r'paHu4YHO onTepehewe - ynycTBoO 3a
An3ajHUpamke MUcuje

ApKkagHa KabuHCKa neTayka urpa ca kamnarbaMa NpunoBegaykor Tuna.

3a Buwe geTtasba nocetute http://www.limitload.org .

CaxeTak

CBpxa OBOr ynyTCTBa je Aa yno3Ha NOTEeHUWjasIHOr AM3ajHepa ca MPUHLUMNOM Kpeupama
TUNNYHE MUCKje Y OKBUPY urpe. OgMax HaNnoMMHEMO Aa He NOCTOjU rpadnykn nHTepdejc u
Ja je HeonxoQHO OCHOBHO MO3HaBake MnporpaMuparka, a MNOTOM WM MO3HaBake OCHOBA
nporpamMuparsa y NUTOHY, Tako da ke ueno ynyTtceBo 6GUTW NMCaHO C NPeTNOoCTaBKOM Aa
YyMTasal pasyMe CBe OCHOBHe nojMoBe (kao wWTO cy ,dyHKumja“, ,knaca“, ,netpa“,
.00jekat", ,cTpuHr”, nth). C TMM y BuAay, Npouec Kpeumparba MUCUje je 3anpaBo BPJO
jeoHOCTaBaH AOK rof ce He n3ahe BaH OKBUpa AocCafj ycrnocTaB/beHUX obpasaua. Nkn hemo
Kopak Mo kKopak y objalraBaky KoAa yHyTap paTtor npumepa. dokyc ke 6butm Ha ABa
npumepa. Mpen npumep ce 6aBn jegHOCTAaBHOM MUCWUjOM KOja YKJby4yje CaMO HajHY>XHUje 3a
Kpvepare MpoCcTor Ba3AyLUHOr OKpLUaja, a Apyrun, KOMNankoBaHuju, basunhe ce n gogaTHUM
cucTeMMMa Koju Cy Ha pacnonaraky, NonyT MokpeTare Anjasiora TOKOM MUCKHje, BULLE 30Ha
y OKBUPY jeaHe Mucuje n chn.

OcHoBe

Mpe Hero wTto npehemo Ha npuMepe Mucunja yYnju ke kom 6GUTM nNoapobHo objalurbeH,
notpebHO je yno3sHaTW Au3ajHepa Ca HEKUM OCHOBHWUM MNOCTaBKaMa HadMHa Ha Koju ce
TUNNYHA MUCKja CKPUMTYje.

* CBaKa MuUCUja ce cacToju oAa:

* 3arnaBJsba

* jeAHe nnu BuLLE 30Ha

* HeorpaHu4eHor 6poja Avjanora TOKOM MuUcuje
* ceTa cneundunyHUX onuunja nnn 3actasnua

* Tpu Moryha onuwiTa Anjasora Ha NO30PHULIN, BaH OKBMpPA CaMe Mucuje

MpBu, jegHocTaBHUjKU nNpumep ke ce 6aBMTU CcamMO 3arjlaB/beM U jeHOM 30HOM Yy OKBUPY
Llene Mucuje, WITO je CBe HajHeonxoaHuje na 6bu ce HanpaBuia jeaHa MUCKja KOja MOXKe Oa
ce NnokpeHe.

* 30He Cy Ue/IMHE Yy OKBUPY MUCWUje Yy KOjuMa ce ofBMja CcBa akuuja. CBaka 30Ha ce
cacToju o4 Tpu pyHKUNMje:

* yna3Ha pyHKLMja 30He
* (byHKUNja NeT/be 30He

* n3na3Ha QyHKLMja 30He

YnasHa ¢yHkumja 30He je (yHKUMWja KOja ce mnpBa OABPTW MO Yy4yuTaBakby 30HE, CaMo
jepaHnyT, o4 mMoYeTka A0 Kpaja. PyHKuUMja neT/be 30He je (hpyHKuMja y KOjoj je cMeluTeH
rflaBHN KOHTEKCT 30He, Uuesla akuynja u CcBu gorahajn y oKkBMpy 30He, 1 OHa MMa OBa Moja.
MpBK je NPOTOYHM MOA, WITO 3HA4YM Aa Ce, Kao 1 yna3Ha pyHKUWja, OABPTU CaMo jedaHnyT
o4 nMo4YeTkKa OO0 Kpaja. Opyru je noHaesbajyhn mopn, roe ke ce pyHKUMja neT/be BpTETU 04
rnoyeTKa OO0 Kpaja y cBakoM dpejMmy (Mnm y CBakoj CEKYHOWN, aKo Ce Ha Kpaj PyHKUnje CTaBu
return zc.world, 1.0). Y npuHuuny amnsajHep 3o0He Tpeba ma m3abepe Ha OCHOBY Tora
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WTa My je flaklie 3a KOHTEKCT pagke MuUcnje Kojy je 3ammcamno. NMpoToyHa pyHKUNja neT/be
je 3rogHnja 3a MUCKje y KOjuMa je OCHOBHM LiM/b HELLITO NPOCTO, anun je paaka UCrnpekngaHa
MHOLLUTBOM CKPUNTOBaHMX MOMeHaTa. lNoHaB/bajyha yHKLUMja NeT/be je 3rogHnja 3a Mucnje
roe je uWmb KOMMAMKOBHMUM U rae HemMa MHOro CKpunToBaHe pafme. logpa3symeBaHo,
hyHKLUMja neT/be je NnoHaBsbajykha, MehyTnM, ako ce 6uno rae yHyTap Te pyHKLNje NoCTaBun
nckas yield zc.world, float, dyHKuUMja ce ayToMacKm TpaHCoOpMMULIE Yy MPOTOYHY.
Moxxna BpeAn HanoOMeHYyTW fa CMO MU Hajyelwhe KOpUCTUAM MOJ MOHaBsbajyhe dyHKUMje
neT/be 30HEe, a TEK MOBPEMEHO NMPOTOYHN. Haj3an, n3sia3Ha pyHKUMja 30He je hyHKUKja Koja
ce BPTK nocnefra no n3facky n3 30He, camo jefaHnyT of nNoyYeTak A0 Kpaja.

TeopeTcku, hpyHKUKja neT/be 30He je rnaBHa yHKUWja 30HE, U CBe WTO je noTpebHo 3a
jeoHy 30HYy Ce MOXe HarypaTu y kY, aJn NMPakTUYHO TO HWje NPenopyyYsbMBO N3 pa3HUX
passiora. 3aTo je Hajbo/be HanucaTn CBe TpU yHKLMje 3a CBaKy 30HY U MO HMMa JIOFTUYKK
pa3BpPCTaTW KOHTEKCT 30He. Hnp. y yna3Hoj hyHKLMjKU 30HE NOrMYHO je Oa ce Kpeupa CBeT
(3emsba, obnaum M CAMYHO), 3aTUM MoOCTaBe pa3HU o06jekTn (MonmyT 3rpada Ha 3€MJbM U
yonwTe cBM oHU 06jeKTn Koju Tpeba ga cy Ty ogMax YMM Ce 30Ha y4uTa), Haj3ah CTBOPUTK
nrpada (Maga TO Huje yBEK JIOFMYHO jep MO HeKad MMa CMUCsa CTBOPUTU Urpavya HakHagHo).
Y n3nasHoj pyHKUNjN 30HE MMa CMUCAa NOCTaBUTU CBE LUTO ce Tn4e namherba HEKOr CTama
nrpada, pasrpagme CcBeTa yHyTap 30He, N CJINYHO.

¢ Y cBakoj mucujn, 6uno ga je oHa Oe0 HeKe KaMnakbe Uam obmyaH OoKpluaj, pyHKUUje
30He KopucTe Tpu objekTa:

e zc (on ,zone context")
e mc (oA ,mission context”)

* gc (o4 ,game context)

Ha oBuM Tpuma objekTuma Mory ce aogesbuBaTv aTpubyTW, U OHM ayTOMaAcKu uUMajy
fonebeHy BpegHocT None aKo ce 04MTajy npe Hero WTo UM je NpeTXoAHO AoAe/beHa Heka
KOHKpeTHa BPeHOCT. JeflaH MpocCT YCJIOB YHYTap HeKe ol PyHKLMja 30He MOXKe [a usrnena
0BaKOo:

if not zc.enemy arrive and not mc.objective patrol 1:

Kajda NpUTOM HWUrge TnpPeTXo4HO HWUcy JdofesbeHn aTpubyTm enemy arrive u
objective patrol 1. Taga ke oba nmaTn aytomaTcKy BpeaHocT None. HanomeHumo fna ce
y MATOHY Yy NIOFNYKNM n3pasmma None TpeTupa ncto Kao False.

Koja je pa3nuka nsmehy opux objekaTta?

ObjekaT zC je Be3aH UCKJ/bYYMBO 3a 30HY YHYTap MUCUje Y KOjoj ce KopucTtu. Ceu aTpubyTtu
nonesbeHn oBoM 06jekTy HecTajy u, ako Tpeba, MOHOBO Ce CTBapajy Cca 30HOM Yy KOjoj cy
npBu nNyT goaesbeHN. ATpubyT zC CTBOPEH Y jefHOj 30HN He MO)Xe Ce MOo3MBaTU Y HEKO]
Opyroj 30HW, OOHOCHO WCTOUMEHW aTpubyT y Opyroj 3oHM Buke TpeTupaH Kao MOTMYHO
apyrun atpubyT Be3aH 3a Ty Apyry 3oHy. ObjekaT mc je Be3aH 3a ueny Mucujy. ATpmbytn
nonesbeHn oBOM 06jekTy He 3aBuCe o[ 30HEe Yy KO0joj ce urpad Hanasu. [akne, atpubyTt mc
CTBOpPEH Y jeAHOj 30HM MOk ke aa ce o4uTa y APYroj 30HU, 1 y onwTe CBUM yHUMjaMa Koje
Cy Be3aHe 3a Ty KOHKpeTHy Mucujy. Hajsan, aTpmbyT gC Ba)Kn Ha HUBOY Liesie KaMname.
ATpnbyT gCc [OoAesbeH y jedHOj MUCUjU KaMMake MOXXe Ce Mno3BaTu y B6MNo Kojoj Apyroj
MUCNjN KaMnare. ObMYHO Kada [u3ajHep KaMnarbe 3ajaje aTpubyT gC Yy OKBUPY Heke
MUCKje, 3Ha4YM Oa Ce NMpPUNpeMa 3a HeLWTOo BENVKO, WTO ke MMaTK AasieKocexHe nocnenumue.
Hnp. nunoT Topd ce nojaBsbyje y mucnju A n . AKO je HacTpagao y Mucmju A, oHaa ce Heke
nojaButnm y m™ucujn [, jep je Au3ajHep Kammnawe nocTaBmo aTpubyT gc, peummo
gc.is torch alive, Ha False y TpeHyTKy KaZ je 4OTUYHM NWUAOT HacTpanao y Mucnmju A, a
3aTuM je npoBepasBao Herge y mucujm i, ycnosom if gc.is torch alive:.



NMpuMmep 1 - MUCKHja oKkpLuaja Koja ce baBu
obu4yHOM BasayLWIHOM OOpOOM
Koa:

# -*- coding: UTF-8 -*-

from pandac.PandaModules import *

from src.core import *

from src.blocks import *

from src.skirmish import *

~, P, n_, pn_ = make tr calls skirmish( file )

mission shortdes = p ("mission name", "One on One")

mission_longdes = p_("mission description", """
A duel mission.

Primary objectives:
- Shoot down enemy jet.

||||||) S‘tl"lp()
mission difficulty = MISSION DIFFICULTY.EASY

mission_ type = MISSION TYPE.DOGFIGHT

def init cache (mc, gc):

cache bodies(["mig29", "mig29fd", "f16"])

def mission start (gc):

mission = Mission(gc)

mission.add init(loadf=init cache)

mission.add zone("zero", clat=34.89, clon=43.36,
enterf=zone zero enter,
exitf=zone zero exit,
loopf=zone zero loop)

mc = mission.context

mc.player fuelfill = 0.8

mc.player ammo cannons = [450]

mc.player ammo launchers = [(None, 3),(R27, 2), (R73, 2), (R60, 2)]
mc.player mfd mode = "targid"

mission.switch zone("zero")

mc.world day time = hrmin to sec(12, 30)



return mission

def zone zero enter (zc, mc, gc):

setup world(zc, mc, gc,
terraintype="00-iraq",
skytype="default2",
stratusdens=0.0,
cumulusdens=0.0,
cirrusdens=2.0,
cloudseed=101,
playercntl=2)

zc.player = create player(mc=mc, world=zc.world,
pos=Point3(0, 0, 6000),
hpr=Vec3(180, 0, 0),
speed=220)

def zone zero loop (zc, mc, gc):
zc.world.chaser = zc.world.player.chaser
yield zc.world, 1.0

zc.player.show message("notification", "left",
_("Incoming enemy jet!"), duration=4.0)

yield zc.world, 2.0

zc.world.player control level = 0
zc.world.action music.set context("attacked")

yield zc.world, 2.0

pos = pos from horiz(zc.player.ac,
Point3(choice([-4000, 2000, 0, 2000, 4000]),
choice([-10000, -7000, 7000, 10000]),
randrange (4000, 7000)),
absz=True)
hpr = hpr from horiz(zc.player.ac, Vec3(choice([0, 180]), 0, 0))
enemyac = F16(world=zc.world, name="blue", side="merc",
texture="models/aircraft/f16/f16 tex.png",
fuelfill=0.50,
pos=pos,
hpr=hpr,
speed=200,
lnammo=[ (None, 6), (Aim9, 2)1)
enemyac.set ap(target=zc.player.ac)

while not enemyac.shotdown:
yield zc.world, 1.0

yield zc.world, 6.0



zc.world.action music.set context("victory")

zc.player.show message("notification", "left",
_("All enemy jet destroyed."), duration=1.0)
zc.player.show message("notification", "left",

_ ("Good work."), duration=4.0)

yield zc.world, 5.0

mc.mission.end()

def zone zero exit (zc, mc, gc):
if zc.player and zc.player.alive:
store player state(mc, zc.player)
yield zc.world, zone flyout(zc) + 3.0

zc.world.destroy()

#
# Background.

OBoO je 3anpaBo NojegHOCTaB/bHa Bep3uja okpiaja ,,CTvxy”.

Képn cBake Mucuje novnme yBohereM CBMX NoTpebHmX ajnoBa 1 HUXOBOr cafpkaja:
# -*- coding: UTF-8 -*-

from pandac.PandaModules import *

from src.core import *

from src.blocks import *
from src.skirmish import *

HapegHa uenuHa je geAMMNYHO cneundgunyHa:

~, P, n_, pn_ = make tr calls skirmish( file )

mission shortdes = p ("mission name", "One on One")

mission_longdes = p_("mission description", """
A duel mission.

Primary objectives:
- Shoot down enemy jet.

||||||) S‘trlp()
mission difficulty = MISSION DIFFICULTY.EASY

mission_ type = MISSION TYPE.DOGFIGHT

OBaj koA je cneuncunyaH 3a Mucuje okpliaja. mission shortdes 3apaje nme mucmje koje he
ce MojaBUTWU Yy MeHWjy OKpLUaja NMpuankom mnsbopa mucuje. Y npumepy, Mmucuja ce 3ose ,One



on One". Y HapegHoM peny, mission longdes, moryke je ynucatm geta/bHuUju onmc Mucuje,
kKoju ke 6uTM wm3nuctaH Takohe y MeHWjy okpluaja npunamkom opabupa ose mucuje. Y
cnepekem peny kofa butaH je camo atpubyT objekTa MISSION DIFFICULTY. Moryhun HuBoM
TexnHe cy .EASY, .HARD wn .EXTREME. Y 3aBucHOCTM of BpefHoCTM mission difficulty,
buke wncnmncaHa npoueweHa TeXMHa MUCUje Yy jedHOj o4 KoJoHa Mwucuje. Hajsag, y
nocnefrkem peny OBe LeMHe, CJIMYHO Kao Ko HUBOa TexXuHe, npeko aTpubyTta Mmoryhke je
3apgaTtu TMN Mucuje Koju he 6uTn Takohe M3nncTaH y jeAHOj 04 KOMOHa MUCUje, Y MeHUjy
oKpLwaja. Moryku Tnnosn Mmmucunje 3a caga cy .DOGFIGHT wn .ATTACK.

Cap pona3vMo 00 NPBOr r1aBHOI eeMeHTa CBake Mucuje:

def init cache (mc, gc):

cache bodies(["mig29", "mig29fd", "f16"])

def mission start (gc):

mission = Mission(gc)

mission.add init(loadf=init cache)

mission.add zone("zero", clat=34.89, clon=43.36,
enterf=zone zero enter,
exitf=zone zero exit,
loopf=zone zero loop)

mc = mission.context
mc.player fuelfill = 0.8

mc.player ammo cannons = [450]
mc.player ammo launchers = [(None, 3),(R27, 2), (R73, 2), (R60, 2)]
mc.player mfd mode = "targid"

mission.switch zone("zero")
mc.world day time = hrmin to sec(12, 30)

return mission

OBO je meo MUCKUje Koju Ha3mBaMo 3araaBsbeM Mucuje. Hajnpe Tpeba gpedunHucaTn QyHKUNUjY
3a Kelwwupame:

def init cache (mc, gc):

cache bodies([
"mig29", "mig29fd", "fle", "f15", "btr80, "oil platform",
"skyscraper 1", "gunboat 1"])

Y oBOj (hyHKuMju Tpeba HaBecTu cBe 3[1 Momene Koju ke ce MojaBUTU y MUCUjWU, Kao
MOACTPUHIOBE HUXOBUX UMeHa ¢dajnoBa. Kewunpawe HMje HeonxonaH Kopak, anu je
npenopy4/b1MBo HanpasuTu Kew ceux 311 mogena objekaTta y Mucmju Kako 6u oHm yHanpenq
6vnn y4ynTtaHun, Te Aa MOMEHaT HUNXOBOr CTBapara TOKOM MuUcKje He Bu Ha KpaTKO 3aMp3a0
urpy. lWTo je 31 mopen objekTa KOMMNEKCHMjK, NMa BULLE NOAUroHa 1 boraTuje TekcType,
TO Cy WwaHce Bekhe aa nrpa 036usbHO LWITYLIHE TOKOM HUXOBOI MPBOr y4MTaBara. YKOJINMKO ce
Mogen Kewwupa yHanpen, He 6w Tpebano ma mma 6uno KakBoOr 3acTOja TOKOM MpBOr
CcTBapama objekTa ca 4OTUYHMM MOAESIOM.

HapegHa (pyHKUMja yBeK Nnovume ca:



def mission start (gc):

OBO nMe (hyHKLWje je pe3epBUCaHa peyd Kojy kK64 urpe creunjanHo npeno3Haje. beH jeanHun
napameTap je objekaT gc. YHyTap yHKLMje, ONeT yBeK Ha No4YeTKy, CTaB/ba Ce:

mission = Mission(gc)

a notoMm je yobuyajeHO p[a ce MOKpeHe QYyHKUMja Kewupara, akKo je MnpeTxonHo
HanpaBJ/beHa:

mission.add init(loadf=init cache)
Y HapenHomM 610Ky ce goaajy 30He:

mission.add zone("zero", clat=34.89, clon=43.36,
enterf=zone _zero_enter,
exitf=zone zero exit,
loopf=zone zero loop)

Y 3aBUCHOCTU KOJIMKO MMa 30Ha Y MUCUjU, TONNKO NyTa Tpeba no3BaTm mission.add zone.
MowTo y Hawem npuMmepy uMMamMo CaMo jedHy 30HY Y MUCWUjKU, OHAA Ce N oBa (pyHKUMja
no3mea jefaHnyT. YHyTap Te ¢dyHKUMje ce Hajnpe peduHuie mme 30He Kao CTPUHr (y
HaweMm caydajy "zero"), 3aTum reorpadpcka wWMpuHa W OyXWHA, Ma NMeHa HuxXe
nepuHNCaHNX Tpujy ¢dyHKUMja 30He, ynasHe QyHKUmMje, QyHKUMje neT/be U u3snasHe
hyHKUMje (oBOe Ccy TO zone_zero_enter, zone zero loop m zone zero exit).

MNMoToM npenasnMmo Ha mc = mission.context, wWTo ce paan ckpakerwa HapeOHUX M3pasa.
3aTuM c/legm nogellaBatbe MrpayvyeBor aBMoHa, NPEeKo HM3a pe3epBrMcaHux aTpmbyTa mc:

e mc.player fuelfill, ykynHa kKonu4mHa ropusa. bpoj nsmehy 0.0 n 1.0, wto o3Ha4vaBa
n3mehy 0% n 100% ropuea. Moryhe je ctaBuTn 1 6poj npeko 1.0, n Taga ce UrpayeBom
aBMOHY ayTOMaTCKW [0Aajy TaHKOBW Ca AOAATHUM ropyuBOM (LWITO 3ay3MMa HajMake
jeoHy nopBecHy Tauky). Y Tom cnyyajy 6poj moxe ukn og 1.0 po 2.0 (7j. mo 200%
ropuea).

* mc.player _ammo_cannons, KOJM4YMHa TONOBCKe MyHuuuje. Leo 6poj.

e mc.player ammo launchers, nofasare pa3HOr opyXja M ornpeMe Ha NoABeCHe Tayke
KOjMa aBWOH pacrnonaxke. AKO aBUOH MMa peuMMo 6 MoABEeCcHUX Tadaka, a Au3sajHep
Xenn fa MOHTMpa CaMO ABe pakeTe Koje cToje 6amxe BpXOBUMa Kpuaa, TO MOXe Aa
NOCTUrHe Tako wTo Hanuwe mc.player ammo launchers = [(None, 4), (R60, 2)].
OBuM ke NpBe YeTupwn NoasecHe Tadvke (ABe NeBo, ABe AeCHO) buTnm npecko4veHe, n ase
pakeTe P-60 6buke MOHTMpaHe Ha nocnepwe ABe Tadke (jegHa neBo, Apyra LECHO).
YkynaH 6poj nogBecHMX Tadaka, U Ha KOojuM Cy noJsioXKajuma, Moxke ce Hahun y dajny
src/blocks/planes.py, 3a cBakum aBuMOH NoHaocob. Opyxje u onpema [OCTynHa 3a
MOHTUpame Hanasn ce y ajny src/blocks/weapons.py.

e mc.player mfd mode, 3agaje y kom moay TB ekpaHa ke urpad 3anoyetu mucujy. Paanm
Ce 0 CTpUHry, a moryhHocTu 3a caga cy "targid" wn "overmap".

HapenHu nckas:
mission.switch zone("zero")

Ka)Ke y Kojoj ke 30HM no4yeTn Mmucuja. Tpeba HaBecTn jegHO oA 3agaTux MMeHa 30Ha. Kako
MMaMO CaMO CaMo je[lHY 30HY, OBaj UCKa3 MOXXe N Aa ce n30CTaBn. AKO Cce N30CTaBu, 30Ha ce
ayToMaTcku bupa Kao npea no pegocieny geduHucama.



MNoTom Tpeba HawTenoBaTW BpeMe, Tj. Y KOJIMKO CaTU NoYnHbe MUCKja:
mc.world day time = hrmin to sec(12, 30)

LITO je y OBOM C/lydajy moJsia caTa nocse nogHe.

Ha kpajy dyHKuuje Tpeba cTaBuTn return mission, n 1o 61 6uno cee y Be3n ca PyHKLMjOM
3arnaBJ/ba MUCHje.

Capg npena3umo Ha yHKUMje 30He. Yna3Ha yHKUMja 30He niraena oBako:

def zone zero enter (zc, mc, gc):

setup world(zc, mc, gc,
terraintype="00-iraq",
skytype="default2",
stratusdens=0.0,
cumulusdens=0.0,
cirrusdens=2.0,
cloudseed=101,
playercntl=2)

zc.player = create player(mc=mc, world=zc.world,
pos=Point3(0, 0, 6000),
hpr=Vec3(180, 0, 0),
speed=220)

CBaka (hyHKUMja 30He ce yBeK AeduHuLLEe Ca TPY napamMeTpa, 3a TpU CTaHgapaHa objekTa
ZC, mC 1 gcC:

def zone zero enter (zc, mc, gc):

roe wuMme dQyHKUMje 30He Mopa Qfa ojroesapa WMeHy 3agaToM Yy jedHOM of
mission.add zone(...) wu3 3arnae/ba. IMe Koje CMO MU MOCTaBWUAM 3a YNasHy QYHUUNjY
30He y 3arnaBJby MUCUje je zone zero _enter. Y ynasHoj pyHKUMjKN, 0OM4aj je fa ce Hajnpe
HanpaBu cBeT, Tj. TepeH M Hebo. PyHKuUmja setup world cnyxu 3a T0. Ta QyHKUMja
nocepyje HM3 nMapameTapa, a MU RheMo ce CKOHLEHTPUCaT! CaMO Ha OHEe UCMOCTaB/bEHE Yy
no3mBy Haller npuMepa. 3a LeO CNucak NapamMeTapa Buaetu Ty dyHKuumjy y ddajay
src/blocks/missiontools.py. zc, mc, gc cy mpBa Tpu CTaHOapOHa aprymeHTta. 3aTum
cnean wun3bop TepeHa. Tpeba ynmcaTu uMe >Ke/beHOr TepeHa, a Chucak yHanpen
CMpEeM/bEHNX TepeHa Hanasm ce y ajny src/blocks/terrains. py. 3atum, Tpeba nsabpatn
BpcTy Heba. Cin4yHO Kao Kod TepeHa, Tpeba ynucatm nme xesbeHor Heba, a cnmcak CBUX
yHanpen crnpemsbeHmnx Tunosa Heba Takohe ce Hana3m y gajny src/blocks/terrains.py.
Motom cnepgn unsbop ryctuHe Tpu Tuna obnaka: uumpyca, Kymynayca K cTapTtyca (y
3aBUCHOCTW Of, TepeHa A0 TepeHa, HUCY YBEK [OCTyMHa cBa Tpu Tuna obnaka). NycTuHa
6uno kor Tnna obnaka, ako ce 3aja Kao Hyna, 3Ha4du fa Tor Tuna obnaka Hema. cloudseed,
oapehyje HM3 cny4dajHux 6pojeBa Ha OCHOBY Kojux ke ce pacnopeanTn obnaun nNpema mManu
obnaka. Mocnepwun aprymeHT, playercntl, Tude ce Tora y Kom Moay KoHTponae ke mrpad
3ano4eTu 30HY (Moryhun yHocu cy 0, 1 n 2). O oBoMe ke 6BuTun BMLIE peyn Masio KacHuje.

MowTO HaM KOHTEKCT pajHe OBe jeAHOCTaBHe MUCWUje TO A03BOJbaBa, Y YNa3HOj yHKLMja
oAMax Kpeupamo U urpaya, U NpuToMm ra popesbyjemo atpubyty zc.player pa 6um cmo
nocjie MOran fa MaHUNyJMWeMo Urpavyem npeko Tor atpubyTta. ®yHKuUnja create player
Takohe nocenyje HM3 NapaMeTapa, 04 KOjux hemo ce hoKycupaTu CaMO Ha UCMOCTaB/beHE Y
HaweM npumepy. lNpBa OBa apryMeHTa Cy MonykeHa YBEK Ha Ha4YMH KOj C&€ MOXXE BUOETU
N3 MPUIOXKEHOr KoAa, AOK HapedHa Tpwu Au3ajHep Tpeba ga nonyHu Bek nmpema CBOjoj
3aMmuncan. Ta Tpy aprymeHTa cy:



* p0S, MECTO Ha KoMme ke ce urpayeB aBUOH CTBOPUTU Yy CBETY. Y NuUTaky je BekTop Tj. 31
KooanHaTa. UeHnTpanHa 3 kKoopaunHaTe cBeTa je yBek (0, 0, 0). Mawe-Buwe
YyCTaHOB/bEH CTaHOap4 3a BendmHy TepeH je 320000x320000 m~™2, a pagujyc
BUA/BMBOCTUN (OOKNE ce BMAM XOPWU3OHT) je 80000 m, Tako Oa je BeNMYMHa apeHe
yHyTap uenor TepeHa 320000 muHyc 2 * 80000, ogHOCHO KBagpaT BeNMNYMHe
160000x160000 m~™2. To 3HayM Oa UrpayvyeB aBUOH MOXe Oa byne cTBopeH u3Mehy
+80000 n -80000 m no x-koopAuHaTWK CBETa, UCTO TOJIMKO MO Y-KOOPAUHATKU, a n3mehy
HagMmopcke BucuHe (0) n Heke pa3syMmHe BUCUHEe (HNp. 15000 m) no z-koopamHaTn. Mnu
CMO UrpavyeB aBUOH CTBOPWUIN Yy LEHTPY XOPU3OHTAJSIHE pPaBHM TepeHa Ha BUCUHWU O
6000 meTapa.

e hpr, opujeHTaumja nrpa4eBor aBMOHa. TpM OCHOBHE KOMMOHEHTE Cy rnpaBal, Harub u
OKpeT. Y Haveny, HajBa>kHMja je NMpBa KOMMoHeHTa, npaBau. 0 je cesep, 180 je jyr, 90 je
3anag, 270 je uctok. OBae CMO Urpavyes aBMOH CTBOPWJIN OKPEHYTOI TayHO Ka jyry.

* speed, 6p3nHa KojoM ke nrpadyeB aBUOH NeTeTU Kad Ce CTBOPW.

To 6u 6mno ceBe WTO Cce TuYe ynasHe (yHKUMje 30He y Hawem npumepy. Can cnegm
hyHKLUMja NeT/be 30He, OAHOCHO PYHKLINjA Y KOjOj je CMeLUTEeHa r1aBHUHAa KOHTEKCTa pafe
Y 30HMU:

def zone zero loop (zc, mc, gc):
zc.world.chaser = zc.world.player.chaser
yield zc.world, 1.0

zc.player.show message("notification", "left",
_("Incoming enemy jet!"), duration=4.0)

yield zc.world, 2.0

zc.world.player control level = 0
zc.world.action music.set context("attacked")

yield zc.world, 2.0

pos = pos from horiz(zc.player.ac,
Point3(choice([-4000, 2000, 0, 2000, 4000]),
choice([-10000, -7000, 7000, 10000]),
randrange (4000, 7000)),
absz=True)
hpr = hpr _from horiz(zc.player.ac, Vec3(choice([0, 180]), 0, 0))
enemyac = F16(world=zc.world, name="blue", side="merc",
texture="models/aircraft/f16/f16 tex.png",
fuelfill=0.50,
pos=pos,
hpr=hpr,
speed=200,
lnammo=[ (None, 6), (Aim9, 2)1,
skill="rookie")

enemyac.set ap(target=zc.player.ac)

while not enemyac.shotdown:
yield zc.world, 1.0

yield zc.world, 6.0



zc.world.action music.set context("victory")

zc.player.show message("notification", "left",
_("Hostile jet destroyed."), duration=1.0)
zc.player.show message("notification", "left",

("Good work."), duration=4.0)

yield zc.world, 5.0

mc.mission.end()

Kao 1 kop yna3sHe dyHKUMje 30He, y OeduHuCakby (QyHKUMje neT/be NpUcyTHa Ccy Tpwu
CTaHdapAHa napameTpa 3a Tpu cTaHAapAHa objekTa. OHO WTO Ce ogMax MOXXe NPUMEeTUTH
jecte pa y dyHKUmnjn kKopuctmumo uckas yield zc.world, wTo 3Haum pa ke oBo 6GUTHK
MPOTOYHM TUN PYHKLMje neTsbe. 1o 3aBpLIETKY U3BpLUaBatba yna3sHe yHKUMje 30He, ogMax
oTnoYnkbe fa Cce n3BpwaBa PyHKUMja NeT/be 30He, N 3aTO WTO je NpoToYHa, n3BpwnTn ke
ce CaMo jefaHnyT o4 rnoyeTka A0 Kpaja. MehyTuM, y HaweM nNpuMepy je KOHTEKCT pafre
TaKo CKpojeH fa ce dyHKuUMja Hekhe 6p30 0ABPTETU, jep MOCTOje MHOre npenpeke Ha nyTy
00 HbeHor Kpaja.

MpBu pen yHyTap pyHKUMje:
zc.world.chaser = zc.world.player.chaser

bupa Kamepy, OOHOCHO Kapjap u3 kKora he ce rnepatu y cBeT. zc.world.chaser je
pe3epBucaH aTpubyT Ha KOju ce MOHTMpa KamMepa, M ayTOMaTCKu ce Kajap nornena y ceet
npebauyje Ha Ty Kamepy. To MehyTuUM paan Tako CaMO aKo je An3ajHep NPeTXo4HO 04y3€e0
KOHTPONY urpadvy, M TUME KOHTEKCT TpeHyTHe pagre ybaumo y aHMMauMoHW. YKOIUKO
nrpay nocepyje KoHTpoay, edekat npebaumsarba Kagpa Heke butn Bugbue. Kagap ke ce,
n3a 3asece, npebaunTn Ha NOCTaB/bEHY KaMepy, anu ce c/inka Ha ekpaHy Heke npebauunTun
Ha Taj Kajap CBe OOK JAu3ajHep He npebaun Ha aHMMALMOHW KOHTEKCT pafke. Yum
On3ajHep TO y4YMHU, ayToMaTCckm ke y ynoTtpebu 6butnm oHa Kamepa Koja je mocnefra buna
jonerbeHa Ha zc.world.chaser. Kako ce gaje n ogysuma KOHTposna urpady, Tj. npebauyje
Ha aHMMaUWOHUN KOHTEKCT paamwe, buke objawrbeHO yckopo. Bpegw jow nomeHyTn pa je
zc.world.player.chaser jegHa o4 peTKMX yHanpen AedHUCaHUX KaMepa, U nNpeacTaB/ba
nornen w3 nNpBor AuMua urpada. 3a KBaJIMTETHY pexunjy akuuje y aHumaumju, Hajpehn peo
BpeMeHa noTpebHO je Ja Am3ajHep Kpeupa cBoje cneunduyHe kamepe M OHAa Ada LeTa
n3mehy mux. Kako ce Kpeupa HOBa crneumduyHa Kamepa 3a cneumdunyaH Kapgap, To je
KOMMJAIMKOBaH Nocao Koju ke 6utnm objawrbeH y apyrom npumepy (koju ke ce, oa nogcetTnmo,
6aBNTU KOMMAIMKOBaHWjOM BEP3MjOM jeiHe MUCKhje).

HapenoHn pep yield zc.world, 1.0 je obmyHa KpaTka naysa. 3Hauu fa ke dyHKuUKja
YyekaTu jelHYy CeKyHAY Mnpe Hero WwTo HacTaBu faJjbe U3BpLUaBare. HanncaHa je 3aTo WTo je
Oun3ajHep NpoueHno fa je y TOKy paare notpebHa KpaTKa naysa, U3 npe cBera ecTeckux
pa3Jsiora.

3aTum cnegu:

zc.player.show message("notification", "left",
_("write whatever you want"), duration=4.0)

OBO je MCKa3 Koja CNy>XW Aga ce wasby obaBellTera Urpavyy Tokom mucnje. OTBapa nNpos3op
ca obaBewTerMa Y OOHEM JIEBOM KBaApaHTY eKpaHa, YHyTap Kora ke 6uTu ncnmcaHo cee
WITO je OAn3ajHep MUCUMje HanMcao Kao CTPUHI Yy ropwem peay. Moxe ce 3agaTu U KOJIMKO
Ayro ke nopyka TpajaTu npe Hero WTo Ce YKJIOHW, a Yy HalleM NpuMepy TO je 4 CeKyHae.



MNMoTom crenu joll jegHa naysa y M3BpLUaBaky GyHKLMje NeT/be, OBOr NyTa OJ BE CEKYHAE,
MOHOBO M3 €CTEeCKUX pa3siora, a oHAa Aonasnmo Ao bapaTarba KOHTPOJIOM KOjy Urpay nma:

zc.world.player control level = 0

zc.world.player control level je jow jepaH pe3epBucaHu aTpubyT. Mory My 6utwm
nonesbeHe Tpyu BpegHoCTu:

* 0 - Urpay nmMa NOTNyHy KOHTPOJIY Had UFPOM
* 1 - nrpayy je oay3eTo KOHTPOJIa, ajin je Kamepa 1 fasbe CTPOro Be3aHa 3a KabuHy

e 2 - Urpavy je oay3eTo KOHTPOJa, U KOHTEKCT je npebayeH Ha KOHTEKCT aHUMauuje

YuM ce aKTuMBMpPa KOHTEKCT aHMMauuje, BPeOHOCT 2, MojaBJbyjy Ce€ aHMMaLMOHE Mpeyke y
ropHeM N OOHEM OeNy ekpaHa, a kagap ce npebauyje Ha nocnenky Kamepa Koja je buna
nopesbeHa Ha zc.world.chaser. Y Tom Mmoay, an3sajHep Mucuje uma csy cnobony na nNM4YHO
n3pexupa ueny cueHy (y3 nomoh pomaTHor anaTta KojuMm kemMo ce 6aBuTn y OpPYyrom
npumepy). Kaga je 3amMmuwsbeHa CLeHa 3aBpllieHa (a NpuToOM Huje n Kpaj Mucnje), AnsajHep
6n Tpebano pa BpaTU KOHTPOSY uUrpady, Tako WTo ke NOHOBO poaenuTtun atTpubyty
zc.world.player control level BpegHocTt 0. Y Hawem npuMmepy, paHuje je yHyTap
hyHKuUmMje setup world (y ynasHoOj (hyHKUMjU 30HE) BPeOHOCT oBor aTpubyTa je Buna
rnocTaBJ/beHa Ha 2, npeko napameTtpa playercntl. To cMO ypagunu jep je KOHTEKCT paare y
30HM MOYMHA0 Kao aHMMauMja, a caj CMO urpadyy BpaTuaM KOHTpoay. [MapameTap
playercntl Hwuje HMKaKaB cneuunjasHM NapaMmeTap, Beh Oaje NCcTn edekaT Kao 1 aTpubyT
zc.world.player control level. Hama je 6uno 3rogHoO Oda ra WCMoO/bUMO Yy (YHKLMjK
setup world, ynpaBo 3a 30HE KOje MOo4YMkY aHUMaLUWjoM, YNCTO Oa AU3ajHep Mucuje He 6u
Mopao pa nuwe zc.world.player control level = 2 ogmax ucnopn nosmea yHKUUje

setup world.

Cnepehn pepn ce 6aBn nylwTakbeM No3agnHCKe My3unKe:
zc.world.action music.set context("attacked")

CtpuHroem yHyTap ¢yHKuUMje .set context() cy pe3sepBucaHe peyun. o no3uBy oBe
(PYyHKUWje TpeHyTHa no3aaunHCcKa My3nka ke 6T ayTOMacKmM yralwleHa, a No3BaHa yrnasbeHa.

e "Ccruising", mMmpHogoncka My3uka. [oHaBsbajyha, no3aguMHCKa My3uMKa Kaga urpad
6e36punKHO neTu.

e "attacked", Hanagayka My3uka. lNMoHaB/bajyha, No3agMHCKa My3MKa KoOja ce nywTa
Kaja Cy urpay uim HeKu HeroB CaBe3HUWK Mo HanagoMm, Win Kafa Urpad cam npunyua
Ha Hekora.

e "boss", cneundunyHa Hanagayka My3uka. NoHaB/bajyha, No3agMHCKa My3MKa Koja je
HaMereHa CuUTyaluunjaMa Kaja je wrpad nog HamaJoM HEeKOr OMakKor Wan BaXXHor
NPOTMBHMKA (HMP. HEKOI aca WiKn HeKor ,KanuTajsHor" Bo3nna).

e "victory", nobepHn4ka KpaTKa CBMpPKa. KpaTka My3mka Koje ce onBpTU CaMo
jemaHnyT, 1 06MYHO Ce Nyl Ta Kada je Mucuja ycnewwHo obaBsbeHa.

* "defeat", rybntHn4ka KpaTka cBMpka. KpaTka My3unKa Koja ce OABPTM CaMO jegaHnyT,
n To 06n4HO Kaga je Mncuja nponana.

e "silence", HeMa HMKaKBe My3UKe.
OBO je TpeHyTHa nucTa, y nepcnekTtmem Tpebano 6m pa byne jow BpcTa My3uka, Tuna
MUPHOAOMCKa-NpujaTesbCka, MMpHoAoNcKa-npeTeha, Kag nrpay HacTpaga, UTA.

Tpeba jow HanoMeHyTM Aa je Mo yyYuTaBakby CBaKe 30HE Ha CHa3W ayTOMacKu pPexum
yrnpas/batba My3MKOM. To 3Haun ga ke ce, Mo yuYuTaBakby 30HE, AayTOMATCKM MOKPEHYTU
MUPHOMOMNCKA My3MKa, a MoTOM KajZ je urpad nog HanaZoM, ayTOMAaTCKU MOKPEHYTU



Hanmagadka. Kapa ce Hamag 3aBpLUW, ayTOMATCKM Ce racuM Hamagayka v nywTa MNoHOBO
MuUpHogoncka (ycsoB ga 6u ce nporaacuo Kpaj Hanaga je Aa HMKO HUKOI He uu/ba BuLLE o
10 cekyHAan). YKONUKO amuzajHep buno roe yHyTap yHKUMje 30He py4HO npebaun Ha Heky
MY3UMKY, Kao LITO CMO MW ypaduan y HalleM nNpuMepy, oHAa Ce Leo ayTOMaTCKM MexaHun3am
yrnpassbatba MY3UKOM CycrneHayje, u o4 Taja Au3ajHep Mopa py4HO Aa 6bapaTa My3MKOM Yy
TOj 30HM.

Y HacTaBKy M3BpLUaBakba Halle yHKLUMje NeT/be 30He C/iedu jow jeaHa ApaMcKa naysa of
[IBe CeKyHe, a MOTOM KpenpaMo MoTUBHUKA:

pos = pos from horiz(zc.player.ac,
Point3(choice([-4000, 2000, 0, 2000, 4000]),
choice([-10000, -7000, 7000, 10000]),
randrange (4000, 7000)),
absz=True)
hpr = hpr _from horiz(zc.player.ac, Vec3(choice([0, 180]), 0, 0))
enemyac = F16(world=zc.world, name="blue", side="merc",
texture="models/aircraft/f16/f16 tex.png",
fuelfill=0.50,
pos=pos,
hpr=hpr,
speed=200,
lnammo=[ (None, 6), (Aim9, 2)1,
skill="rookie")
enemyac.set ap(target=zc.player.ac)

MPOTUBHNYKKN aBMNOH, Y HalleM chnydajy jenaH d-16, kpenpa ce yBekK Ha OBaj Ha4uH. F16 je
MMe KJlace HanpaB/beHe 3a Taj aBuoH. CBM HOOCTYMHM aBMOHW OOHOCHO, CBe KJace
HarnpaB/bEHE 3a pa3He aBMOHe, Hanase ce y dajny src/blocks/planes.py.

* world, napameTap Koju yBek Mopa Aa byne nonyweH Ha HauYuH Kao y HalleM npumepy.

* name, MMe 3a OOTUYHW ABUOH. YrJIaBHOM He CYXU HUYEeMy, OCUM 3a aebaroBarbe u
pa3He Apyre KOH30JIHe ucnuce.

* side, cTpaHa Kojoj aBMoH npunapa. MNogpasymeBaHoO, OBa aBMOHa KoOjyMa je ynucaH
pas3INYUT CTPUHI 3a OBaj aprymeHT ke ayToMaTCKu jepaH g[pyror cMmaTpaTu
HenpujaTe/boM. MOCTOjM HAYMH A ce Kaxke [a Cy ABe pa3/inynmTe CTpaHe caBe3Huuu, a
0 ToMe ke 6UTK BULLE pevn y ApyromM npumepy.

» texture, cnyxu na ce 3afa Heka o TEKCTypa Ha MoZeN aBMOHa. Koje cy cBe TekcType
[OCTYyMNHe, BUAETN Y ANPEKTOPUjyMYy MOoLeNa 3a AaTh aBUOH.

e fuelfill, konn4mHa ropusa. Og 0.0 o 1.0 (wTo 3Ha4m oa 0% no 100% nonyHeHoCTH).

* pOS, MecTo N BUCUHA Yy CBeTYy rae ke ce aBMOH CTBOPUTK. Y HalleM npumepy, nosunumja
je HewTo KOMMAMKOBaHWje oapeheHa Hero Kako cMo Guan Hanucanu Kop CTBapaka
nurpava:

pos = pos from horiz(zc.player.ac,
Point3(choice([-4000, 2000, 0, 2000, 4000]),
choice([-10000, -7000, 7000, 10000]),
randrange (4000, 7000)),
absz=True)

pos from horiz je ¢pyHKUMja KOja Ka)Ke Aa Cce HewTo CTBOPWU Ha MO3ULMjKN penaTUBHOj y
ofHOCYy Ha apyru objekaT, n TO paBHO NpemMa XOPU30HTY. Y HalleM csyyajy M1 CMO peknn fa
ce NPOTUBHUNYKKN aBUOH CTBOPU Y OOHOCY Ha Urpa4ves aBuoOH, zc.player.ac. MpMTOM CMO 3a
KoopAMHaTe Te nosvunje 3agajm HacyMmyHe nsbope, Kako 6u ce aBMOH yBEK CTBOPMO Ha
HEeKOM ApyroMm MecTy (buno no x-, y- nnn z-koopgmHaTu), y OAHOCY Ha urpayes aBMoOH. Ha



Kpajy, absz=True 3Hayu Ja >KeAMMO Ja Ce BMCMHa NocMaTpa ancoslyTHO Y 0AHOCY Ha CBeT,
a He Yy OAHOCY Ha Wurpada, jep je TaKo 4eCTOo MpupoAHMje 3a KOHTEKCT pagke.
MoaopasymMeBaHa BpedHOCT MapameTpa absz je False. * hpr, opujeHTauwnja CTBOpPeEHOr
aBMOHa. Kao 1 Kopj nosuvumnje, y Hawem npuMmepy opujeHTaunja je HewTo KOMMINKOBaHuje
ogpeheHa Hero Kako cMo 6 Hanucaan Koa CTBapara Urpaya:

hpr = hpr _from horiz(zc.player.ac, Vec3(choice([0, 180]), 0, 0))

Mpuya je BeOMa C/AMYHa Kao U y ciayydajy nosuvumje. 0 3a enleMeHT BEKTOpa Koju ce Tu4e
npaBLa 3Ha4yM ga ke HOC OBOr aBMOHa BUTK OKPEHYT Y UCTOM MpaBLy Kao N urpades HoC, a
180 y noTnyHO cynpoTHOM npaBuy. [lakne, ako ce NPOTUBHUYKN aBUOH Hanasm ucnpenq
urpada, a teroB yrao npasua je 180 crteneHn, oHaa he wurpad m HeroB MNPOTUBHUK
jypuwaTn OUPEKTHO jedaH Ha ApYror, Kao y urpu kykasuue. * speed, 6p3vHa kojom ke
aBMOH JleTeTn 4mM ce cTBopwu. * Llhammo, Kayewe onpemMe Ha MoABEeCHe Tayke aBUOHaA.
OYHKUNOHMLWE Ha UCTU Ha4YuH Kao U MpeTxonHo onucaHu mc.player ammo launchers. *
skill, HMBO BeLWITUHE KOjy NUAOT AOTUYHOI aBMOHa noceayje. TPEHYTHO OBaj aprymMeHT He
paon pobpo n Tpeba ra usoctaBuTU. Y nepcnekTuBM ke MOCTojaTU MeT HMBOA TEXUHE,
OOHOCHO neT BpegHocTu: "rookie", "pilot", "veteran", "ace" un "custom".

To 61 610 CBe LWITO Ce TMYe HAaYMHA Ha KOju Ce Mo3MBa HOBU aBMOH yHyTap 30He, a oAMax
cnenwv 1 3afaBare NoHallarba TOr aBMOHa:

enemyac.set ap(target=zc.player.ac)

.set_ap() je dpyHKunja ayTonunoTa. To je BeoMa Ba)KHa pyHKLUMja, N hoMe ce oapehyje He
caMo MNoHalware aBuMoHa, Beh M pobap [eo BewTadke UHTeNUreHumje aBuoHa. [pema
3a4aTuUM aprymeHaTMMa, aBUOH ke MOKywTW Aa m3Bpwun Hapenby Hajbo/mse wTo yme. Y
HalleM cnyYajy Hapenba je Bpno npocTta, target=zc.player.ac, WTo 3Ha4Yn fa ce HanagHe
urpad. OBa dyHKLMja noceayje HU3 NapamMmeTapa:

e altitude, HagMOpCKa BUCKHa KOjy aBMOH Tpeba Oa AOCTUrHe.

* speed, 6p3nHa Kojy Tpeba ga gocturHe.

e climbrate, 6p3nHa KojoM Tpeba Oa ce nemwe.

e turnrate, 6p3nHa Kojom Tpeba noa ckpehe.

* heading, npaBay Kojum Tpeba na nge.

* point, Ta4ka Kojy Tpeba na pocerHe.

e otraltitude, BucuHa Hapg Thom Kojy Tpeba na ogp>kasa.

* leader, 3apaje Hekn apyru objekaT aBnoHa Kao Bohy hopmauumje.
* formpos, no3munja y popmaumjn.

* target, meTa kojy Tpeba HanacTw.

e useab, BpegHocT True/False Koja Kaxe CMe JIM aBMOH Jda KOPUCTM LOMYHCKO
caropeBame.

* maxg, MakKCMManHo r-ontepekere Koje cMe ga ce JOCTUMHe.

e invert, pa nm netetn Ha nebuma (ako je moryhe ocTasne mapameTpe OCTBAPUTU U
netehkun ycnpasHo n netehn Ha nebuma).

* enroute, BpeoHocT True/False Koja KaXke fa JM ga ce HacTaBu neT No aedUHMNCaHO]
MapLpyTK.

Cnucak cBMx 0BUX NapameTapa he BepoBaTHO BUTK npowmpmeaH y 6yaykHocTu.



HakoH cTBapara WM 3aJaBatba MOHALLAHka MNPOTUBHUYKOM aBUOHY, CMyLITaMO pammy Ha
[la/be HanpenoBarbe yHKLUMNje NeT/be 30He:

while not enemyac.shotdown:
yield zc.world, 1.0

OBaj 610K NPOCTO 3Ha4n: AOK NPOTMBHMYKN aBUOH Huje 0BopeH, HEMa dasber HanpenoBama
dyHKUnje netsbe. MNMpuToM, yHyTap OBe MeT/be MOXe ce CTaBuTu u camo yield Tj. ga
rMpoBepBa YCJ/IOB MeT/be y CBakoM gpejmy. Mu cmo ctasuam yield zc.world, 1.0, wTo
3Ha4M Oa npoBepaBa TEK Yy CBakKOj CEKyHOW BpeMeHa CBeTa, Aa ce He 6u b6becnoTpebHo
Tpowwune nepcgopmaHce. Can je Ha wrpadyy ga ob6opu MNPOTMBHMYKN aBUOH M OMOryhu
HacTaBaK M3BpLUaBaka PyHKLMje NeT/be, a TO MOXKE Aa noTpaje.

Kaga wurpad KoHa4yHoO ycne ga obopu NPOTMBHMYKW aBWOH, paMna ce Ouxe, n QPyHKuMja
rmeT/be HacTaB/ba Aasbe. Hajnpe cneauv jow jegHa ApaMcKa Mmay3a, OBOr MyTa o4 LwWecCT
CEKYHOW, a NOTOM:

zc.world.action music.set context("victory")

oknpoarbe nobegHmnuke KpaTKe CBUpKe u:

zc.player.show message("notification", "left",
_("Hostile jet destroyed."), duration=1.0)
zc.player.show message("notification", "left",

("Good work."), duration=4.0)

obaBelwTewe 0 NO3UTMBHOM mcxony. OBOr nyTa ce paau o ABa obaBeliTewa, MPBOM Koje
Tpaje jedHYy CeKyHAY W OPYroM Koje Tpaje 4eTupu cekyHge. To WITO MNpBO Tpaje jegHy
CeKyHOy He 3Ha4nm fa he ce ykKJIOHUTU nocne jegHe cekyHae, Bek camo na he ce apyro
obaBellTerwe MojaBUTU CKOPO UCTOBPEMEHO Yy WCTOM Mpo3opy ca obaBewTerwuma. A Taj
npo3op ke ykynHo TpajaTm 4 + 1 cekyHAay, Tj. 5 cekyHaun, Kaga he ce yKAOHUTU 1 MPBO U
Apyro obaseluTere NCTOBPEMEHO.

MoToMm cnepu jow jeaHa gpaMcka naysa of NeT CeKyHAW, N Ha Kpajy:
mc.mission.end()

3a pas3nuky of yna3sHe yHKLMje 30He, KOja YMM Ce M3BPLUM ayTOMATCKW MNoYnkbe gda ce
Mn3BpLWaBa pyHKLMja NMeT/be 30HEe, KoA hyHKUMje neTs/be TO HMje cnydaj. Haume, pagra 30He
ke TpajHO oCTaTw 3agp>XaHa yHyTap yHKUWje neT/be, CBE OOK Ce He n3ga eKCramumTHa
Hapenba na ce npehe Ha n3nasHy pyHKUMNjy 30He. Ta Hapenba je rope HaBegeHu pen.

3aK/by4yHO Ca NoCnefHNM pedoM yHyTap (yHKUWje neT/be 30He, NoYnkhe Ce M3BpLUaBaTu
n3na3Ha PyHKLUNja 30HeE:

def zone zero exit (zc, mc, gc):
if zc.player and zc.player.alive:
store player state(mc, zc.player)
yield zc.world, zone flyout(zc) + 3.0

zc.world.destroy()

®yHKUWja ce HapaBHO AeduHULLIE oMNeT ca TpW CTaHAaplHa napameTpa 3a Tpu CTaHAapAHa
ob6jekTa, a NOTOM MoYnHLEe MPOBEPOM CTakbe Urpaya:



if zc.player and zc.player.alive:

0a nu je npucyTaH 1 ga nu je 4yuTaB. AKO jecTe no3uBa ce hyHKumja store player state,
kKoja Tpeba ma 3anaMTM onwTe CTawe urpadya (HMBO owTehewa, KOJNYMHY rOpPUBA,
KOM4YuHy MyHuumje, 6poj npeoctanux pakeTta, uth). Notom cneom dyHkumja (edhukacHo
HanumcaHa, asan 3a rnoYeTHUKe HenpersefHo yrias/beHa) aHUMaunje ofsieTarba urpada. Ta
aHUMaUnja je cMmelTeHa yHyTap dyHKunje zone flyout, 4nju ce Kog Mmoxe BuaeTtn y dajny
src/blocks/missiontools. py.

Ha Kpajy cnenun yknarbarhe CBeTa YHyTap 30HE:
zc.world.destroy()

a TO Yy CAydajy Hawer npumepa Takohe 3Ha4M 1 Kpaj MUCUje N Kpaj LuesmHe Koja ce Tuye
CKpuMNTOBakha jedHe 30He.

3a Kpaj Tpeba nomeHyTM M jow OBe QyHKUMje, a KOje Ce KOpUCTe y Hawem npumepy
nocpenHo, yHyTtap dyHkumje zone flyout. To cy:

zc.world.fade in(time=1.0)
zc.world.fade out(time=1.0)

OBe aBe dyHKUMje CnyXXe Aa CJIMKa Ha €KpaHy YPOHW Y LPHWUIO WUAN WU3POHW U3 LUpHWUIA
HbnxoBa CBpxa je npe CBera ecTeTCcKa, U CIYXW 3a rNaTKy pexujy cueHa. Oa ce ybnaxe
npenasun, jep je He3rpanHo da Kag Ce peummo YKJIOHW CBeT, €KpaH ofjeaHOM 3aupHMu,
YyMeCTO fa NMOCTEMNeHO YPOHU Y LIPHWUJIO.

To 6u 61NO TO WITO Ce TUYe NMPBOIr NpMMepa. JeagHoCTaBHO, 3ap He?

NMpuMmep 2 - KOMNJIEKCHA MUCUja KaMNakwe

Mpumep 6p. 2 NpeTnocTas/ba Aa je YnTanal [obpo npoyymo n pasymeo npumep 6p. 1, Tako
ha ce Hehkhemo Buwe 6aBuTun objawbaBakbeM OCHOBHe rpahe y nspaam jeaHe mucuje.

LlenokynaH Kon Mucuje:
# -*- coding: UTF-8 -*-
from pandac.PandaModules import *

from src.core import *
from src.blocks import *
from init  import *

def airfield 2000x30 (zc, mc, gc, pos, hpr, side):

runway pos = pos

runway hpr = hpr

runway = CustomBuilding(
world=zc.world, name="af2000x30 runway", side=side,
strength=6000, minhitdmg=3000, maxhitdmg=5000, rcs=0,
hitboxdata=[],
modelpath="models/buildings/runway/runway2000x30.egg",
texture="models/buildings/runway/runway2000x30 tex.png",
normalmap="models/buildings/runway/runway2000x30 nm.png",



glossmap="models/buildings/runway/runway2000x30 gls.png",
clamp=False,
pos=pos,
hpr=hpr,
damage=0,
castshadow=False)
runway surface = VirtualHorizPoly(
poly=[pos from point(runway pos, runway hpr,
Point2( 15.0, 1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2( 15.0, -1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2(-15.0, -1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2(-15.0, 1000.0)).getXy()],
convex=True,
flush=True,
elev=(zc.world.elevation(runway pos) + 0.1),
gtype=GROUND .RUNWAY)
zc.world.terrains[0].add virtual surface(runway surface)
runway.player ground pos = pos from point(runway pos, runway hpr,
Point3(0.0, -900.0, 0.0))
runway.player ground hpr = runway hpr
return runway

def init cache (mc, gc):

cache bodies(["f16", "f18", "mig29", "bradley", "warehouse 1",
"runway2000x30"])

def mission start (gc):
mission = Mission(gc)
mission.add init(loadf=init cache)

mission.add zone("canary", clat=28.22, clon=-16.04,
enterf=cr@60 canary enter, exitf=cr060 canary exit,
loopf=cr060 canary loop)

mission.add zone("wsahara", clat=24.56, clon=-13.68,
enterf=cr@60 wsahara enter, exitf=cr060 wsahara exit,
loopf=cr060 wsahara loop)

mission.switch zone pause = 1.0

mc = mission.context

mc.player fuelfill = 1.0

mc.player ammo cannons = [500]
mc.player ammo launchers = [(None, 4), (Aim9, 4)]
mc.player mfd mode = "overmap"

mission.switch zone("canary")

# Alliances



mc.alliances = [("1lw", "dwater")]

# Mission start time
mc.world day time = hrmin to sec(9, 21)

# Set mission objectives.
mc.objective patrol x = False

return mission

#
# Canary islands zone

def cr060 canary enter (zc, mc, gcC):

# Create world.

setup world(zc, mc, gc,
terraintype="15-canary",
skytype="default2",
stratusdens=0.8,
cumulusdens=0.9,
cirrusdens=2.0,
cloudseed=1506,
playercntl=0,
alliances=mc.alliances)

# Add base complex, runway, etc.

zc.afrunway = airfield 2000x30(zc, mc, gc, side="1lw",
pos=Point2(9100, -4200),
hpr=Point3(0,0,0))

# Add player and wingmen if any.
# Depending if this is the first or a subsequent entry into the zone,
# set player on the runway or in the air.
if not zc.visited before:
zc.player = create player(
mc=mc, world=zc.world,
pos=zc.afrunway.player ground pos,
hpr=zc.afrunway.player ground hpr,
speed=0, onground=True,
texture="models/aircraft/f16/fl6dutch tex.png")
zc.hulk = F16(
world=zc.world, name="hulk", side="1w",
texture="models/aircraft/f1l6/flédutch tex.png",
fuelfill=1.0,
pos=pos from horiz(zc.player.ac, Point3(+20, 15, 0)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
lnammo=[ (None, 6), (Aim9, 2)1],
skill="veteran")
zc.draggon = F16(
world=zc.world, name="draggon", side="1lw",
texture="models/aircraft/f1l6/flédutch tex.png",
fuelfill=1.0,
pos=pos_ from horiz(zc.player.ac, Point3(-20, 20, 0)),



hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
lnammo=[ (None, 6), (Aim9, 2)1],
skill="pilot")
zc.draggon.set auto attack(["plane"])
zc.hulk.set auto attack(["plane"])
formation triplet(zc.player.ac, zc.draggon, zc.hulk,
compact=1.0, jumpto=False)
else:
zc.player = create player(
mc=mc, world=zc.world,
pos=pos _from horiz(zc.afrunway, Point3(0, -12137, 1927)),
hpr=hpr from horiz(zc.afrunway, Vec3(0, 0, 0)),
speed=200,
texture="models/aircraft/f16/fl6dutch tex.png")

# Add objects.
pass

# Set navpoints/waypoints.

zc.player.add navpoint(name="navl",
longdes= ("Navpoint 1"), shortdes= ("NAV1"),
pos=Point2(0, 0), radius=640000, height=-1,
tozone="wsahara")

add base waypoint(zc, mc, base=zc.afrunway, name="base",

longdes= ("land"), shortdes= ("BASE"))
if zc.visited before:
zc.player.update navpoint("navl", active=False)

def cr060 canary loop (zc, mc, gc):

if (not mc.mission failed and not zc.visited before and
(zc.hulk.shotdown or zc.draggon.shotdown)):
zc.player.update navpoint("navl", active=False)
mission failed(zc, mc, gc,
reason=_("You shot down your own, pilot."))

if (not zc.nail player and mc.mission failed and
zc.world.stopwatch("countdown nailplayer") > 4):
zc.world.explosion damage(force=1000, ref=zc.player.ac.pos())
zc.nail player = True

return zc.world, 1.0

def cr060 canary exit (zc, mc, gc):
zc.visited before = True

if zc.hulk and not zc.hulk.outofbattle:
zc.hulk.jump to(
pos=pos from horiz(zc.player.ac, Point3(50, 100, -10)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=zc.player.ac.speed())
store plane state(mc, zc.hulk)



mc.hulk alive = True
else:

mc.hulk alive

False

if zc.draggon and not zc.draggon.outofbattle:
zc.draggon.jump to(
pos=pos _from horiz(zc.player.ac, Point3(-50, 100, 10)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=zc.player.ac.speed())
store plane state(mc, zc.draggon)
mc.draggon alive = True
else:
mc.draggon alive = False

if zc.player and zc.player.alive:
store player state(mc, zc.player)
yield zc.world, zone flyout(zc)

zc.world.destroy()

#
# Western Sahara zone

def cr060 wsahara enter (zc, mc, gc):

# Create world.

setup world(zc, mc, gc,
terraintype="16-wsahara",
skytype="default2",
stratusdens=0.4,
cumulusdens=1.1,
cirrusdens=1.8,
cloudseed=1606,
playercntl=0,
alliances=mc.alliances)

# Add base complex, runway, etc.

zc.patlpos = Point2(-40002, 18915)

zc.patxpos = Point2(-21495, -58290)

zc.basewarehousel = Warehousel(
world=zc.world, name="barrack 1", side="dwater",
texture="models/buildings/warehouse/warehouse 1 tex.png",
normalmap="models/buildings/warehouse/warehouse 1 nm.png",
pos=(zc.patxpos + Point2(0, 50)),
hpr=Vec3(270, 0, 0))

zc.basewarehouse?2 = Warehousel(
world=zc.world, name="barrack 1", side="dwater",
texture="models/buildings/warehouse/warehouse 1 tex.png",
normalmap="models/buildings/warehouse/warehouse 1 nm.png",
pos=(zc.patxpos + Point2(-25, -50)),
hpr=Vec3(270, 0, 0))

# Add player and wingmen if any.
# Depending if this is the first or a subsequent entry into
# the zone, set player on the runway or in the air.



zc.player = create player(

mc=mc, world=zc.world,

pos=Point3(-41212, 18009, 7452),

hpr=Vec3(215, 0, 0),

speed=210,

texture="models/aircraft/fl6/fl6dutch tex.png")

if mc.hulk alive and mc.draggon alive:

zc.hulk = recreate plane(
mc, world=zc.world, name="hulk",
texture="models/aircraft/f1l6/flédutch tex.png",
pos=pos from horiz(zc.player.ac, Point3(-200, 200, 35)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=210)

zc.hulk.set auto attack(["plane"])

zc.draggon = recreate plane(
mc, world=zc.world, name="hulk",
texture="models/aircraft/f1l6/flédutch tex.png",
pos=pos from horiz(zc.player.ac, Point3(-100, 250, 20)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=210)

zc.draggon.set auto attack(["plane"])

formation pair(zc.hulk, zc.draggon, compact=0.1, jumpto=True)

# Add objects.

zc.vhcl = Bradley(
world=zc.world, name="larmorl", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos_from horiz(zc.basewarehousel, Point2(200, 0)),
hpr=hpr from horiz(zc.basewarehousel, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc2 = Bradley(
world=zc.world, name="larmor2", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(20, 0)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc3 = Bradley(
world=zc.world, name="larmor3", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(0, -20)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc4 = Bradley(
world=zc.world, name="larmor4", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos_from horiz(zc.vhcl, Point2(20, -20)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc5 = Bradley(
world=zc.world, name="larmor5", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(0, -40)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc6 = Bradley(
world=zc.world, name="larmor6", side="dwater",



def

texture="models/vehicles/bradley/bradley tex.png",
pos=pos_from horiz(zc.vhcl, Point2(20, -40)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

# Set navpoints/waypoints.

zc.player.add waypoint(
name="patl", longdes= ("patrol point 1"), shortdes= ("PAT1"),
pos=zc.patlpos, radius=2000, height=-1)

zc.player.add waypoint(
name="patx", longdes= ("patrol point x"), shortdes= ("PATX"),
pos=zc.patxpos, radius=500, height=500)

zc.player.add navpoint(
name="home", longdes= ("Navpoint 1"), shortdes= ("HOME"),
pos=Point2(0, 0), radius=640000, height=-1,
tozone="canary")

zc.player.update navpoint("home", active=False)

cro60 wsahara loop (zc, mc, gc):

if (not zc.first conv and
zc.world.stopwatch("countdown firstconv") > 6):
if (not zc.first conv triggered and mc.hulk alive and
mc.draggon alive):
zc.world.chaser = zc.world.player.chaser
zc.world.player control level = 2
zc.player.ac.set ap(climbrate=0.0, turnrate=0.0, maxg=9.0)
zc.dialog0l = conv cr060 01(zc.world, zc.player,
zc.hulk, zc.draggon)
zc.dialog0l.start()
zc.first conv _triggered = True
elif zc.first conv triggered and not zc.dialog0l.in progress():
zc.world.player control level = 0
zc.player.ac.jump to(
pos=Point3(zc.player.ac.pos()[0],zc.player.ac.pos()[1],
zc.player.ac.pos()[2]),
hpr=Vec3(120,0,0), speed=200)
zc.hulk.jump to(
pos=Point3(100000, 100000, 8000),
hpr=Vec3(270,0,0), speed=190)
zc.draggon.destroy()
zc.world.fade in(0.5)
zc.first conv = True

if not mc.objective patrol x and zc.player.at waypoint("patx"):
zc.player.show message("notification", "left",
_("Objective complete!"), duration=4.0)
mc.objective patrol x = True

if (not zc.second conv and mc.objective patrol x and
zc.world.stopwatch("countdown secondconv") > 3):
zc.dialog02 = conv cr060 02(zc.world, zc.player)
zc.dialog02.start()
zc.second conv = True



if (not zc.third conv and zc.second conv and
not zc.dialog02.in progress() and

ZC
ZC

ZC.
ZC.

ZC.

ZC.

ZC.

ZC.

ZC
ZC

.world.stopwatch("countdown thirdconv") > 4):
.world.fade out(0.5)
world.break alliance(["lw", "dwater"])
enemyac5 = F18(
world=zc.world, name="grayl", side="dwater",
texture="models/aircraft/f18/f1l8darkwater tex.png",
fuelfill=0.50,
pos=Point3 (500, 520000, 5000),
hpr=vVec3(180, 0, 0),
speed=210,
Tnammo=[ (None, 4), (Aim9, 2)1)
enemyacb = F18(
world=zc.world, name="gray2", side="dwater",
texture="models/aircraft/f18/f1l8darkwater tex.png",
fuelfill=0.50,
pos=Point3(-500, 510000, 5000),
hpr=vVec3(180, 0, 0),
speed=210,
Tnammo=[ (None, 4), (Aim9, 2)1)
chaser player = TrackChaser(
world=zc.world, point=Point3(15, 20, 6),
relto=zc.player.ac, rotrel=True,
atref=zc.player.ac, upref=zc.player.ac,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))
chaser enemyac5 = TrackChaser(
world=zc.world, point=Point3(-30, 40, -6),
relto=zc.enemyac5, rotrel=True,
atref=zc.enemyac5, upref=zc.enemyac5,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))
dialog03 = conv cr@60 03(zc.world, zc.player, zc.enemyac5,
zc.enemyac6b, zc.chaser player,
zc.chaser enemyac5)

.dialog0@3.start()
.third conv = True

elif (not zc.begin fight and zc.third conv and
not zc.dialog03.in progress()):

ZC.
ZC.

ZC.

ZC

ZC.

ZC

ZC

world.player control level = 0

player.ac.jump to(
pos=Point3(zc.patxpos[0] + 3000, zc.patxpos[l] - 2600, 4005),
hpr=Vec3(65,0,0), speed=220)

enemyac5.jump to(
pos=pos from horiz(zc.player.ac, Point3(4000, 12700, 1453)),
hpr=Vec3(180,0,0), speed=240)

.enemyac6.jump to(

pos=pos from horiz(zc.player.ac, Point3(-3000, 14000, 2019)),
hpr=Vec3(180,0,0), speed=240)
enemyac5.set ap(target=zc.player.ac)

.enemyac6.set ap(target=zc.player.ac)
zC.
zC.
.world.fade in(0.5)
zC.

chaser player.destroy()
chaser enemyac5.destroy()

begin fight = True



if (not zc.help arrived and zc.begin fight and
zc.world.stopwatch("countdown help") > 16):
formation pair (zc.player.ac, zc.hulk, compact=6.0, jumpto=True)
zc.hulk.set min fuelfill(0.5)
zc.hulk.set auto attack(["plane"])
zc.dialog04 = conv cr060 04(zc.world, zc.player, zc.hulk)
zc.dialog04.start()
zc.help arrived = True

if (not zc.fifth conv and zc.help arrived and
zc.enemyac5.outofbattle and zc.enemyac6.outofbattle):
zc.world.action music.set context("cruising")
if not zc.hulk.outofbattle:
zc.dialog05 = conv cr060 05(zc.world, zc.player, zc.hulk)
zc.dialog05.start()
zc.fifth conv = True

if (not mc.mission completed and mc.objective patrol x and
zc.fifth conv and zc.world.stopwatch("countdown complete") > 8):
zc.player.update navpoint("home", active=True)
mission completed(zc, mc, gc)

return zc.world, 1.0

def cr060 wsahara exit (zc, mc, gc):
zc.visited before = True
if zc.player and zc.player.alive:
store player state(mc, zc.player)

yield zc.world, zone flyout(zc)

zc.world.destroy()

#
# Mission dialogs.

def conv cr060 01(world, player, hulk, draggon):

def fade out screen():
world.fade out(0.5)

def player look hulk():
player.headchaser.move to(atref=hulk,
angspeed=3.0, angacc=1.0)

def player look front():
player.headchaser.move to(atref=hprtovec(Vec3(0, 0, 0)),
angspeed=0.5, angacc=0.1)

return Dialog(
camnode=world.camera,
pnode=world.node2d,



characters={

"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),

"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),

"draggon": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(230, 130, 30, 1.0),
align="c", anchor="bc",
node=draggon.node),

},
branches={
"start": [
Speech("arend",
Line( ("We are at the first point."))),
Speech("arend",
Line( ("I am going to leave the two of you now."),
startf=player look hulk)),
Speech("arend",
Line( ("Be careful out there."))),
Speech("hulk",
Line( ("*noise*"), startf=player look front)),
Speech("hulk",
Line( ("Right, get on with your mission, boss."))),
Speech("hulk",
Line( ("We'll be fine."))),
Pause(time=1.0, startf=fade out screen),
]I
},

wpmspeed=150,
)

def conv cr060 02(world, player):

return Dialog(

camnode=world.camera,

pnode=world.node2d,

characters={

"arend": Character(

width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),

b
branches={
"start": [
Speech("arend",
Line(_("..."))),

Speech("arend",
Line( ("Those are not Warlord's typical "



"armor units..."))),
Speech("arend",

Line(i("---"))),
Speech("arend",
Line( ("Disturbing implications..."))),

1,
},
wpmspeed=150,
)

def conv cr060 03(world, player, enemyac5, enemyac6, chaser player,
chaser _enemyach):

def control level 2():
world.player control level = 2

def fade in screen():
world.action music.set context("boss")
world.fade in(0.5)

def fade out screen():
world.fade out(0.5)

def jump objects pl():

world.chaser = chaser player

player.ac.jump to(
pos=Point3(player.ac.pos()[0], player.ac.pos()[1l], 3177),
hpr=Vec3(30,0,0),
speed=200)

enemyac5. jump to(
pos=pos from horiz(player.ac, Point3(5331, 18231, 4910)),
hpr=hpr from horiz(player.ac, Vec3(180,0,0)),
speed=200)

enemyac6.jump to(
pos=pos from horiz(enemyac5, Point3(30, -50, 20)),
hpr=hpr_ from horiz(enemyac5, Vec3(0,0,0)),
speed=200)

def switch chaser player():
world.chaser = chaser player

def switch chaser enemyac5():
world.chaser = chaser enemyac5

def player set autopilot():
player.ac.set ap(altitude=6000)

def fade out screen():
world.fade out(0.5)

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(



width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"dwpilotcom": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(25, 50, 100, 1.0),
align="c", anchor="tc",
node=player.ac.node),
"dwpilot": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(25, 50, 100, 1.0),
align="c", anchor="bc",
node=enemyac5.node),
},
branches={
"start": [
Pause(time=0.5),
Pause(time=0.5,
startf=control level 2, endf=fade in screen),
Speech("dwpilotcom",
Line( ("Wrong place-- *mild noise* -- to stick "
"your nose, Colonel."),
startf=jump objects pl)),
Speech("dwpilotcom",
Line( ("And now we have to kill you."))),
Speech("arend",
Line(_ ("..."))),
Speech("arend", [
Line( ("Why? What are you doing here?"),
branch="inquisitive"),
Line( ("You mercs are in league with Tycoon."),
branch="guessing"),
Line( ("*remains silent*"),
branch="silent"),
1),
]I
"inquisitive": [
Speech("dwpilotcom",
Line(_ ("..."))),
Speech("dwpilot",
Line( ("Nothing personal, Colonel."),
startf=switch chaser enemyach)),
Speech("dwpilot",
Line( ("Just orders. Something "
"I'm sure you understand."))),
Speech("dwpilot",
Line( ("Goodbye."), branch="conclusion")),
]I
"guessing": [
Speech("dwpilotcom",
Line(_ ("..."))),
Speech("dwpilot",
Line( ("You should have followed your orders "
"closely, Colonel."),
startf=switch chaser enemyach)),



Speech("dwpilot",
Line( ("You Dutch boys, barely comprehend "
"an inch of this whole affair."))),
Speech("dwpilot",
Line( ("Goodbye, Colonel."),
branch="conclusion")),
]I

"silent": [
Speech("dwpilotcom",
Line(_("..."))),

Speech("dwpilot",
Line( ("Ain't that a pity, Dutch boy?"),
startf=switch chaser enemyach)),
Speech("dwpilot",
Line( ("Goodbye."), branch="beginfight")),
]I
"conclusion": [
Speech("arend",

Line(_ ("You have yet to finish your task, scum."),

startf=switch chaser player)),
Speech("arend",
Line( ("Come, get me."), branch="beginfight")),
]I
"beginfight": [
Speech("arend",
Line( ("*scowls and pulls the stick*"),
time=3.0, startf=player set autopilot)),
Pause(time=1.0, startf=fade out screen),
]I
},
wpmspeed=150,
)

def conv cr060 04(world, player, hulk):

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),
b
branches={
"start": [
Speech("hulk",
Line( ("Just-- *mild noise* --in time!"))),
Speech("arend",
Line( ("*surprised* Hulk??"))),



Speech("hulk",
Line( ("Let's nail these bastards-- *mild noise* "
"-- Colonel."))),
]I
},
wpmspeed=150,
)

def conv cr060 05(world, player, hulk):

def hulk set ap():
hulk.set ap(heading=340, speed=360, useab=True)

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),

b
branches={
"start": [
Speech("hulk",
Line(_("..."))),

Speech("hulk",

Line( ("And that's-- *mild noise* --that."))),
Speech("arend",

Line( ("Hulk! What are you doing here!"))),
Speech("hulk",

Line( ("I had a nagging feeling-- *noise* --"

"you would end up in trouble."))),

Speech("hulk",

Line( ("*mild noise* --I told Draggon to finish "

"the patrol, while I come looking for you."))),

Speech("arend",

Line( ("And what if they intercept her, now, huh!?"))),
Speech("arend",

Line( ("You disobeyed my order, captain!"))),
Speech("hulk",

Line( ("I-- but lieutenant can handle herself--"),

ctimefac=0.8)),

Speech("arend",

Line( ("*shouts angry* GET BACK to her, NOW!"))),
Speech("hulk",

Line( ("...")), "radiol-c"),
Speech("hulk",

Line( ("Understood, boss. Hulk, out."),

startf=hulk set ap)),



1,
},
wpmspeed=150,

#
# Background.

mission skipmenu = False

mission skipconfirm = False

mission menumusic = "audio/music/cr-menu.ogg"
mission debriefing = "late"

mission mustdrink = False

def mission setbg (mc, gc):

pass

#
# Stage dialogs.

def mission drinkconv (dc, mc, gc):

def bg sndl start():

dc.soundl = Sound2D("audio/sounds/ bg-cantina-crowd.ogg",
pnode=dc.node, volume=0.8, loop=True,

play=True)

dc.sound2 = Sound2D("audio/sounds/ bg-bar-music-2.0gg",
pnode=dc.node, volume=0.4, loop=True,

play=True)

return Dialog(
pnode=dc. fgnode,
characters={

"arend": Character(shortdes= ("Arend"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, 0.6), size=14,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="tr",
unfoldfac=0.5,
played=True),

"hulk": Character(shortdes= ("Hulk"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(-0.7, -0.2), size=14,
color=rgba(200, 125, 0, 1.0),
align="1", anchor="t1",
unfoldfac=0.5),

"narrator": Character(width=2.0, pos=(-1.15,
font=FONT RUS, size=16,
color=rgba(40, 40, 255, 1.0),
shcolor=None,
olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5,
align="1", anchor="tl", swipe=0,
unfoldfac=0.0,

0.80),

olfeather=0.



wpmspeed=150),
},
branches={
"start": [
Speech("narrator",
Line( ("Las Palmas bar, evening"),
time=2.0, startf=bg sndl start)),
Pause(time=2.0),
Entry(["arend", "hulk"l),
Speech("hulk",
Line( ("*sneezes while filling his glass*"))),
Speech("hulk",
Line( ("Locals are getting on my nerves."))),
Speech("hulk",
Line( ("They are constantly snooping around "
"the airfield."))),
Speech("hulk",
Line( ("These civilians think of us as some sort "
"of a goddamn attraction. *swigs*"))),
Speech("arend",
Line( ("I believe that others are enjoying that "
"attention."))),
Speech("hulk",
Line( ("*snorts...* Not I. *...clears his throat*"))),
Speech("arend",
Line( ("*leans his elbows at the bar* What is it "
"really that is bothering you, captain?"))),
Speech("arend",
Line( ("Franz?"))),
Speech("hulk",
Line( ("Look, Colonel..."))),
Speech("hulk",
Line( ("There is no way those MiGs shot at us."))),
Speech("hulk",
Line( ("We shot them down long before they had "
"a chance to do anything."))),
Speech("hulk",
Line( ("*knocks the bar with his finger* "
"Those Dark Water spooks, they did."))),
Speech("arend",
Line( ("I have reviewed you report, twice."))),
Speech("arend",
Line( ("You said you hadn't really seen that."))),
Speech("hulk",
Line( ("*swigs and shakes his head* "
"I didn't, but I am sure of it!"))),
Speech("arend",
Line( ("You are not offering any solid proof "
"to your claims, Hulk."))),
Speech("arend",
Line( ("Little can be done, about it.
"You do understand?"))),
Speech("hulk",
Line( ("Just... *lifts his elbow, irritated*"))),
Speech("hulk",
Line( ("Just keep the Dark Water away from us, "



"Arend. Please."))),
Speech("arend",
Line( ("*pours drink into a glass*"))),
Speech("arend",

Line( ("I am not a fan of them either..."))),
Speech("arend",
Line( ("...I will see what I can do."))),

Speech("arend",
Line( ("And don't worry about Franz, "
"we will find him."))),
Speech("hulk",

Line( ("*snorts* I am sure we will..."))),
Speech("hulk",
Line( ("*swigs* ...unless Warlord's death squad "

"finds him first, that is."))),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

def mission inconv (dc, mc, gc):

def bg sndl start():
dc.soundl = Sound2D("audio/sounds/ bg-empty.ogg",
pnode=dc.node, volume=0.8, loop=True,
play=True)
dc.sound2 = Sound2D("audio/sounds/ bg-morning-1.0g9g",
pnode=dc.node, volume=0.2, loop=True,
play=True)

def set whiplash and hurricane south():
mc.whiplash and hurricane south = True

def set pyro and painter south():
mc.pyro_and painter south = True

return Dialog(
pnode=dc. fgnode,
characters={

"arend": Character(shortdes= ("Arend"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.0, 0.45), size=12,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="tc",
unfoldfac=0.5,
played=True),

"draggon": Character(shortdes= ("Draggon"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(1.15, -0.45), size=12,
color=rgba(230, 130, 30, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"hulk": Character(shortdes= ("Hulk"),



portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-0.7, -0.55), size=12,
color=rgba(200, 125, 0, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),
"whiplash": Character(shortdes= ("Whiplash"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-0.25, -0.65), size=12,
color=rgba(200, 150, 20, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),
"hurricane": Character(shortdes= ("Hurricane"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-1.15, -0.45), size=12,
color=rgba(225, 210, 25, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),
"pyro": Character(shortdes= ("Pyro"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.7, -0.55), size=12,
color=rgba(210, 110, 10, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),
"painter": Character(shortdes= ("Painter"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.25, -0.65), size=12,
color=rgba(255, 175, 40, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),
"narrator": Character(width=2.0, pos=(-1.15, 0.80),
font=FONT RUS, size=16,
color=rgba(40, 40, 255, 1.0),
shcolor=None,
olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5, olfeather=0.2,
align="1", anchor="tl", swipe=0,
unfoldfac=0.0,
wpmspeed=150) ,
},
branches={
"start": [
Speech("narrator",
Line( ("Las Palmas airbase, early morning"),
time=2.0, startf=bg sndl start)),
Pause(time=2.0),
Entry(["arend", "draggon", "hulk", "whiplash",
"hurricane", "pyro", "painter"]),
Speech("arend",
Line( ("Alright boys and girls, pay attention..."))),
Speech("arend",
Line( ("This morning, we received the latest "
"schedule from the command."))),
Speech("arend",
Line( ("We will be doing the third shift until "
"the end of this week."))),
Speech("painter",
Line( ("Third shift. Very good."))),



Speech("arend",
Line( ("*glances briefly at Painter* "
"As you all know, captain Pinote has gone "
"missing on his last mission."))),
Speech("arend",
Line( ("Command will give the green light "
"to the search party soon."))),
Speech("arend",
Line( ("And we need to keep the enemy pinned down."))),
Speech("arend",
Line( ("Today's mission will be an air patrol."))),
Speech("arend",
Line( ("This is an overview of the whole task. "
"*points at the display*"))),
Speech("whiplash",
Line( ("Now that there is seven of us... "
"who's going to catch a break?"))),
Speech("arend",
Line( ("That's sorted, Major. Noone will "
"be sitting idle."), branch="choice")),
]I
"choice": [
Speech("arend", [
Line( ("You and Hurricane will take patrol routes "
"to the south."), branch="south"),
Line( ("Northern routes will be your and "
"Hurricane's task."), branch="north"),
1),
]I
"south": [
Speech("arend",
Line( ("*looks to the left* Pyro and Painter will "
"take the northern routes."),
startf=set whiplash and hurricane south,
branch="continue")),
]I
"north": [
Speech("arend",
Line( ("*looks to the left* Pyro and Painter will "
"take the southern routes."),
startf=set pyro and painter south,
branch="continue")),
]I
"continue": [
Speech("arend",
Line( ("*focuses his gaze in front* "
"And me, Hulk, and Draggon will take "
"central patrol routes."))),
Speech("draggon",
Line( ("Formation of three? That's odd...?"))),
Speech("arend",
Line( ("*nods faintly at Draggon* "
"It will make more sense, Lieutenant."))),
Speech("arend",
Line( ("*eyes everyone* That's it. Questions?"))),
Speech("arend",



Line(_("..."))),
Speech("arend",
Line( ("Good."))),
Speech("arend",
Line( ("Take your mission instructions... "
"*motions at the pile of tablets in front* "
"...and prepare your jets."))),
Speech("arend",
Line( ("We are taking off in two hours."))),
Speech("arend",
Line( ("Dismissed."))),

Exit(),

UpdateChar("arend", CharMod(pos=(-0.6, -0.1))),
UpdateChar("draggon", CharMod(pos=(0.5, 0.2))),
UpdateChar("hulk", CharMod(pos=(0.6, -0.3))),

Pause(time=2.0),
Speech("arend",
Line( ("Draggon, Hulk, remain for a moment."))),
Speech("draggon",
Line( ("Yes, Colonel?"))),
Speech("hulk",
Line( ("*faintly absent* What?"))),
Speech("arend",
Line( ("*eyes Hulk*"))),
Speech("arend",
Line( ("When we enter the area of "
"our patrol routes..."))),
Speech("arend",
Line( ("I will be flying with the two of you, "
"up to the first patrol point."))),
Speech("arend",
Line( ("Then..."))),
Speech("arend",
Line( ("You and... *glances briefly at Draggon* "
"...Draggon will finish the rest of the task, "
"while I will be flying elsewhere."))),
Speech("hulk",
Line( ("*rises his eyebrow faintly* Elsewhere...?"))),
Speech("arend",
Line( ("Yes, I am going on a reconnaissance."))),
Speech("arend",
Line( ("To record a possible area of interest."))),
Speech("hulk",
Line( ("I see..."))),
Speech("draggon",
Line( ("Understood, Colonel."))),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

def mission outconv (dc, mc, gc):



def bg sndl start():
dc.soundl = Sound2D("audio/sounds/ bg-empty.ogg",
pnode=dc.node, volume=0.8, loop=True,
play=True)
dc.sound2 = Sound2D("audio/sounds/ bg-morning-1.0gg",
pnode=dc.node, volume=0.2, loop=True,
play=True)

return Dialog(
pnode=dc. fgnode,
characters={

"arend": Character(shortdes= ("Arend"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(-0.7, 0.6), size=14,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="t1",
unfoldfac=0.5,
played=True),

"whiplash": Character(shortdes= ("Whiplash"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, -0.2), size=14,
color=rgba(200, 150, 20, 1.0),
align="1", anchor="tr",
unfoldfac=0.5),

"painter": Character(shortdes= ("Painter"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, -0.2), size=14,
color=rgba(255, 175, 40, 1.0),
align="1", anchor="tr",
unfoldfac=0.5),

"narrator": Character(width=2.0, pos=(-1.15, 0.80),
font=FONT RUS, size=16,
color=rgba(40, 40, 255, 1.0),
shcolor=None,
olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5, olfeather=0.2,
align="1", anchor="tl", swipe=0,
unfoldfac=0.0,
wpmspeed=150) ,

},
branches={
"start": [
Speech("arend",
Line( ("*climbs down the ladder to the ground*"))),
Speech("arend",

Line(_("..."),
cond=mc.whiplash and hurricane south,
branch="painter")),

Speech("arend",

Line(_("..."),
cond=mc.pyro and painter south,
branch="whiplash")),

]I

"painter": [

Speech("painter",
Line( ("*paces fast* Colonel, what happened to you!? "
"Draggon said--"), ctimefac=0.8)),



Speech("arend",
Line( ("*frowned* Shit, that's what happened, "
"Major."))),
Speech("arend",
Line( ("From now on, Dark Water is to be considered "
"a hostile force!"))),
Speech("painter",
Line( ("Dark Wat-- hostile?"), ctime="cut")),
Speech("arend",
Line( ("Status on all groups. Report."))),
Speech("painter",
Line( ("*scratches back of the head* "
"Disturbing news, Colonel."))),
Speech("painter",
Line( ("Southern group... both Hurricane and "
"Whiplash have gone missing."))),
Speech("arend",
Line( ("Missing?"))),
Speech("painter",
Line( ("Tower confirmed, they were shot down."))),
Speech("arend",
Line( ("*palms his face*"))),
Speech("painter",
Line( ("Northern group, Pyro and I, returned from "
"our patrol sortie with little to report."),
ctime="cut")),
Speech("arend",
Line( ("I have to speak with the command, "
"immediately."))),
Speech("painter",
Line( ("*paces off*"))),
Exit("painter"),
Pause(time=1.0),
Exit(),
Pause(time=1.0),
]I
"whiplash": [
Speech("painter",
Line( ("*paces fast* Colonel! "
"What happened out there!?"))),
Speech("arend",
Line( ("*frowned* Shit, that's what happened, "
"Major."))),
Speech("arend",
Line( ("From now on, Dark Water is to be considered "
"a hostile force!"))),
Speech("painter",
Line( ("Fuck, Hulk was right."))),
Speech("arend",
Line( ("Status on all groups. Report."))),
Speech("painter",
Line( ("*frowns* Bad news, Colonel."))),
Speech("painter",
Line( ("Both Pyro and Painter have gone missing "
"on their southern sortie."))),
Speech("arend",



Line( ("Missing?"))),
Speech("painter",
Line( ("It appears they were shot down."))),
Speech("arend",
Line( ("*palms his face*"))),
Speech("painter",
Line( ("Me and Hurricane, we finished our sortie "
"with little to report."), ctime="cut")),
Speech("arend",
Line( ("I have to speak with the command, "
"immediately."))),
Speech("painter",
Line( ("*paces off*"))),
Exit("painter"),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

b
)

Kao n obn4Ho, Ha No4YeTKy yBoOMMO CBe noTpebeHe yHKUMje 3a KOHCTpyucarbe Mucuje, a
oOMax NOTOM KpenpamMo 1 PyHKLUNjy jeaHe 3rpage:

def airfield 2000x30 (zc, mc, gc, pos, hpr, side):

runway pos = pos
runway hpr = hpr
runway = CustomBuilding(
world=zc.world, name="af2000x30 runway", side=side,
strength=6000, minhitdmg=3000, maxhitdmg=5000, rcs=0,
hitboxdata=[],
modelpath="models/buildings/runway/runway2000x30.egg",
texture="models/buildings/runway/runway2000x30 tex.png",
normalmap="models/buildings/runway/runway2000x30 nm.png",
glossmap="models/buildings/runway/runway2000x30 gls.png",
clamp=False,
pos=pos,
hpr=hpr,
damage=0,
castshadow=False)
runway surface = VirtualHorizPoly(
poly=[pos from point(runway pos, runway hpr,
Point2( 15.0, 1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2( 15.0, -1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2(-15.0, -1000.0)).getXy(),
pos from point(runway pos, runway hpr,
Point2(-15.0, 1000.0)).getXy()],

convex=True,

flush=True,

elev=(zc.world.elevation(runway pos) + 0.1),

gtype=GROUND .RUNWAY)
zc.world.terrains[0].add virtual surface(runway surface)



runway.player ground pos = pos from point(runway pos, runway hpr,
Point3(0.0, -900.0, 0.0))

runway.player ground hpr
return runway

runway hpr

OBoO je hyHKUMja Y KOjOj KpenpaMo nNUcCTy, Ymju je mogen 2000 meTapa gyradak u 30 meTapa
WKWpPOK. 3rpajy, Tj. NUCTY, MOrIX CMO Aa KPeupamo N AVNPEKTHO Y ya3Hoj PYHKUNjKU 30He,
kopuctehn knacy CustomBuilding. MebhyTum, nucta je cneundunyHa BpCTa 3rpana, jep Ha
Yy MOXe Oa cnekhe aBUOH, Na je HEONX0AHO TaKBY 3rpafy AonaTHo aeduHucaTu. NoTpebHo
je omehaTu cneumjanHy noBpwwnHy, nyTeM knace VirtualHorizPoly, koja ke 6utun
perncTpoBaHa Kao paBHa noBplmMHa nucTte. 36or cBera Tora je KoA4 3a NOTNyHO Kpeunpare
oBor objekTa noayXxwu, Ma CMO OONYYUAN Ja Fa CMeCcTuMo Yy 3acebHy GyHKuunjy. Y
MepcrnekTUBU, CBE OBe CreunjanHe dyHKunje Tpebano 6u ga byny HanucaHe y 3acebHom
reHepasiHOM bajny KaMnarbe (MocebHO ako ce KOpUCTe y pa3HUM MUCKjaMa Te KaMname), a
He y (hajnoBMa caMmmnx Mmucumja.

MowTo cMo gedurHUCcann hyHKUNjy NUCTe, C/iefmn 3arsiaB/be MUCKje:
def init cache (mc, gc):
cache bodies(["f16", "f18", "mig29", "bradley",
"warehouse 1", "runway2000x30"])
def mission start (gc):
mission = Mission(gc)
mission.add init(loadf=init_ cache)
mission.add zone("canary", clat=28.22, clon=-16.04,
enterf=cr060 canary enter, exitf=cr060 canary exit,
loopf=cr060 canary loop)
mission.add zone("wsahara", clat=24.56, clon=-13.68,
enterf=cr060 wsahara enter, exitf=cr060 wsahara exit,
loopf=cr060 wsahara loop)

mission.switch zone pause = 1.0

mc = mission.context
mc.player fuelfill = 1.0

mc.player ammo cannons = [500]
mc.player ammo launchers = [(None, 4), (Aim9, 4)]
mc.player mfd mode = "overmap"

mission.switch zone("canary")

# Alliances
mc.alliances = [("1lw", "dwater")]

# Mission start time
mc.world day time = hrmin_to sec(9, 21)

# Set mission objectives.
mc.objective patrol x = False



return mission

Kao WwTo ce MoXXe NnpuMeTnTK, ¥y 04HOCY Ha npumep 6p. 1, cag Kpempamo OBe 30He, ca Mo
Tpu cTaHgapAHe dyHKUMje (ynasHa, neT/ba, M3sa3Ha). mission.switch zone pause je
pe3epBuCaHn aTpUbyT KOjuU KaXKe KOJIMKO CEKYHAWN Ce YeKa MNpe Hero WwTo Ce urpay nyctum y
OPYry 30HY, HaKOH LUTO Ce Ta 30Ha y4uTana. Taj aTpubyT nMa YNCTY eCcTecKy BpPenHOCT, 3a
ybnaxkaBare npenasa.

[MoTom onpeMaMo uUrpada, 3aTUM HaBOAUMO Yy KOjoj he 30HU NoYyeTn MUCKja, 3ajajeMo Bpeme
noYyeTka MUCUje, N OHAA CKNAAUWITMMO Yy jegaH mc aTpubyT NMCTY caBe3HUWTBa u3Mmehy
Heknx ppakumja Koje he ce nojasuTn y mucujm ("lw" je cdpakumnja Kojoj he npunagatn un
nrpay). To caBe3HULITBO joll YBEK HUje OedMHUCAHO, a O0Baj aTpubyT ke y Ty CBpxy 6uTwK
ynoTpebsbeH Mano KacHuje. Ha Kpajy geduHuwiemo mc aTpubyTte objekTuBa y mucmjn. Kako
MMaMO CcaMo jenaH objekTmB y MuUcujn, gedpuHUEMO camo jedaH aTpubyT. ATpubyTwu
06jekTBa 0BaKO AeHMUCaHN HUCY HU Ha KOjU Ha4dMH cneunduyHn y ogHocy Ha 6uno Koju
Opyrn npousBO/bHO HampaB/beHU aTpPUBYT. JeAnHU pas3sor 3aWTo pesepBulleMo aTpubyTte
3a objeKkTuBe y 3arsaB/by MUCUje jeCTe 4YUCTO OpraHm3aunoHn. AKO yHanpen nocToje,
cMucneHo je Bek y 3arnaesy Mucmje gedmHmcatu mc  aTpubyTte Koju ke ce nocne
KOPUCTUTN Yy HEKUM 0f, PyHKLNja 30Ha MUCKje.

Capn npenasumo Ha ynasHy GyHKUKWjy npeBe 30He y Mucuju, "canary":

# —
# Canary islands zone

def cr060 canary enter (zc, mc, gc):

# Create world.

setup world(zc, mc, gc,
terraintype="15-canary",
skytype="default2",
stratusdens=0.8,
cumulusdens=0.9,
cirrusdens=2.0,
cloudseed=1506,
playercntl=0,
alliances=mc.alliances)

# Add base complex, runway, etc.

zc.afrunway = airfield 2000x30(zc, mc, gc, side="1lw",
pos=Point2(9100, -4200),
hpr=Point3(0,0,0))

# Add player and wingmen if any.
# Depending if this is the first or a subsequent entry into
# the zone, set player on the runway or in the air.
if not zc.visited before:
zc.player = create player(
mc=mc, world=zc.world,
pos=zc.afrunway.player ground pos,
hpr=zc.afrunway.player ground hpr,
speed=0, onground=True,
texture="models/aircraft/f16/fl6dutch tex.png")
zc.hulk = F16(
world=zc.world, name="hulk", side="1lw",



texture="models/aircraft/f1l6/flédutch tex.png",
fuelfill=1.0,
pos=pos from horiz(zc.player.ac, Point3(+20, 15, 0)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
lnammo=[ (None, 6), (Aim9, 2)1],
skill="veteran")

zc.draggon = F16(
world=zc.world, name="draggon", side="1lw",
texture="models/aircraft/fl6/flédutch tex.png",
fuelfill=1.0,
pos=pos from horiz(zc.player.ac, Point3(-20, 20, 0)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
lnammo=[ (None, 6), (Aim9, 2)1],
skill="pilot")

zc.draggon.set auto attack()

zc.hulk.set auto attack()

formation triplet(zc.player.ac, zc.draggon, zc.hulk,

compact=1.0, jumpto=False)
else:

zc.player = create player(
mc=mc, world=zc.world,
pos=pos from horiz(zc.afrunway, Point3(0, -12137, 1927)),
hpr=hpr from horiz(zc.afrunway, Vec3(0, 0, 0)),
speed=200,
texture="models/aircraft/f16/fl6dutch tex.png")

# Add objects.
pass

# Set navpoints/waypoints.

zc.player.add navpoint(
name="navl", longdes= ("Navpoint 1"), shortdes= ("NAV1"),
pos=Point2(0, 0), radius=640000, height=-1,
tozone="wsahara")

add base waypoint(zc, mc, base=zc.afrunway, name="base",

longdes= ("land"), shortdes= ("BASE"))

if zc.visited before:

zc.player.update navpoint("navl", active=False)

MNytem ¢yHKUnje setup world, npBo Kpeupamo ceeT (TepeH, obnauun, uth). Y ogHOCY Ha
npumep 6p. 1, MOXXe ce MpPUMEeTUTM NO3MB jeQHOr AofaTHOr aprymeHTa, alliances. Y Taj
apryemMHT (yHKLMWje CcMewTaMO JINCTY CaBe3HMWTBa, mc.alliances, Kojy CMO MpPeTxonHo
Hanpaswuan y 3arnasjby Mmucmje. Cag je caBesHUWTBO n3Mehy pakumja ckpos gedunHmMcaHo,
y OBOj 30HU, Te ke ce ABe HaBegeHe dakumje cMaTpaTu NpujaTe/bCKnM U MekycobHo ce
Hehe HanmapgaTu. Ha pajapy wurpada, CBWM npujaTesbCKu aBMOHW Bukhe O3Ha4veHu Apyraduvje
(Kpy>xuthem ymecTo TporyJsiom).

lMocne cTBaparba CBeTa, NO3MBaMO PYHKLMjY 3a NUCTY KOjy CMO NPEeTX04HO HanpaBwuaun, Ha
ogpeheHoj nosnunjn Ha TepeHy (9100, -4200), okpeHyTy y oapeheHoMm cmepy (0, wTo he
pekn cesep). Mucty Tpeba NocTaB/baT YBEK Ha OHOM Aesly TEPEHa KOju je CKpo3 paBaH. Y
cynpoTHoM ke pokn 0O Npeknanaka NUCTE U TepeHa. YKOJINKO »Xe/beHO MECTO Ha TepeHy
HWje paBHO, OHAa je Taj Aeo TepeHa Moryhe nopaBHaTu y HEKOM MaJioM paaujycy (peummo 4
KUsioMeTapa) OKO xesbeHe Taudke. Te cneunjanHe paBHe MNOBPLUMHE Ha TepeHy Moryhe je
nedpuHncaTn y *.dat cajnosmma TepeHa Ha cnegekun Ha4vymH



[flat-runway]
centerx=9.100
centery=-4.200
#centerz=
radius=3.0
radiusout=4.0

Kap ce cnenehn nyT narpaau TepeH, usrpagnke ce ca paBHUM MNOBPLUMHAMa OKO 3alaTuXx
KoopauHaTa.

Y HacTaBKy Kpeupamo urpaya W weroBa ABa NapTHepa, Xyjka W [lparoHa, Koju cy CBU
3ajelIHO Npu3eMsbeHun, onground=True, 1 NOCTaB/bEHWN HA MOYETAK MNUCTE:

# Add player and wingmen if any.
# Depending if this is the first or a subsequent entry into the zone,
# set player on the runway or in the air.
if not zc.visited before:
zc.player = create player(
mc=mc, world=zc.world,
pos=zc.afrunway.player ground pos,
hpr=zc.afrunway.player ground hpr,
speed=0, onground=True,
texture="models/aircraft/fl6/fleédutch tex.png")
zc.hulk = F16(
world=zc.world, name="hulk", side="1lw",
texture="models/aircraft/f16/flédutch tex.png",
fuelfill=1.0,
pos=pos from horiz(zc.player.ac, Point3(+20, 15, 0)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
Lnammo=[ (None, 6), (Aim9, 2)1,
skill="veteran")
zc.draggon = F16(
world=zc.world, name="draggon", side="1lw",
texture="models/aircraft/f16/flédutch tex.png",
fuelfill=1.0,
pos=pos from horiz(zc.player.ac, Point3(-20, 20, 0)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=0, onground=True,
Lnammo=[ (None, 6), (Aim9, 2)1,
skill="pilot")
zc.draggon.set auto attack(["plane"])
zc.hulk.set auto attack(["plane"])
formation triplet(zc.player.ac, zc.draggon, zc.hulk,
compact=1.0, jumpto=False)
else:
zc.player = create player(
mc=mc, world=zc.world,
pos=pos from horiz(zc.afrunway, Point3(0, -12137, 1927)),
hpr=hpr_from horiz(zc.afrunway, Vec3(0, 0, 0)),
speed=200,
texture="models/aircraft/fl6/fl6édutch tex.png")

Ba)xHO je HanmoMeHyTu Oa, U ako cy XyJK 1 [paroH ABa MpujaTesbCcka MuaoTa, OHU Cy
WCTOBPEMEHO W HE3aBUCHW, OJHOCHO HWUCY BUHIMEHM urpada. Koa crneuuduyaH 3a



BUHIMEHE MOCTOju, a/In TPEHYTHO jelBa (PYHKLMOHMLIE, TaKo Aa ce TUM KoaoM Hehemo
6aBMTK OBOI NyTa.

MpujaTe/bCKMM aBUOHMMa 3a4aTa je cneynduyHa Hapegba:
.set auto attack(["plane"])

OBa Hapenba Ka)ke KOMMjyTEPCKM KOHTPOJIMCAHOM aBMOHY Jda caM 6Oupa cBoje MeTe,
NCKJbYYNBO Yy OKBUPY hamunumje objekaTa "plane". Kan ce 3ama oBa Hapepnba, aBuoH ke,
ynpasJ/bajyhnn ce npema nogauuma cCa CBOjUX CeEH30pa, ayTOMacCKu HanagaTu CBe OHe
objekTe 13 HaBegeHe hamunnje Koju npunagajy HenpujaTes/bCKMM dpakunjama (o0gHOCHO
cBMM bpakuMjaMa Koje HUCY HaBedeHe Kao caBe3Hu4Ke). Moxxe ce 3agaTtu n HU3 hamunnja,
.set auto attack(["plane", "vehicle", "building"]), a Moxe u pa ce He 3aja
HnjegHa amunumja .set auto attack(), y kom cnyydajy ke aBnoH Hanagatun cee thamunnje
MPOTUB KOjUX je HaopyXXaH.

Cnepneha 6buTHa KoMaHAaa je dyHKUMja popmaumje:

formation triplet(zc.player.ac, zc.draggon, zc.hulk,
compact=1.0, jumpto=False)

OBo je (pyHKuuja dopmaumje 3a TpU aBUOHaA Koja je  peduHMcaHa Yy
src/blocks/missiontools.py. TpeHyTHO noctoje jow wn  formation pair "
formation twopairs. Kao npBu HaBeneHu aBuoH, Urpad je soha ppomaumje, a Xynk u
OparoH ce Hanase C seBe W [ecHe cTpaHe wurpada. KoMnakTHOCT dopmMaunje je
compact=1.0 (1.0 je Heka OCHOBHa BpeOHOCT 3a MehycobHy yaas/beHOCT akTepa dopmaunje
n Moxxe 6utn buno Koju nosnTmeaH 6poj). jumpto je yecTo BeOMa KOpUCTaH apyrMeHT 3a
cneundunyHy ynotpeby. Kaga ce oBa hyHKUMja N3BPLUN, aKO je OBaj apryMeHT MNoCTaBJ/beH
Ha True, cBu nNpaTtehn aBUoOHU Yy hopMaLmjn ayToMaTCKM ke fa ckode Ha CBoje nosuvuuje y
ogHocy Ha Bohy, a ako je Ha False, oHma ke npaTehn aBMOHM MyTeM HaBUrauMoHOr
ayTonuioTa HacTojaTu fa fJofneTe Ha CBoje no3numje y hopMauumjun.

MpumeTHO je Oa nrpada cTBapamo OBa NyTa, U Aa je CTBapakbe Urpaya yCsI0OB/bEHO YMUTOM,
if not zc.visited before. MowTo 0Ba MuUcMja nMa ABe 30He, Tpeba y3eTn y 063up ABa
C/lyvaja: Kaja je wurpad npeym NyT Yy 30HUW U Kada Urpay CBaku HapeOHu nyT yhe y 30Hy.
visited before je zc aTpubyT KOju jeoHOCTAaBHO MNpaTuM TO CTake. Ha no4vyeTky je
noctaB/beH Ha None, WTO ke nrpayvya CTBOPUTU NMPU3EMIBEHOr Ha NMUCTU, @ Kad Urpay npswu
MyT HaMyCcTW 30HY oBaj aTpmbyT ke 6uTKM nocTaesbeH Ha True, Tako Oa ke CBakM HapeOHW
nyT Kaga urpad yhe y oBy 30HYy, BUTU CTBOpeH Herge y Ba3nyxy. Y Halem npumepy
KOHKpPEeTHO, buke cTBOpeH y BAM3MHM NUCTE, OKPEHYT TaMaH Kako Tpeba 3a cneTame.

Tpeba jowl HanoMeHyTW Oa Urpad Moxxe ga uma nsbop Oa pyyHO C/AETU UAK Oa ayTOMacKu
cnetn (ako Hehe pa pusuKyje pa ce cpywun nocne, moryhe, Tewke MuUCUje Kojy je jeasa
ob6aBuno). Mapa je omoryhkaBatbe oBor n3bopa CTPUKTHO Ha AU3ajHEPY KaMNakbe.

Y HapegHoM peny, o6MYHO CTBapaMo HEKe KOHKpeTHe objekTe (HNp. MPOTUBHUYKE aBMOHE)
aKo Cy MPUCYTHW ogMax Mo yJacky y 30HY. Kako y 0BOj 30HM HEMa HUKAKBUX CrieumnjanaHux
objekaTa, NnpenasnmMo oagMax Ha CTBapake HaBUraLMOHMX Tavaka:

# Set navpoints/waypoints.

zc.player.add navpoint(
name="nav1l", longdes= ("Navpoint 1"), shortdes=_ ("NAV1"),
pos=Point2(0, 0), radius=640000, height=-1,
tozone="wsahara")

add base waypoint(zc, mc, base=zc.afrunway, name="base",

longdes= ("land"), shortdes=_ ("BASE"))

if zc.visited before:

zc.player.update navpoint("navl", active=False)



HaBuraunoHe Tauyke Cy jefaH of HajBa)HWjUX efleMeHaTa CKpPUMToBaka Mucuje. Y urpu
NnocToje ABe OCHOBHE BPCTE Tayaka 3a HaBurauujy:

* waypoint

* navpoint

"Navpoint", nnn HaBMraunoHa Tayka, jecTe ancTpaKTHa Tadyka Koja Huje BUasbuBa urpavy, a
KOja CNy>Xu Mnpe cBera ga noee3yje 30He. Y 0BOj 30HW, Ha3BaHOj "canary", MoCcToju camMo
jedHa HaBuraumoHa Tayka, W OHa BOAWM Yy jedAUHY QOpPYyry 30HY Y OBOj MWUCWUju,
tozone="wsahara". T[lo3numja Te HaBuUraymoHe Tayke je 'y LEeHTpy TepeHa
pos=Point2(0, 0), weH paaunjyc radius=640000 Tj. 640 KnnomeTapa, a HeHa BUCUHA
6eckoHa4vHa, height=-1. Kaga je BucmHa -1 Tj. 6eckoHa4yHa, paaunjyc Tayke je 6eCKOHa4Ho
BUCOKK Basbak. Kapja je BMCMHA Heku no3mTuBaH 6poj, oHAa je paaunjyc cdepa 4vujm ce
LleHTap Hajla3n Ha TOj 3a4aTOoj BUCUHW.

3alTo CMO NOCTaBUAN OBY HaBUraLMOHY Ta4vKy Yy LleHTap CBeTa 30He, hbeH paaujyc fga byae
orpomMmHux 640 KmnoMmTepa, a eHa BUCMHa 6eckoHavyHa? To je 3aTO WTO XXenmMMo fa Ccy Leo
TepeH (Koju je, noacekhamo, nospwmHe 320x320 KnnomeTpa KBagpaTHUX) N Leo Hebeckn
CBOJ YHyTap paauvjyca oBe HaBuraymoHe Tadke. Kaga je urpad yHyTap Tor pagwujyca, u
MPUTOM Huje noA HanagoM HajMawe 10 ceKyHOW, a CamMa Taydka Huje 3aKsby4aHa, urpad
nobuvja MoryhHOCT fla Cca NMCTe Koja ce MojaBu Ha eKpaHy NpPUTUCKOM Ha TacTep o4aseTu y
OpPYry 30HYy. YKONMKO HaBMUrauMoHa Tayka CBOjUM pagwnjycoM NMOKpMBa LLEO TepeH, TO 3Hauu
na ke nrpayd yBek 6utmn yHyTap paaunjyca HaBUraumoHe Tayke, a TO NaK 3Hayn ga wurpad c
6nno Kor MecTa y 30HM MO)XXe Oa MOKPEeHe oasieTakbe Yy APYry 30HY, ako Cy UCMYHEeHN CBU
ocTanu ycnosu. NoHekaa, y 3aBUCHOCTU Of, KOHTEKCTa pajte YHyTap 30He, MMa cMuUcia Aa
je pagnjyc HaBUraunoHe Tayke Masn N [a je CaMa Tadyka CMelTeHa Y HEeKM yrao apeHe
YHYTap 30He, TaKo Ada wurpay, Kome peunmmo nctmye speme nam 6exxm og Hekora, Mopa na
yhe y paaunjyc HaBuraumoHe Tavyke ga bm Morao n fa nokpeHe ogsieTare y HapeaHy 30Hy.

"Waypoint", nam nyTHa Tayka, jecte Heko obenexeHo MecTo of nHTepeca yHyTap 30He. Te
Tayke Ccy BMAOJ/bMBE Ha Manum TepeHa (Koja ce TPeHYTHO MOXXe Mo3BaTWM Ha TB ekpaHy y
aBMOHY Urpaya) n n3nuctaHe cy Ha XYI-y y HaBuraumoHoM pexxmmy. Mlako je hnxoBa CBpxa
npe cBera opwujeHTauuoHa, fa ynyTe urpada Ha oppeheHo mecTo, oBe Tayke Tpeba
mocMaTpaTu U Kao OKngade rae gmsajHep MuUcmje naaHupa ga oTNoYHe Heku cneumduryaH
KOHTEKCT paare. Y 0BOj 30HN HanpaBwiM CMO jeaHYy O00CTa cneundnyHy BpCTy NyTHE Ta4ke,
Koja y cebn canp>Xu n HaBUrauMoHy TayKy, U Koja je Be3aHa rnpe cBera 3a nNuUcTy u npouec
cneTawa. TuNMYHa BPCTa NyTHe Tadka buke ynoTpebsbeHa y yna3Hoj hyHKUWjU HapepHe
30He, HO 3apaj KOMMakKTHOCTW OBOr ynycTBa, oagMax heMo je nokasaTu oBae:

zc.player.add waypoint(
name="patl", longdes= ("patrol point 1"), shortdes= ("PAT1"),
pos=zc.patlpos, radius=2000, height=-1)

[a jow HamomeHeMo, 3a pa3/InKy 0f HaBUraunoHe Tayke rge Ccy MMeHa, noapefeHa nopg
aprymeHTe longdes wu shortdes yrnaBHoM HebuTHa, Kon MyTHe Tadke shortdes je ume
Koje ke ce nojaBuTn Ha Manu 1 Ha XY[-y. Tako Oa Koa NyTHUX Tayka Tpeba na3nTu Kako ce
Ha3uBeajy.

Ha Kpajy oBe yna3He hyHKUMje 30He Hasla3n ce jow jegaH ynur:

if zc.visited before:
zc.player.update navpoint("navl", active=False)

HaMepa je ma, 4YuM ce urpad BpaTu Ha3ajl y OBY 30HY, HaBUraLMOHa Tayka Koja ra Boau y
Opyry 30Hy Oylle 3ak/by4yaHa. Jep ako Urpayd oAseTU MOHOBO Yy APYry 30HY, @ KOHTEKCT Te
Apyre 30He Huje nNpenBubeH 3a NoBpaTak Mrpaya, LLeo KOHTEKCT paAare 6 mMorao na ce
pacrnagHe. TUMe LWITO CMO NPOCTO YKUHYM MOryRHOCT noBpaTaka y APYry 30HY, Tako LITO
CMO 3aKJ/by4a/iM HaBUrauUMOHY TauykKy Mo noBpaTky, obe3beamnn cmo ce on Moryhux



HenpegsuheHnx nocnegnua. OBo MehyTuUM HUje HajcpehHnje pelwemne, jep oay3nma cnobony
urpady. eHepanHo NpaBuWo je Aa WTOo Urpaydy uMa Mare cnobope, To je naklie npeasuaeTun
LUTa CBe Urpay MoxXke fa ypaau, anv n nakwe owTeTUTU NMepP3NBHOCT Urpe.

To 6u 6mMno cee WTO ce Tu4ye ynasHe dyHKuUuMje 30He, "canary". Cag cneau dyHKUMja
neTbe:

def cr060 canary loop (zc, mc, gc):

if (not mc.mission failed and not zc.visited before and
(zc.hulk.shotdown or zc.draggon.shotdown)):
zc.player.update navpoint("navl", active=False)
mission failed(zc, mc, gc,
reason=_("You shot down your own, pilot."))

if (not zc.nail player and mc.mission failed and
zc.world.stopwatch("countdown nailplayer") > 4):
zc.world.explosion damage(force=1000, ref=zc.player.ac.pos())
zc.nail player = True

return zc.world, 1.0

Ogomax ce MOXXe NpUMETUTU Oa je OBO NoHaBJ/bajyha (pyHKUMja neTsbe. Y 30HM "canary" ce
y MPUHUMNY He OewaBa HUWwTa. HemMa HuMKakBe cneuuvjanHe pagwe. CKOpo ga CMO Moram
HUWTa 1 Aa He HanuweMo y 0BOj hyHKUNjU. [la n3rnega camo 0BaKo:

def cr060 canary loop (zc, mc, gc):

return zc.world, 1.0

MehyTum...

Nako ce popmManHoO HULWITa He Aewasa, unak cy y dopmMauuvjn ca mrpadeMm rnpucyTHU joLL
Xynk n [OparoH. Kog Koju cMO Hanucann y (yHKUMjU NeT/be yCMepeH je npe cBera Ha
urpade nameThakosuke:

if (not mc.mission failed and not zc.visited before and
(zc.hulk.shotdown or zc.draggon.shotdown)):
zc.player.update navpoint("navl", active=False)
mission failed(zc, mc, gc,
reason=_("You shot down your own, pilot."))

if (not zc.nail player and mc.mission failed and
zc.world.stopwatch("countdown nailplayer") > 4):
zc.world.explosion damage(force=1000, ref=zc.player.ac.pos())
zc.nail player = True

YKonnko mnrpay obopu mMakap jegHor of CBOja ABa NapTHepa, Hajipe oAMaxX 3aK/by4YaBaMo
MOryRhHOCT neTewa Yy 30HYy "wsahara", 3aTmm npornawasamMo nponajy MUCKjy Ca
HaBeAEeHMM pPa3/oroMm:

mission failed(zc, mc, gc,
reason=_("You shot down your own, pilot."))

N Haj3ald, HAaKOH 4 CeKyHae, AMKEMO Urpaya y Basayx yHKLUMjoM:



zc.world.explosion damage(force=1000, ref=zc.player.ac.pos())

FeHepanHo rosopekn, ansajHep Mucuje Tpeba yBek Aa nMa CpemMsbeH MJaH 1 3a OHY COpTYy
nrpava Koja HeMa Hamepy fa urpa urpy o3busbHo, Koja HaMepaBa fa ce bnecasu, Te Koja
HaMepHO pagu CTBapu Koje ovurnegHo He Tpeba pga pagun. Mm cmo ce y OoBOM npumepy
O4NYYUIN 3@ HajeuKkacHuje, anm UCTOBPEMHO N HajMare MMEpP3UBHO pellere, a To je Aa
JMKBUONPAMO uUrpava. YKOJMKO >Xenu, Au3ajHep Mo)XKe Oa y3Me y o063up v 0By BpPCTY
rnoHalwara y KOHTEKCT pafke, Na Aa, peummo, Ha Kpajy npornase Mucuje sinka Kora mrpav
BOOW Ha NO30PHULM AoYeKa NMPeTnocTaB/beHU Koju he fa My Hajnpe HaTp/baTu HOC, @ MOTOM
ra WyTHYTN N3 gasbe Kamnake, y3 Benunkn gebenn -- "GAME OVER!". Hekn og ctaHOapHUX
pewerka y urpama paHac, 3a OBaj KOHKpeTaH npobnem nyuara Ha cabopue, jecy
NCKJbYYMBaHE NnpujaTes/bCKe BaTpe UM YHULWITaBake nrpada, Kao LWTo CMO MU ypaauniu.

MowTo je oBa (hyHKUMja MeT/be NOHassbajyha, Ma ce uena ¢QyHKUMja U3HOBa M WN3HOBA
M3BpLIaBa Yy CBakKoj CeKyHAMW, jacHO je pna pafkwy BUlIe He MOXeMO J[a rpaaumo
CEKBEHLUMjaNIHO, KAao KOA4 NpoToYHe Bep3uje. To 3HayYM ga pyHKUKMja neTsbe yri1aBHOM Mopa
6éuTn cactaB/beHa o4 roMmna ynuTa Ca  3aTBapayduma. 3aTBapaudu, nonyT
zc.nail player = True, ciyxe fa Kaj jeAHOM M3BpLUaBake Koga npohe ycnos ynuta, y
HapeOHOM MpoJiasy Kpo3 (pyHKUMjy NeTsbe Bulle He Moxe fa ce yhe y u3BpwaBare TOr
KOHTEeKCTa.

Takohe, ako je NoTpebHO Oa Ce Yeka Ca U3BPLUABAHEM HEKOI KOHTEKCTa, BULUE HE MOXKEMO
MPOCTO Aa 3ayCTaBUMO WU3BLUpaBare uLene dyHkuunje ca yield, zc.world Kao wWTO CMO
YMHWUIN Y MPOTOYHOj Bep3nju hyHKUMje neTsbe, Beh MOpaMo Oa KOPUCTUMO LITonepuue:

zc.world.stopwatch("<NAME>")

LLTonepuua je dhyHKUMja CBETa KOja Kaja ce n3BpLwun npeu nyT Kpekhe ogmax ga oabpojasa
on 0 [o 3apgaTor BpeMeHa y CeKkyHaaMma:

zc.world.stopwatch("countdown nailplayer") > 4
LTonepuuy je Takohe moryhe pecetoBaTun Ha3ag Ha HyJy:
zc.world.stopwatch("countdown nailplayer").reset()

Y npuHUMny, wTonepuua je BeoMa KOpUCTHa ajlaTKa y rnpouecy npas/bera rnoHas/bajyhe
hyHKUUje neTbe.

Cap cneou umsnasHa (yHkuMja 30He "canary", koja he mo4yeTw pa ce mB3pLIaBa OHOr
TPEeHYTKa Kafa nrpay Kake ayTonusoTy fda ra ogsefe y opyry 30Hy:

def cr060 canary exit (zc, mc, gc):
zc.visited before = True

if zc.hulk and not zc.hulk.outofbattle:
zc.hulk.jump to(
pos=pos_from horiz(zc.player.ac, Point3(50, 100, -10)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=zc.player.ac.speed())
store plane state(mc, zc.hulk)
mc.hulk alive = True
else:
mc.hulk alive = False



if zc.draggon and not zc.draggon.outofbattle:
zc.draggon.jump to(
pos=pos_from horiz(zc.player.ac, Point3(-50, 100, 10)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=zc.player.ac.speed())
store plane state(mc, zc.draggon)
mc.draggon alive = True
else:
mc.draggon alive = False

if zc.player and zc.player.alive:
store player state(mc, zc.player)
yield zc.world, zone flyout(zc)

zc.world.destroy()

Hajnpe nocTtas/samo Beh paHmje onucaHm aTpmbyTt zc.visited before = True. 3atum
npoBepaBaMo CTawe Xyska 1 [paroHa. AKo je XynK npucyTaH, zc.hulk, n Huje yKnoweH ns
6butke, not zc.hulk.outofbattle (aTpmbyt .outofbattle je wncto wto wm
.shotdown or .retreat), Tapa ckayemMo AOTUYHOr NMAOTa Ha ogpeheHy nosunuuvjy 6ansy
urpada, zc.hulk.jump to(), 3aTuM namMTuMo Heroso onwTe CTame,
store plane state(mc, zc.hulk), n noctaBsbamo jenaH atpmbyT mc.hulk alive = True,
Koju ke BuTK 3a4y>XeH da npaTu HeroBo NPUCYCTBO Y Lenoj mucnju. CBe To UCTO paguMo u
3a [lparoHa, a Ha Kpajy Tor HM3a namMTUMO N CTare urpada. Hajzan, okmgamo yHKUMUjY
aHUMaunje ogneTtarba, zone flyout(zc), n oHaa nocne kpaker BpemMeHa yknakaMo Leny
30HY, zc.world.destroy().

OBfAe je Ba)KHO 3anas3nTun pyHKUNjY:

.jump_to(
pos=pos_from horiz(zc.player.ac, Point3(50, 100, -10)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=zc.player.ac.speed())

Y nnTamwy je jeaHa BeoMa Ba)kHa (pyHKLMja KOja je ancoNyTHO HEe3aMeHJbMBaA 3a pexxunpare
6110 KakBe aHMMaLWje y KOHTEKCTY pafre yHyTap jegHe 30He. OBa byHUMja NPOCTO CAYXN
na objekaT npemecTn Ha oapeheny nosmumnjy. ObMYHO Kafda ce CNyCTW 3aBecCa Ha CeKyHp
Wan ABa, OOHOCHO 3aLpHWM eKpaH, TO je MpuinKa Aa peXxucep CBe akTepe y HacTynajyhke
aHUMaUnju CKo4M Ha cBoje nosuumje. OBa hyHKUMja je cneuuduryHa 3a CBaKy amMuaunjy
objekaTa noHaocob, a ko4 hamumnvje aBMOHA KOHKPETHO TPKU CY KJby4YHa apryMeHTa:

* pos, no3unumnja roe ke objekaT GBUTU CKOYeEH.
e hpr, poTauunja objekTa nocsie CKoKa

* speed, 6bp3nHa KojoM ke ce objekaT nocsie ckoka KpetaTu. MNMpuTtom ke To BUTK PUKCHa
6p3nHa, o4 Koje KoMNjyTepckn HaBoheHU objekaT Hekhe HM HajMatbe 0OCTYMaTu AOK rofg
NeTn TavyHo NpaBo. [lakse pexncep MoXXe fa pavyHa Aa My objekaT Heke oglieTaTn 13
Kadpa ycnen Masor oacTynamwa y 3agaToj 6p3nHu 36or ybpasarba WaM HECaBPLLUEHOCTU
ayToOMuUIoTa Aa XUPYLLKN ofp>KaBa »XesbeHy Bp3uHy.

OBy byHKLMN)y CMO UCKOPUCTUAN Y U3Na3Hoj pyHKUMjKU 30He "canary" ynpaso fa 6bu cBa
Tpn aBMoHa 6una BMA/bMBaA Yy Kagpy MPUINKOM aHUMaLWje offieTarkba Urpada U mberosux
napTHepa u3 30He.

Mpena3nmo Ha 30HY "wsahara" y Kojoj ce OelwaBa r/1aBHNU KOHTEKCT pafgtbe Yy MUCKjW.
YnasHa pyHKUNja 30He n3rnaena oBako:



#

# Western Sahara zone

def cr060 wsahara enter (zc, mc, gc):

# Create world.

setup world(zc, mc, gc,
terraintype="16-wsahara",
skytype="default2",
stratusdens=0.4,
cumulusdens=1.1,
cirrusdens=1.8,
cloudseed=1606,
playercntl=0,
alliances=mc.alliances)

# Add base complex, runway, etc.

zc.patlpos = Point2(-40002, 18915)

zc.patxpos = Point2(-21495, -58290)

zc.basewarehousel = Warehousel(
world=zc.world, name="barrack 1", side="dwater",
texture="models/buildings/warehouse/warehouse 1 tex.png",
normalmap="models/buildings/warehouse/warehouse 1 nm.png",
pos=(zc.patxpos + Point2(0, 50)),
hpr=Vec3(270, 0, 0))

zc.basewarehouse?2 = Warehousel(
world=zc.world, name="barrack 1", side="dwater",
texture="models/buildings/warehouse/warehouse 1 tex.png",
normalmap="models/buildings/warehouse/warehouse 1 nm.png",
pos=(zc.patxpos + Point2(-25, -50)),
hpr=Vec3(270, 0, 0))

# Add player and wingmen if any.
# Depending if this is the first or a subsequent entry into
# the zone, set player on the runway or in the air.
zc.player = create player(
mc=mc, world=zc.world,
pos=Point3(-41212, 18009, 7452),
hpr=Vec3(215, 0, 0),
speed=210,
texture="models/aircraft/f1l6/fl6dutch tex.png")
if mc.hulk alive and mc.draggon alive:
zc.hulk = recreate plane(
mc, world=zc.world, name="hulk",
texture="models/aircraft/f1l6/flédutch tex.png",
pos=pos from horiz(zc.player.ac, Point3(-200, 200, 35)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=210)
zc.hulk.set auto attack(["plane"])
zc.draggon = recreate plane(
mc, world=zc.world, name="hulk",
texture="models/aircraft/fl6/flédutch tex.png",
pos=pos from horiz(zc.player.ac, Point3(-100, 250, 20)),
hpr=hpr from horiz(zc.player.ac, Vec3(0, 0, 0)),
speed=210)
zc.draggon.set auto attack(["plane"])



formation pair(zc.hulk, zc.draggon, compact=0.1, jumpto=True)

# Add objects.

zc.vhcl = Bradley(
world=zc.world, name="larmorl", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos_from horiz(zc.basewarehousel, Point2(200, 0)),
hpr=hpr from horiz(zc.basewarehousel, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc2 = Bradley(
world=zc.world, name="larmor2", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(20, 0)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc3 = Bradley(
world=zc.world, name="larmor3", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(0, -20)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc4 = Bradley(
world=zc.world, name="larmor4", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos_from horiz(zc.vhcl, Point2(20, -20)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc5 = Bradley(
world=zc.world, name="larmor5", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(0, -40)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

zc.vhc6 = Bradley(
world=zc.world, name="larmor6", side="dwater",
texture="models/vehicles/bradley/bradley tex.png",
pos=pos from horiz(zc.vhcl, Point2(20, -40)),
hpr=hpr from horiz(zc.vhcl, Vec3(0, 0, 0)),
speed=0.0)

# Set navpoints/waypoints.

zc.player.add waypoint(
name="patl", longdes= ("patrol point 1"), shortdes= ("PAT1"),
pos=zc.patlpos, radius=2000, height=-1)

zc.player.add waypoint(
name="patx", longdes= ("patrol point x"), shortdes= ("PATX"),
pos=zc.patxpos, radius=500, height=500)

zc.player.add navpoint(
name="home", longdes= ("Navpoint 1"), shortdes= ("HOME"),
pos=Point2(0, 0), radius=640000, height=-1,
tozone="canary")

zc.player.update navpoint("home", active=False)

Kao 1 0614HO NPBO Kpempamo CBET yHyTap 30He, 3aTUM Ao4ajeMo ABe 3rpade, CKiaauwTa,
Ha oapeheHMM KoopAMHaTama, a OHAa Kpeupamo urpada, U wurpayesa [Ba napTHepa
YKOJIMKO HUXOBW MC aTpubyTu noTBphyjy Aa Cy jow YBEK XWUBW. Y HAacTaBKy O04ajeMO U



Heke objekTe Ha 3aMe/bW. YKOMHO 6 OKJIOMHMX BO3WNa, MOCTaB/beHUX Yy O6AM3NHM OBa
CKNlaAuvlITa Koja CMO NpeTxoAHO HampaBuau. Ha Kpajy oodajeMo Tpu NyTHe Tadyke U jedHy
HaBUraLUMOHY TaykKy, KOjy oAMax 1 3akJby4aBaMo. Ta HaBUrauMoHa Tauyka BOAW Yy NPeTXoOHy
30HY, @ MW CMO je 3ak/by4annm M3 UCTUX pasfiora O KojuMa CMO paHuje rosopuau. [a ce
KOHTEKCT paare He bum ciyyajHO pacnao, ako HUCMO A06po mokpuaum cBe MorykRHocCcTu
weTama namehy 30Ha.

Jow jegHoMm Tpeba HanOMEHYTM da UrpaTyM Ha CUrypHY BapuwjaHTy, Kao WTO CMO MW HMp
oBOE ypaAuaun ca 3akjbydaBarbeM HaBUraLMOHUX Tayaka, HMje Npenopy4sbuBO. Jep WTOo ce
BULLE OBaKBUX OrpaHM4Yerba CTaBW Mpepn urpada, TO urpay CTuye jadm yTucak gda ra urpa
BOAM 3a PYKY, @ TO CMamyje onwTn ocehaj UrpmBoCcTn Urpe n nmepsnjy. LinsajHep KamMmnamwe
y npuHumny Ttpeba pa banaHcmpa msmehy cnoboge Kojy mrpad uma y urpawby MuUcuja un
CBOjuX cnocobHOCTK fa Nnokpuje cee cny4vajeBe Te cnobope.

MpenasnMMo Ha yKLUKnjy neTbe:

def cr060 wsahara loop (zc, mc, gc):

if (not zc.first conv and
zc.world.stopwatch("countdown firstconv") > 6):
if (not zc.first conv triggered and mc.hulk alive and
mc.draggon alive):
zc.world.chaser = zc.world.player.chaser
zc.world.player control level = 2
zc.player.ac.set ap(climbrate=0.0, turnrate=0.0, maxg=9.0)
zc.dialog0l = conv _cr060 01(zc.world, zc.player,
zc.hulk, zc.draggon)
zc.dialog0l.start()
zc.first conv_triggered = True
elif zc.first conv triggered and not zc.dialog0l.in progress():
zc.world.player control level = 0
zc.player.ac.jump to(
pos=Point3(zc.player.ac.pos()[0],zc.player.ac.pos()[1],
zc.player.ac.pos()[2]),
hpr=Vec3(120,0,0), speed=200)
zc.hulk.jump to(
pos=Point3(100000, 100000, 8000),
hpr=Vec3(270,0,0), speed=190)
zc.draggon.destroy()
zc.world.fade in(0.5)
zc.first conv = True

if not mc.objective patrol x and zc.player.at waypoint("patx"):
zc.player.show message("notification", "left",
_("Objective complete!"), duration=4.0)
mc.objective patrol x = True

if (not zc.second conv and mc.objective patrol x and
zc.world.stopwatch("countdown secondconv") > 3):
zc.dialog02 = conv_cr060 02(zc.world, zc.player)
zc.dialog02.start()
zc.second conv = True

if (not zc.third conv and zc.second conv and
not zc.dialog02.in progress() and
zc.world.stopwatch("countdown thirdconv") > 4):
zc.world.fade out(0.5)



ZC

ZC.

ZC.

ZC.

ZC.

ZC.
ZC.

.world.break alliance(["lw", "dwater"])
zc.

enemyac5 = F18(
world=zc.world, name="grayl", side="dwater",
texture="models/aircraft/f18/f1l8darkwater tex.png",
fuelfill=0.50,
pos=Point3 (500, 520000, 5000),
hpr=vVec3(180, 0, 0),
speed=210,
Tnammo=[ (None, 4), (Aim9, 2)1)
enemyacb = F18(
world=zc.world, name="gray2", side="dwater",
texture="models/aircraft/f18/f1l8darkwater tex.png",
fuelfill=0.50,
pos=Point3(-500, 510000, 5000),
hpr=vVec3(180, 0, 0),
speed=210,
Tnammo=[ (None, 4), (Aim9, 2)1)
chaser player = TrackChaser(
world=zc.world, point=Point3(15, 20, 6),
relto=zc.player.ac, rotrel=True,
atref=zc.player.ac, upref=zc.player.ac,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))
chaser enemyac5 = TrackChaser(
world=zc.world, point=Point3(-30, 40, -6),
relto=zc.enemyac5, rotrel=True,
atref=zc.enemyac5, upref=zc.enemyac5,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))
dialog03 = conv cr@60 03(zc.world, zc.player, zc.enemyac5,
zc.enemyac6b, zc.chaser player,
zc.chaser enemyac5)
dialog03.start()
third conv = True

elif (not zc.begin fight and zc.third conv and
not zc.dialog03.in progress()):

ZC.
ZC.

ZC.

ZC.

zC.
zC.
.chaser player.destroy()
zC.
zC.

ZC

ZC

world.player control level = 0

player.ac.jump to(
pos=Point3(zc.patxpos[0] + 3000, zc.patxpos[l] - 2600, 4005),
hpr=Vec3(65,0,0),
speed=220)

enemyac5.jump to(
pos=pos from horiz(zc.player.ac, Point3(4000, 12700, 1453)),
hpr=Vec3(180,0,0),
speed=240)

enemyac6.jump to(
pos=pos from horiz(zc.player.ac, Point3(-3000, 14000, 2019)),
hpr=Vec3(180,0,0),
speed=240)

enemyac5.set ap(target=zc.player.ac)

enemyac6.set ap(target=zc.player.ac)

chaser_enemyac5.destroy()
world.fade in(0.5)

.begin fight = True



if (not zc.help arrived and zc.begin fight and
zc.world.stopwatch("countdown help") > 16):
formation pair (zc.player.ac, zc.hulk, compact=6.0, jumpto=True)
zc.hulk.set min fuelfill(0.5)
zc.hulk.set auto attack(["plane"])
zc.dialog04 = conv cr060 04(zc.world, zc.player, zc.hulk)
zc.dialog04.start()
zc.help arrived = True

if (not zc.fifth conv and zc.help arrived and
zc.enemyac5.outofbattle and zc.enemyac6.outofbattle):
zc.world.action music.set context("cruising")
if not zc.hulk.outofbattle:
zc.dialog05 = conv cr060 05(zc.world, zc.player, zc.hulk)
zc.dialog05.start()
zc.fifth conv = True

if (not mc.mission completed and mc.objective patrol x and
zc.fifth conv and zc.world.stopwatch("countdown complete") > 8):
zc.player.update navpoint("home", active=True)
mission completed(zc, mc, gc)

return zc.world, 1.0

OBa (dyHKUMja mM3rnena BeoMa KOMMMKOBAHO, asin KO pasymMe cucteMm QyHKLMUOHCama
CKpuUMNTOBakba MUCKje, 3anpaBo M3 OBOr KOAa MOXE AUMPEKTHO Oa YMTa KOMMAETHY pagkby
Mucmje. NMowTo je 0BO NOHaBasbjyha yHKUMja neTsbe, CBe LesnHe pafte Cy noasepeHe
noa pasHe ynute. Obuyaj je pa ce Te uennHe yHyTap yHKUMWje NeT/be COpTUpajy npema
MpoCceYyHO OYEeKMBaHOM pefJsioceqly U3BpLUaBara paamwe, 3apal nakwer npakera norahaja.
To copTupare MehyTuM anconyTHO He 3Hayn fa he ce cBm gorahajm 3ancta v N3BPLLUUTHK
penocnenom KojuMm cy uenmHe HaBeaeHe.

dyHKUMja NeT/be NoYnme ca:

if (not zc.first conv and
zc.world.stopwatch("countdown firstconv") > 6):
if (not zc.first conv _triggered and mc.hulk alive and
mc.draggon alive):
zc.world.chaser = zc.world.player.chaser
zc.world.player control level = 2
zc.player.ac.set ap(climbrate=0.0, turnrate=0.0, maxg=9.0)
zc.dialog0l = conv _cr060 01(zc.world, zc.player,
zc.hulk, zc.draggon)
zc.dialog0Ol.start()
zc.first conv_triggered = True
elif zc.first conv triggered and not zc.dialog0l.in progress():
zc.world.player control level = 0
zc.player.ac.jump to(
pos=Point3(zc.player.ac.pos()[0],zc.player.ac.pos()[1],
zc.player.ac.pos()[2]),
hpr=Vec3(120,0,0), speed=200)
zc.hulk.jump to(
pos=Point3(100000, 100000, 8000),
hpr=Vec3(270,0,0),
speed=190)
zc.draggon.destroy()



zc.world.fade in(0.5)
zc.first conv = True

MpeBeneHO OBa LieIMHA 3HA4YU: HAKOH 6 CEKYHAW Of, MOYeTKa U3BpLlaBatba PYHKLMje neT/be
30He, NpunepMn Kagap m3a 3asece, zc.world.chaser = zc.world.player.chaser, ogy3smu
KOHTpony wurpady, zc.world.player control level = 2 (4nMe ayTOMaATCKM ya3vMmo Yy
MO aHMMaumje), Kakm ayTonuaoTy Aa WUCNpaBu HOC MIrpayvyeBOr aBMOHa Tako Oa neTu
npaeo, zc.player.ac.set ap(climbrate=0.0, turnrate=0.0, maxg=9.0), 3aTUM OKUHWU
npBu Avjanor y MUCKUju:

zc.dialog0l = conv _cr060 01(zc.world, zc.player,
zc.hulk, zc.draggon)
zc.dialog0l.start()

N Ha Kpajy 3aTBOpW TpajHO yna3 y oBaj nooynuT ca zc.first conv _triggered = True.
LLITo ce Tn4e amjanora, U3ABOjeHM Ko nNpeacTas/ba yobmyajeHn Ha4yMH fla ce OKMHe gunjanor
Mehy akTepuma TOKOM Mucuje. Toj pyHKUNju ounjanora npocnehyjemo obasesHo zc.world
(Maga cmMo mMoram u camo zc, nowTo je world Beh MOHTMpaH Ha Taj objekaT), a MOTOM WU
npocnehyjemo cBe akTepe pAwujanora, urpada, Xyfaka un [OparoHa. PyHKUMja Awmjanora,
conv_cr060 01, nsrnena oBako:

def conv _cr060 01(world, player, hulk, draggon):

def fade out screen():
world. fade out(0.5)

def player look hulk():
player.headchaser.move to(atref=hulk,
angspeed=3.0, angacc=1.0)

def player look front():
player.headchaser.move to(atref=hprtovec(Vec3(0, 0, 0)),
angspeed=0.5, angacc=0.1)

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),
"draggon": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(230, 130, 30, 1.0),
align="c", anchor="bc",
node=draggon.node),
b

branches={



"start": [
Speech("arend",
Line( ("We are at the first point."))),
Speech("arend",
Line( ("I am going to leave the two of you now."),
startf=player look hulk)),
Speech("arend",
Line( ("Be careful out there."))),
Speech("hulk",
Line( ("*noise*"), startf=player look front)),
Speech("hulk",
Line( ("Right, get on with your mission, boss."))),
Speech("hulk",
Line( ("We'll be fine."))),
Pause(time=1.0, startf=fade out screen)
]I
},
wpmspeed=150,
)

JlukoBu y gujanory cy neduHucmaHu npeko knace Character. Y Toj knacu ce Mory 3agaTtu
pa3HM apyMeHUT 3a o0bnMKOoBawe TeKCTa (WwupuHa TekcTa, BenuymHa, 24 no3uwuja, 60ja
cnoBa uTh), annm n 4Bop objeKkTa 3a Koju je Taj MK Be3aH. Hnp. ApeHp je NuK Kora
KOHTpOMIMLIIE uUrpay, Ma je HeroB 4YeBOP Be3aH 3a aBMOH urpada, node=player.ac.node.
Takohe, ako je LOTUYHN NINK U Urpayd, Ba>kKHO je To 1 HarnacuTu ca played=True.

dyHKUKWja Onjanora ce n3BpllaBa napajesiHo ¢ PYyHKUMWjOM NeT/be 30HE, a € 063npoM Ha To
Ja ce m3Bpwasa o4 NpBe [0 Nnocnefwe JVHWje Auvjanora, Auvjanor je ycresapu yHKUMja
C/IN4Ha NPOTOYHOj Bep3uju yHKUMje neTsbe. To 3Ha4YM fa je PyHKUWja gujanor 3anpaso
noeasiHo MeCcTO 3a CeKBeHUWjasHO pexxumpamwe aHMMauuvje, Tako LITO Ce Ha CBaky JINHWUjy
Anjanora nofa yHKLMja Koja Ka)ke WTa ce y TOM TPEeHYTKY, AOK JIMK U3roeapa Ty JIMHUjY
Anjanora, gewasa. PyHKUMje paare ce AeduHULWY Y 3arnasiby pyHKLNje gnjanora:

def fade out screen():
world.fade out(0.5)

def player look hulk():
player.headchaser.move to(atref=hulk,
angspeed=3.0, angacc=1.0)

def player look front():
player.headchaser.move to(atref=hprtovec(Vec3(0, 0, 0)),
angspeed=0.5, angacc=0.1)

Hnp. y Apyroj nvHuju anjanora usspllasa ce pyHKunja startf=player look hulk. ApeHa,
Tj. urpad, ckpeHyhke nornep v3 npseor nvua Ha XyJska, Ma rae ce wHheros aBMOH Hajla3no y
TOM TpeHyTKy. [la noaceTMMmo, paHuje CMO KaMepy uM3a 3aBece y QyHKUWjU neTsbe
nocTtaBuam Ha npeBo nvue ca zc.world.chaser = zc.world.player.chaser. bp3uHe un
yb3parba, Kao WTO cy angspeed ” angacc, ciayXxe Aa KOHTpoauwy 6p3vMHYy CKpeTama
norneja, a MM CMO Ce HalwoM KOMBMHaLMjoOM BpeAHOCTU TPYAUNN Aa OKpeT m3raega LITo
npupogHuje. [lo Kpaja OBOr HM3a NMHWja AuWjanora m3spwuhe ce mn octane gedunHucaHe
hyHKUMje Beh Nnpema 3aMncan pexxucepa aHnMaumje.

TpeHYTHO MOCTOje YeTUMpWU KJace JnHWje Aaujanora ca Bulie 3acebHux nponpaTHUX
napameTapa:

* Speech, peyeHuua Kojy 3amaTu JIMK U3rosapa.



e cond, 3amaBare ycsioBa Koju Mopa na byae mcnyweH ga 6u ce Ta nnHWja
aOnjanora m3spwwuna. AKo ycsioB Bpatu True nuHuja gmnjanora ke ce n3spimnTy,
ako BpaTu False nuHuja amjanora ke 6uTm NnpeckoyeHa.

* branch, owjanosm mory pa ce rpaHajy, a Ha OBaj aprymeHT MOXe na ce
MOHUTPa HeKa oapeheHa rpaHa Auvjasora Koja he ce MOKPEeHyYTUM HaKOH LITO ce
3aBpLIN TPEHYTHA JINHW]a.

e startf, 3agaBare pyHKUMje Koja Kpehe ca n3BplaBakbeM Kafg MoYHe JIMHWja
anjanora.

e endf, 3apaBare yHKUMje KOja Kpehe ca m3BpLUaBabeM Ha Kpajy JuHuje
anjanora.

e time, y cekyHOaMa ce 3afaje KONMKO ke NnHuja gmnjanora TayHo TpajaTun. AKo
ce To BpeMe He 3ajda oHAa ke nunHuja awnjanora TpajaTu NpeMa MpPOCeYHO]
Op3nHKU ncnucuBama peyn 3a ueo aAujanor (y HaweMm cnydvajy Ta npoceyHa
bp3nHa je wpmspeed=150).

e ctime, BpeMe y CeKyHOaMa MoCJie Kora noYnktbe HapepHa JIMHMja U aKo ce
npeTxonHa Huje 3aBpLina.

e ctimefact, npoueHaT Tpajakka nuHMje amjanora, og 0.0 go 1.0, nocne kKora
MoYnHe HapedHa JMHNja Anjasiora n ako ce NpeTxodHa Huje 3BapLinna.

° VvOoice, 3ajaBarbe 3BYYHOI 3anuca Ha JNMHWjy Aujanora. AKO TEKCT JIMHuje
aOnjanora nocTtoju y obankKy ayamo 3anmca, Taj 3anuc ce MOXXe 3afaTu Ha OBaj
aprymMeHT, a OHAa Tpajate NIMHWje Aujasiora BuUlLe He 3aBUCKM 04 MpocevHe
Op3MHe ncnucrBarba peyun, Hero og Tpajaka TOr ayauno 3anuca.

* Pause, naysa y aujanory.

e time, Tpajatbe nayse y ceKyHOama.
e startf, 3apaBare pyHKUMje Koja Kpehe ca n3BpLUaBakbeM Ha NOYETKY nayse.

* endf, 3apgaBare pyHKLNje KOja Kpehe ca nsBpllaBakbeM Ha Kpajy nayse.

* UpdateChar, npoMeHa cTata HEKor simka. Hnp. npemMewTake nosmumje erosor
nopTepTa Herae gpyre Ha eKpaHy.

e speaker, y4yecHUK gunjanora kora Tpeba namMeHUTW.

e charmod, o6jekaT Koju cagp>Xun xesbeHe n3MeHe Hag amkom, Tuna CharMod.

* Entry, ysohere jegHoOr nnm sulle IMKOBa Ha Mo3opHULY, C JINCTE NPeTXOAHO 3afaTux
NNKOBa y Anjanory. AKO Huje 3a4aTo, CBaKK MK ke BTN ayTOMATCKM yBeAEeH Y Aunjanor
yum 6yae M3roBopuo CBOjy npBY AuHuWjy. lMpumep: Entry() (ma ce cBu nojase),
Entry("arend") wnu Entry(["arend", "hulk", "draggon"]). OBa knaca cnyxwu npe
CBera 3a Aujasiore Ha no3opHuLN.

* Exit, nsBohere jegHOr MAM BuULWIE NMKOBA Ca No3opHULe. DYHKLWOHMLLIE Ha WUCTOM
npUHUMNY Kao 1 yBohere. OBa KJlaca C/y>XuK npe cBera 3a Aujasior Ha No30pPHMLN.

Y HacTaBKy MoO4YeTHe uenmHe (yHKuUuje neTsbe, NMTamo Aa am ce gunjanor 01 npeTxoaHo
OKWHYO 1 fa 5N Ce 3aBpLuno:

elif zc.first conv triggered and not zc.dialog0l.in progress():

AKO je yCsioB UCnymweH, n3BpllaBamwe Koda ynasnm y oBaj Apyru noaycsos. Hajrnpe ce Bpaka
KOHTpona wurpadvy, zc.world.player control level = 0, a nmoTom wurpada u Xysnka
npemewTamMo Ha ogpeheHe mo3mumjy. Xyaka HaMepHO MpeMellTamMo Herge [ajieko U3BaH
cBeTa 30He fa 6e36puxHO NeTu npaso, [OK [lparoHa, NMaoTa Koju HaM BuLle Hehe TpebaTun
HUrge y MUCKjW, yKNatbaMo TpajHO ca, zc.draggon.destroy(). Tpeba mmaTtn y Buay na
.destroy() He nocTaB/ba, .shotdown = True, Tako na ce o6jekTn mory 6e3begHo



yKnaraTu oBMM nyTeM. Ha Kkpajy Ouxemo 3aBecy, zc.world.fade_in(0.5), u TpajHO
3aTBaApMO ynasy ynuT npsee uenunHe ca, zc.first_conv = True.

Y HacTaBKy pagme QyHKUMje neT/be, O4YeKyje ce pa ke urpady ga NneTm Ka riaBHOM
o6jekTMBY MUCKje jep HeMa HULWITa Apyro wTo 6m Morao ga paawu, na je To HapefHa uenuHa
KOjy CKpNTyjeMo:

if not mc.objective patrol x and zc.player.at waypoint("patx"):
zc.player.show message("notification", "left",
_("Objective complete!"), duration=4.0)
mc.objective patrol x = True

Can KopMCTUMO OHaj aTpubyT mc.objective patrol x Koju CMO MPeTXo4HO AeuHUCann y

3arnaesby mucuje. NMutamo ga nn 06jeKTUB joll YBEK HUje U3BPLLUEH U Aa NN Ce Urpay Hanasu

YHyTap pagujyca nyTHe Tadke "patx". AKo je ycnoB 3a40BOJbEH, TO 3Ha4YM da je urpad

M3BpULWIO rnaBHU 06jekTMB Mucmje. Hajnpe ra obaBewTaBamMo O MNO3UTUBHOM UCXoAay,

zc.pla yer.show message("notification", "left", ("Objective complete!"), duration=4. 0),
MpuTtom Taj objekTMB Tj. aTpubyT OBAE KOPUCTMMO W Kao 3aTBapay 3a ynuT oBe apyre

uenmHe yHKUMje neTsbe.

Pagunjyc n BucuHa nytHe Tadke "patx" 6unm cy Bpsio Na>kJbMBO NOCTaBJ/bEHU:

zc.player.add waypoint(
name="patx", longdes= ("patrol point x"), shortdes= ("PATX"),
pos=zc.patxpos, radius=500, height=500)

Pagnjyc on ceera 500 meTapa, n BucuHa oa ceera 500 metapa. To 3Ha4m ga 6mu nrpay morao
ha yhe y paaunjyc oBe nyTHe Tayke, MOpao je Aa netm Bpno 6113y 3emsbe, a ako je neteo
BeoMa 6113y 3eMsbe, OHOa je MOrao ga NpUMEeTU 3rpage, WM LWTO je jow BakKHWuje, OHUX
LWECT OKJIOMHMX BO3WJla KOje CMO MOCTaBWAW Yy ynasHo] PyHKUMju 30He. Tume je obaBumo
MOeHTYy CBOje MUcuje, Koja je buna nsBuharbe. MehyTuM, y KOHTEKCTY npuye Te 3rpage, a
nocebHo Ta Bo3wuna, Huje Tpebano na 6yny Ty. ApeHa je o4ekmBao Aa Heke 3aTekhun HUWTA, a
aKO W 3aTekHe HewTo, Aa he To 6UTU CTapa COBjeTCKa TexXHMKa KOjy Cy pa3He pp>Kase
CeBepHe Adpuke OaBHO KyrnoBasie. MehyTuM, 3aTeKao je CKpO3 HOBa aMepuyKa OKJIOMHa
Bo3nna 6pepnun, y 6ojama nnakeHnyke rpyne MpadHa Bopga, Koju 6w Tpebano pa 6yny
caBe3HMUN ApeHOoBe ecKagpune.

Y HapegnHoj, Tpehoj uenumHn gyHkumMje neTsbe Nokpekhemo HOBWM Auvjanor, Koju je ycTBapu
MOHoJI0r:

if (not zc.second conv and mc.objective patrol x and
zc.world.stopwatch("countdown secondconv") > 3):
zc.dialog02 = conv _cr060 02(zc.world, zc.player)
zc.dialog02.start()
zc.second conv = True

Y conv_cr060 02, ApeHp rosopu caM 3a cebe na KoOHCTaTyje:

def conv _cr060 02(world, player):

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,



color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),

},
branches={
"start": [
Speech("arend",
Line(_ ("..."))),
Speech("arend",
Line( ("Those are not Warlord's typical "
"armor units..."))),
Speech("arend",
Line(_ ("..."))),
Speech("arend",
Line( ("Disturbing implications..."))),
]I
},

wpmspeed=150,
)

a/n Huje CBeCTaH LWTa My ce crnpeMa, 4ynme ke ce 6aBMTM HapepHa, YeTBpTa uUennHa. Cag
Kpehe jefHa KOMMJIEKCHO pexmpaHa aHMMaumja:

if (not zc.third conv and zc.second conv and

not zc.dialog02.in progress() and

zc.world.stopwatch("countdown thirdconv") > 4):

zc.world. fade out(0.5)

zc.world.break alliance(["lw", "dwater"])

zc.enemyac5 = F18(
world=zc.world, name="grayl", side="dwater",
texture="models/aircraft/f18/fl8darkwater tex.png",
fuelfill=0.50,
pos=Point3(500, 520000, 5000),
hpr=Vec3(180, 0, 0),
speed=210,
lnammo=[ (None, 4), (Aim9, 2)])

zc.enemyacb = F18(
world=zc.world, name="gray2", side="dwater",
texture="models/aircraft/f18/fl8darkwater tex.png",
fuelfill=0.50,
pos=Point3(-500, 510000, 5000),
hpr=Vec3(180, 0, 0),
speed=210,
lnammo=[ (None, 4), (Aim9, 2)])

zc.chaser player = TrackChaser(
world=zc.world, point=Point3(15, 20, 6),
relto=zc.player.ac, rotrel=True,
atref=zc.player.ac, upref=zc.player.ac,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))

zc.chaser _enemyac5 = TrackChaser(
world=zc.world, point=Point3(-30, 40, -6),
relto=zc.enemyac5, rotrel=True,
atref=zc.enemyac5, upref=zc.enemyac5,
drift=("instlag", 0.0, 0.25),



shake=("speed-air", 500.0, 2.0))
zc.dialog03 = conv cr060 03(zc.world, zc.player, zc.enemyac5,
zc.enemyac6, zc.chaser player,
zc.chaser enemyac5)
zc.dialog03.start()
zc.third conv = True
elif (not zc.begin fight and zc.third conv and
not zc.dialog03.in progress()):
zc.world.player control level = 0
zc.player.ac.jump to(
pos=Point3(zc.patxpos[0] + 3000, zc.patxpos[l] - 2600, 4005),
hpr=Vec3(65,0,0), speed=220)
zc.enemyac5. jump to(
pos=pos from horiz(zc.player.ac, Point3(4000, 12700, 1453)),
hpr=Vec3(180,0,0), speed=240)
zc.enemyac6.jump to(
pos=pos from horiz(zc.player.ac, Point3(-3000, 14000, 2019)),
hpr=Vec3(180,0,0), speed=240)
zc.enemyac5.set ap(target=zc.player.ac)
zc.enemyacb.set ap(target=zc.player.ac)
zc.chaser player.destroy()
zc.chaser enemyac5.destroy()
zc.world.fade in(0.5)
zc.begin fight = True

Y KOHTeKCTYy pagre, ApeHn 6MBa NMpecpeTHyT of CTpaHe ABa nnakeHun4vka nosua. [NaBHU
YyrMUT OBe LeJINHE:

if (not zc.third conv and zc.second conv and
not zc.dialog02.in progress() and
zc.world.stopwatch("countdown thirdconv") > 4):

cacTaBJ/beH je TakKo a YCJI0B HMKAKO Huje morao aa byne ncnyweH OOK Ce HUje NpeTxonHo
oABpTeo conv_cr060 02. A na 6m AOTUYHW Pa3roBOp Morao fa ce oABPTU, NMPETXOAHO je
Mopao pna 6O6yne wucnyweH rnaBHuM o06jekTMB Mucmje. AKO Ce MNaXk/bMBO MpaTu TOK
M3BLUpaBarkba Koda (YHKLUMje neT/be, MOXe ce MOCPefHO 3aK/by4uTW [a je OBaj YyCJsioB
00BOJbHO A006pO HanucaH, y cMuciy fa ce Hehe m3BpwUTKM Kag My Huje Bpeme. UNHadve y
OBaKO KOMIMJINKOBaHWM YCJIOBUMa Ce BPJI0 NlakKo rpeLwuun, na je Mucujy yBek HeomnxonHo
noapobHo uctectupatn. LUTO je pafma MUCUMje CIOXKEHWja, TO N YyCIoBU ynuTa obuyHo
MoCTajy CBE C/IOXKEHMUjN KAaKO paHa ogMuye.

YHyTap ynuTa, Hajnpe cnywTamo 3aBecy, zc.world.fade out(0.5), 3aTmm cTBapamMo ABa
aBMOHa, zc.enemyac5 n zc.enemyac6, a oHa M ABe Kamepe. 3a HacTynajyhy aHumauujy
HEeoONXxo4HO je HanpaBMTW ABa chneuwjasiHa Kagpa, Na 360r Tora KoOHCTpyuwemo Te ABe
cneuujanHe kamepe:

zc.chaser player = TrackChaser(
world=zc.world, point=Point3(15, 20, 6),
relto=zc.player.ac, rotrel=True,
atref=zc.player.ac, upref=zc.player.ac,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))

zc.chaser _enemyac5 = TrackChaser(
world=zc.world, point=Point3(-30, 40, -6),
relto=zc.enemyac5, rotrel=True,



atref=zc.enemyac5, upref=zc.enemyac5,
drift=("instlag", 0.0, 0.25),
shake=("speed-air", 500.0, 2.0))

MocToje YyKynHO YeTupu Kace Kamepa:

e TrackChaser
e SwivelChaser
e ElasticChaser

e PointChaser

Y Hajsekhem 6pojy cnyvajeBa, 3a pexxupare Heke aHuMauwuje A0BOJbHA je CaMO jefHa Mau
Buwe TrackChaser kamepa, 3aTo heMo ce y OBOM ynyTCTBY (hOKyCMpaTu CaMO Ha Ty KJacy.
Knace kamepa, Kao wu objawrere HUXOBUX apryMeHaTa, Hanase ce vy cajay
src/blocks/chaser.py.

[lBe HampaB/beHe KaMepe Cy 3amnpaBoO BPJIO jeAHOCTaBHe, jep Cy MOTMNYHO Be3aHe 3a [ABa
objekTa. NpBa je Be3aHa 3a aBMOH Mrpaya, a Apyra 3a jefaH o4 ABa NPOTUBHMYKA aBMOHaA.
JeAVHO WTO je KOO Kamepe KOHKPEeTHO HaMEeLTEeHO jecTe Tayka Yy KOjoj Kamepa CToju,
point=Point3(15, 20, 6) wn point=Point3(-30, 40, -6). To WTO Cy KamMepe Be3aHe 3a
objekTe 3HauM fa ce Kpehy 3ajegHo C HMMa, a TO 3a WTa je KaMepa Be3aHa ogpehkeHo je
npeko relto=zc.player.ac u relto=zc.enemyac5. ime aprymeHTa relto je ckpakeHo on
.,PenaTuBHO y OAHOCY Ha...”. Kapjap Tj. roe Kamepa rnepa, oppehyje apyrmeHTt atref.
Kamepe un3 npumepa rnepajy y atref=zc.player.ac wn atref=zc.enemyac5. Kapa je
KaMepa Be3aHa 3a objekaT oHOa je U Tayka Yy KOjoj CToju Takohe Be3aHa 3a objekaT, Tj.
penaTmBHa npema ToMm ob6jekTy. Hnp. point=Point3(15, 20, 6) 3Hauu 15 meTapa mecHo
on objekta, 20 w™meTapa wucnpen objekta u 6 MeTapa W3Hag objekTa, [OoOK
point=Point3(-30, 40, -6) 3Hauyum 30 meTapa nesBo on objekTa, 40 MeTapa wucnpepg
objekTa n 6 meTapa ncnop objekta. To cy Aakse nosumumje C Kojux he Kamepe Tj. Kagposu
rnepaTtun y CBoje 3agaTe objekTe.

Tpeba nmaTu y BUAY da je HOC CBUX Modena aBuoHa, Bo3una n 6poaosa (na v 3rpaga, Maga
KO 3rpaja TO HMje MHOro 6BUTHO), yCMepeH AY>XX UMNCUNOH-MNJYC 0Ce HMNXOBOI KOOPAUHATHOr
cucTtema. 3aTo UMNCUNOH-0Ca ogpehyje fa Nu je HewTo ncnpen Win mn3a, N To He caMo Kop
Knaca Kamepa, Beh 1 Koa pyHKUMja Kao wTo cy pos_from horiz.

HakoH WTO CMO Kpeupananm Kamepe, OTNOYUHEMO HOBW Aujanor, conv_cr060 03. Tom
Ounjanory caja Wa/beMo He caMo akTepe, zc.player, zc.enemyac5 m zc.enemyac6, Beh un
OBe Kamepe Koje cMO Hanpaswuau, zc.chaser player un zc.chaser enemyac5. Ha kpajy
TpajHoO 3aTBapaMo ysa3 y oBaj ynut ca zc.third conv = True.

dyHKUMja Avjanora niriena oBako:

def conv _cr060 03(world, player, enemyac5, enemyac6, chaser player,
chaser _enemyac5):

def control level 2():
world.player control level = 2

def fade in screen():
world.action music.set context("boss")
world.fade in(0.5)

def fade out screen():
world.fade out(0.5)

def jump objects pl():



world.chaser = chaser player

player.ac.jump to(
pos=Point3(player.ac.pos()[0], player.ac.pos()[1l], 3177),
hpr=Vec3(30,0,0),
speed=200)

enemyac5. jump to(
pos=pos from horiz(player.ac, Point3(5331, 18231, 4910)),
hpr=hpr from horiz(player.ac, Vec3(180,0,0)),
speed=200)

enemyac6.jump to(
pos=pos _from horiz(enemyac5, Point3(30, -50, 20)),
hpr=hpr from horiz(enemyac5, Vec3(0,0,0)),
speed=200)

def switch chaser player():
world.chaser = chaser player

def switch chaser enemyac5():
world.chaser = chaser enemyac5

def player set autopilot():
player.ac.set ap(altitude=6000)

def fade out screen():
world.fade out(0.5)

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"dwpilotcom": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(25, 50, 100, 1.0),
align="c", anchor="tc",
node=player.ac.node),
"dwpilot": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(25, 50, 100, 1.0),
align="c", anchor="bc",
node=enemyac5.node),
},
branches={
"start": [
Pause(time=0.5),
Pause(time=0.5,
startf=control level 2, endf=fade in screen),
Speech("dwpilotcom",
Line( ("Wrong place-- *mild noise* -- to stick "
"your nose, Colonel."),
startf=jump objects pl)),



Speech("dwpilotcom",
Line( ("And now we have to kill you."))),
Speech("arend",
Line(_ ("..."))),
Speech("arend", [
Line( ("Why? What are you doing here?"),
branch="inquisitive"),
Line( ("You mercs are in league with Tycoon."),
branch="guessing"),
Line( ("*remains silent*"),
branch="silent"),
1),
]I
"inquisitive": [
Speech("dwpilotcom",
Line(_ ("..."))),
Speech("dwpilot",
Line( ("Nothing personal, Colonel."),
startf=switch chaser enemyach)),
Speech("dwpilot",
Line( ("Just orders. Something "
"I'm sure you understand."))),
Speech("dwpilot",
Line( ("Goodbye."), branch="conclusion")),
]I
"guessing": [
Speech("dwpilotcom",
Line(_ ("..."))),
Speech("dwpilot",
Line( ("You should have followed your orders "
"closely, Colonel."),
startf=switch chaser enemyach)),
Speech("dwpilot",
Line( ("You Dutch boys, barely comprehend "
"an inch of this whole affair."))),
Speech("dwpilot",
Line( ("Goodbye, Colonel."),
branch="conclusion")),

1,

"silent": [
Speech("dwpilotcom",
Line(_("..."))),

Speech("dwpilot",
Line( ("Ain't that a pity, Dutch boy?"),
startf=switch chaser enemyach)),
Speech("dwpilot",
Line( ("Goodbye."), branch="beginfight")),
]I
"conclusion": [
Speech("arend",
Line( ("You have yet to finish your task, scum."),
startf=switch chaser player)),
Speech("arend",
Line( ("Come, get me."), branch="beginfight")),
]I
"beginfight": [



Speech("arend",
Line( ("*scowls and pulls the stick*"),
time=3.0, startf=player set autopilot)),
Pause(time=1.0, startf=fade out screen),
]I
},
wpmspeed=150,

OBO je nNpBM Aunjanor y Kome mrpad mma mibop pedeHumua, U y Kome 360r Tora nocrtoju
rpaHake. Ha no4yeTky Amjanora ogy3nmMamo KOHTpony urpady, startf=control level 2 a
OHAa, npeko (yHkumje fade in screen, OM>XKeMO 3aBecCy KOjy CMO MPEeTX0AHO CnyCTuau
(ycto m mMeramMO NO3aAMHCKY MY3UKY). 3aBeca je Tpajna yKyrnHo 1 cekyHay. Y NCTOM
MOMEHTY KafJ CMO OTrno4yenu Auvsarbe 3aBece, NyTeM MNPeTXOAHO AedUHUCaHe QyHKuuje
3arnaesba startf=jump objects pl, Takohe CMO M NpOMeHWIN Kajap WU rMpeMecTuan cee
aKTepe y aHMMauwmju Ha CBoje nosuumje. ApeHpa Ccy rnpecpena fAsa JloBUa, HABOOHUX
CaBe3HMKa Herose eckazpwuie, Koja HUCY HW HajMare 3aJ0BOJ/bHA TUME LITO je MYKOBHUK
rYpPHYO HOC rae My Huje MecTo, 1 caonwTaBajy My Aa ke 36or Tora MopaTu ga ra oacrperne.
N360p KOju Urpay nma y HaCTaBKy:

Speech("arend", [
Line( ("Why? What are you doing here?"),
branch="inquisitive"),
Line( ("You mercs are in league with Tycoon."),
branch="guessing"),
Line( ("*remains silent*"),

branch="silent"),

1),

y C/lydajy OBOI AMjasiora YMCTO je KO3MEeTUYKEe Npupoae, jep CYWTUHCKN He oapehyje HuwTa
M WTa rog wrpay nsabepe BoAM Ka UCTOM UCXOAY. JeAWHO LUITO Ce passjnKyje jecTte malo
Opyradnja peakunja NpoTUBHMKa Ha ogabpaHy pedeHuuy nrpada.

OHO WTO Cce MoXXe NPUMEeTUTU TOKOM Aujasiora jecte Aa CBaKM 4Yac MeraMo Kagap, npeko
dyHKuUmMja switch chaser player wn switch chaser enemyac5. To 3Ha4m ga he TOKOM
Auvjanora y Kagpy 6mMTnm 4ac urpad, 4ac NpoTUBHUK C KOjUM pa3rosapa. Y nocnenroj AnHnjn
Onjanora, Ka>xeMo ayTonuioTy UrpadeBor aBMoHa Aa KpeHe fa ce newe Ha BucuHy og 6000
MeTapa, startf=player set autopilot. o wucTeky Te nuMHWje, CnywTamo 3aBecy,
startf=fade out screen.

o Kpaja YeTBpTe UenHe yHKUMje NeTsbe, NOo 3aBPLUETKY Aujanora, yHyTap ynuTa:

elif (not zc.begin fight and zc.third conv and
not zc.dialog03.in progress()):

BpakaMo KOHTpOJly nrpady, npemMewTaMo CBE aBUOHE Ha CBOje mo3uynje, 3afajeMo urpada
Kao MeTy MPOTUBHUYKUM aBUOHMa, yKIatbaMO OBE KaMepe Koje CMO HamnpaBuan (jep Ham
BuLIe Heke TpebaTn) N Haj3an amxxemo 3aBecy. irpa NOHOBO Moyunse.

Y Haveny, Kag rod Heka Kamepa BulIe Huje noTpebHa, MNoOXXesbHO jy je MoYMCTUTU Cca
.destroy(), jep ako ce He NOYUCTK OHa U Aabe (PyHKUMOHULLE Y NMOo3adunHWN, HenoTpebHo
Tpowehn nepdpomaHce.

Y neToj uennHn dyHKuUnje netybe, 16 cekyHam on novyeTka bopbe nsmehy ApeHaa n weroea
OBa NPOTUBHMKA, XYJIK NpUTUYe y Nomoh:



if (not zc.help arrived and zc.begin fight and
zc.world.stopwatch("countdown help") > 16):
formation pair (zc.player.ac, zc.hulk, compact=6.0, jumpto=True)
zc.hulk.set min fuelfill(0.5)
zc.hulk.set auto attack(["plane"])
zc.dialogb4 = conv cr060 04(zc.world, zc.player, zc.hulk)
zc.dialog04.start()
zc.help arrived = True

XyJK je npaBuHO nNpoueHno fa ke NyKoBHUK, Ha CBOjOj HE(OPMASIHOj] MUCKjK, ynacTn Yy
HeBOJbY, Na ra je ovurnaegHo npatmo. Mog OBMM ynUTOM, Hajnpe npemMewTamMo XyJka y
dopmMaumnjy ¢ urpadyem, kopuctekhu apyrmeHT dopmauuvje jumpto=True, a NOTOM ra u
nonywasmo ropmeoMm, zc.hulk.set min fuelfill(0.5), 3a cayyaj oa My je HMBO ropmsa
ornacHO HW3akK, jep je urpad, U3 Ma Kor passora, rybno speme TOKOM Mucuje. 3anajemMo My
ha ayToMaTckm bupa cBoje MeTe, nokpekemo HoBu gujanor, zc.dialog@4, n Ha Kpajy
3aTBapaMo yna3 y oBaj ynuT, zc.help arrived = True. Y 4eTBPTOM AWjanory, Koju je
ToTasHo 6a3nyaH, Xynk n ApeHa pa3Meryjy nap KpaTuKMX rnopyka:

def conv _cr060 04(world, player, hulk):

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),

b
branches={
"start": [
Speech("hulk",
Line( ("Just-- *mild noise* --in time!"))),
Speech("arend",
Line( ("*surprised* Hulk??"))),
Speech("hulk",
Line( ("Let's nail these bastards-- *mild noise* "
"-- Colonel."))),
]I
b

wpmspeed=150,
)

TOKOM CKpuUNTOBaka OBE LiennHa, 3anMTanm cMo ce wTa bu ce gecmno ga urpay HeKako
ycne fa obopum NpoTUBHMYKE aBMOHE 3a Make of 16 cekyHAu, Aakje npe Hero wto XyJjK
npucturHe? Moryhke je na 61 ce KOHTEKCT pafte y TOM cayyajy (bnaro) pacnao. Ha kpajy
CMO TMpOUEHUIN Jda je arnconyTHo Hemoryhke ga wurpad obopum oba aBrmoHa 3a cBera 16
cekyHae 6e3 eBeHyTasHe yrnoTpebe HeKOr Bapama, Ma CMO UNak o4ny4Yunu ga Taj csiyyaj He
nokpujemo.



MebyTum...

FeHepasnHO rnefaHo, oBakaB TWM MPETNOCTaBKM 04 CTpaHe AW3ajHepa MUCKje BUCOKO je
pu3ndaH n Tpeba ra niberaBatn Kag ropg je To moryhe, nyTeM ageKBaTHOI CKpUMTOBama Yy
KOMe ce nokpuBajy cBe MoryhHocTn. OHO WITO Ce Au3ajHepy YMHU Aa je HeMoryhe, y gaToMm
TPEHYTKY, MOXe Ha Kpajy Oa ucnagHe mtekako Moryhe, Te Oa ycsiel TakBe jegHe nolie
npoueHe gusajHepa, Mucuja byne nsbraosaHa.

Y WecToj uennHn dyHKLUWje NeT/be, CKPUNTYjeMo ycnellaH 3aBplueTak butke:

if (not zc.fifth conv and zc.help arrived and
zc.enemyac5.outofbattle and zc.enemyac6.outofbattle):
zc.world.action music.set context("cruising")
if not zc.hulk.outofbattle:
zc.dialog05 = conv_cr060 05(zc.world, zc.player, zc.hulk)
zc.dialog05.start()
zc.fifth conv = True

Kaga cy aBa NpOoTMBHMYKa aBUOHa Haj3ap n3bayeHa n3 6UTKe, Hajnpe MewamMo No3aOUNHCKY
MY31KY, MOHOBO Ha MUPHOAOOMCKY, @ MOTOM OKMAAMO HOBW Aujanor, aan camo y Cayyajy Aa
je XyJiK jowl yBeK 4YnTas:

if not zc.hulk.outofbattle:
zc.dialog0b5 = conv cr060 05(zc.world, zc.player, zc.hulk)
zc.dialog05.start()

Y ToM neToM nAwjanory, BMAMMO fna ApeH[ HUWje HW HajMarbe 3a40BOJbaH XyJIKOBUM
NpPUCYyCTBOM:

def conv _cr060 05(world, player, hulk):

def hulk set ap():
hulk.set ap(heading=340, speed=360, useab=True)

return Dialog(
camnode=world.camera,
pnode=world.node2d,
characters={
"arend": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(255, 200, 0, 1.0),
align="c", anchor="bc",
node=player.ac.node, played=True),
"hulk": Character(
width=0.6, pos=(0.15, 0.05), size=10,
color=rgba(200, 125, 0, 1.0),
align="c", anchor="bc",
node=hulk.node),

b
branches={
"start": [
Speech("hulk",
Line( ("..."))),

Speech("hulk",
Line( ("And that's-- *mild noise* --that."))),

Speech("arend",



Line( ("Hulk! What are you doing here!"))),
Speech("hulk",

Line( ("I had a nagging feeling-- *noise* --"

"you would end up in trouble."))),

Speech("hulk",

Line( ("*mild noise* --I told Draggon to finish "

"the patrol, while I come looking for you."))),

Speech("arend",

Line( ("And what if they intercept her, now, huh!?"))),
Speech("arend",

Line( ("You disobeyed my order, captain!"))),
Speech("hulk",

Line( ("I-- but lieutenant can handle herself--"),

ctimefac=0.8)),

Speech("arend",

Line( ("*shouts angry* GET BACK to her, NOW!"))),
Speech("hulk",

Line( ("...")), "radiol-c"),
Speech("hulk",

Line( ("Understood, boss. Hulk, out."),

startf=hulk set ap)),
]I
},
wpmspeed=150,
)

Mocne pnbatrba Koje je LOXKMBEO 04, CTpaHe NyKOBHMKA, XyK oasia3u.

Cap cnenv nocnenra, ceama LennmHa gpyHkumnje netwe:

if (not mc.mission completed and mc.objective patrol x and
zc.fifth conv and zc.world.stopwatch("countdown complete") > 8):
zc.player.update navpoint("home", active=True)
mission completed(zc, mc, gc)

Y oBOj nocnenwoj uenuHn, nsmehy octanor, 4MCTO GopMasiHO NpoBepaBaMo fa M je raBHU
06jekTnB Mucuje nisplleH, and mc.objective patrol x, 3aTuM n ga nm cy NcnyweHun CBU
OoCTa/n ycnoBu Koju je Tpebano pa 6yny ucnyweHu OO0 OBOIN MOMeHTa. AKO jecy, Hajnpe
OTK/by4aBaMO HaBUraLMOHYy Ta4ykKy KoOja BOAW Hazapj y 30HYy "canary", Tj. kyku, a 3aTum
npornawasamMo M Ja je Mucmja ycnewHo obassbeHa, mission completed(zc, mc, gc). Y
nMTaky je jow jeaHa yHKUKMja n3 dajna src/blocks/missiontools. py.

Y HacTaBKy cneaun m3nasHa dyHKaumja 3oHe "wsahara", y KoOjy ce yna3m OHOI TpeHyTKa
Kaga nrpad nokpeHe ayronunaora:

def cr060 wsahara exit (zc, mc, gc):
zc.visited before = True
if zc.player and zc.player.alive:
store player state(mc, zc.player)

yield zc.world, zone flyout(zc)

zc.world.destroy()

Kao WwTo ce Mo)Ke NpMMeTUTU, HALLITa HOBO Ce He AellaBa Yy 0BOj hyHKLUjU.



OBMM [0/1a3MMO 40 Kpaja CKpUNTOBaka caMe Mmncnje, mehyTuM oCTaje jow -- No3opHULa:

#
# Background.

mission skipmenu = False

mission skipconfirm = False

mission menumusic = "audio/music/cr-menu.ogg"
mission debriefing = "late"

mission mustdrink = False

def mission setbg (mc, gc):

pass

Y Kammnawun, Mo30pHMLA je MecTo rge mrpady nposoan Bpeme mimehy mucmja. dyHkumja
mission setbg je mecTo rge ce KoHCTpyuwe nosopHuua (cueHorpaduja, n jow WTO wWTa).
MehyTuM, y OBOM TPEHYTKY, KOA 3a KOHCTpPyMCare No30pHULE je jowl yBeK Yy ha3mn HaupTa,
a Mo30pHMLA Ce CacTojn NPaKTUYHO OO CaMO jedHOr MeHuja Ca 4YeTmpu gyrmeTra: ,Mucuja”,
~nnke”, ,apxuea” (Ayrme Koje He BOAWM HUKYyAa 3a caf) 1 ,n3n1a3". 3aTO Ce OBOM MPUJINKOM
HehemMo 6aBUTU KOHCTPYKLMjOM NMo30opHULE, Bek heMo je jeAHOCTAaBHO NPEeCcKoYnUTH:

def mission setbg (mc, gc):

pass

Cap cnenu objaluberbe TPy OCHOBHA Aujasiora No3opHuLe:

e mission drinkconv (dc, mc, gc)
e mission inconv (dc, mc, gc)

e mission outconv (dc, mc, gc)

OOoMax ce Mo)ke 3ama3vTu da yMecTO zC ro3mBaMO Tako3BaHW dc objekaT. Taj objekaT
cnyxu pga 6m ce y dyHKUMjaMa M3 3arnaeB/ba Auvjajsiora pa3Hu objeKTu MOrav npeHocuTun
n3Mehy dyHkKuUMja.

mission drinkconv je (06M4HO) ONUMOHK Aunjanor, 4OCTynaH uiMehy Mmcmja Ha NO3opHMLMN,
KOju urpay Mo)e 1 He Mopa fa oarnepa. NogpasymeBaHa HaMeHa My je HeobaBe3Ha nNpuya
n3Mehy IMKOBA, Y KOjOj ce onyllTajy, pa3Meryjy yTUCKe, caBeTe N CanYHo. To je gujanor
Koju Aun3ajHep Kamnawe Tpeba pa KopucTm npe cBera Aa 6os/be poyapa aTMmochepy
KaMrame N JIMKOBE KOjU y4eCTyBjy Yy npu4n. Y HalleM npumepy nirnena oBako:

def mission drinkconv (dc, mc, gc):

def bg sndl start():
dc.soundl = Sound2D("audio/sounds/ bg-cantina-crowd.ogg",
pnode=dc.node, volume=0.8, loop=True,
play=True)
dc.sound2 = Sound2D("audio/sounds/ bg-bar-music-2.0gg",
pnode=dc.node, volume=0.4, loop=True,
play=True)

return Dialog(
pnode=dc. fgnode,
characters={
"arend": Character(shortdes= ("Arend"),



},

portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, 0.6), size=14,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="tr",
unfoldfac=0.5,

played=True),

"hulk": Character(shortdes= ("Hulk"),

portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(-0.7, -0.2), size=14,
color=rgba(200, 125, 0, 1.0),
align="1", anchor="t1",
unfoldfac=0.5),

"narrator": Character(width=2.0, pos=(-1.15, 0.80),

font=FONT RUS, size=16,

color=rgba(40, 40, 255, 1.0),

shcolor=None,

olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5, olfeather=0.2,
align="1", anchor="tl", swipe=0,

unfoldfac=0.0,

wpmspeed=150) ,

branches={

"start": [

Speech("narrator",
Line( ("Las Palmas bar, evening"),
time=2.0, startf=bg sndl start)),
Pause(time=2.0),
Entry(["arend", "hulk"l),
Speech("hulk",
Line( ("*sneezes while filling his glass*"))),
Speech("hulk",
Line( ("Locals are getting on my nerves."))),
Speech("hulk",
Line( ("They are constantly snooping around "
"the airfield."))),
Speech("hulk",
Line( ("These civilians think of us as some sort "
"of a goddamn attraction. *swigs*"))),
Speech("arend",
Line( ("I believe that others are enjoying that "
"attention."))),
Speech("hulk",
Line( ("*snorts...* Not I. *...clears his throat*"))),
Speech("arend",
Line( ("*leans his elbows at the bar* What is it "
"really that is bothering you, captain?"))),
Speech("arend",
Line( ("Franz?"))),
Speech("hulk",
Line( ("Look, Colonel..."))),
Speech("hulk",
Line( ("There is no way those MiGs shot at us."))),
Speech("hulk",
Line( ("We shot them down long before they had "
"a chance to do anything."))),
Speech("hulk",



Line( ("*knocks the bar with his finger* "
"Those Dark Water spooks, they did."))),
Speech("arend",
Line( ("I have reviewed you report, twice."))),
Speech("arend",
Line( ("You said you hadn't really seen that."))),
Speech("hulk",
Line( ("*swigs and shakes his head* "
"I didn't, but I am sure of it!"))),
Speech("arend",
Line( ("You are not offering any solid proof "
"to your claims, Hulk."))),
Speech("arend",
Line( ("Little can be done, about it. "
"You do understand?"))),
Speech("hulk",
Line( ("Just... *lifts his elbow, irritated*"))),
Speech("hulk",
Line( ("Just keep the Dark Water away from us, "
"Arend. Please."))),
Speech("arend",
Line( ("*pours drink into a glass*"))),
Speech("arend",

Line( ("I am not a fan of them either..."))),
Speech("arend",
Line( ("...I will see what I can do."))),

Speech("arend",
Line( ("And don't worry about Franz, "
"we will find him."))),
Speech("hulk",

Line( ("*snorts* I am sure we will..."))),
Speech("hulk",
Line( ("*swigs* ...unless Warlord's death squad "

"finds him first, that is."))),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

b
)

Buonmo pga HamhopacTn XyJIK U HEros NPeTnoCTaB/bEHN, MYKOBHUK ApeHa, BaH OY>XHOCTW
pasroBapajy y Hekom Kadwuhy y rpagy Jlac Manmac, n3BaH Ba3gyxoryoBHe 6a3ze. Xynk
jenyje ™Mano HepBo3HO 360r ckopawkux pforahaja, AOK ra ApeHn yBepaBa na he
pPa3sMOTPUTU HErOBE 3axXTEBE.

mission inconv je gmjanor yeBopa y cnepehy mucujy. Y oBoMm aunjanory je 6uTHO o6jacHMTHM
HapedHy MUCU)y U HeHe o0b6jekTuBe, a HapaBHO MoXxe ce ynoTpebutm n 3a p[ake
HanpenoBake NMpuye y Kamnarn. Ma KakaB HapaTUBHU KOHTEKCT Aa je Am3ajHep omabpao
3a 0oBaj Omjasnor, yBek je GBUTHO Aa urpay Ha Kpajy Awnjasora nMa jaCcHy npeacTaBy WITa My je
3afaTak Ha cnepehoj mucujn. MNop nNpeTnocTaBKkOM Aa Taj 3agaTak Tpeba pna bype jacHo
oapeheH, jep HUCY HeobUYHE HM MUCKje Koje novurby 6e3 jacHor unsb. Y Ty CBPXY NAaHuMpaH
je n popaTHM anaT 3a C/ANKOBUTO LeMaTu3oBame Kopaka HacTynajyhe mucmje, Koju
MehyTMM joll HMje HanpaBs/beH. Y OBOM Aujasnory je Takohe CMUCAEHO Ja U Urpay A4oHOCU
HeKe 04JlyKe, aKo TakKBe MNoCToje Y KOHTEKCTY npuye Kamrnamwe. Y Hawem yBoaHOM Anjanory
Mucuje:



def mission inconv (dc, mc, gc):

def bg sndl start():
dc.soundl = Sound2D("audio/sounds/ bg-empty.ogg",
pnode=dc.node, volume=0.8, loop=True,
play=True)
dc.sound2 = Sound2D("audio/sounds/ bg-morning-1.0g9g",
pnode=dc.node, volume=0.2, loop=True,
play=True)

def set whiplash and hurricane south():
mc.whiplash and hurricane south = True

def set pyro and painter south():
mc.pyro_and painter south = True

return Dialog(
pnode=dc. fgnode,
characters={

"arend": Character(shortdes= ("Arend"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.0, 0.45), size=12,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="tc",
unfoldfac=0.5,
played=True),

"draggon": Character(shortdes= ("Draggon"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(1.15, -0.45), size=12,
color=rgba(230, 130, 30, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"hulk": Character(shortdes= ("Hulk"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-0.7, -0.55), size=12,
color=rgba(200, 125, 0, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"whiplash": Character(shortdes= ("Whiplash"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-0.25, -0.65), size=12,
color=rgba(200, 150, 20, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"hurricane": Character(shortdes= ("Hurricane"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(-1.15, -0.45), size=12,
color=rgba(225, 210, 25, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"pyro": Character(shortdes= ("Pyro"),
portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.7, -0.55), size=12,
color=rgba(210, 110, 10, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),



"painter": Character(shortdes= ("Painter"),

portrait="eagle.png", prtsize=0.3,
width=0.9, pos=(0.25, -0.65), size=12,
color=rgba(255, 175, 40, 1.0),
align="1", anchor="tc",
unfoldfac=0.5),

"narrator": Character(width=2.0, pos=(-1.15, 0.80),

},

font=FONT RUS, size=16,

color=rgba(40, 40, 255, 1.0),

shcolor=None,

olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5, olfeather=0.2,
align="1", anchor="tl", swipe=0,

unfoldfac=0.0,

wpmspeed=150) ,

branches={
"start": [

1,

Speech("narrator",
Line( ("Las Palmas airbase, early morning"),
time=2.0, startf=bg sndl start)),
Pause(time=2.0),
Entry(["arend", "draggon", "hulk", "whiplash",
"hurricane", "pyro", "painter"]),
Speech("arend",
Line( ("Alright boys and girls, pay attention..."))),
Speech("arend",
Line( ("This morning, we received the latest "
"schedule from the command."))),
Speech("arend",
Line( ("We will be doing the third shift until "
"the end of this week."))),
Speech("painter",
Line( ("Third shift. Very good."))),
Speech("arend",
Line( ("*glances briefly at Painter* "
"As you all know, captain Pinote has gone "
"missing on his last mission."))),
Speech("arend",
Line( ("Command will give the green light "
"to the search party soon."))),
Speech("arend",
Line( ("And we need to keep the enemy pinned down."))),
Speech("arend",
Line( ("Today's mission will be an air patrol."))),
Speech("arend",
Line( ("This is an overview of the whole task. "
"*points at the display*"))),
Speech("whiplash",
Line( ("Now that there is seven of us... "
"who's going to catch a break?"))),
Speech("arend",
Line( ("That's sorted, Major. Noone will "
"be sitting idle."), branch="choice")),

"choice": [

Speech("arend", [



Line( ("You and Hurricane will take patrol routes "
"to the south."), branch="south"),
Line( ("Northern routes will be your and "
"Hurricane's task."), branch="north"),
1),
]I
"south": [
Speech("arend",
Line( ("*looks to the left* Pyro and Painter will "
"take the northern routes."),
startf=set whiplash and hurricane south,
branch="continue")),
]I
"north": [
Speech("arend",
Line( ("*looks to the left* Pyro and Painter will "
"take the southern routes."),
startf=set pyro and painter south,
branch="continue")),
]I
"continue": [
Speech("arend",
Line( ("*focuses his gaze in front* "
"And me, Hulk, and Draggon will take "
"central patrol routes."))),
Speech("draggon",
Line( ("Formation of three? That's odd...?"))),
Speech("arend",
Line( ("*nods faintly at Draggon* "
"It will make more sense, Lieutenant."))),
Speech("arend",
Line( ("*eyes everyone* That's it. Questions?"))),
Speech("arend",
Line(_ ("..."))),
Speech("arend",
Line( ("Good."))),
Speech("arend",
Line( ("Take your mission instructions... "
"*motions at the pile of tablets in front* "
"...and prepare your jets."))),
Speech("arend",
Line( ("We are taking off in two hours."))),
Speech("arend",
Line( ("Dismissed."))),

Exit(),

UpdateChar("arend", CharMod(pos=(-0.6, -0.1))),
UpdateChar("draggon", CharMod(pos=(0.5, 0.2))),
UpdateChar("hulk", CharMod(pos=(0.6, -0.3))),

Pause(time=2.0),
Speech("arend",

Line( ("Draggon, Hulk, remain for a moment."))),
Speech("draggon",

Line( ("Yes, Colonel?"))),
Speech("hulk",

Line( ("*faintly absent* What?"))),
Speech("arend",



Line( ("*eyes Hulk*"))),
Speech("arend",
Line( ("When we enter the area of "
"our patrol routes..."))),
Speech("arend",
Line( ("I will be flying with the two of you, "
"up to the first patrol point."))),
Speech("arend",
Line( ("Then..."))),
Speech("arend",
Line( ("You and... *glances briefly at Draggon* "
"...Draggon will finish the rest of the task, "
"while I will be flying elsewhere."))),
Speech("hulk",
Line( ("*rises his eyebrow faintly* Elsewhere...?"))),
Speech("arend",
Line( ("Yes, I am going on a reconnaissance."))),
Speech("arend",
Line( ("To record a possible area of interest."))),
Speech("hulk",
Line( ("I see..."))),
Speech("draggon",
Line( ("Understood, Colonel."))),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

b
)

MyKOBHMK ApeHA OKyM/beHMM NUIoTUMa eckalpwune objalwraBa TPEHYTHY cuUTyauujy u
HapeaHy Mucunjy. Y Toky anjanora, urpay gobuja nsbop:

"choice": [
Speech("arend", [
Line(_("You and Hurricane will take patrol routes "
"to the south."), branch="south"),
Line(_("Northern routes will be your and "
"Hurricane's task."), branch="north"),

1),

y Koje nopgpydje pa nowasbe gBa ogpeheHa nunota. MNMocnepnue osor mibopa ke 6utm
BUOJ/bMBE HELLUTO KacCHMje.

mission outconv je mM3BOAHW AMjanor Koju no4Ymre Mno 3aBpLueTky Mucuje. OBaj Awnjanor
uMa Buwe HameHa. C jefHe cTpaHe, MOXe ce ynoTpebuTu 3a feTa/bHO npeTpecame
yTuCaka ca caMe MUCUje, OOHOCHO BMTM YCKO Be3aH 3a MUCWUjy KOja ce ynpaso 3asplumna. A
orneTt, Mo)e ce ynoTpbuTn n 3a HEKO Ba)KHO HampenoBake rMpu4ye Kamnamwe, Koja Hema
HWKaKBe Be3e Ca MNpPeTxXogHOM MucumjomMm. Y Hawem npumepy, 6aBMMO ce HenocpepHuM
yTUCLUMMa Ca ynpaBo 3aBpLUeHEe MUCKje:

def mission outconv (dc, mc, gc):

def bg sndl start():
dc.soundl = Sound2D("audio/sounds/ bg-empty.ogg",



pnode=dc.node, volume=0.8, loop=True,
play=True)

dc.sound2 = Sound2D("audio/sounds/ bg-morning-1.0g9g",
pnode=dc.node, volume=0.2, loop=True,
play=True)

return Dialog(
pnode=dc. fgnode,
characters={

"arend": Character(shortdes= ("Arend"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(-0.7, 0.6), size=14,
color=rgba(255, 200, 0, 1.0),
align="1", anchor="t1",
unfoldfac=0.5,
played=True),

"whiplash": Character(shortdes= ("Whiplash"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, -0.2), size=14,
color=rgba(200, 150, 20, 1.0),
align="1", anchor="tr",
unfoldfac=0.5),

"painter": Character(shortdes= ("Painter"),
portrait="eagle.png", prtsize=0.6,
width=1.4, pos=(0.7, -0.2), size=14,
color=rgba(255, 175, 40, 1.0),
align="1", anchor="tr",
unfoldfac=0.5),

"narrator": Character(width=2.0, pos=(-1.15, 0.80),
font=FONT RUS, size=16,
color=rgba(40, 40, 255, 1.0),
shcolor=None,
olcolor=rgba(®, 0, 0, 0.5), olwidth=0.5, olfeather=0.2,
align="1", anchor="tl", swipe=0,
unfoldfac=0.0,
wpmspeed=150) ,

},
branches={
"start": [
Speech("arend",
Line( ("*climbs down the ladder to the ground*"))),
Speech("arend",

Line(_("..."),
cond=mc.whiplash and hurricane south,
branch="painter")),

Speech("arend",

Line(_("..."),
cond=mc.pyro and painter south,
branch="whiplash")),

]I

"painter": [

Speech("painter",
Line( ("*paces fast* Colonel, what happened to you!? "
"Draggon said--"), ctimefac=0.8)),
Speech("arend",
Line( ("*frowned* Shit, that's what happened, "



"Major."))),
Speech("arend",
Line( ("From now on, Dark Water is to be considered "
"a hostile force!"))),
Speech("painter",
Line( ("Dark Wat-- hostile?"), ctime="cut")),
Speech("arend",
Line( ("Status on all groups. Report."))),
Speech("painter",
Line( ("*scratches back of the head* "
"Disturbing news, Colonel."))),
Speech("painter",
Line( ("Southern group... both Hurricane and "
"Whiplash have gone missing."))),
Speech("arend",
Line( ("Missing?"))),
Speech("painter",
Line( ("Tower confirmed, they were shot down."))),
Speech("arend",
Line( ("*palms his face*"))),
Speech("painter",
Line( ("Northern group, Pyro and I, returned from "
"our patrol sortie with little to report."),
ctime="cut")),
Speech("arend",
Line( ("I have to speak with the command, "
"immediately."))),
Speech("painter",
Line( ("*paces off*"))),
Exit("painter"),
Pause(time=1.0),
Exit(),
Pause(time=1.0),
]I
"whiplash": [
Speech("painter",
Line( ("*paces fast* Colonel! "
"What happened out there!?"))),
Speech("arend",
Line( ("*frowned* Shit, that's what happened, "
"Major."))),
Speech("arend",
Line( ("From now on, Dark Water is to be considered "
"a hostile force!"))),
Speech("painter",
Line( ("Fuck, Hulk was right."))),
Speech("arend",
Line( ("Status on all groups. Report."))),
Speech("painter",
Line( ("*frowns* Bad news, Colonel."))),
Speech("painter",
Line( ("Both Pyro and Painter have gone missing "
"on their southern sortie."))),
Speech("arend",
Line( ("Missing?"))),
Speech("painter",



Line( ("It appears they were shot down."))),
Speech("arend",
Line( ("*palms his face*"))),
Speech("painter",
Line( ("Me and Hurricane, we finished our sortie "
"with little to report."), ctime="cut")),
Speech("arend",
Line( ("I have to speak with the command, "
"immediately."))),
Speech("painter",
Line( ("*paces off*"))),
Exit("painter"),
Pause(time=1.0),
Exit(),
Pause(time=1.0),

}

[MyKOBHUK ApeHp Huje HMMaNo 3a40BOJbaH OHUM LUITO My Ce€ JOroanno Tokom mucmje. Capg
MehyTM BUAUMO N Nocneauvue npeTxoaHor nibopa y yBoaHoM aunjanory mucumje. Kao wto
ce MOXXe MnpuMeTuTW, Yy 3aBUCHOCTU Oof Tora Koja Ccy ABa nwunota 6buna oTuwnia pfa
naTpoaupajy y jy>XHu cekTop, Ta ABa he n HecTaTw.

LLUITO ce TuYe reHepanHUX onumnja MUCMje, WM 3aCTaBUL@ KaKO NX 30BEMO, Y OBOM TPEHYTKY
rnocToje:

* mission skipmenu, ako je Ha True, npeckaye NO30pPHULYY U CBE MeHWje No3opHuLe, n
oAMax BoAu Ha mission _inconv.

e mission skipconfirm, Ha kpajy cBakor guwjanor nosopHuue urpady cy noHyheHa ABa
gyrmeTa, ga ce Amjanor noHOBU WA Aa HacTaBu gasbe. AKO je oBa onuumja Ha True, He
Moka3syjy ce Ta gBa gyrmera.

* mission _menumusic, My3uKa Koja ce nyLwTa y rl1aBHOM MeHWjy No30pHMLE.

* mission debriefing, Mo>Xxe uMaTu Tpu CTPUHra Kao BpeAHOCT:

e "early", ussewTaj 0 MUcKjn (Ca NponpaTHOM CTaTUCTUKOM) MNoOjaB/byje ce npe
mission outconv gwnjanora.

e "late", nsBewTaj 0 MUCKUjK (Ca MPONPaTHOM CTaTUCTUKOM) MojaBsbyje ce nocse
mission outconv gwnjanora.

e "skip", m3BWeETa] 0O MUCKjK (Ca NMpoNpaTHOM CTaTUCTMKOM) He rMojaBsbyje ce
yornuiTe.

e mission mustdrink, Twye ce pujanora mission drinkconv. OBaj aujanor wusmMehy
MUCKja je nogpasyMeBaHO ONuUUOHU, MehbyTUM akKo AM3ajHep MUCKje NMpoLeHU Aa urpay
M3 HEeKOr pasJfiora Mopa ga ra Buau npe Hero wTo npehe Ha yBon y cnegehy mucnjy Tj.
mission inconv, MOXe MNOCTaBUTW OBY 3acTaBuuy Ha True. Y TOM cJiyyajy yBOAHU
Auvjanor ke 6uTK TpajHO 3aK/byyYaH AOK Wrpad Hajnpe 6ap jeAHOM He 0oOBPTU OBQJj
OMNLUMOHN.

Ba)xHa HanomeHa: 6poj onumja nam 3actaeBuua, Kao U Ha4MH KOHCTPYKLMje No30pHMLE, HUCY
jow yBeK KOHa4Hu, n BpJio je Moryhe ga ke ce gocta tora Mmewatn y byayhHocTw.

OBuMM 3aksbydyjemMo npuMep 2. Y 04HOCY Ha NnpuMep 1, KOju je NMOKPUO OCHOBY CKPUMTOBaHa
MUCKuje n Koju ke Mmame-BuLLe OCTaTU NPELN3HO YyNyTCTBO, NpUMep 2 je 3HaTHO 3aMpLUEHKjN.
MocebHO 3aTO WITO pa3HM €1eMHTU joll HUCY carpaheHu, a 3a Heke, OBAe onucaHe, NocToju



peanHa moryhHocT ga ke butnm nameweHn y bygyhHoctn. 3ato npmumep 2 tpeba yseTun Buwe
Kao OMMUC KOHLEeNTa HEro Kao Npeuns3Ho ynyTCcTBo.

YnyTcTBOo npupeano CredaH Nnnk <stef@sezampro.rs>
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