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Beenenue
JlaHHBI# TOKYMEHT COJCPIKUT PYKOBOJCTBO U CIIPABOYHBIC CBEACHHS [0 PEAAKTOPY KapT IS
urpel «Heroes of Might and Magic 5».

PykxoBOACTBO COCTOUT M3 TPEX OCHOBHBIX YACTEM:

Yacts nepBas — «OcHOBBI paboThI B peakrope urpsl HoMM5»
Yactb Bropas — «IIpakTnyeckoe pyKoBOACTBO MO PEIAKTOPY»
YacTe TpeThsi — NPUIIOKEHHUE, BKITIOYAOIEE B €051 HECKOJIBKO CIIPABOYHBIX MaTEPHAIIOB.

Ipenynpexaenue

PykoBojicTBO, KOTOpOE BBI uNTacTe, He onuchiBaeT 100% (yHKIIMOHATHLHOCTH peIaKTopa KapT
nuist urpsl «Heroes of Might and Magic 5». B ocHOBHOM 3T0 CBSI3aHO € T€M, UTO PEAAKTOP KapT
SIBIISICTCS BHYTPEHHUM MHCTpyMeHTOM Komnanuu Nival Interactive n n3HadanbpHO MpeIHa3HAYCH
JUTS IPOU3BOJICTBA BCero Iukia padbot no urpe «Heroes of Might and Magic 5».

Bce KOMaHbl U UHCTPYMCHTDBI, 3HAHNC U UCITIOJIb30BAHUC KOTOPBIX H606XOI[I/IMO IIpU CO3AaHNHN
KapT 1 MI/ICCI/Iﬁ, MOJIHOCTBIO OIMMCAHbI B TJAHHOM PYKOBOJCTBC.

Ecnu BBl XOTHTE y3HATh O TOM, KaK CIeNIaTh HEYTO OOJIbIIee, YeM KapThl U OT/ACIbHBIC MUCCHH
muist urpsl «Heroes of Might and Magic 5», uiu roToBsl OmpoO0BaTh CHIIBI B CO3TAHUU
Mo auduKanmii — moceTute opunmansabie caiT u popym urpel «Heroes of Might and Magic 5».

Crcox Beex caitoB u popymoB urpsl «Heroes of Might and Magic 5» u monoHUTETRHAS
KOHTaKTHasi HH(popMaIs HaXOsTCs K KOHIIE JAHHOTO PYKOBOJICTBA U B PYKOBOJICTBE K UTPE
«Heroes of Might and Magic 5».

ABTOpCcKHe IPaBa U WpUAnYecKass HHpopmanus

Penaxrop xapr « HOMMS5» © 2005 Nival Interactive. Bce npasa sammmensl. «Heroes of Might and Magic»
SIBJISIETCSI TOBapHBIM 3HaKOM Kommanuu Nival Interactive.

YnoMuHaeMbIe B HACTOSINEH TOKYMEHTAMU ToBapHbIe 3Haku Microsoft, Windows, Windows 98, Windows NT,
Windows 2000, Windows XP, Excel, Excel 97, Excel 2000, Excel 2002, UDA, OLE DB u ODBC sBusrorcst
3aperucTpUpOBaHHBIMU TOBapHbIMU 3Hakamu Microsoft Corporation B CIIIA w/unu apyrux crpaHax.

Adobe / Adobe Photoshop u nororunsr Adobe n Adobe Photoshop siBisitoTcst ToBapHBIME 3HaKaMH KOMIIAHUH
Adobe System Incorporated.

Bce ocranpHBIC yITOMHHAEMBIE TOBApHBIC 3HAKH SIBIITIOTCS 3aKOHHOW COOCTBEHHOCTBIO MIX COOTBETCTBYIOIINX
BJIQJIEIIBIIEB.

COJIEPYKAHUE



2.1. O0uue cBeneHust

PenakTop kapT nmpenHa3zHayeH I CO3/IaHUs U peAaKTupoBaHus kKapT urpsl «Heroes of Might
and Magic 5». I[Ipu nomomu penaktopa kapt urpsl «Heroes of Might and Magic 5» Henb3s
OTKPBIBATh M PEIAKTUPOBATh KAPTHI OT IPYTHX HTP.

Kaxxnas kapra ms urpel «Heroes of Might and Magic 5» nipeacrasisieT co6oit Habop ¢aiinos,
XpaHAIIUXCA B YIIAKOBAaHHOM BHJIE B (aiiie, UMEIOIIEM TO K€ UMsl, KOTOpoe ObLIO 3aJJaHO MPU
co3maHuu KapThl. Bee daiinsl ¢ kapramu u muccusimu it urpsbl «Heroes of Might and Magic 5»
UMeEIOT pacupenne HSM

YToOBI KapThI B PEIAKTOPE MOTIIA OTOOPAXKATHCS M 3arPYIKAThCS I PEAaKTUPOBAHUS, (Baiii ¢
KapTol (MHUccHeil) nomkeH iexkath B < Heroes of Might and Magic 5 _Main Directory>\Maps)\.

2.2. PaboTa ¢ pe1akTopoM KapT
B penaktope «Heroes of Might and Magic 5» ecTh HECKOIBKO ClIOCOO0OB PabOTHI C TAHHBIMH U
o0BeKTaMu:

C MIOMOUIbIO OCHOBHBIX MEHIO

C IIOMOIIBIO NaHENeH ObICTPOro AOCTyIa
C MIOMOUIbIO KOHTEKCTHBIX MEHIO

C TIOMOUIBIO CBOMCTB 00BEKTA UM KAPTHI
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OTtnenpHBIE KOMaH/IbI TIOSIBIISTFOTCSI TOJIBKO B HEKOTOPBIX peKUMaX paboThl pelakTopa,

Harpumep npu padore ¢ manamadToM, o0bEKTaMH Ha KapTe, Mpu paboTe B CBOMCTBaX 00BEKTOB
WJIN KapThl U T.A.

ITomumo 3TOTO CYHICCTBYIOT CIIIC HECKOJILKO I/IH(I)OpMaI_[I/IOHHBIX OKOH U OTACJIbHAasA IIaHCIIb
uHcTpyMmeHTOB (Tools), BKitouaromas B ce0s KITFOUEBbIE HHCTPYMEHTHI JIJIs1 PaOOTHI ¢ KapTOH U
o0BeKTaMHU.

2.3. Uurepdeiic pegakropa
HNurepdeiic penaktopa kapt ansa urpsl «Heroes of Might and Magic 5» cocTouT U3 crneayomux
3JIEMEHTOB!
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1. Paznuunvie menro
B HeckoIbKUX MEHIO COAEpKATCS BCE OCHOBHBIE KOMAH/IbI, HEOOXOIUMBIE ISt paObOTHI C

pEeIaKTOPOM KapT.

2. Ilanenu 6vicmpozo oocmyna

[Tanenu OblcTpOro f1ocTyna cojaepkar 3HaUKH KOMaH/1, AyOIupyoIue KOMaH/1bl OCHOBHBIX
MEHIO.

Bb1 MOXxeTe BBIBOIUTH MJIM CKPBIBATH MAHEIH OBICTPOTO JOCTYIIA, UCHOJIb3YsI HACTPOUKH MEHIO
«Viewn.

3. Selection Property Window
DTO OKHO TMOKa3bIBAECT CBOIMCTBA BBIJCICHHOTO 00BbEKTa WU TeKyIeH kapThl. Kak mpaBuio, 3To
CBOICTBA KapThl U CBOHCTBA OOHEKTOB.

4. Ilanenvs munu-xapmol
OxkHo, copepxaiiee MUHH-KapTy. CXxeMaTH4eCKH MOKa3bIBaeT 0COOCHHOCTH JaHAmagdTa

PEaaKTHUPYEMOU KapTBhl.

5. Ilanenv uncmpymenmos

OKHO ¢ OCHOBHBIMHM MHCTPYMEHTAMH, HCII0JIb3YEMbIMH NP CO3aHUU U HACTPOUKE KapT.
Conepxut B cede HHCTpYMEHTHI «Objects» (Bce 00BEKThI, KOTOPHIE MOKHO pa3MECTHUTh Ha
kapre), «Tiles» (MHCTpyMeHTHI A1 MoAU(ULIMpPOBaHUS JaHIIadTa U OKPACKU €ro TailaMu
pa3ubix TUNIOB), «Fills» (MHCTpYMEHT aBTOMAaTHYECKOH 3aJIMBKU BBIJICIIEHHBIX 00JacTeit),



«Regions» (Ha3HaueHNE CHEIMATIBHBIX PETHOHOB, UCTIOB3YEMBIX B CKpHITe) U «Masks»
(MHCTPYMEHT KOPPEKTUPOBKH MPOXOAUMOCTH).

6. Object List Panel — oxHo, coueTaroliee B ce6e BO3MOXKHOCTH ITOUCKA U COPTUPOBKU
00bekToB. 1o yMonuaHuIo moka3bIBaeT a0COIOTHO BCE OOBEKTHI Ha KapTe.

7. Hugpopmauusn o evioenennom oo6vekme (MMsi, KOOPIUHATHI U T.I1.)

8. Unchopmayua o maiinax (MMsi, KOOPIUHATHI U T.I1.), HA KOTOPBIE HABEJIEH KYPCOP MBIIIH.

2.4. KomaHabl pegakTopa KapTt
[Tpexxne uem HauaTh paboTy ¢ pegaktopom kapT «Heroes of Might and Magic 5», Heob6xonumo
03HAKOMUTHCS C OCHOBHBIMH KOMaHJIaMH U HHCTPYMEHTaMHU.

2.4.1. Komanabsl meHio File

New — co3natb HOBY1O KapTy «Heroes of Might and Magic 5»

Open— otkpeITh Kapty «Heroes of Might and Magic 5»

Save — cOXpaHHUTH BCE TaHHBIC (KapTy, CBOMCTBA OOBEKTOB U T.I1.).

Save As — coXpaHUTh BCE AaHHBIE (KapTy, CBOWCTBA OOBEKTOB U T.II.) IO APYTUM UMEHEM
(pexoMeHayeTC s NCII0Ib30BATh JIJIsl PE3EPBHOTO COXPAHEHUS KapThl).

Close — 3akpbITh TEKYIYIO KapTy (€cii Ha KapTe eCTh HECOXPaHEHHbIE U3MEHEHUS, TOSIBUTCS
JIMAJIOT C MIPEUI0KEHUEM COXPAHUTbh U3MEHEHMS).

Reload — niepe3arpy3uTh TEKyIIyto KapTy. Mcnons3yerces 11t 0OHOBJIEHUS KapThl B HEKOTOPHIX
cllydasix, HalpuMep TocJie Ucroyb30BaHus nuacTpymenta Fills u T.1.

Recent Maps — criucok CChIJIOK Ha paHee CO3AaHHbIe/pelakTUPOBaHHbIE KapTHI.

Exit — BbIX0]] U3 pelakTopa (eciIy Ha KapTe eCTh HECOXPaHEHHbIE U3MEHEHUsI, TOSIBUTCS AUAJIOT
C TIPEUI0KEHUEM COXPaHUTh U3MEHEHHUS).

2.4.2. Komanasl Mmeno Edit

Cut — BBIpe3aTh (3aIIOMHUTH U YJIaJTUTh) O0BEKT/3HAYCHUE.
Copy — cxonmupoBaTh 0ObEKT/3HAUCHHUE.

Paste — BCTaBUTH CKOTIMPOBAHHBIN 00BEKT/3HAUCHHE.
Delete — ynanuth 00BbEKT/ 3HAUCHHUE.

Select All — BrIenUTH Bce 0OOBEKTHI HA KapTe.
Select Similar — BrI1eTUTH Bce 0OBEKTHI HA KapTe, HACHTUYHBIC YKE BBIICICHHOMY.

Rotate Object — pa3BepHYyTh BbIIEIEHHBIN 00BEKT Ha 90 rpamaycos.

Mirror Objects Horizontally — 3epkanbHO 0TOOpPA3UTh BBIICTICHHYIO TPYIITy 00BEKTOB (TI0
TOPU30HTAJIN).

Mirror Objects Vertically — 3epxanbHO 0TOOPa3UTh BBIICICHHYIO TPYIIY 00BEKTOB (110
BEPTHUKAIIHN).

Level Terrain Under Object — BbIPOBHATH IOBEPXHOCTh KapThl MOJ] BbIIEIEHHBIM O0OBEKTOM.

Object Properties — moKa3aTh CBOWCTBA BBIZCICHHOTO 00beKTa B OkHE Selection Property
Window.

Object Properties Tree — niepesectu Selection Property Window B pexum oToOpakeHHS
CBOMCTB OOBEKTOB.



2.4.4. Komanasl MmeHI0 View

Map Properties — noka3atb CBOMcTBa TeKyllei kapTol B okHe Selection Property Window

Map Properties Tree — niepeBectu Selection Property Window B pexxum 0ToOpakeHHsI CBOHCTB
KapTBhl.

Show Terrain — OTKpPBITh HaJI36MHBIN YPOBEHb KapThl
Show Underground — OTKpBITh IOJI36MHBIN YPOBEHb KapThl

Object Filter — OTKpBITh OKHO HACTPOEK (QHIBTPOB.

Show Grid — nokasbiBaTh ceTKy. Kaxxnas siueiika paBHa oqHoMy Taitny (1 tile).

Show Wireframe — cxpbITb TEKCTYPbl 0OBEKTOB.

Show AI Geometry — 1oka3bpIBaTh I'PAHUIIBI KJIFOUEBBIX OOBEKTOB TAK, KAK UX «BUAUT
ucKyccTBeHHbIN uHTeuekT (MN).

Tax xkax y 06vekmos 6 uepe crodxcnas 2ceomempust, MU pacnoznaem ux ne no ux cobcmeennou
gopme, a no popme, cozoanHou cneyuanvro o MH.

Show AI Passability — noka3biBaTh yacTy JaHAmadTa, HEIPOXOIUMBIE JUISI TEPOEB.

Tools toolbar — noxazaTh/cipsTaTh NaHEIb HHCTPYMEHTOB Tools.
View Toolbar — nioka3ath/cipATaTh aHEIIb HHCTPYMEHTOB View.

Tools Panel — oTKpbITH/3aKpbITh TaHeNb Tools.
Minimap Panel — OTKpBITH/3aKpBITH TTAHETh MUHU-KAPTHI.
Object List Panel — nioxa3atb/cripstaTh maHeab HHCTpYMEeHTOB Object List.

2.4.6. Komanasl menio Tools
Find Object — HaiiTn 0OOBEKT Ha KapTe

Center Camera — yCTaHaBIUBACT KapTy HAJI IEHTPOM BBIJICIICHHOTO O0BEKTA

Reset Camera — ycTaHOBUTH KaMepy (YToJl, BBICOTY U OPHEHTAIIMIO) B TIOJIOKEHHUE TIO
YMOTYAHHIO.

Top Camera — yctaHaBnuBaeT kapty B Top Down View.

Camera Limits — orpaHU4HMBaET MEPEMEIICHNS KaMepPhl TaK e, Kak U B UTpe.

Check Map — tipoBepsieT KapTy Ha COOTBETCTBUE KPUTEPHUSIM PabOTOCIIOCOOHOCTH.
Make Screenshot — coxpaHsieT CHUMOK 3KpaHa B BRICOKOM pa3peiieHuu B nanke < Heroes of
Might and Magic 5_\ScreenshotsHQ\

Set Grid Color — HacTpauBaeT LIBET CETKHU.

NHcTpyMeHThbI
OCHOBHBIE HHCTPYMCHTBI, HeO6XOI[I/IMBI€ IIpU CO3AaHUH KapPT U MI/ICCHﬁ, HaxoOsdaTCA Ha MaHCIN
UHCTPYMEHTOB.

Ecnu nocne 3anmycka pegakTopa KapT Bbl HE MOXKETE HAlTH MaHEeIb HHCTPYMEHTOB,
HonpoOyiTe BKIIOYUTD €€ ¢ OMOILBIO MEHIO View WK C TOMOIIbIO KHOIIKM Ha aHEIH
OBICTPOrO AOCTYTIA.

[TaHens MHCTPYMEHTOB BKJIFOUAET B C€0SI HECKOIBKO 3aKIJIZI0K, HA KOTOPBIX CIPYIITUPOBAHBI
UHCTPYMEHTBI.

-6-



Objects

WHCTpyMEHT, MO3BOJISIONINI pa3MenIaTh Ha KapTe pa3IndHble 0OBEKTHI, KaKk ()OPMUPYIOIINE
gameplay (ropona, repou, apredakTsl U T.I1.), TAK 1 MOJUPHUIMPYIOUIHE JTaHIA(T KapThI
(Topsl, 1epeBbs U T.1.).

O0beKThI: pa3MeleHne, nepeMeieHne, NOBOpPoT, CBOMCTBA

Bce onepaunu ¢ o0bekTaMy BO3MOXKHBI TOJABKO TOr1a, KOIIA vV Bac OTKpbITa 3akianka Objects B
penakrope!

YT00bI BHICTABUTH KAKOH-TH00 00BEKT HA KAPTY:

Objects [Tilez | Fill: | Regions nrlasks]

1. ITepeitnute Ha 3aknanky Objects

Plaver:  |Plaver MOMNE j

, PlayerMoME

Fiker:  fRlayer 1
Plaver 2

Plaver 3
“F‘Ia‘;xer 4
Plawer 5

2. BeiOepure cTOpoHy (MTpOKa), KOTOpOMY OyAeT MpUHAIekKaTh OOBEKT. BBl Tak xe
MOXETE CeTaTh 3TO MO3XKe, B CBOMCTBaX 00bEKTa (715 TeX OOBEKTOB, I/Ie 3TO MPETYCMOTPEHO).

Filker: . All-Terrain objects j
Environment ====
. Dirt objects

. Grass ohjects
. Lava objects
. 5and objects

. Suhberra nhirrks

3. B BhInagaromiemM MeHIO BHIOEpUTE TUI OOBEKTOB

“1 Bircho4
S e

Birch03

4. 11 HemocpeICTBEHHO HY KHBIM BaM 00BEKT



5. Kypcop npeBpaTuTcsi B KOHTYp pa3MeniaeMoro o0beKTa, OKpaIlieHHbIH B KPACHBIN
LIBET.

6.BriOepuTe HY)KHOE MECTO JIJIsl pa3MEIEHUS U MIETKHUTE TPaBOl KHOMTKON MBIIIIH
(ITKM).

Pa3MenieHne MoCTOB

B HoMMS cymiectByeT 0coObIil BUJT 00bEKTOB — MOCTBI. ITH 00BEKThl — COCTABHBIE, T.C.
«cOOHMpArOTCs» N3 HECKOJIBKUX YacTeH.

1. B criuckax 00bEKTOB MOKHO HAHTH HECKOJIBKO PA3HOBUIHOCTEH YacTeH MOCTOB.

2. TUnMUYHBINA MOCT COCTOUT U3 ABYX OTIOP U CEPEIUHBI.

3. Pa3mecTuTe B Hy’)KHOM MECTE Ha KapTe 0OBEKThI, N3 KOTOPBIX Y Bac OyJEeT COCTaBJICH
MOCT.

Buumanue! PasBopaunBarh OT/ICILHBIN 00BEKT WJIN Irpynmny O6’B€KTOB, N3 KOTOPbIX COCTOUT
MOCT, Ha IPOM3BOJILHEINA YIOJ, HSJIOIYCTUMO!

4. ITocne ycTaHOBKM MOCTa IOJCTPONTE JaHAIA(T TaK, YTOOBI OMOPBI MOCTa HE BUCETTH
B BO3JyX€ U T.II.



YTo0bI NEepeIBUHYTH yKe pa3MellleHHbIN 00beKT:
1. Bwigenute HYKHBIN 00BEKT, mEeNKHYB 110 Hemy [TIKM (Tak, 4T00BI OH OKa3amucs
BBIJICJICHHBIM KPAaCHBIM L[BETOM).

2. VYnepxusas [IKM, nepemecture Kypcop B Hy>KHOE MECTO.
3. Ornycrute [IKM, 4yTOOBI YCTaHOBUTH OOBEKT HA HOBOM MECTE.
Omnepauuu ¢ rpynnamMu o0beKT0B
B penakrope HOMMS HekoTOpbIe IeCTBHSI MOXKHO COBEPIIATH C TPYIIaMH OOBEKTOB.

Hanpumep, yansate, KonupoBaTs, IEpeMeNIaTh, TOBOPAYMBATh U T.II.

J111st TOrO 94TOOBI BBIJICIUTH TPYIILY OOBEKTOB!

Brigenure HYXHBIC OOBEKTEHI C MMOMOIIBIO PaMKH, paCTAHYB ec BOKpYT npeﬂnonaraeMoﬁ IpyHIibI.

Y100bI IOBEPHYTH 00BEKT BOKPYT CBOE OCH:
Cnoco6 1 — nosopom o6vexkma na 90 zpadycos.

1. Boigenute Hy>XHBIN 00bEKT, meNKHYB 10 Hemy [TKM (Tak, 4TOOBI OH OKa3ajics
BBIJICJIEHHBIM KPACHBIM I[BETOM).

2. Haxwmure knaBumry [R] Ha k1aBuatype — 0OBEKT MMOBEPHETCS BOKPYT CBOei ocu Ha 90
rpaaycos. [loBropute onepanuio HE0OX0AUMOE KOJIUYECTBO pa3.

Crioco0 2 — nosopom o6vekma Ha RPOU3BONbHBLIL Y201,

1. Boigenute Hy>XHBIN 00BEKT, meNKHYB 10 Hemy [TKM (Tak, 4TOOBI OH OKa3ajucs
BBIJICJIEHHBIM KPACHBIM I[BETOM).



2. VYnepxwusas knasuiny [Ctrl] Ha k1aBuatype, HaXMuTe U ynepxusaiire [IKM.
[lepemecTuTe KypCcop MBbIIIH.

OBPATUTE BHUMAHHE: cnocod 2 HEAOITYCTHUM njisi MHOTOTAHJIOBbIX 00LEKTOB.

B urpe cymectByer aBa Busia 00bEKTOB, MOAPA3ACISIEMBIC 110 KOJTUYECTBY TalJIOB, KOTOPHIE OHU
3aHUMaFOT.

A 3TO — MHOTOTAJIOBBII OOBEKT.

9T0 pasacICHUEC BAXKHO U1 HAC IIpU BBI60p€ crocoba ImoBOpOTa 00BEeKTA.
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Y100BI H3MEHHUTH CBOMCTBA 00LEKTA:

BonsmmHacTBO 00BeKTOB B HOMMS5 UMEIT KOHTEKCTHBIE CBOMCTBA.

YtoOb! BBI3BATh CBOMCTBA 00BEKTA, BBIICIUTE HYKHBIN 00BEKT, IIeNkHyB 1Mo Hemy [1IKM (Tak,
4yTOOBI OH OKa3aJICs BBIICIIEHHBIM KPACHBIM I[BETOM) 1 HaXkMuTe Kiasuiry [Space] (IIpoben) Ha

KJIaBHATYype.

B nosiBuBIIEMCSI MEHIO BBI MOXKETE MEHSITH M HACTPANBaTh HYXHbIE TapaMeTpbl. [1o okoHuaHUN
HACTPOUKHU 00BbeKkTa — HaxkMuTe KHOMKY OK.

Ecnu npu naxkatuu kinasumm Space ([Ipo0en) y 00bekTa He MOSBHUIOCH MEHIO CBOMCTB, 3HAYUT
TaHHBIA O0BEKT HE MPEeAyCMaTPUBAET U3MEHEHUE U HACTPOUKY KaKHX-JTHOO0 MapaMeTpOB.

Tiles

Chjects  Tiles lFiIIs Fegions | hazks l
Draw Tool Size
xl w3 x5 | T | Reck |

plakto § raise | water
zero | lower || ramp
Terra skin
|. Congquesk j
I .3

prnna HHCTPYMCHTOB I10 USMCHCHUIO U HaCTpOP’IKC naHz(ma(bTa. ITo3BomseT C0O31aBaThb BbICOTHI
W HU3WHbI, BOOHLIC IPCTpaabl pa3HOTO THIIA, MCHATH THII U paCKpalllBaTb TaUIIBI IMOBCPXHOCTH.

Terraforming

Cocrout u3 crieayonmx 0J0KOB:
e HacTpoiika pa3mepa paboueii oomactu (Draw Tools Size),
e BBEIOOp MeTona Bo3nelicTBus Ha aHamadt (Terraforming),
e BbHIOOp THIIA U LIBETA TANIIOB /JIs1 HAHECEHUs Ha MOBepXHOCTh KapThl (Terra Skin)
® ¥ JONOJHUTEIBbHBIX MTapaMEeTPOB, MEHSIOIINX XapaKTePUCTUKN KOHKPETHOTO
UHCTPYMEHTA WK paboueii obiacTu.

Draw Tools Size
Br160p paboueii obmactu 1y1st KHCTpyMeHTa. MoKeT ObITh THO0 KOHKPETHOTO pa3mepa, JTubo

POU3BOJILHON (OPMBI.

[Ipu 5TOM 1 3a7aHHbBIe pa3Mephl U TPOU3BOJIBHBIN BEIOOpP paboueil 001acTu MpUBsS3aHbI K
KOJINYECTBY TAIJIOB.

Terraforming tools
Paznen nHCTpYMEHTOB 7151 pabOTHI C JaHIIA(GTOM.
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Bulk — npu Bo3aelicTBiM JaHHBIM HHCTPYMEHTOM Ha KapTy 00JIacTh KapThl,
COOTBETCTBYIOIIAS pa3Mepy BBIOPAHHON KUCTOYKH, IUIABHO MIPUIIOJHUMACTCSL.

Dig — npu Bo3aelicTBUM NaHHBIM MHCTPYMEHTOM Ha KapTy 00J1acTh KapThl,
COOTBETCTBYIOIIAs pa3Mepy BHIOPAHHOIN KMCTOUKH, TJIABHO OITyCKAaeTCsl.

Rnd — npu Bo3zeiicTBuM aHHBIM HHCTPYMEHTOM Ha KapTy 00JIACTh KapThl,
COOTBETCTBYIOIIAs pa3Mepy BbIOPAaHHON KUCTOUKH, CIIydyalfHBIM 00pa3oM MPUIIOAHUMAETCS U
OIlyCKaeTcsl B HEOOJIBIIOM UAMa30He.

Smth — npu Bo3aelicTBUY TaHHBIM HHCTPYMEHTOM Ha KapTy 00JacTh KapThl,
COOTBETCTBYIOIIIAS pa3Mepy BEIOpaHHOW KUCTOUKH, CriiaxuBaeTcs. Eciu B 00pabaTeiBaeMoit
o0JacTu ecTh pe3Kue mepenaabl BEICOT, OHU OyAyT CriaakeHbl. UeM nomblie BO3IeHCTBIE
JAaHHBIM UHCTPYMEHTOM Ha 00JIaCTh KapThl, TEM CHIIBHEE CTIIAXKUBAHUE BBICOT.

Plato — npu Bo3a€elicTBIM JaHHBIM HHCTPYMEHTOM Ha KapTy 00JacTh KapThl,
COOTBETCTBYIOIIAS pa3Mepy BbIOPaHHON KUCTOYKH, PABHOMEPHO MOJHUMACTCS UM OIyCKaeTCs
JI0 BBICOTHI Taiijia, BHIOPAaHHOT'O B KAUE€CTBE CTAPTOBOM TOUKH.

Z.ero — npu BO3JENHCTBUM JAHHBIM HHCTPYMEHTOM Ha KapTy BCE M3MEHEHHS BBICOT,
IPOU3BENICHHBIE paHee, OOHYJIAIOTCS Ha 00JaCTH KapThl, PaBHON pa3Mepy BIOPAHHON KUCTOYKH.

Raise — npu Bo3aelicTBUM JaHHBIM UHCTPYMEHTOM Ha KapTy 00J1aCTh KapThl,
COOTBETCTBYIOIIAs pa3Mepy BHIOPaHHOM KUCTOUYKH, PABHOMEPHO MOJHUMAETCS Ha BBICOTY 1

Taﬁ.]'[, MMpHUYICM I'PAaHUBI O6pa6aTLIBaeMOFO Taiina cTaHOBIATCA OCOOBIM TUIIOM MOBCPXHOCTHU ——

Oopwvieom. Qopviebl — HenpoxoanuMblii THI oBepxHOCTH. J[i1st peoonenus QOpvle0e
tpedyercs Ramp.

Lower — npu Bo3neiicTBUY JaHHBIM HHCTPYMEHTOM Ha KapTy 00JacTh KapThl,
COOTBETCTBYIOILAs pa3Mepy BbIOpaHHON KHCTOUKH, PABHOMEPHO OIyCKaeTCs Ha BBICOTY | Tai.
Ecin naHHbI MHCTPYMEHT BO3JEHCTBYET Ha TaljIbl, HAXOASIINECS HA HYJIEBOU BBICOTE,

WHCTPYMEHT MIPOU3BOIUT BO3JICHCTBHIE, HieHTHYHOE HHCTpyMenty Water.

Water — npu Bo3/ieiiCcTBIM JaHHBIM HHCTPYMEHTOM Ha KapTy 06JIacTh KapThl,
COOTBETCTBYIOIAs pa3Mepy BbIOpaHHON KHCTOUKH, PABHOMEPHO OITyCKAeTCsl Ha BBICOTY | Taiin,
pu 3TOM 00pabaThiBaeMble TaliIbl IPEBPALIAIOTCS B BOJHYIO TOBEPXHOCTb, @ TPAHUIIBI

06pabaThIBaeMOro Taiiia CTaHOBSITCSL 0COOBIM THIIOM TToBepxHOCTH — bepecom. bepeza —

HEMPOXOIUMBbIN THIT oBepxHocTH. s npeononeuus bepezoe tpebyercs Ramp.

Ramp

Ramp — coeuHeHUe CYIIH U BOJIbI, COCTMHEHUE YYACTKOB MMOBEPXHOCTH, Pa3CICHHBIX
00OpBIBaMH.
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HNuctpymenT Ramp ucnosnb3yercs s COeIMHEHNS YYaCTKOB CYIIU U MOpS.

Hanpumep, kak 31ecs.
Wnu nByx pa3HOYpOBHEBBIX yUaCTKOB TOBEPXHOCTH, Pa3ACICHHBIX 0OPbIGOM .

Hanpumep, kak 31ecs.

JlemaeTcs 3To Tak:

1.IToaroraBnrBaeM y4acToOK MOBEPXHOCTEH, KOTOpbIE Oy/1eM COeTUHATh TaK, YTOOBI OblIa
pOBHAas TUHUS KAK MUHUMYM B 3 Tailna.

2. Unem Tiles>Terraforming=Ramp
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3.ITomemmaeM Kypcop Ha CTBIKE IByX y4aCTKOB, KOTOPbIE COOMpPAaEMCs COSIUHSATh PAMOH,
KaK MOKa3aHO Ha PUCYHKE...

4. ...HaxaB u yaepxusas [IKM, coenunsieM «BepXHMIT» y4aCTOK MOBEPXHOCTHU C
CHHKHUM.

5.I1oBTOpsieM HY>KHOE KOJIMYECTBO Pa3.

Pamma rorosa.
OyObme 0cmopodHCHbL ¢ U3MEHeHUueM JaHouagdma 8 palione pamnel nocie eé€ pasmeujeHus —
nobvie oedhopmayuu, maxue xax Bulk unu Dig mozym npusecmu K Heo#CUOAHHbIM

pe3yibmama.

Y nanuth paMIty MOXXHO TOJIbKO UHCTPYMCHTOM Lower.
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Terra Skin
Hcnonp3yercs uisi HAHECEHUS TAalJIOB € Pa3JIMYHOM TEKCTYPOH U XapaKTepUCTUKaMU Ha
MOBEPXHOCTH KapThl. [103BoIIs€T MpygaBaTh MOBEPXHOCTH KapThl BUJI ITy CTBIHU, TOPUCTON

MCCTHOCTH U T.II., 4 TAKKC MMPOKJIIAJAbIBATh PCKHU U IIPOBOJUTHL JOPOTH.

Omnpenenure pazmep pabodeii oobmactu (kucrtouku) B Draw Tools Size, 3aTem BeiOepuTe THIT 1
BUJI HAHOCUMOM TEKCTYPHI B BBIITAAIOIIEM MEHIO.

Taitel Tua Rivers OTHOCSITCS K BOJHBIM ITPETpaiaM.
Taitnel Tuna Roads mMo3BOISIOT MPOBOIUTE AOPOTH, IIPH 3TOM pa3Mep KUCTOUYKU HE BIIHSCT Ha
pa3mep noporu. [lpu nepenBmkeHNH MO JOPOraM repou He MoTydaroT mTpadoB K CKOPOCTH

NEPCABUIKCHUS.

BonbIIMHCTBO THUIIOB TAMJIOB, KPOME JIOPOT, CHIUXKAIOT CKOPOCTh NEPEIBUKEHHS IT€POEB I10
Kapre.

Terra Skin Options

CymeCTByeT HECKOJIBKO JOIIOJIHUTCIIbHBIX HACTPOCK, BIIMAIOIIUX Ha paGOTy C Taijaamu.

IIpu Hanecenuu taiijaoB (kpome Rivers):

Hard — npu HaHeceHuu Ha NOBEPXHOCTh Tailil OyaeT mpopucoBad cpaszy Ha 100 mporeHToB
Soft — npu HaHECceHUH Ha TOBEPXHOCTH TalJl IPOPUCOBLIBAETCS B 3aBUCUMOCTHU OT
JUTNTENILHOCTH BO3JICHICTBHS Ha MOBEPXHOCTh. JTO MO3BOJSET HAHOCUTD Taillbl ¢ 3P pexTom
HOJIYIIPO3PavyHOCTH.

Strength — BiMseT Ha CTeNEeHb MPOPUCOBKHU Taiiia MpH Ka’kJA0M BO3JI€HCTBUU Ha MOBEPXHOCTb.

IIpu Hanecenuu TaijaoB Tuna Rivers

UP — npu HaHeceHuu Taiina tuna Rivers riryOuHa pexu OyneT yMeHbIIAThCS.
DOWN — npu Hanecenuu Taitna tuna Rivers riryouna pexu Oyzaer yBennuusaThes. [Ipu
YBEJIMYEHUH IITyOUHBI JAHHBINA TaiJl CTAHOBUTHCS HETIPOXOIMMBIM.

ERASER — crienuanbHblii MFHCTPYMEHT UCIIONB3Y€EMBIHN 115 yaaaeHus (KOPPEKIMHI) TallioB
tuna Roads u Rivers.

PaGoraer cnenyromum odpazom. Eciu Bbl HaHECIN Ha MOBEPXHOCTH JOPOTY WK PEKY, KOTOPYIO
HY’KHO YIalIuTh, IeJlaeTe cleayomniee:

CHauana BeIOMpaeTe UIMEHHO TOT THII Taila, KOTOPBIN OyaeTe yaansaTh. T.e. eciu Bbl yaamseTe
JIOpOTY, KOTOPYIO PUCOBAJIH C TIOMOIIBIO Taiina Stone Road, To BeIOMpaeTe MUMEHHO ATOT TaiilI.

[Tocne atoro Haxxumaere kHonky ERASER.
OOpabaTbiBaeTe KUCTOYKON TOBEPXHOCTb, 1€ HAHECEH YJaJIIeMbIil TalJI.

JI0JKHO MOJTy4HTHCS.
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Fills

,HaHHI)IfI HHCTPYMCHT HUCIIOJIB3YCTCA JJIs1 aBTOMATHYCCKOI'O 3aII0OJIHCHUS Ha3HAYCHHBIX PECTUOHOB
BLI6paHHI>IM TUIIOM PACTUTCIIbHOCTHU.

T.e. ycI0BHO, 3aMEHSIET PYUHYIO PACCTAaHOBKY J€PEBbEB, TPABBI U KYCTAPHUKA HA OMPEACIICHHOM
y4acTKe KapThl.

UToOBI 3aM0HUTH KAKOKH-JINOO YYaCTOK KapThl 00BEKTaMH, TOCTYITHBIMH B MEHIO BHIOODPA
ma6sioHoB fills:

Objects ]Tiles Fillz IReginns lhﬂaaks I

Draw Tool Size

:{1':-:3 xSlx?IRectl

IDirI: treesthigh) LI

FILL |

1. OrtkpsiBaem 3aknanky Fills
2. BwiOupaem pa3zmep KUCTH, C IIOMOIIBIO KOTOPOH OyeM 3aKpamuBaTh y9acTOK KapThl.

Pasmep xucmu 6 1 maiin ucnonvsoeams ona uncmpymenma Fills ne pexomenoyemcs.

3. BpiOupaem mab0H 3aM0IHEHHS] HA3HAYEHHOTO Y4acTKa KapThl.
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Dirk_krees(high)

Dirk_krees(high)

arass
grass_trees(briches)
grass_treesibriches aut)

fgrass_trees(briches mix)

grass_trees(oaks)
grass_kreesioaks_auk)
grass_trees{oaks_mi)
grass_trees(spruce)
arass_trees(Spruce) (2)

4. 3anonHseM BRIOpaHHBIA y4acTOK C MOoMoIbio kHonkH Fills.

YT00BI CHITH BbLIACJICHHUEC YUYaCTKa KapThbl

HDOCTO ONEPEKIIOYACMCA Ha )IDVFOI;'I HHCTPYMCHT. HaanMep, Ha 3aKJIajiKy BBI6ODa 00BEKTOB

(Objects).

Regions

Yro0bI €O31aTH PErHOH:

WuctpymenT co3nanus Regions npennazHadeH 11 CO3AaHUsA 0COOBIX 001acTel, KOTOphIe
UCTIONB3YIOTCS B cKkpunTe. K mpuMepy — 31ech MBI Ha IMTPAKTUKE CO3/1aeM PETHOH U IIOTOM
UCIIOJIb3YEM €T0 B CKPHUIITE.

Chjects lTiIes lFiIIs Fegions lhﬂasks I

mrisrizitzatmsisssaitesisiasiszasosissssisssissisies .

Mew region Delete reqgian |

Edit region |
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1. Ortkpoiite 3aknaaky Regions

2. Bwibepure neiicteue New Region

3. Ha3HaubTe pernoH Ha KapTe

unnanmed 0

unnamed 0

4. Ha3naubTe JAaHHOMY PErHOHY UHIUBUAYaJIbHBIN IIBET

Meeking 01 -

Meeting 01

5. U ums.

Buumanue, pasznvle pecuonbvl He 00IHCHBI NePeceKambCsl, m.e. umenms 0owux koopounam! Imo
gedem K nadeHuio uepbl Npu NONbIMKE 3anyCcKa dMou Kapmal.
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YTo0b!I YAIATUTH PETrHOH:

1. BoiOepute HEHYXHBIIf PETHOH B CITUCKE
2. Bribepure perictBue Delete Region

Y00l K3MEHHUTD YiKe CYyHIEeCTBYIOIIMI PEeruoH:

e Uro0Obl nEpEMECTUTH PETHOH, HABEAUTE KypCOp Ha CEPEIUHY PETUOHA U, YJIEP/KUBas
ITKM, nepeMecTuTEe MBIIIb.

e  YT0OBI UBMEHHUTH pa3MEPhl PETHOHA, HABEIUTE KypCOp Ha Kpai WM yroJl peTuoHa H,
yaepxusas [IKM, nepemecTuTe MbIIIb.

Masks

NHCTpYyMEHT, UCTIOIB3YEMBIH I KOPPEKIIMU 30H HEMTPOXOAMMOCTH Ha KapTe.

B oTnmume oT 30H, KOTOPBIE CTAHOBSITCS HEMPOXOAUMBIMU B PE3yJIbTaTe pa3MeEIIeHUs Ha KapTe
00BEKTOB ¥ U3MEHEHHOT0 JIaHAmAa(Ta (BKIIOUYUTH OTOOpaKEHNE 30H HEMPOXOIUMOCTH MOKHO C
MOMOIIbIO MEHIO Uin couetanus knauil [Ctrl] + [B]), ¢ moMoIpio 3TOro HHCTpyMEHTa MOYKHO
ceNaTh HEMPOXOAUMBIM JIF000M Taill Ha KapTe, He3aBUCHMO OT TOTO, €CTh Ha HEM

HEIIPOXOANMBIC 00BEKTHI UJIN HET.

Jnst co3manust HeMPOXOAUMOTO TailJIa ¢ MOMOILBIO A’TOTO HHCTPYMEHTA — OTKPOWTE 3aKJIaAKy
Masks.

Bribepure pasmep pabdoueit obnactu (Kak npu paboTe ¢ APYrUMH HHCTPYMEHTaMH).

Bribepure onepanuio — Mask unu Erase.

[Tocne Be16opa Mask MOXHO OTMEUaTh TailJIbl HA TOBEPXHOCTHU KapThl Kak Henmpoxoaumsie. [1pu
9TOM TaWJIbl, IOMEYEHHBIE 3TUM UHCTPYMEHTOM, BBIJEIISIOTCS JKEJITHIM L[BETOM (B OTJIMYHE OT

TaI>'IHOB, CTaBHIUX HCIIPOXOAUMBIMHU B PE3YJILTATC H3MCHCHU A JIaH,Z[I_Ha(bTa u T.H.)

ITpu BbIOOpe Erase MOXXHO yAaIsATh TOJBKO TAMIIbI, HAHECEHHBIE HHCTPYMEHTOM Mask.

Script

Ecnu BbI urpanu B kamnanuio urpsl HoOMMS, To, HaBepHOE, 3aMETHIIH, CKOJIBKO Pa3HOOOPa3HbIX
COOBITUI TTPOUCXOJHUT BO BPEMSI MUCCHIA.

Kak npaBusio, Takue cOOBITHS CO3/1aHbI C TOMOIIBIO CUCTEMBbI KOMaH/1 Ha MOJIM(ULIUPOBAHHOM
ckpuntoBoM s3bike LUA (www.lua.org). [Ipu moMomu CKpUNTOBBIX KOMaH MOXHO

3HAYUTCIBHO paSHOO6paSI/ITB MHCCHUIO, OAHAKO OCBOCHHUEC CKPUIITA — 3aJavda HC U3 ITPOCTHIX.

Jli1s paboThI CO CKPUIITOBBIMHM KOMaH/IaMH B PEIaKTOP KapT BCTPOEH CHELUAIbHbBI HHCTPYMEHT
— penakrop ckpunrtos i kapt HoOMMS.
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PenaKTop OCHAIIICH CUCTEMOM aBTOIIOACTAHOBKH CKPHUIITOBBIX KOMaHI U IIOMOTacT
IMOJIB30BAaTCIIIO OPUCHTUPOBATHCS B CKPUIITE IIPU ITOMOIIN IIBETOBOM I/I,ZLCHTI/IQ)I/IKB.I_[I/II/I Ppa3HbIX
KOMaHI U YY4aCTKOB KOJa.

T.K. CIUCOK CKPUNTOBBIX KOMaHJ O4€Hb 0OBEMHBIH, UITUTE €ro Ha OPUIIHATBLHOM CalTe UTPbI U
dbopymax, NOCBSIIEHHBIX CO3/IaHUIO KapT U MOAOB Jyist urpsl HOMMS.

HUcTopus ccblIoK

ITpu pabore ¢ aitnamu pegakTop KapT COXpaHsSeT UCTOPHIO CChUTOK OTKPHIBAEMBIX PaHee KapT.
Be1 MoskeTe 3arpy3uTh JI00YI0 U3 paHee OTKPhIBABIINXCS KapT, BEIOpaB ux U3 cnucka Recent
Maps, naxonsuierocs B MeHto File, mpu yciioBun, 4to qaHHas KapTa He IeperMEHOBaHa U HE
IIEpPEHECEHA B JIPyroe MeCTO.

@uiabTp 00bEKTOB HA KapTe

[Tpu co3nanuy U peaakTUPOBAHUM KapT MOJIE3HOM MOXKET OKa3aThCsl BO3MOXKHOCTD
UCIOJIB30BaTh QUIBTP OOBEKTOB U CBOMCTB KapThl.

Jlyist BEI30Ba OKHA HAacTpolku (GpuibTpoB BeIOepuTe cTpoKy Object Filter B MeH10 «Viewy win
BOCIIOJIb3YHTECh COOTBETCTBYIOIICH KHOIIKOW Ha MaHEId HHCTPYMEHTOB.

B OTKPBIBIIEMCSI OKHE MOKHO BKIIFOYHUTH (I)I/IJ'IBTpH BUJUMBIX HA KapTC 00BEKTOB. Kamnmﬁ
ITYHKT IMOKa3bIBACT UJIN CKPBIBACT BCC 00BEKTHI JaHHOI'O THIIA.

FOpﬂ‘IHe KJIaBUIIIU

[Tpu paboTe ¢ perakKTOPOM KapT HEKOTOPbIE IEHCTBUS MPOIIE BBHITOIHATh C IIOMOIIBIO TOPSYHX
KJIaBull. Bce coueTanust ropsiunx KJIaBUII MOYKHO HAWTH B Pa3JIMYHBIX MEHIO PEIAKTOpa KapT
urpsl «KHOMMYS)» HanpOTUB KOMaH/bI WA JEUCTBUA.

Bechb criicok:

Omnepanuu ¢ kaproi

[Ctrl] + [N] — New Map

[Ctrl] + [O] — Open Map

[Ctrl] + [S] — Save Map

[Alt] + [F4] — Save Map and Exit

Onepanum ¢ o0beKTAMU
[Ctrl] + [X] — Cut Object
[Ctrl] + [C] — Copy Object
[Ctrl] + [V] — Paste Object
[Delete] — Delete Object

[Ctrl] + [A] — Select all objects on map
[Shift] + [A] — Select all similar objects on map

[R] — Rotate object

[H] — Mirror group of objects Horizontally
[V] — Mirror group of objects Vertically
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[Shift] + [R] — Level Terrain Under Object

[Space] — Object Properties
[Ctrl] + [Space] — Selection Property Tree

OTto0paxkeHue cBeIeHHIT U TaHHBIX
[M] — Map Properties
[Ctrl] + [M] — Map Properties Tree

[Ctrl] + [U] — Show Terrain
[Ctrl] + [U] — Show Underground

[Ctrl] + [H] — Object Filter

[Ctrl] + [G] — Show Grid

[Ctr]] + [W] — Show Wireframe
[Ctrl] + [T] — Show AI Geometry
[Ctrl] + [B] — Show Al Passability

Tools

[Ctrl] + [F] — Find Object

F] — Center Camera

D] — Top Camera

Ctrl] + [D] — Reset Camera

Ctrl] + [Shift] + [D] — Camera Limits

1 r——

[Ctrl] + [V] — Check Map
[Ctr]] + [Q] — Make Screenshot

[Left Mouse Button] — Rotate Map

[Middle Mouse Button] — Scroll Map
[Mouse Wheel] — Zoom In / Zoom Out

Ily0aukanus Bamei KapThbl

* B wmenro File BeiOepuTe myHKT «Savey wim «Save as ...»
» CoxpaHeHHas KapTa OyZeT HaxonuThes B aupexToprun <HoMM\Data\Maps\

* Hanpumep, eciu Bbl Ha3Ballu KapTy, cielaHHyto Bamu, MegaMission 01, To mocne
COXpaHeHHUs, OHa OyJieT pacnonaratbes B Buje ¢aitna MegaMission.h5m B marmke ¢

IMMOJIb30BAaTCIIbCKUMU KapTaMH.

* Temnepb BBl MOKETE CIIOKOWHO OTCHIIATH €€ CBOMM JIPY3bsSM WM IyOJIMKOBAaTh Ha
caifTax UrpoBOro cooOIIecTBa, NPeHa3HAYEHHBIX Ul Pa3MELeHUs U OOMeHa KapT

COOCTBEHHOTO MTPOU3BOJICTBA.

Hrpa Ha kapTax coOCTBEHHOT0 MPOU3BOACTBA

Hauate urpy Ha kapre COOCTBEHHOI'O IIPOU3BOJICTBA MOKHO C OMOILBIO ABYX CIIOCOOOB:
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e C nomomsio MeHio Single Player>Custom Maps, BeIOpaB ¢aiin ¢ kapToit (Hanpumep
MegaMission_01.h5), koTopslit OyneT pacmonoxen B manke <HoMM5> \Maps\

e C nmomompio MeHI0 Multiplayer, u nanee mento Hot Seat nin Lan, BeiOpaB ¢aiin ¢
kaprtoil (Hanpumep MegaMission 01.hS5), koTopslii OyaeT pacnoioKeH B Manke
<HoMM5> \Maps\. Ho B citydae ¢ MHOTOIIOJI30BaTEILCKOM UTPO HEOOXOUMO,
YTOOBI KapTa MoAAePKHBaa BO3MOXKHOCTb UTPHI AJIs1 HECKOJIBKUX HUTPOKOB-JTIOCH.

PenakTupoBaHue U M3MeHeHHe YYKUX KAPT

[Ipouenypa otkpsiTus B peaakrope HOMMS kapt, co3naHHBIX IpYTUMU UTPOKAMHU
JIOCTaTOYHO MPOCTA:
1. Tlepenmmmre daiin ¢ kaproi ( Hanpumep MegaMission 01.h5) B manky
<HoMM5>\Maps\.

2. 3amnycTuTte pelakTop KapT.
3. B wmenro File BeiOepure myHKT «Open» U OTKpOiTe HEOOXOAUMBIN (hailsl KapThI.

4. PenakTupyiTe M U3BMEHSINUTE KapTy B CBOE YIOBOJILCTBUE!

He pexkoMeHnyeTcs: pacakoBbIBaTh U PENAKTUPOBATH CAMOCTOATENLHO (DaliyIbl C MUCCUSAMU,
TaK KaK 3T0 MOXET HeOJaronpusTHEIM 00pa3oM OTPa3UThC HAa UX QYHKIMOHANBHOCTH.

Hacrpoiika 3axa4, 3aJJaH1il M IPOYETr0

BBenenue
Hactpoiika 3agau B Penakrope BO3MOKHa AIBYMSI OCHOBHBIMH CIIOCO0OAMH — C TIOMOIIBIO

CBOMCTB KapThl U C IOMOIIIbIO CKPHIITA.

MBI paccMOTpPUM HACTPOMKY 3aJad TOJIBKO Yepe3 CBOMCTBA KapThl.

2=l

E}E Froperty |£ W ale |:
+-Bg players
+- & Scenarolnformation
+-{ ] | Objectives

& Bids rll

i Birdstmount 10

g “Weather

Ywdind rll

= Prelight rdll

M apS cript il

= MewDayTrigger

= WarFogEnterT rigger

ab P/l TutonialHint T rigger

OTKpbIBaeM CBOMCTBA KapThl

Haxonum ctpoky Objectives. 3mech coaepKaTcs HACTPOMKH BCEX BO3ZMOXKHBIX 3aIaHUM JJISt
muccuit HoMMS5.
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Primary & Secondary objectives

JIBa ocHOBHBIX TTyHKTa: Primary u Secondary. B kakmo# BeTke BCce BOZMOXXHOCTH 10 HACTPOUKE
3aJJaHUi U UX ITapaMeTpoB aOCOIIOTHO OJJUHAKOBBI.

Paznuuue cnenytomiee — MUCCHSI MOXKET OBITh YCIICIIHO 3aBepIlIeHa PU HAJTHUUU
HEBBINOJIHEHHBIX WM MPOBAJIEHHBIX 3a7aHuii U3 Secondary BETKH.

Ecnu mpoBaneHo wiv He BBITIOJIHEHO XOTh OAHO Primary 3aganue, MUCCHUSI HE MOXKET OBbITh
BBINTPaHA.

Jlanee paccMOTpHUM MapaMeTpbl HACTPOWKHM 3a7a4 TOJIbKO B Primary BeTke, T.K. Secondary BeTka
HOJHOCTBIO HJCHTUYHA.

Common & Player specific objectives
B cBoto ouepenp, paznuia mexxxy Common u Player specific BeTkamu 3aganuii, TOIbKO OJHA.
BaI[aHI/Iﬂ n3 BeTkrn Common BBIJAKOTCA U JOJIXKHBI 6I>ITI) BBIITOJIHCHBI BCCMU UT'POKAaMM Ha KapTe.

B ocHOBHOM 5TO HCIIOJIB3YCTCA AJII MHOI'OITOJIB30BATCIILCKUX KapT.

V Betku 3aganuii Common cyIecTByeT TOJIBKO JIBa TapaMeTpa, OTINYHBIX OT Player

Specific:
2| x|
% Propery |£ Yalue |:
IzHidden falze
Igrore falze
ShowCormpleted true
MNeedComplete true
+- & StateChangeTrigger
[E| Alcwtdultipled.ctivations falze
{AllowtdultipleCompletions falze
Dl eekianfithout T ownz true
+- g PlayerSpecific
+- & Secondary
Birds il
i Birdstmount 10

Oto AllowMultipleActivations u AllowMultipleCompletions.
AllowMultipleActivations — mpu 3Hau€HUU true Ha MHOTOIOJIE30BAaTEIbCKOM KapTe
OJTHO U TO K€ 33/IaHUE MOTYT IOJIYYUTh HECKOJIBKO Pa3HBIX UTPOKOB.
AllowMultipleCompletions — mpu 3Ha4€HUH true Ha MHOTOMOJIb30BaTENIbCKOM KapTe

OIHO U TO K€ 3aJaHUC MOT'YT BBIIIOJITHUTH HECKOJIBKO Pa3HbIX UT'POKOB.

Jlajiee paccMaTpuBaeM HACTPOUMKY 3alaHUU TOJBKO U3 BeTkU Player Specific.

Player Specific
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Kax BuaHO, B 3T0 BeTKe yxke ecTh § paznenoB. Kaxaplii 13 HUX COOTBETCTBYET 3aJlaHUSAM AJIs
KOHKpPETHOI0 Urpoka. TosbKO HyJIeBOI UIPOK 37€Ch SKBUBAJIIEHTEH NepBoMy urpoky (Player 1),
3a KOTOPOT'0 Ha OJIHOIOJIb30BATEIbCKON KapTe BCEra UIPaeT MoJb30BaTeab. COOTBETCTBEHHO,
HepBbIii UTpok 371ech paBeH Player 2 u Tak nanee.

OTtkpsiBaeM pa3zzen 3aganuii 1is Player 1

2l =l

Y= Property |£ W ale |:
- & Objectives
- &= Primary

+- & Common
-5 PlayerSpecific
(=)
+-fg Objectives

Dielnw ek ithout T owns true
(1]

(2]

[3]

(4

(3]

% (0% (7% 7% (0%

Onate — n1Ba mojpaszena.

Paznen ¢ mudpoit — 310, COOCTBEHHO, CaMO 3a/IaHUe C TIOPSIIKOBBIM HOMEPOM (KOTOPBI HE
BJIMSET Ha OUYEPETHOCTH MOSIBICHUS 3a/1aHUs B UTPE).

[Tapametp DielnWeekWithoutTowns onpenensieT cripaBeaJIMBOCTb YCIOBHS Ul JaHHOTO
UTPOKa, KOTJa OH, MOTEPAB (WM HE UMes) BCE rOpo/ia, J0JKEH 3aXBaTUTh B TE€UEHHE 7 THEH
ropoj, WK MUCCUs OyZeT IPOUrpaHa.

| x|
% Property |£ Yalug |:
—-Bg Playerspecific
- (0]
- %5 Objectives
- )
ab Mame Prirnary 1
CaptionFileR ef b apz/Multiplayer /E ditor_Tutarial_01 Anarne. et
ObscureCaptionFileR ef
DezcriptionFileR ef b apz/tultiplayer/Editor_Tutorial_07 /description. bt
B ProgressCommentsFileR ef
ER Kind COBJECTIWE_KIMD_MAMUAL
by Parameters
Tirneout -1

Name — 3aaercs UMs 3aJjaHusl, KOTOPOE MMOTOM HCIONIb3yeTcs B ckpumnrte. Hampumep,
Pimary Ol (kak Ha CKpUHIIIOTE).

CamptionFileRef — co3naetcs ¢aiin (00bEKT) C Ha3BaHHEM 3a7aHusl. DTO HA3BaHUE BBIBOJIUTCS
B CIIMCKE 3aJIaHHi B UTPE.

ObscureCaptionFileRef — ne ucnoib3yercs.
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DescriptionFileRef — co3naetcs aiin (00bEKT) ¢ onrcaHueM 3aaHust. ITO ONHUCaHUE
BBIBOJIUTCS B CIIMCKE 3aJaHUI B UTPE.

ProgressCommentsFileRef — B xauecTBe OJHOT'O WJIM HECKOJIBKUX [TAPaMETPOB CO3/1A€TCs
¢aiin (00BEKT) ¢ OMMCAaHUEM dTara BBIIOIHEHUS (Mporpecca) 3aJaHus. ITO ONHUCaHue
BBIBOJMTCS] B COOTBETCTBHH CO CKPHUIITOM. TaKMX 3TAroB BHITIOIHEHUS 3a/1aHUIl MOXKET OBITh
HECKOJIbKO (TI0 KOJMYECTBY MapaMEeTPOB/CO3JaHHBIX (aiJIOB C OITMCAHUEM ).

= x|
B Propery |§ Y alue |:
Kird | DBJECTIVE_KIND_MANUAL |
By Parameters OBJECTIVE KIND SCENARID INFO
B Timeout GEJECTIVE EIND MANUAL
= Holdout OBJECTIVE KIND_STaAY _UNDEFEATED
: DBJECTIVE_KIND_DEFEAT_ALL
B Dependencies OBJECTIVE KIND_CAPTURE_ALL TOWHNS
Irvstantictary OBJECTIVE_KIND_BUILD_GR&AL
- B TargetGlance DBJECTIVE_KIND_ASSEMELE_ARMY
-85 Target OBJECTIVE_KIND_COLLECT RESOURCES
B Radis OBJECTIVE_KIND_HERD_MUST_SURWIVE
- Durat OBJECTIVE_KIND_CAPTURE_ANY TOWN_IM_WEE
- E] Duration OBJECTIVE_KIND_CAPTURE_ORBJECT
- B Award DBJECTIVE_KIND_DEFEAT MEUTRALS
B Type DBJECTIVE_KIND_DEFEAT_HERD

Kind — tun 3ananus. Onpenensier, COOCTBEHHO, UTO JAOJDKEH CeNIaTh UTPOK JIJIsl BRITIOJTHEHUS
3aaHus.

HMeeT HeCKOIBKO PAa3HBIX TUIIOB.
B MMPUHIMIIC, U3 HAa3BAHUA KAXKIOT'0 THIIA IIOHATHO, YTO ACJIACT TOT UJIN WHOMU THII.

Tonbko ABa THNA 3aJaHUI IPEANONATAIOT ONPEACIICHUE YCIOBUM 3aJaHUS Ye€pe3 CKPHIIT.

910!
Objective_Kind Scenario Info u Objective Kind Manual.
= Objective_Kind_Scenario_Info — BbIBOIUT B Ka4eCTBE IMEHU U
omucaHus 3a1anus 3HaueHus napametpoB CaptionFileRef u
DescriptionFileRef
| x|
% Property | & WValue |:
+- 5 players
—-Bg Scenariolnformation
- (0]
ab Mame
CaptionFileR ef b apz/tdultiplayer/Editor_Tutorial_01 /zcenario-caption, bt
ObzcureCaptionFileR ef
i DezcrptionFileR et b apz/tdultiplayer/E ditor_T utorial_01 /zcenario-descriptio. ..
5 ProgressCommentsFileR ef
B Kind OBJECTIE_KIMD_SCEMARIO_IMFO
g Parameters
Timeout 1
Haldout -1
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u3 BeTku Scenarionlnformation B cBolicTBax kapThl. HacTpanBaercst Takoe
3ajiaHue yepe3 ckpunt. Kak npaBuio, npu co3AaHUU OJTHOOIb30BaTEIbCKON
KapThl, HE HCIIOJIb3YETCH.

= Objective_Kind Manual — nvs, onnicanue U HACTPOWKA 3alaHUs
MIPOBOASTCS MOJIHOCTBIO YEPE3 CKPUIT.

Bce ocTanpHbIe TUIIBI 3aJaHUK HACTPAUBAKOTCA TYT k€. Kak nmpaBuio, U3 UMEHH TUIa
3a/laHusl MOKHO CJIeaTh BHIBOJI O TOM, TPEOYIOTCS MIIM HET 3TOMY THUITY 3a/IaHu
JIOTIOJTHUTEIBHBIE MTAPAMETPBI.

Hampuwmep, 3aganue tuna Defeat All mpennonaraet moiHoe YHUUTOXXKEHHE BCEX TEPOEB
MPOTUBHUKA, CKOJIEKO OBl X HU ObUT0. COOTBETCTBEHHO, HE TPEOYIOTCS U
JOTIOTHUTEbHBIE TTApaMETPBHI.

A B ciyuae, Hanipumep, Hero Must Survive HeoOX0AMMO yKa3aTh CKPUIITOBOE UM
repost, 0 KOTOPOM HJIET PEUb.

Cnucox TUIOB 3a/laHui ¥ MTapaMeTPOB, TPEOYIOIUXCS ISl UX HACTPOUKH — Jlajiee.
Parameters
Bce Trribl 3aanuii ¥ mapamMeTpsl, KOTOpbIE TpeOyeTcss HaCTpanBaTh JOTOTHUTEIBHO.

Scenario Info — He HY»KHO HACTPaWBaTh JOMOJIHUTEIHHO.
Manual — He Hy)XHO HACTpaWBAaTh JOMOTHUTEIHHO.

Stay Undefeated — He HyXHO HACTpauBaTh JOMOIHUTEIBHO.
Defeat All — He HY>KHO HaCTpauBaTh JOTOJTHUTEIBHO.
Capture All Towns — He HYKHO HaCTPaWBaTh JTOTIOJTHUTEIHHO.
Build Graal — ue Hy>XHO HacTpauBaTh JOTOJHUTEIHHO.

2=l
Eﬁ Property |£ Walue |:
ER FKind OBJECTME_KIND_ASSEMELE_ARKY
- By Parameters
[a] [0] 51
ab [1] 400
Tirneout -1
Haldaout -1
(B S T e ae

Assemble Army — TpeOyeT TOMOTHUTEIBHON HACTPOUKH. JIOTHKHO OBITH YeTHOE
KOJIMYECTBO IMapaMeTpOB: NepBblil — ID BONCK, BTOPON — KOJIUYECTBO.

Collect Resources — TpeOyeT NOMOJHUTEILHON HACTpOHKH. J[0JKHO OBITH JBa
napaMeTpa: MopsIAKOBBIN HOMEp pecypca U ero KOJIMIeCTBO.
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E}E Froperty | @ W ale | =]
Ef Kind OBJECTIVE_KIND_HERO_MUST_SURWINVE
--B Parameters
[ [} Orrin
Tirneout 1
Haldaout -1
g Dependencies
Fl enb b fimbmrn (S P
Hero Must Survive — cKpunToBO€ UMS Teposl
Capture Any Town In Week — He HyXHO
Capture Object — cKpUNTOBOE UMS 3aMKa
Defeat Neutrals — ckpunToBOE MMsI TPYIITBI BOKWCK Ha KapTe. [lapameTpoB MOXKeT ObITh
HECKOJIBKO.
Defeat Hero — CKpUIITOBOE UMS T€pPOsI
%5 Property | & Value | C
Ef Kind OBJECTIVE_KIND_BUILD _BUILDING_IM_TOWM
- Parameters
ar [0] Town 1
ab [1] ]
[am] (2] 1
Timeout 1
e Ualdao 1
Build Building In town — niepBbIil mapaMeTp — CKPUIITOBOE UMS Topoja, BTopoid — ID
3/1aHUs], TPETUH — YPOBEHb 37aHUSI.
Obtain Artifact — 1D aptedakta
Open Border Guard — cKpunToOBO€ UM CTpaXka IPaHuUI]
%5 Property | & Value | C
Bl Kind OBJECTIVE_KIND_ADVAMCE_HEROES
- Parameters
[&) 0] Orriny
ab [1] 15
Timeout 1
Haldout 1

B Mmrmmedacmine
Advance Heroes — nipokadaTh Teposi 10 KAKOTO-TO YPOBHsI, IEPBBIN TapamMeTp — UM,
BTOPON — yPOBEHb.
Kill Creatures — ue paboraer.
Defend Object— ums 3aMKa (CKpUIITOBOE). 3aMOK JI0JKEH OBITh 3aXBaYeH HA MOMEHT
BbITauM 3aanus (cMotpute Dependence).
Capture Any Town — He Hy>XHO HaCTPauBaTh JOTIOJHUTEIHHO.
Capture 9 Towns — He UCTIONb3YETCA.
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& Property |£ Y alue | C
Tirneout 10
Haldout 14
-I-&5 Dependencies
ab [0] Prirmary 1

{Instantyictorny falze

Timeout — KOIMYECTBO XOJ0B (turns), Mo 3aBEPIICHUN KOTOPHIX, 3aJaHUE JTIOJDKHO OBITH
BBITIOJIHEHO. «-1» 03HauaeT — 0e3 orpaHuYeHUH.

Holdout — xonuuecTBO X0110B (turns), B Te4€HNUE KOTOPBIX YCIOBUS, HEOOXOUMBIE IS
3aBepLICHUS 3aJaHus, JOJDKHBI coOmoaarecs. Vicons3yercs s 3a1anuid, Korna Tpedyercs,
Harpumep, 3aXBaTUTh Kakoi-To ropo. [locne 3axBaTa Takoro ropoja 3alaHie CYUTACTCS
BBITIOJTHEHHBIM TOJIBKO TOT/A, KOT/Ia HTPOK yAEPKHUBAT O0BEKT 33JaHUsI CTOIBKO XOJI0B, CKOJIBKO
OTIPENIETICHO JIAHHBIM MTapaMeTPOM. «-1» 03HadaeT — 0e3 OrpaHUYCHUN.

Dependencies — nuiiercs uMsi (CKpUNTOBOE, U3 MO Name) 3alaHust, KOTOPOE JOJIKHO OBITh
BBIMOJIHEHO, MPEXIE YEM ITO 3a7aHue OyIeT BhIIAHO HTPOKY. MOXeT ObITh HECKOJIBKO 3a/laHHi,
KOTOPBIC JOJKHBI OBITH BBIITOJIHCHBI.

InstantVictory — ecny 3Ha4eHUE PaBHO «true» — IO BHIMOJHEHUN JAHHOTO 3aJIaHus,
HE3aBHCUMO OT HAJIMYMS OCTAJbHBIX 3aJaHUI, MUCCHSI CUMTAETCS BBIMTPAHHOM.

Eﬁ Property |£ W alue | L
= ETargetGIance
-5 Target
EQ Type Ay TARGET_MAME
ab Mame Town 1
--1= Coords
Floorl D n
B cel
P 0
y a
Radius 20
Ciuration 5000
-5 Award

TargetGlance — no3BOJIIET aBTOMATUYECKHU TIOKa3aTh YYaCTOK KAapThl, IJI€ HAXOAUTCSA O0BEKT
3agaHus. CpaGaTbIBaeT OIHOKPATHO NP BbJaue 3a1aHusl.

Target — HECKOJIBbKO AapaMeTPOB, ONPEAEISIONINX, YTO U KaK TOKa3bIBaTh UTPOKY.
Type — ompenensieT, Kak BbIOUpaeTcs 00beKT JEMOHCTPALMY — IO UMEHU WIN
110 KOOpAMHATAM.
Name — ecnu IEMOHCTPUPYEMBI 00BEKT BEIOUPACTCSI 10 UMEHH, TO 3/1€Ch
HE00XO0/IUMO yKa3aTh €r0 CKPUIITOBOE MM
Coords — eciv MBI TIOKa3bIBa€M y4aCTOK KapThl — 3aIMCBIBAEM KOOPIUHATHI
FloorID — ID staxa (0 — Haa3eMHBIN, OOBIYHBINA yPOBEHB; 1 —
MOA3EMHBIN )
Cell — xoopauHaThI Taiiaa (MOKHO HOCMOTPETh B CTaTyCHOM CTpOKe
penaxkTopa.
Radius — panuyc otkpsiBaemoro npoctpanctsa (Fog of War ynansercs).
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Duration — BpeMmsi, B TeU€HHE KOTOPOTO OyAEeT JEMOHCTPUPOBATHCS TOUKA IO
BbIOpaHHBIM KOOPJMHATAM WM 33JaHHBIA OOBEKT. 3a7jaeTCsl B MUJUIUCEKYH 1aX.

i

Property

| & WValue

- iE!Eﬁuvard

Type
Ewperience
Rezources
Altribute
Attributedmount
Aqtifact|D
SpellD
A5t
SpellPaints
borale
Luck,

EED EED EED o i sl EE sl e D G

Award — onipenieniieM, KaKyto Harpajy moJIydyuT IJIaBHBIA T€POM UTpOKa.

Type — ompenensieM THUII Harpajsl. B 3aBUCUMOCTH OT BBIOPaHHOT'O THIIA MEHSEM
COOTBETCTBYIOIIME eMy napaMeTpsl. Eciiu Tun Harpazs! BbIOpaH, HO apaMeTphl He
HacTpoeHbl — paboTtath He OyzAeT. Eciin HacTpoeHbl mapaMeTpsl AJis OJHOTO THUIIA
Harpa/ipl, a BeIOpaH Jpyroi TN — Toxe He OyaeT paboTats.

SwARD_EXPERIEMCE

10000

HERO_ATTRIE_DEFEMCE

0

ARTIFACT_WOME

SPELL_MOME

=

Experience — KOJIMYECTBO BbIJJaBACMOI'O OIIbITA.

Resources — HacTpanBaeM, KakKMX M CKOJIBKO PECYpPCOB JaeM T'epolo.
Attribute — BbIOUpaeM aTpuOyT, KOTOPBI OyIeM MEHSATH Y Teposl.
AttributeAmount — 4HACIOBOE 3HAYCHNUE — HA CKOJIBKO OYyJIeT U3MEHEH aTpUOYT.

OTpI/IIIaTeJ'IBHI)IC 3HA4YCHHUA HCOOITY CTUMBI.

ArtifactID — Bbibupaem apredakT, KOTOPHIM OYJET HarpaXKIaeH repoil.
SpelllD — BbiOupaem 3aKIMHAHUE, KOTOPBIM OyJIET HarpakJeH I'epo.
Armyslot — BpIOMpaeM Boiicka, KOTOPbIE IPUCOSANHSITHCS K TepoIo.

Creature — THII BOHCK
Count — KOJIMYECTBO

SpellPoints — ompenensieM, Ha CKOJIBKO OyeT H3MEHEH 3amac MaHbl Tepost (He aTpuoyT
Knowledge, a uMeHHO Teky1iee 3HaYCHHE MaHBI).
Morale — monudunupyeM Mopaib reposl.

Luck — monudunupyem ynady repos.

SkillWithMastery — monudunmpyem (100aBsieM) HaBBIK T€POSL.
Mastery — yka3piBaeM, Kakoro ypOBHs OyIeT HaBbIK.

SkillID — BbIOMpaeM HaBBIK.

TakeContribution — nipu 3Hau€HUU “‘true” HEKOTOPbIE TUIIBI HATPAJl, YKa3aHHBIX BBILIE, Oy Iy T

He 100aBieHbl, a HA00OPOT — BBIYTEHBI (0OTOOPaHBI) Y repost (Urpoka). ITO HE OTHOCUTCH,
HanpuMep, K OMBITY (experience), aTpudyTaM, 3aKJIMHAHUSAM, HaBbIKaM, yJ1aue, MOpPaJIH.

CanUncomplete — tipu 3HaueHuy “true’” 1aHHOE 3aJlaHUE MOXKET ObITh BBIJIAHO 3aHOBO

MHOT'OKpPATHO, €CJIM CUTYyallusl Ha KapTe MEpeCTaia YAOBJICTBOPATh YCIIOBUAM BBIIIOJIHCHU A

3aaHus.

IsInitialyActive — nipy 3Ha4Y€HUH “‘true” JaHHOE 3a/IaHHE HAXOAUTCS B CITUCKE 3a7a4 Irepos ¢

CaMoro HavaJla MUCCHH, T.C. YK€ IMOJTYyYCHO.
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IsInitialyVisible — npu 3HaueHUN “true’” TaHHOE 3a/laHue BUAHO B CIMCKE 3aja4, JaXKe eclin
OHO eIIé He TOJTyYeHO U He TIPOBEPSIETCS Ha BHINOJIHEHKE. VICTIONB30BaTh C OCTOPOKHOCTBIO.

IsHidden — tipu 3HaueHuu “true” 1aHHOE 33JlaH€ HUKOTJAa HE TOSIBUTCS B CIIUCKE 3aJJaHUM, HE
Ba)KHO — TOJIYYEHO JIM OHO, BHITIOJIHEHO WJIH MPOBAJICHO.

Ignore — tipu 3Hau€HUN “true” HE YUUTHIBAETCS MPU IPOBEPKE Ha BHIUTPHIIL U TOPAKEHHUE.

ShowCompleted — tipu 3HaueHun “true” NaHHOE 3aJIaHUE U3HAYAILHO OY/IET BHITIOJIHEHHBIM, HE
3aBHCHUMO OT COOTBETCTBUS YCIIOBUSIM Ha KaprTe.

NeedComplete — ne ucnonvzyemcsi.

O4epenHoCTh MOSIBJICHHUS 3aJaHUH B UIPe.

[Tpu cTrapTe KaXKa0i MUCCUU BCETa TOJDKHO OBITh Kak MUHUMYM | 3amanue. Kak mpaBuiio, 3To
— TJIABHBIN T€POU JTOIKEH BBIKHUTb.

B nanpHeimem 3a1aHus MOSBISIOTCS JIMOO B COOTBETCTBUH CO CKPHUITTOM, JTHOO Yepe3 MeXaHU3M
3aBUCUMOCTH 33JIaHUl JpYT OT JApyra.

-30 -



