOUTPEIBAHUY aHUMAIMK Yepe3 MeTox

play hud animation).

clear personal record(int<id from>, int<id to>) - ouuIaeT OTHOIIEHUS MEXKIY ABYMS
Mo0am¥ 110 ¥x id.

uint<state> actor body state() - Bo3BpalmaeT HOMEpD TEKYIIETO CTEHUTA.

bool is actor normal() - Bo3Bpaturt true, ecnu I'T mpocTO CTOHUT.

bool is actor crouch() - Bo3Bpartur true, ecnu I'T npucen.

bool is actor creep() - Bo3Bpartur true, ecnu I'T rioyboko mpucesn.

bool is actor climb() - Bo3Bparurt true, ecnu [T HaXOgUTCS Ha JIECTHULIE.

bool is actor walking() - Bo3Bpatur true, ecnu I'T upmeT MenIeHHBIM IIarOM.

bool is actor running() - Bo3Bpaturt true, ecnu I'T ugeT OBICTPHIM IIaTrOM.

bool is actor sprinting() - Bo3Bparur true, ecimu I'T GexuT.

bool is actor crouching() - Bo3BpaTur true, ecnu I'T gBUTaeTCS B MpUCSAE.

bool is actor creeping() - Bo3BpaTur true, ecnu I'T gBUTaeTCs B rIIyOOKOM IIPUCSTE.
bool is actor climbing() - Bo3Bparur true, ecnu I'T IBUTaeTCs Ha JIECTHULIE.

CCar

float<fuel> get fuel() - Bo3BpamaeT Tekyllee KOINIECTBO TOIINBA.

set fuel(float<fuel>) - ycranaBnuBaeT TeKylee KOMMYECTBO TOIJINBA.
float<consumption> get fuel consumption() - Bo3BpallaeT pacxop TOIINBA.
set fuel consumption(float<consumption>) - ycTaHaBIH“BaeT pacxof TOILINBA.
float<tank size> get fuel tank() - Bo3BpamjaeT pa3Mep TOIIUBHOIO Haka.

CEntityAlive

heal wounds(float<factor>) - ymeHnsIaer cuny KpOBOTE€YEHHUS.
update condition() - npuHyOUTENbHO OOHOBIISIET BHYTPEHHME IIapaMeTpPhl COCTOSIHUS TTIepPCoOHaXa
(>XKM3HB, BEIHOCITUBOCTh, KDOBOTEYEHUE U T.1.).

CGameObject

string<profile name> specific character() - Bo3BpamaeT Ha3BaHUe IPODUIISI IepCOHAaXKaA.
int<is visible>[0 or 1] get bone visible(string<bone name>) - Bo3BpamaeT
BU[IIMOCTb KOCTHY 10 UMEHHU.

set bone visible(string<bone name>, int<visible>[0 or 1]) - ycranaBnuBaeT
BU[IIMOCTb KOCTHY 10 UMEHHU.

int<bone id> get bone id(string<bone name>) - Bo3BpamaeT id KOCTH 10 UMEHHU.
string<bone name> get bone name() - Bo3BpaaeT uMsg KOCTH 110 id (mJig IpaBUILHON PabOTH



HeoOX0OMMO UCII0Ib30BaTh CKPUIITOBYIO0 00BsI3Ky get bone name by id #®yHKiun).
bool<visual> has visual() - Bo3BpaTur true, ecinu 00HEKT UMEET BU3Yall.

ini file* get visual ini() - Bo3BpalllaeT CCHUIKY Ha BHYTPEHHUM KOHGUT MOJEIIH.
bool<is usable> nonscript usable() - Bo3BpaTuT true, ecnu Hag 00BEKTOM pPa3peIIeHb
HECKPUIITOBbIE JE€UCTBUS.

CHangingLamp

set lsf speed(float<speed>) - ycraHaBnuBaeT CKOPOCTh 3aTyXaHUs T€HU (4eM OOJIbIIE - TEM
OnICTpEE).

set lsf amount(float<amount>) - ycraHaBnuBaeT MakcuMainbHOe ocnabnenue Teru (1.0 -
nponagaet mo Hyns, 0.0 - He ocnabnseTcst BOBCe).

set lsf smap jitter(float<jitter>) - ycranaBnuBaeT K03(pGUIMEHT Pa3MBITUS TeHEN (UM
Oonbiie 4ucio, TeM 00Jblile pa3MBITHE C OTOAJIEHUEM OT UCTOUYHUKA).

float<speed> get lsf speed() - Bo3BpalaeT CKOPOCTh 3aTyXaHUS TEHHU.

s pabOTH JaHHEIX METOLOB HEOOXOIUMEI NOMOTHUTEIbHEIE ITPAaBKU ABUKKA U IIEUAEePOB. ITOT
GyHKLIKMOHAN MMPOKO KUcnob3yiorcs B Moge OGSE/OGSR.

CHolderCustom

game_object*<owner obj> get holder owner() - Bo3BpauaeT Biagesblia MalluHEl WU
CTAHKOBOTO OPYXKHUS.

CHudItem

play hud animation(string<anim name>, bool<mix in>) - mpourpsBaeT aHUMAIUIO C
3alaHHbIM UMEHEM.

uint<remaining time> get hud animation remaining time() - Bo3BpamaeT BpeMs,
OCTaBIIeecsl 0 OKOHYaHUS TeKyllel aHMaluu.

int<length> get hud animation length(string<anim name>) - Bo3BpallaeT AJIUTEIBHOCTD
QHUMaIIH 110 €€ UMEHH.

bool<is cyclic> is cyclic hud animation() - BO3BpaTur true, ecnu TeKyllas aHUMAILUs
3alUKIIeHa.

bool<has anim> has hud animation(string<anim name>) - BO3BpaTuT true, eciu aHuMaLUUsI
€CTb B MOJIETIH.

set hud animation end time(int<end time>) - ycTaHaBnIuBaeT BpeMs KOHIA TEKyIleU
aHUMaIUH.

stop _hud sounds() - ocTaHaBnuBaeT BCe 3BYKU Xy[a.

uint<state> get hud item state() - Bo3BpamaeT HOMEp TEKyIIETO CTEUTA.

int<bone id> get hud bone id(string<bone name>) - Bo3BpamaeT id KOCTH [10 UMEHH.
vector<pos> get hud bone pos(string<bone name>) - Bo3BpalaeT O3UIUI0 KOCTHU 110
VMEHH.

int<is visible>[0 or 1] get hud bone visible(string<bone name>) - Bo3Bpamaer
BU[IIMOCTb KOCTHY 10 UMEHHU.

set hud bone visible(string<bone name>, int<visible>[0 or 1]) - yctanaBnuBaer
BU[IIMOCTb KOCTHY 10 UMEHHU.

ClInventoryBox

game object*<item obj> object from inv box(int<object number>) - Bo3Bparaer
IIpeaMeT B AIIKe II0 HOMEpPY.

uint<items count> inv_box count() - Bo3BpallaeT KONIUYECTBO IIPEAMETOB B SIIUKE.

CInventoryltem

float<weight> get weight() - Bo3Bpamaer Bec mpegMerTa.
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CInventoryOwner

bool<is on belt> is on belt(game object*<item obj>) - Bo3BpaTuT true, ecnu npegmer
Ha Iosice.

bool<is in ruck> is in ruck(game object*<item obj>) - Bo3BpaTur true, ecnu npegmer B
pIOK3aKe.

bool<is in slot> is in slot(game object*<item obj>) - Bo3BpaTur true, ecnu npegmer B
crore.

move to ruck(game object*<item obj>) - mepeMemaeT npegMeT B PIOK3aK.

move to belt(game object*<item obj>) - mepeMemaeT nmpeaMeT Ha MOsC.

move to slot(game object*<item obj>) - mepeMemaeT mpeaMeT B CJOT.

move to slot and activate(game object*<item obj>) - mepemelraer mpeaMeT B CIOT U
aKTUBUPYET €TO0.

game object*<item obj> item on belt(int<object number>) - Bo3Bpalmlaer npegmer Ha
Iosice 10 HOMEDY.

game object*<item obj> item in ruck(int<object number>) - Bo3BpalaeT mpegmMeT B
PIOK3aKe 110 HOMepY.

uint<count> belt count() - Bo3BpamaeT KOIUYECTBO IPEIMETOB Ha IOSICE.

uint<count> ruck count() - Bo3BpalaeT KOJIUYECTBO IIPEIMETOB B PIOK3aKE.

uint<number> slot number() - Bo3BpamaeT KOIM4YECTBO CIOTOB.

float<total weight> get inventory weight() - Bo3Bpamaetr cymMMapHEIl BeC UHBEHTAPSI.
invalidate inventory() - npuHynuTEILHO OOHOBIIAET BCE NaHHLIE B MHBEHTApE.

CObject

float<radius> radius() - Bo3BpalaeT BUPTYaIbHBIN paguyc 00beKTa.
string<path> get visual name() - Bo3BpallaeT nyTh 10 BU3yasa 00LEKTA.
set visual name(string<path>) - yctaHaBnuBaeT IyTh IO Bu3yasia 0OBEKTA.

CProjector

projector on() - BKIOYaeT IPOXKEKTOP.

projector off() - BEIK/IIOYaeT NPOXKEKTOP.

bool<is on> projector is on() - Bo3BpaTur true, eciu MPOKEKTOP BKITIOYEH.
switch projector(bool<switch on>) - mepekmo4yaeT IPOXKEKTOP.

CSpaceRestrictor
float<radius> get shape radius() - Bo3BpallaeT paguyc peCTpUKTOpa.
CTorch

switch torch(bool<switch on>) - nepeknodaeT poHApE.

bool<is on> is torch enabled() - Bo3Bpatur true, ecnu poHaph BKIIOYEH.

set torch range(float<range>) - ycTaHaBIMBaeT JaJlbHOCTh OCHOBHOTO CBeTa (HoHApS.

set torch color(vector<R, G, B>) - ycTaHaBIuBaeT LIBET OCHOBHOTO CBeTa OT (pOHApS.

set torch omni range(float<range>) - ycTaHaBIMBaeT NanbHOCTb aMOMEHT-CBETa (pOHAPS.
set torch omni color(vector<R, G, B>) - ycraHaBnuBaeT I[BET aMOMEHT-CBeTa OT (HOHAPSI.
set torch glow radius(float<radius>) - ycTaHaBnuBaeT paguyc rinoy-a¢dekxra oT poHapukKa.
set torch spot angle(float<angle>) - ycTraHaBnuBaeT pafuyc CBETOBOIO IISTHA OT
dboHapuka.

set torch color animator(string<path>) - yctaHaBnuBaeT myTh A0 aHKMAaTOpPa IBETA.
switch night vision(bool<switch on>) - nepekmouaer coctosinue ITHB.

CWeapon



int<is visible>[0 or 1] get wpn bone visible(string<bone name>) - Bo3BpalaeT
BUIUMOCTE KOCTH OPYKUS 110 UMEHHU.
set wpn bone visible(string<bone name>, int<visible>[0 or 1]) - yctaHaBnmuBaer
BUIUMOCTE KOCTH OPYKUS 110 UMEHHU.

Xak 1151 U3MeHeHHsI 3Ha4YeHUH B [IaMsITH 00beKTOB

Perucrpanusi QyHKIHH B ITBHXKKE

I// CActor

Ifloat get actor float(int)
|set_actor_float(vector, float, int)

int get_actor_int(string, int)
|set_actor_int(int, int)

Iint get actor intl6(string, int)

Istring get actor shared str()

int set actor shared str(string, int)
Ifloat get actor condition float(int)

set actor _condition float(vector, float, int)
lint get actor condition int(string, int)

I// ccar

Ifloat get car float(int)

Iset car float(vector, float, int)
Jint get car int(string, int)
|set_car_int(int, int)

|int get car intl6(string, int)
|set7carfint16(int, int)

|
I// CCustomMonster
float get custom monster float(int)

:int get custom monster int(string, int)

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

ly/ CGameObject |
lfloat get go float(int) |
Iset go float(vector, float, int) |
lint get go int(string, int) |
Iset go int(int, int) I
Jint get go intl6(string, int) I
|set_go_intl6(int, int) |
|string get go shared str() |
|int set go shared str(string, int) |
:// CHolderCustom I
Iint get holder int(string, int) :
|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

|

l// cHudItem

Ifloat get hud float(int)
Isetihudjloat(vector, float, int)
Istring get hud shared str()

lint set _hud _shared str(string, int)
lint save hud bone float(string, int)
|
|// CInventoryItem

|float get_inventory item float(int)
jset_inventory item_ float(vector, float, int)
Iint get inventory item int(string, int)

set inventory item int(int, int)

int get inventory item int8(string, int)
IsetiinventoryfitemiintS(int, int)

Iint get inventory item intl6(string, int)
Iset_inventory_item_int16(int, int)

Istring get_inventory_item shared str()

lint set inventory item shared str(string, int)
|
I// CWeapon

|float get wpn float(int)



|set_wpn_float(vector, float, int)
lint get wpn_int(string, int)

Iset wpn int(int, int)

lint get wpn int8(string, int)
Iset wpn _int8(int, int)

Jint get_wpn_intl6(string, int)
jset_wpn_intl6(int, int)

Istring get wpn shared str()

Iint set wpn _shared str(string, int)
I// CWeaponMagazinedWGrenade

:int get wpn gl int(string, int)

ly/ Memory access functions

lfloat get memory float(int)
|set_memory_float(vector, float, int)
lint get memory int(string, int)
Iset_memory int(int, int)

lint get memory int8(string, int)
|set_memory_int8(int, int)

int get_memory_intl6(string, int)
|set_memory_int16(int, int)

MeTopr! TpeiHa3HAYEHE! IJIsT U3MEHEHUS TeX 3HaUeHU! B TaMsITH UTPOBHIX 00BEKTOB, KOTOPEIE
HEJOCTYIIHH Yepe3 CTaHAapTHbIE CPenCcTBa.

[TpuMeHeHUe BcexX QPYHKIMM MTPaKTUYEeCKHU OOMHAKOBO, ITI03TOMY fanee OyaeT pacCMaTPUBAThCS
TONIBKO ITpuMep Ha Knacce CGameObject.

CMQU.LQHUB - 9TO IIO3UITUA Hy}KHOI;I nepeMeHHoﬁ B IaMATH OTHOCUTEJIBHO Haudalla Kjacca. Y3HaTh
CcMelieHrne MO2KHO HECKOJIBKMMU crrocobaMu:

1. mocMoTpeTs B mamnke help opuimanbHOro0 PEMO3UTOPHUS;

2. TIp¥ TIOMOIIY OBUXKKA C OTJIQfl0YHOM WHGoOpPManuen yepes nu3acceMmbiep (Hampumep, B IDA Pro
BEIOpaB HYKHYI0 CTPYKTYPY Bo BKnagke Local Types);

3. CKaHUPYS BCe CMeILleHUS U BRIBOMS X 3HAYEHHUS B JIOT (0OOHAKO, YTOOH! BHISICHUThH KaKoe 3HaueHue
COOTBETCTBYET KaKOMY CBOMCTBY Kjlacca, He0OXOOUMO IPOBOAUTDH JOTIOTHUTEIbHEIE IPOBEPKH).

@yHKIHUS [I/Isi CKAHHPOBAaHHUSA 3HaYeHHH Kiaacca CActor
mode - pexuM noucka ("int" - menouucnennnt tum, " float" - 4ucso ¢ nmaBaoiIel 3amnsaToM)
range - quana3oH CKaHupoBaHus (Hanpumep, 2000)

[function scan actor values(mode, range)
get console():execute("clear log")

|
| logl("~ scan "..mode.." values")
| for i = 1, range do
I if mode == "int" then
I logl(i.." = "..db.actor:get actor _int(nil, 1i))
| elseif mode == "float" then
logl(i.." = "..db.actor:get actor float(i))
I end
I end
I flush log()

Pe3ynbTaT paboTh GYHKIINK 3aIIUCHIBAETCS B JIOT UTPHL.

float<value> get go float(int<offset>) - Bo3BpamaeT 3HaUeHUE C IIaBawIed TOYKOU 110
3aaHHOMY CMeEILeHHIO.

set go float(nil, float<value>, int<offset>) - ycTanaBnuBaeT 3HaUEHNE C MJIaBAOLIEN
TOYKOU 110 3aJaHHOMY CMeIeHUI0 (IePBEI apTyMeHT - 3arJIyIiKa).


https://github.com/KD87/xray-extensions/tree/master/help

int<value> get go int(nil, int<offset>) - Bo3BpaiaerT e0YNCIEHHOE 3HAYEHUE TI0
3alaHHOMY CMeEIIeHHUIO ([IePBbI apryMeHT - 3ariyIika).

set go int(int<offset>, int<value>) - ycTaHaBnuBaeT LeJ0YKUCIIEHHOE 3HAUEHNE TI0
3aaHHOMY CMeIleHHIO.

string<value> get go shared str() - Bo3BpalllaeT CTPOKOBOE 3HAUEHHE 110 3alaHHOMY
CMelIlleHuIo (CMellleHue 3aiaeTcs yeped rinobanbHyio Gyskuio set int arg0(int<offset>)).
set go shared str(string<value>, int<offset>) - ycTaHaBnIMBaeT CTPOKOBOE 3HAUEHUE TI0
3aaHHOMY CMeIIeHHIO.

Baxno!

[Tpu noucke 3HaueHuu s [T He0OXOOMMO YUUTHIBATH TOT (GAKT, UTO YAaCTh U3 HUX HAXOOUTCS B
oTtmenbHOM Knacce - CActorCondition. Cuna IpeIKKa, CBITOCTh, aJIKOTOJIU3M U APYyTrue CBOMCTBA
pPacnoioXeHsl UMEHHO TyT.

MeToasbl IJisi OTy4YeHHsI agpeca 0a30BOro 00beKTa

Perucrpanusi QyHKIHH B ITBHXKKE

luint cast car() I
luint cast game object() I
juint cast_hud_item() I
|uint cast _inventory box() |
|uint cast _inventory item() |
Iuint cast weapon() |

MeTo[bl TO3BOSAIOT IIOJIY4YHUTE afpecC B IIaMATH, OTKYydd HAYNHAETCA 0a30BbLIH 00HEKT (ax[pec B
OOJILIITHHCTBE CJIy4aeB He COBIIaJa€T C Ha4YaJIOM 00BEKTa B I.IeJ'IOM). Pe3yanaT MO2KHO HCIIOJIb30BaATh
B PA3HBIX XdKadX, KOI'Dlda U3BECTHO CMEIIeHe OTHOCUTEJIbHO KOHKPETHOI'O KJIaCCa.

MeToasbI Ijisi IPOBEPKH THIIAa 00bEKTa

Perucrpanusi QyHKIHH B TBHXKKeE

Ibool is actor()

lbool is ammo()

jbool is_anomaly ()

jpool is antirad()

|b001 is artefact()

Ibool is binoculars()
bool is bottle item()
bool is car()

Ibool is custom monster()
bool is _eatable item()
bool is entity alive()
Ibool is explosive()
lbool is food item()
Ibool is game object()
Ibool is grenade()

lbool is grenade launcher()
jbool is_hanging_lamp()
jpool is helicopter()
|bool is holder()

Ibool is _hud item()

bool is inventory box()
bool is_inventory item()
bool is inventory owner()
bhoot is knife()



lbool is medkit()

lbool is missile()

Ibool is monster()

lbool is outfit()

lbool is physics shell holder()
jpool is_projector()

jpool is_scope()

Ibool is script_zone()
Ibool is silencer()

bool is space restrictor()
bool is stalker()

Ibool is _torch()

bool is trader()

Ibootl is weapon()

lbool is weapon gl()

lbool is weapon magazined()
Ibool is weapon_pistol()
lbool is weapon_shotgun()

MeTopnbl MpegHA3HAYEHE! [AJIS ITPOBEPKY THIIA 00bEeKTa (K KAaKOMY KJIacCy IIPUHAIIIEKUT).
[TpuMeHeHHe JOCTATOYHO IIPOCTOE:

r—-———"—"—"—"—"—"—"—"—"—"—"—"—— - - - - - — - - - - - - ————————— == -
[if obj:is <class name>() then I
l... |
lend |
L e e e e o -

MeToabl HE HMEIOIIIHEe IMIPHUBsA3KH K OIIpeaesIeHHOMY 06'I>eKTy

Perucrpanusi QyHKIHH B TBHXKKeE

lgame _object* get object arg 1(int) I
|set object arg 1(game object*) I
|set_calibrating vector(vector) I
jset_vector_global_arg_1(vector) I
set vector global arg 2(vector) I
set vector global arg 3(vector) |
set vector global arg 4(vector) |

OTH MeTOnH IIpefHa3HaYeHEl I IIepefaydn Uiy [IoIydYeHnusl 3HaueHnu B(13) gpyrue(ux) MeTonbi(0B),
B KOTOPHIX, 110 TIPUYMHE OTCYTCTBUS HEOOXOIUMOT0 MMPOTOTHIIA, IIITATHO 3TO CAENIaTh HENb3sg. MoryT
BHI3BIBATHCS IS JTI000T0 THIIa 00BEKTa B UTPE.

Kinacc matrix

Perucrpanusi QyHKIHH B TBHXKKeE

Imul 43(matrix, matrix) I
[transform_tiny(vector, vector, vector, vector) |
[transform_tinyl(vector, vector, vector, vector) I
[transpose(float) |

mul 43 (matrix<ml>, matrix<m2>) - ymMHOXaeT OBe MaTPULE! 6e3 NoCIenHero cTonbua u
3alKCHIBAET PE3yJIbTaT B MAaTPUIY AJIS KOTOPOU BHI3BIBAJICS METOS.
transform_tiny(vector<res>, vector<v>) - yMHOXaeT MaTpHIy Ha BEKTOp (IepeBop u3
OOHOY CHCTeMBI KOOPAKHAT B OPYIYI0), C 3allChHIBAaHUEM Pe3yJIbTaTa B BEKTOD res.



transform tinyl(vector<v>) - yMHOXaeT MaTpuIly Ha BEKTOpP (IIepeBOf U3 ONHOU CUCTEMEI
KOOPAMHAT B OPYTYI0), C 3alUChIBAHUEM pe3y/ibTaTa B CaM BEKTOP.

transpose() - TpaHCIOHUPYET MaTPHULYy (3epKaJupoBaHWe OTHOCUTENIBHO IJIaBHOM OUaroHamn).
Kiacc CTime

Perucrpanusi QyHKIHH B TBHXKKeE

Iset_value(int, int, int) |
|int, int, int, int, int, int, int get value() |

set value(int<lv>, int<gv>) - ycTaHaBnuBaeT 3HaYeHNE 00HEKTA U3 KOMIIOHEHT.
int<lv>, int<gv> get value() - Bo3BpamaeT MIafllyi0 ¥ CTAPIIyI0 YaCTh CYETYNKA.

Knacc CALifeSimulator
Perucrpanusi QyHKIHH B ITBHXKKeE

ICSE_Abstract* teleport object(string, vector, uint, uint, uint) |
ICSE_Abstract* assign story id(string, vector, uint, uint, uint) |

teleport object(nil, vector<position>, uint<level vertex id>,

uint<game vertex id>, uint<id>) - TenemopTupyeT 00BEKT IO €ro id B 3afaHHYI0 TO3ULIKIO Ha
YPOBHE.

assign story id(nil, nil, uint<id>, uint<story id>) - ycraHaBnusaer story id
00BEKTY 110 ero id.

Knacc CSE_Abstract

CBoMCTBa
angle<vector> - 3afiaeT HanpaBieHHE ITOBOPOTA 0OBEKTA.

Knacc CSE_AlLifeObject

Perucrpanusi QyHKIHHA B TBHXKKeE

r--—-——"—"=>">"-—-—">"="="-""-"--"-—""=—"-"-""-—--""-""-—"-—"-""»"-=-="""="""="""=""="""=""="="—="—""=""™="—=—"—™=—="—=—+— 1
luse_ai locations(bool) |
L o o e o o _J

use ai locations(bool<use>) - 3amaet ucmonb3oBanue Al-mokauuit (CeTku) Ay o0beKTa.

IIpocTpancTBO HMeH level

Perucrpanusi QyHKIHH B ITBHXKKeE

|
lgame_object* get target obj(int) |
|float get target dist() I
Jint get_target_element(int) I
|
|int has cam_effector(int) :
int has pp effector(int) |
|
|

Ibool has_indicators()



lint advance game time(int)

lgame_object* get second talker(int)

lint vertex id(int)

|

|float get memory float(string, int, bool, string)
Jint get_memory_int(int)

:bool perform_ray pick query()
Ifloat get ray pick dist()
Igame_object* get ray pick obj(int)
Iint get ray pick element(int)

ICUIDialoand* get _inventory wnd()
ICUIDialoand* get pda wnd()
IcuIDialogwWnd* get talk wnd()
IcUIDialogWnd* get car body wnd()
ICUIDialogWnd* get trade wnd()

|

Jint send event mouse wheel(int)
Jint send_event_key hold(int)

[int send_event_key_release(int)
|int send event key press(int)

:seticeftime(float)

set ce amplitude(float)

set ce period number(float)
Iseticefpower(float)

:bool add_ce()

lvector get tri_vertexl(int)

lvector get tri vertex2(int)

lvector get tri vertex3(int)

|

Ifloat get_tri_shootfactor(string, int, bool, string)
|int get tri flags(int)

game object*<obj> get target obj() - Bo3BpaiaeT UrpoBoil OOHEKT (€CIU OH UMEET IIEUIIH),
Ha KOTOPHIHA B JAaHHBIM MOMEHT HaIlpaBjieHa KaMepa.

float<dist> get target dist() - Bo3BpamjaeT guCTaHLIXIO 0O TOYKH, HA KOTOPYIO B JAHHKIN
MOMEHT HallpaBJieHa KaMepa.

int<element> get target element() - ecnu KamMepa HalpaBjieHa Ha UTPOBOU O0BEKT (KOTOPHIN
MMeeT IIIeHIIb), TO BO3BpAIllaeT HOMEP KOCTH, MHa4Ye BO3BpAIllaeT HOMEP IOJIMTOHA CTAaTUYECKOH
TeOMETPHUH.

int<is cam eff>[0 or +] has cam effector(int<effect id>) - BepHerT true, ecnu
3agaHHBIN 3((}HeKTOp KaMephl B JaHHBIM MOMeHT akTuBeH (0 - addeKTop He aKTUBEH, HHAYeE -
AKTUBEH).

int<is pp eff>[0 or +] has pp effector(int<effect id>) - BepHeT true, ecnu
3agaHHBIN 3((HeKTOp MOCTIPOoIlecca B faHHEIM MOMeHT akTuBeH (0 - addeKTop He aKTUBEH, UHAYE -
AKTUBEH).

bool has indicators() - BepHeT true, ecnu uHTep(delic Xyaa ceriuac noKa3aH.

advance game time(int<time ms>) - mpoKpydYuBaeT UTPOBOE BPEMs BIIepeN Ha 3aJaHHOe
KOJINYECTBO MUJUIACEKYH]I.

game object*<obj> get second talker() - Bo3BpamaeT UrpoBoii 00bEKT, C KOTOPHIM B
[aHHBIY MOMEHT OTKDPHITO OKHO pa3roBopa.

int<lvid> vertex 1id() - Bo3Bpamaer level vertex id mo no3uuuu Ha ypoBHE ([ IPABUIIBHOU
paboTsl He0OXOOUMO UCII0/Ib30BaTh CKPUIITOBYIO 00BsI3Ky level.vertex id by pos #®yHKnun).

float<value> get memory float(nil, int<addr>) - Bo3BpamaeT 4uCmo C niaBawlen
TOYKOM 110 ab6COMIOTHOMY afgpecy.
int<value> get memory int(int<addr>) - Bo3BpauaeT Leyioe YUCI0 0 abCOMOTHOMY afipecy.
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bool<check> perform _ray pick query() - BBIIOJIHUT 3aIpoc Ha TPACCUPOBKY U BEpHET true,
eclii oHa Obljla yCIelHa.

float<dist> get ray pick dist() - ecnu TpaccupoBka Oblyia yCIelIHa, BepHET JUCTAHIUIO 10
TOYKHU, MHa4Ye BepHET paHee 3aflaHHbIN [Hala30H TPaCCUPOBKHU.

game _object*<obj> get ray pick obj() - ecnu TpaccupoBka Oblna ycIielIHa, BEpHET UTPOBOH
00BEKT.

int<element> get ray pick element() - ecnu ny4 nmepecek UTpoBoit 0OHEKT, TO BEPHET HOMED
KOCTH, MHa4Ye BEpPHET HOMeD IIOJIMTOHa CTaTU4YeCKOU reOMeTpUH (IIpU HeyAauyHOU TPaCCUPOBKE
BepHeT -1).

CUIDialogWnd*<inv wnd> get inventory wnd() - Bo3BpaiaeT 00beKT OKHa UHBEHTapSI.
CUIDialogWnd*<pda wnd> get pda wnd() - Bo3BpamaeT 00LekT oKHa KIIK.
CUIDialogwWnd*<talk wnd> get talk wnd() - Bo3BpamaeT 00beKT OKHa pa3roBopa.
CUIDialogWnd*<carbody wnd> get car body wnd() - Bo3BpamaeT 00BEKT OKHa OOBICKA.
CUIDialogWnd*<trade wnd> get trade wnd() - Bo3BpamaeT 00beKT OKHA TOPTOBIIH.

send event mouse wheel(int<vol>) - umuTauus coOLTHS BpallleHUS KOJeCa MBIIIH.
send event key hold(int<DIK keys>) - uMuTaIus COOLITUS YOEPKAHUSI KHOIIKHU.
send event key release(int<DIK keys>) - umuTaius coObITUS OTIIYCKaHUS KHOIKHY.
send event key press(int<DIK keys>) - umuTaius coObITUS HaXKaTUs KHOTIKH.

set ce time(float<total time>) - ycTaHaBIMBaeT IPONOIKUTENBLHOCTE 3 (PeKTopa MaTaHus
KaMepHI.

set ce amplitude(float<amp>) - ycTaHaBnuBaeT MaKCUMabHYIO aMIIUTYAY 3ddeKTopa
IIaTaHUS KaMepH.

set ce period number(float<periods>) - ycTaHaBnuBaeT KOIMYECTBO IIUK/IOB 3ppeKTopa
IIaTaHUS KaMepH.

set ce power(float<power>) - ycTaHaBnuBaeT UHTEHCUBHOCTH 3(PPeKTopa IMaTaHUS KaMepPHL.
add ce() - 3amyckaet sppeKTop maTaHus KaMephl C paHee YCTaHOBIEHHBIMU ITapaMeTpaMu.

vector<pos> get tri vertexl(int<element>) - Bo3BpamaeT NepBy0 BEPIIKHY CTATUYECKOTO
TPEyroJIbHUKA.
vector<pos> get tri vertex2(int<element>) - Bo3BpalaeT BTOPYIO BEPIIUHY CTaTUIECKOTO
TPEyroJIbHUKA.
vector<pos> get tri vertex3(int<element>) - Bo3BpallaeT TPETHIO BEPIINHY CTaTUYECKOIO
TPEyTroJIbHUKA.

float<factor> get tri shootfactor(nil, int<element>) - Bo3BpamaeT GpaKTop
npobuBaeMocTy MaTepuana reometpuu (0.0 - HempobuBaeMsi, 1.0 - TOTHOCTHIO TPOOUBAEMBIH).
int<flags> get tri flags(int<element>) - Bo3Bpamaer ¢naru MaTeprana reOMeTpUn
(#mtlFlags).

I'mobanbHOE IPOCTPAHCTBO HMEH

Perucrpanusi QyHKIIHH B TBHXKKeE

Ilogl(string)

Ifail(string)

jint flush_log(int, int)
jint bind_to_dik(int, int)

:int get extensions flags(int, int)
Iint set extensions flags(int, int)
int get actor flags(int, int)

Iint set actor flags(int, int)

Iint get input language(int, int)
:int set input language(int, int)

lint set trade filtration on(int, int)



lint set trade filtration off(int, int)
lint set manual grouping on(int, int)
lint set manual grouping off(int, int)
lint set manual highlight on(int, int)
Jint set manual highlight off(int, int)
jint get_manual_highlight(int, int)
jint set_highlight_color(int, int)

Iint sum_args(int, int)
Iint sub args(int, int)
lint GetGoodwill(int, int)
int update inventory window(int, int)
Iinitfexternalflibs(string)

|

Iset _game time(float, float)

lint print level time(int, int)

lint print alife time(int, int)

Jint set ignore game state update(int, int)
|
|screenshot0
|screenshot1
screenshot2

Iscreenshot3

:setihudiinertia(float, float)

Isetihudfinertiafparamz(float, float)

string)
string)
string)
string)

—_— e~~~

lfloat get static rescale factor()

Iset static rescale factor(float, float)
|

lint set int arg@(int, int
Jint set int argl(int, int
jint set_int_arg2(int, int
|int set int arg3(int, int
|int set_int arg4(int, int
int set int arg5(int, int
int set int arg6(int, int)

set float args 12(float, float)
set float args 34(float, float)

logl(string<message>) - BEIBOOUT CTPOKY-COOOIIIEHNE B JIOT.

fail(string<message>) - mpUHYOUTEIHHO OCTAHABIUBAET UT'PY U BHIBOOUT COOOIIEHHE B JIOT.
flush log() - 3anuceBaeT comepKuMOe J10Ta B 10T-Ghaiil (AaHaIOTUYHO BEI30BY KOHCOJIBHOU
KoMaupr flush).

int<DIK keys> bind to dik(int<key bindings>) - mepeBOmUT KOJ KOMaHAH-IKIIEHA B KOT
KJIaBUIIY, 3a0MHOEHHOM Ha 3TOT JKIIEH.

int<ex flags> get extensions flags() - Bo3BpamaeT cocrosHue (haaroB paboTh KOJIOEKOB
(1 - key press, 2 - key release, 4 - key hold, 8 - mouse wheel, 16 - mouse move).

set extensions flags(int<ex flags>) - yctaHaBnmuBaeT cocTossHUE (aroB paboTh KOIOeKOB
(1 - key press, 2 - key release, 4 - key hold, 8 - mouse wheel, 16 - mouse move).

int<flags> get actor flags() - Bo3BpamaeT cocTogHue (Paros U3 NepeynuCIeHns
psActorFlags.

set actor flags(int<flags>) - ycranaBnuBaeT cOCTOsSIHUE (HIAr0B U3 IEPEUUCTIEHUS
psActorFlags.

int<lang>[0 or 1] get input language() - Bo3BpamaeT HOMED S3bIKA AJIS BBOAA B IOJISAX
pemaktupoBanug (0 - eng, 1 - rus).

set input language(int<lang>[0 or 1]) - ycTaHaBnuBaeT HOMeD SA3bIKa [AJII BBOLA B IIOJIAX
pemaktupoBanug (0 - eng, 1 - rus).

set trade filtration on() - BKIoYaeT pexKUM CKPUIITOBOM HUITbTPALUY IIPEAMETOB B OKHE
TOPTOBJIH.



set trade filtration off() - BEIK/IIOWaeT pexkrM CKPUIITOBOM (pUIbTPAIMU IIPEIMETOB B OKHE
TOPTOBJIH.

set manual grouping on() - BKIOYaeT PeKUM CKPUIITOBOM I'PYIIIUPOBKY IIPEAMETOB B OKHE
TOPTOBJIX M OOBLICKA.

set manual grouping off() - BEIK/IIOUYaET pexkUM CKPHUIITOBOM I'PYNIIMPOBKY IIPEIMETOB B OKHE
TOPTOBJIX ¥ OOBLICKA.

set manual highlight on() - BKoYaeT pexKuM CKPUIITOBOM ITOICBETKY IIPEIMETOB B OKHE
TOPTOBJIX ¥ OOBLICKA.

set manual highlight off() - BEIK/IIOYaeT pexkuM CKPHUIITOBOM IIONCBETKU NIPEIMETOB B OKHE
TOPTOBJIX ¥ OOBLICKA.

int<is highlight>[0 or 1] get manual highlight () - Bo3BpaiaeT BKII0YEHHOCTD
pexuMa CKpUIITOBOM MOOCBETKU IIPEIMETOB.

set highlight color(int<color id>, int<GetARGB(A, R, G, B)>) - ycTaHaBniuBaeT
COOTBETCTBHE MeXy UHIEKCOM I[BeTa U KOJOM IIBETa.

int<result> sum args(int<vall>, int<val2>) - mpou3BOOUT CIOXKEHHUE ABYX YUCET U
BO3BpAIllaeT LIeI0YHCIIeHHEIN pe3ynbTaT (Ipu apud. onepanusx, Lua Bo3BpalllaeT YKUCIIO C
IJIaBAIOIIEd TOUKOI).

int<result> sub args(int<vall>, int<val2>) - mpou3BOOUT BEIYUTAHUE JIBYX YUCEN U
BO3BpAIllaeT LIeI0YHCIIeHHEIN pe3ynbTaT (Ipu apud. onepanusix, Lua Bo3BpallaeT YKUCIIO C
IJIaBAIOIIE TOUKOI).

int<goodwill> GetGoodwill(int<who id>, int<to whom id>) - Bo3Bpalmaer Tekyiee
OTHOIIIEHNEe MeX[y IePCOHaXKaMHu.

update inventory window() - o0HOBNsSIET BCe rpaduuecKue 3JIeMeHTH OKHA UHBEHTaps.

init external libs() - BeI3bIBaeT mogK/II0OUeHNE JOMOTHUTEIBHEIX ONOINOTEK, IPONUCAHHEIX B
IBUXKKe, BHYTPH 3ToM QyHKIMU (ucnonb3yetcs B Moge OGSE/OGSR).

print level time() - BEIBOOUT OTIafOYHYI0 HH(DOPMALKIO B JIOT O BPEMEHU YPOBHS.

print alife time() - BEIBOOUT OTIAmOYHYI0 HH(DOPMALNIO B JIOT O BpeMeHU ananda.

set _ignore game state update() - ycTaHaBnuMBaeT 3alpeT Ha BHIIOJIHEHUE ONHOTO LUKIa
00HOBJIEHNS BHYTPEHHUX ITapaMeTPOB BpeMeHu (ucnosbs3yercs B Mmoge OGSE/OGSR).

screenshot0(string<path>) - co3gaeT CKpUHIIOT B OOBIYHOM PEXUME U COXPaHsSIeT Gau mo
YKa3aHHOMY IIYTH.

screenshotl(string<path>) - co3maeT CKpUHIIOT B pexuMe cubemap u coxpaHsieT (paiu 1mo
YKa3aHHOMY IIYTH.

screenshot2(string<path>) - co3maeT CKpUHIIOT B peXKUMe Save U COXpaHseT (aiil 1mo
yKa3aHHOMY IIYTH.

screenshot3(string<path>) - co3maeT CKpUHIIOT B pexkuMe levelmap u coxpaHseT hai mo
YKa3aHHOMY IIYTH.

set hud inertia(float<speed>) - ycTaHaBnuBaeT CKOPOCTh UHEPIUY XyTa.
set hud inertia param2(float<shift>) - ycranaBnuBaeT CUIy UHEPLUUU Xy[a.

float<rescale> get static rescale factor() - Bo3BpamaeT K03hHULUEHT CKATUS
37IEMEHTOB OKHA Ha BHIOPAHHOM pa3peIleHu .

set static rescale factor(float<rescale>) - ycranaBnuBaeT KO3(QGUIIMEHT CKATHUS
37IEMEHTOB OKHA Ha BHIOPAHHOM pa3peIleHuHn.

OcranbHble METOOH TPeNHA3HAYEHH IS Tepejavuy UiTu TOJTyYeHUsT 3HaUYeHuH B(U3) opyrue(ux)
METO[BI(0B), B KOTOPHIX, 10 TPUYMHE OTCYTCTBUS HEOOXOIMMOTO IIPOTOTHUIIA, IITATHO 3TO CAENAaTh
HeJb3S.

OKOHHBIE KJIACChI



Kmnacc CUIWindow

Perucrpanusi QyHKIHHA B TBHXKKeE

IDetachFromParent()
BringToTop ()

Update()

float GetVPos()

float GetHPos()

float GetCursorX()
float GetCursorY()
float GetAbsolutePosX()
Ifloat GetAbsolutePosY()

DetachFromParent () - oTcoemuHSIET OKHO OT POAUTENBCKOTO C IIOCIERYIOIIEM yaaleHUEM.
BringToTop() - mepeMemaeT OKHO Ha BEPLUIMHY B HepapXuu JOYEPHUX OKOH.

Update() - momonHUTENHHO BHI3BIBAET BUPTYyaJIbHBIM METOM 0OHOBIEHUS OKHA.

float<x> GetVPos () - Bo3BpaIllaerT MojoxeHue OKHa 10 ocu X.

float<y> GetHPos () - Bo3BpalaerT MojoxKeHue OKHa 110 ocu Y.

float<x> GetCursorX() - Bo3Bpamaer Mo0kKeHWe MHIIIN B OKHE I10 0CH X.

float<y> GetCursorY() - Bo3BpallaeT MoOJ0KEeHNE MBIILIK B OKHE 110 OCH Y.

float<x> GetAbsolutePosX() - Bo3BpaImaeT abCOMIOTHOE MOJI0KEHHE OKHA II0 OCH X.
float<y> GetAbsolutePosY () - Bo3BpamaeT aOCOMIOTHOE MTOI0KEeHNEe OKHa 110 ocH Y.

Kimacc CUIStatic

Perucrpanusi QyHKIHH B TBHXKKeE

ISetTextComplexMode (bool)
JAdjustWidthToText ()
JAdjustHeightToText()
SetVTextAlign(uint)
SetTextPos(float, float)
CanRotate(bool)

e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e e — — —

SetTextComplexMode (bool<mode>) - BkioYaeT pexkKuM KOMIIJIEKCHOU pabOTH C TEKCTOM.

AdjustWidthToText () - pacTaruBaeTr WIKPUHY OKHA [1OJ pa3Mep TEKCTa.
AdjustHeightToText () - pacTaruBaeT BEICOTY OKHa IIOf pa3Mep TEeKCTa.
SetVTextAlign(uint<align>) - 3amaeT BbpaBHUBaHMNE TEKCTa 10 BEPTHUKAIA
(#EVTextAlignment).

SetTextPos(float<x>, float<y>) - 3amaeT mojoxeHue TeKCTa BHYTPU OKHa.
CanRotate(bool) - ycTaHaBm“BaeT BO3MOXKHOCTh BpallleHHWS TEKCTYPH OKHa.

Kinacc CUIListWnd

Perucrpanusi QyHKIHH B TBHXKKE

SetSelectedItem(int<idx>) - ycraHaBnuBaeT BHIOpaHHBIM 9JIEMEHT CIIHMCKA 10 €r0 UHAEKCY.

[—



Kinacc CUIComboBox

Perucrpanusi QyHKIHHA B TBHXKKeE

|AddItem(string)
Istring GetText()

AddItem(string<text>) - mo6aBnsieT HOBLIM 3TIEMEHT C 3aJaHHLIM TEKCTOM.
string<text> GetText() - BO3BpallaeT TEeKyLIy0 HAAIKUCh B OKHE BHIIQNAIOIIEr0 CIUCKA.
Knacc CUITrackBar

Perucrpanusi QyHKIHH B ITBHXKKE

Ifloat GetFValue()
lbool IsChanged()

float<value> GetFValue() - Bo3BpalaeT Tekylee 3HaYeHNE MMOJI3YHKA.
bool<changed> IsChanged() - Bo3BpaTur true, ecnu 3HaueHue OBITI0O U3MEHEHO C MOMEHTA
IIOCJIETHEr0 COXPaHEHUs OKHa OILIUH.

CkpunrToBbIe KOJI0EKH

PekoMeHyeTCs UCIIOIb30BaTh Tabnuy ¢ uneHTuduraTopamu Konbekos #callback, uTo6r He
3aMyTaThCsl B UX HOMepax.



Ha3Banue

on key press

on key release
on key hold

on _mouse wheel
on_mouse_move
anomaly hit

drop item from inventory

on item belt

on_item ruck

on_item slot

select inventory item
switch torch

set dest lvid

create_cell_item
attach vehicle
use_vehicle

detach vehicle
after save

cell item focus start

cell item focus end

group cell item

hit effector

set goodwill
before update
drop item in box

before hit

npc_hit

update addons_visibility

update hud addons visibility 155

before use_item

hud animation end

init addons

select pda contact

BrI3bIBaeTcs

Homep
st
123 CActor
124 CActor
125 CActor
126 CActor
127 CActor
128 CCustomZone
129 CActor
130 CActor
131 CActor
132 CActor
133 CActor
134 CTorch
135 CAI Stalker
136 CActor
137 CActor
138 CActor
139 CActor
140 CActor
141 CActor
142 CActor
143 CActor
144 CActor
145 CActor
150 CActor
151 ClnventoryBox
152 CEntityAlive
153 CEntityAlive
154 CWeapon
CWeapon
156 CActor
157 CActor
158 CWeapon
180 CActor

AKTHBanus K0JI0eKOB BBOJa

AprymeHTbI

int<dik>[DIK keys]
int<dik>[DIK keys]
int<dik>[DIK keys]
int<vol>

int<x>, int<y>
game_object*<obj>

game_object*<obj>

game_object*<obj>
game_object*<obj>
game_object*<obj>
game_object*<obj>
int<light_on>[0 or 1]
int<level vertex _id>

game_object*<obj>
game_object*<car>
game_object*<car>

game_object*<car>

game_object*<obj>

game_object*<obj>

game_object*<obj1>

int<mob_type>[0 or 1],
int<side>
int<id from>, int<id to>

game_object*<obj>

int<hit data>,
int<ignore flags>

game object*<who>

game_object*<obj>

int<param>,
int<blend channel>

int<wpn type>[1 or 2]

int<id>

Onucanue

HaxkaTHe KIaBulm (#AKTUBALKS KOJIOEKOB BBOMIA)

OTIyCKaHUe KyaBUIIY (#AKTHBAIMS KOJIOEKOB BBOLA)

yAep:KUBaHUe KIaBUIIK (#AKTUBAIMS KOIGEKOB BBOLA)

IBUKEHME MBIIHK (#AKTHBALUS KOJIOEKOB BBOJA)

BpalljeHue Koyieca MHIH (# AKTHBaILKs KOJIOEKOB BBOA)

XUT 00beKTa aHOManuen

BEIKU/IBIBaHNE IIpEIMeTa depe3 HHTepdeiic HHBeHTaps (KOHTEKCTHOEe MEHIO U
kyaBwuina G)

nepeMelieHre IpefiMeTa Ha Iosc

nepeMelieHre IpefiMeTa B PIOK3aK

nepeMelieHre IpefMeTa B CJIOT

BREI[IEJIEHKE IIpeIMeTa B UHBEHTape

TepeKIIIoYeHre aKTUBHOCTY (pOHApUKa

BEI30B IIOCTIe BEI30Ba MeTofa set dest level vertex id

co3nanue obvekta CUICellltem B uHBeHTape (IIONY4YUTh CTATHK B 9TOT MOMEHT
MOKHO IIpu nomomyu Ber3osa CUIFrameWindow() :GetTitleStatic())
mocafika B MaIlIuHy

HCIIOJIb30BaHHE MaIlIMHEL (npOBepKy Ha JUCTaHIUIO HeOﬁXOJII/IMO OpraHu30BaTh
BPY4HYIO)

BBIXOJ] U3 MaIlUHbI

BBI30B II0CJI€ COXPAHEHMUS UTPHI

nony4yenue Gokyca o6rektom CUICellltem B uHBEHTape (IOIyYUTh CTATUK B
9TOT MOMEHT MOKHO IIPY ITOMOIIY BEI30Ba
CUIFrameWindow():GetTitleStatic())

moTepst dokyca o6vekToM CUICellltem B uHBEeHTape (MIONY4YUTh CTATHK B 9TOT
MOMEHT MOKHO IIPH TIOMOIIY BBI30Ba
CUIFrameWindow():GetTitleStatic())

CcpaBHeHUe 00bEKTOB AJIS TPYINKUPOBKY B MHBEHTApe (IIOy4YUTh BTOPOH 0OBEKT
MOKHO IIpu oMoy Be3oBa db.actor:get object arg 1(), 3ampeTtuts
TPYNIIMPOBKY AJIA TEKYIIEro CpaBHEHMs IIPU IIOMOIIY BEI30Ba
db.actor:set_object _arg 1(nil))

mosiBleHue xuT-addexrTopa Ha 3kpaHe (mob type: 0 - stalker, 1 - monster)

U3MeHEeHHe OTHOIIEHUH

BBI30B IIepef] IIePBEIM alfieiToM

nepeMellieHHe TPefiMeTa B UHBEHTAPHBIN SIIUK

BBI30B IIepef] IIOJTyYeHHeM XuTa (03BoJIsieT MORU(HUIMPOBATh TapaMeTPhl XUTa
mepeq TeM, KaK OH IIPOU30IIeN], OfHAKO TpeOyeT [OMOIHUTEIbHEIX QYHKINH
A7151 pabOTHI C ITAMSITHIO)

BBI3OB IIepe[ MOJIy4YeHUueM XUuTa (HO3BOH5{eT YCT@aHOBUTH UTHOPHUPOBAHUE XUTa
TIpY IIOMOIITH BhI30Ba set_int_arg0 (1), mo cMEICITy YaCTUYHO OBTOPSIET
¢dyHkIMOHAN KonGeka before hit, omHaKo He TpeOyeT HOMOIHUTENIBHBIX
[ingzieiviiig)

00HOBJIEHNE BUAUMOCTH KOCTEH afiloHOB OPYXKUs (AJIs aKTHBALMU KOJIOeKa
HEOOXOMMO HCII0JIb30BaTh CKPUIITOBYIO 00BSI3KY

activate visibility updates #®yukuuu)

00HOBJIEHNE BUAUMOCTH KOCTEH afil0HOB Xyfia OPYKHUs (I aKTUBALIUK
Koj6eKa HeoOX0AUMO UCIIOIb30BaTh CKPUITOBYIO 00BSA3KY

activate visibility updates #®ynxuuu)

BBI30B IIepef HCI0Ib30BaHUEM IIPEeAMEeTa

3aBepllieHre MPOUTPEIBaHUA aHUMAalUX Xyla Yepe3 MeTon

play hud animation (mns aktuBanuu KonGeka, a Takxke OJisl Iepefadu
TapaMeTpoB KCIONIb3yI0TCa MeTonbl set use hud _animation callback,
set hud animation callback param, set hud animation channel)
cMeHa annoHoB opyxus (1 - CWeaponMagazined, 2 -
CWeaponMagazinedWGrenade)

BHIOOp KOHTaKTa BO BKafgke KITK "KoHTaKTH"

I akTUBaIMK KOJIOEKOB KJTaBUATYpPhl X MBIIIM HEOOXOAMMO BEI3BATh I'100anbHYI0 QYHKINIO
set extensions flags u nepenaTh B Hee ¢aru Konbekos (1 - key press, 2 - key release, 4 -
key hold, 8 - mouse wheel, 16 - mouse move). 3To HyKHO cHejlaTh Ha COOLITHY net_spawn, a B
net_destroy oOHyUThL paHee YyCTaHOBJIEHHbIE (Iari.

[function actor binder:net spawn(data)

| return true

|end

function actor binder:net destroy()

set extensions flags(0)
object binder.net destroy(self)

| set extensions flags(31) -- akTuBupyeT BCe naTb KO/IOEKOB
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HomoHUTEe/IbHAasA HHPpOPMaLHus
ITogpcBeTKa TeKcTa B KOHCOJIH

B cBs3u ¢ mobaBneHreM GYHKLIKY BHIBOJA IPOM3BOJILHOTO TEKCTA B JIOT, CTajla AOCTYIIHA
BO3MOXKHOCTbH BBIIENISITh 3TOT TEKCT PA3/TMYHEIMU IIBETAMH.

IIser Cnoen-cumBoi nsera Kog nBera B popmare RGBA
3enenpln  "-" (0, 255, 0, 255)
KpacHzniii (255, 0, 0, 255)
Kentoii (255, 255, 0, 255)
Ceprin ok (128, 128, 128, 255)
Bupro30Beiii "#" (0, 222, 205, 145)

n n
~

IIpuMep HCIOIB30BAHUSA

[Llogl("# Hello world!") -- TekcTt bypeTr oTobpaxarbcs OUPI30BLIM LiBETOM

[Tocrne cnen-cuMBoOJIa IBeTa 00513aTeIbHO [OIKEH OBITh X0Ts ObI OmuH Ipo0es1, nHade CTPoKa OymeT
BbIBeleHa 00pe3aHHOM.

O0mue peKoMeHIaluu

[Tpu “CTIOMH30BAHUY MTPABOK ABUKKA U3 3TOT'0 TPOEKTA, PEKOMEHYETCS PACIIUPUTL HEKOTOPEIE
TAOIUITEl HOBEIMU 3HQUEHUSIMU, HallpuMep TabIuIbl C uAeHTU(GHUKATOPAMU KOIOEKOB,
UIeHTU(PUKATOPAMHU KJIaBUII U T.II. Kpome TOT0, HUXKe MpUBEIeHH HEKOTOPhIe PYHKINU, KOTOPEIE
IPEACTABISAIOT U3 Ce0sT CKPUIITOBYIO 00BSI3KY IJIST Pa3PO3HEHHKIX [IBUKKOBEIX METO/OB.

Ilepeuncnenus

Kon cnepmyeT oMecTUTh B I'JIaBHBIA MOAYJb _(g.Script.

callback

F——————m— — — — m e — - -
Icallback["on key press"] = 123
|callback["on key release"] = 124
|callback["on_key hold"] = 125
jcallback["on_mouse_wheel"] = 126
callback["on mouse move"] = 127
callback["anomaly hit"] = 128
callback["drop item from inventory"] = 129
callback["on item belt"] = 130
callback["on item ruck"] = 131
Icallback[”onfitemislot“] = 132
Icallback[”selectiinventoryfitem"] = 133
lcallback["switch torch"] = 134
Icallback["set dest lvid"] = 135
Icallback["create cell item"] = 136
Icallback["attach vehicle"] = 137
Jcallback["use vehicle"] = 138
|callback["detach_vehicle"] = 139
callback["after_save"] = 140

|ca11back[”cellfitemffocusfstart"] = 141

1
Icallback[“cellfitemjocusfend”] 142



lcallback["group cell item"] = 143
Icallback["hit _effector"] = 144

Icallback["set goodwill"] = 145
Icallback["before update"] = 150
Jcallback["drop item in box"] = 151
|callback["before_hit"] = 152
jcallback["npc_hit"] = 153
|ca11back[“updateiaddonsivisibility"] = 154
callback["update hud addons visibility"] = 155
Icallback[”before_use_item“] = 156
callback["hud animation end"] = 157
:callback[“initiaddons“] - 158
|

callback["select pda contact"] = 180

IDIK keys["MOUSE 4"
DIK keys["MOUSE 5"
PDIK keys["MOUSE 6"
DIK keys["MOUSE 7"
DIK keys["MOUSE 8"

— e
|
w
B
N

lkey bindings["kSPRINT TOGGLE"] = 8

lkey bindings["KENGINE"] = 15
|key_bindings["KARTEFACT"] = 30

jkey bindings["kwPN FIREMODE PREV"] = 38
|key7bindings[”kWPNiFIREMODEiNEXT"] = 39
Ikeyibindings[”kPAUSE"] = 40
key bindings["kCHAT TEAM"] =
key bindings["KACTIVE JOBS"]
ley bindings["kMAP"] = 54
lkey bindings["KCONTACTS"] =
lkey bindings["kVOTE BEGIN"]
lkey bindings["kVOTE"] = 58
lkey bindings["kVOTEYES"] = 59

lkey bindings["kVOTENO"] = 60

lkey bindings["kSPEECH MENU 0"] = 63
lkey bindings["kSPEECH MENU 1"] = 64
[key bindings["kUSE BANDAGE"] 3
jkey_bindings["kUSE MEDKIT"] = 7
|key_bindings[”kQUICK_SAVE“] =
Ikeyibindings[”kQUICKfLOAD“] =76

45
= 53

55
= 57
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|-- BepTuKanbHOE LEHTPUPOBaHUE TEKCTa
[EVTextAlignment = {

| valTop =0,
| valCenter =1,

I valBottom =2

|-- ¢naru matepmana reometpumn I
1 |



Imt1Flags = {

|(cunosoe none) pns T

| flInjurious 268435456, -- 28 ortbupaet 3p0poBbE
| flShootable 536870912, -- 29  HenpocTpenuBaembii
| flTransparent = 1073741824, -- 30  Henpo3payHblii

I f1SlowDown = 2147483648 -- 31 3amepnseT [gBUXeHue

| flBreakable =1, -- 0 paspyuaembii |
| flBounceable =4, -- 2 BO3MOXHOCTb pukoweta (0 N
lectb, 1 - Her) I
| flSkidmark = 8, -- 3 ocTaBrisieT TopMo3Hot71I
|cren I
| f1Bloodmark = 16, -- 4 octasnser kposb |
I flClimable = 32, -- 5 HeBuaumas necTHuya l
I flPassable = 128, -- 7 npoxoauMbii [s1s |
I¢M3MH€CKMX 0bbeKTOB |
f1lDynamic = 256, -- 8 AOMHaMUYeCKui |

bovexr |
I flLiquid = 512, -- 9 XugkocTb (Bopda) |
I flSuppressShadows = 1024, -- 10  3arnywaeTt TeHu I
I flSuppressWallmarks = 2048, -- 11  3arnywaet OTMETUHbl OT I
lnyne |
| flActorObstacle = 4096, -- 12 npenatctBue |
|

|

|

|

|

|I-- ¢naru TpaccuMpoBku

Irq_target = {

| rqtNone,

rqtObject =1
rqtStatic =2,
rqtShape =4,
rqtObstacle =8,

rqtBoth =3, -- rqtObject + rqtStatic

rqtDyn = 13, -- rqtObject + rqtShape + rqtObstacle

DyHKIUHU

I''To6abHOE MPOCTPAHCTBO HMEH

|-- BO3Bpawaer UM KOCTM 10 ee UHAEKCY
[function _G.get bone name by id(obj, bone id)
| set_int argO(bone_id)

| return obj:get bone name()

|end

:-- Bo3Bpauwaet true, ecnmn Konbeku BUANMOCTU af[OHOB OPYyXWs aKTUBUPOBaHbI
function _G.get visibility updates activated(wpn)

I return bit and(wpn:get wpn int(nil, 936), 64) ~= 0

lend

|

I-- akTuBMpyeT Konbeku BMAUMOCTYM af[OHOB OPYXMs

lfunction _G.activate visibility updates(wpn, activate)

| local flags = wpn:get wpn_int8(nil, 936)

| local new flags = activate and bit or(flags, 64) or bit and(flags, 191)
| wpn:set wpn int8(936, new flags)



|-- npokpyuyuBaeT urposoe Bpems Brepen Ha 3aAaHHOE KOJIMYEeCTBO MUHYT, YacoB U [HEWN

[function level.change game time(m, h, d)

| level.advance game time((m or 0) * 60000 + (h or 0) * 3600000 + (d or 0) * 86400000)
| set _ignore game state update()

|end

I—— Bo3Bpauaet level vertex id no no3uuymm Ha ypoBHe

function level.vertex id by pos(position)
db.actor:set vector global arg 1l(position)

I return level.vertex id()

lend

|

I-- 3anyckaer s¢pekTop waraHus Kamepsl C 3afaHHbIMY rapameTpamu

Ifunction level.add cam effector3(total time, amplitude, period number, power)
| level.set_ce time(total time)

| level.set ce amplitude(amplitude)

| level.set ce period number(period number)

| level.set ce power(power)

I level.add ce()

|

Ifunction relation_registry.get goodwill(who_id, to_whom_id)

| return GetGoodwill(who id, to whom id)

|lend

| . . .

|funct10n relation_registry.set goodwill(who id, to whom id, goodwill)

I return db.actor:set goodwill ex(who id, to whom id, goodwill)

Iend

Ifunction relation_registry.change goodwill(who id, to whom id, goodwill change)
I return db.actor:change_goodwill ex(who_id, to _whom id, goodwill_change)

ray pick
®naru TpaccupoBKYU #r(q target

|-- ycTaHaBnmBaeT 6a30Bble napamMeTpsl TPacCUPOBKMU |

[function ray_pick.init(pos, dir, range, flags, obj) I

| ray pick.set position(pos) I

| ray pick.set direction(dir) I

I ray pick.set range(range) I

| ray pick.set flags(flags) |

| ray pick.set ignore object(obj) |

Iend |

|

I-- yCTaHaB/InBaeT CTapTOBYKW TO4YKY TPaCCUPOBKU |

lfunction ray_pick.set position(pos) |

I db.actor:set vector global arg 2(pos) |

lend |

|

|-- ycTaHaBniuMBaeT HanpaBieHWEe TPacCUPOBKU :
[function ray_pick.set direction(dir)

| db.actor:set vector global arg 1(dir) I

jend I

|

|

|

|

|

|

|

|- YCTaHasiMBaeT AuanasoH TpaccupoBku

Ifunction ray_pick.set range(range)
set float args 12(range, 0)

Iend

|

|

-- ycraHasnuBaeT ¢naru Tpaccuposku (rq target)



lfunction ray pick.set flags(flags)

| set_int _argl(flags)

lend

|

|-- ycTaHaB/iuMBaeT UrHOPUPYEMbIA UrPOBOK OOLEKT [/ TPacCUPOBKU
function ray_pick.set_ignore_object(obj)

| db.actor:set object arg 1(obj)

|end

-- BbINOJIHSET 3anpoc Ha TPacCcupoBKy W Bo3BpawaeT true, ecnum oHa bbina ycnewHa
function ray_pick.check()

return level.perform ray pick query()
end

l-- eciu tpaccuposka 6hina ycnewHna, Bo3BpawaeT AUCTaHUMi0 [O TOYKM, MHaye BO3BpalaeT paHee 3afaHHblii AMana3oH
Irpaccuposku

Ifunction ray_pick.get distance()

| return level.get ray pick dist()

lend

|

|- ec/m Tpaccuposka bbina ycnewHa, Bo3Bpawaer UrpoBON 06bLEKT

|function ray_pick.get object()

I return level.get ray pick obj()

Iend

I-- ec/in J1y4 nepecek MI'pOBOﬁ 0bbekT, TO BO3Bpauaetr HOMep KOCThn, HHaye BO3BpauaeT HOMEP MOJINrOHa

cTaTU4YeCcKos reometTpumu (npu HeypadyHo#u TpaccupoBke Bo3Bpawaetr -1)
lfunction ray_pick.get element()
return level.get ray pick element()

Astop: RayTwitty (aka Shadows)

Hcrounuk — «https://xray-engine.org/index.php?title=X-Ray extensions&oldid=1185»

Karteropus:

IIBUKOK

- Crpanulia u3MeHneHa 2 asrycta 2023 B 04:30.

« K aroit crpanutie obparmianuck 110 945 pas.

» Copepxumoe poctynHo mo nuueH3uu GNU Free Documentation License 1.3 unu Gonee mo3pHsSS
(ecnu He yKa3aHO UHOe).

GNU FDL

- FREE DOiC
LICEMSE

- [{%]] Mediawi
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