CONVERTING FROM ARMA IN OFP
TUTORIAL

AA9 TOTO 4TOObI KOHBEPTUPOBATL MOAEAM cbopmata *.p3d m3
mrpbl «Armed assaulty B urpy «Operation flashpointy Heobxoammo
MMETb APXMBbI C MOAEAIMM B doopmare MLOD wm3 ARMA 1
CAEAYIOLLME NPUKACAHBIE MPOTPAMMbI OT «BISY:

1). Oxygen “O2 Light” (aAs Operation flashpoint),

2). Oxygen 2 “Personal edition” (ard Armed assault),
3). NMporpammebl aArq padoTbl ¢ PBO apxmBamm (ang OFP 1 ARMA),
4). MporpaMmbl AAS PABOTHI C TekCTypamm TextView v.1 1 v.2.

N NporpAmmbl CTOPOHHUX MPOM3BOAMTEAEN AAR PA3AMYHBIX PADOT:

1). Adobe Photoshop CS3 AAf pAOOThI C TEKCTYPAMM,

2). RtmToobox v2.2.1b, ODOL explorer v2.0, OFP Anim Tool v0.98
BO3MOXXHbI MO OBCTOATEABCTBAM U APYTUE MPOTPAMMBI. ..

TECTOBOE KOHBEPTUPOBAHUE
YpOK nepBsbin

AOCTOEM HYXXHYIO HOM MOAEAb M3 APXMBA CO CTAHAQPTHbIMM
moaeramm: «ARMA_SampleModelsEnvironmentOther.zip» (0ObekThl).
K npumepy, 94 6epy MOAeAb «parez.p3dy. Tenepb 3anyckao Oxygen 2
“Personal edition” (aAAa Armed assault) 1 nepeTackmBalo MOAEAb U3
APXMBA HA OKHO MPOTrPAMMBbI. KOTAQ OHO OTKPOETCH, BCE YAQAOCH!

B meHio nporpammsbl xmem File => Export => P3D Old Version.
Tenepb BbIOMPAeM MyTb 6e3 pycckmx OykB: (AMck C/D) 1 COXpaHIeEM
TYAQ MOAEAb, TOTOBYIO AAQ OTKPLITMA B Oxygen “O2 Light” (aAs OFP).

3anyckaem Oxygen “O2 Light” (Ard OFP) 1 OTKpPbIBOEM B HEM HALLY
HOBOUCMEYEHHYIO MOAEAb. [lepeHocrm ee mn3 amcka C mam D Ha
OKHO MPOrPAMMbl M CMOTPUM HO Hee. ECAM Yy HOC HEeT OKOLLUKA CO
CMMCKOM TEKCTYP, TO HOCTPOMM MPOTPAMMY (ECAM OHA HAO PYCCKOM
a3blke. HAMOMMHAIO, YTO HO PYCCKOM $3blKE MMEETCH NPOrPAMMA OT
NPS, 1.e. HOLLEro NPoOm3BOACTBA, ABTOP NepeBoAd 4 - NERV). Xmem
MYHKT MEHIO Bua => BUOAMOTEKA TEKCTYp (ropsgime KAasuLLIM ALT+T).
AONKHO MOABUTCH OKHO, TAE MPOMNUCAHbI BCE TEKCTYPbLI M MYTU K HUM

(ECAM OTKPBLITO MOAEADB). MNyTH 3T MPU KEAQHUU MOXHO 3AMEHMUT.
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BOT MpUMEPHbBIM CKPUMHLLOT TOTO, KOK AOAXHO ObITb HOCTPOEHO:
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HTOObl 30MEHUTL PACMOAOXKEHME TEKCTYP HYXXHO:. YAEPXMBAS
KAaaBMLLY CTRL ABOXAbBI LLLEAKHYTb AEBOM KHOMKOM MbILLIM MO HA3BAHUIO
TEKCTYPbl B CIMMCKE, AOAXKHAO BbIAEAUTBCA YOCTb MOAEAM UAM BCH
MOAEAb. Tenepb HOBOAMM HA OKHO C OAHOM M3 4X MPOEKLUM U XKMEM
HO KOAECUMKO MbILLK, YTOObI OKTUMBMPOBATL PABOYYIO OBAACTL. [ToCcAe
OTOrO >XMEM HA KAABMATYPE HA AHIAMMCKYIO OykBy «E» ©1 B
MOSBMBLLIEMCH OKHE MOXHO CMEHMTb NYTb. OH MNPOMMCAH CHMU3Y.
OKOLLKO TMNA 3TOrOo:

CEQCTES NONHrOHOE 22
BrigeneHHEe nonMroHe! 239 NoaKroHoE BeldeneHo

BHM3Y M eCTb MyTM PACMNOAOXEHMS
TEKCTYP. DM NYTU MOXHO 30MEHSTD:
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Y Hac byaeT co3aaH AAAOH TEST, NO3TOMY Mbl CO3AQAMM MANKY
B kKataaore “Operation Fashpoint\Res\Addons\TEST", 1 3aKMHeM
TYAQ HALLY MOAEAb U BCE €€ TEKCTYPbI, KOTOPbLIE Mbl BLITACKMBAEM U3
YCTOHOBAEHHOMU urpbl «Armed Assaulhy. Hamtm 1ekcTypbl HECAOXHO,
AA DTOTO HEODBXOAMMO: M3HAYAABHO OTKPbIB MOAEAb MOCMOTPETH
MyTb TEKCTYPbl B OKHE OUMOAMOTEKM TEKCTYP, U HAUTKM B KATAAOrE
“Armed Assault\Addons” Hy>XHYO HOM TeKCTYPY(bl) (Y MEHA C 3TOM
MOAEABIO BbILLAO TaK: Addons\plants\data\picea_abies_co.paaq).
Tam BOOOLLE-TO 2 TEKCTYPbI ObIAO, HO 3TO HE CYTb BAXHO. BTOpYtO
TOYHO TAKXE HY>KHO BbITALLMTb OTTYAQ.

4YT00bI TEKCTYPY *.paa oTKpbIAG Nporpamma TextView v.1 Hy>XHO:
OTKpPbITb TEKCTYPY 4Yepe3 npory TextView v.2, 1 COXpaHUTb €€ B
dopmar *.tga, a 3arem yxe oTkpbiBaTh ee B TextView v.1. Ho Takxe
MOXHO €e noanpasute B Photoshop'e, ecAM BaAM MOKA3AAOCH
HEAOCTATOYHO KOHTPACTA MAM YTO-TO TAE-TO HE TAK KAK BAM HAAO.
Popmar *.paa TextView v.1 He OTKPBLIBAET, ECAU B TEKCTYPE MMEETCH
NOAYMPO3PAYHOE MECTO (CTEKAO, AbIM M T.M.), HO cbopmar *.tga
NPOrHAHHbLIM Yepes TextView v.2 OH YMTOET NPEKPACHO.

B «Armed Assaulty MmeeTtcsd paa APYrmx TeKCTYP, C PO30BbIM UAM
CUHMM OTTEHKAMMU. TAKME TEKCTYPbl CAYXAT MACKAMUM U HUKOMM
O0PA3OM HAC HE UHTEPECYIOT. TAK YTO Mbl HO HUX MAIOEM.

NTAK, TEKCTYPbI NEPETALLMAM B MAMKY, M B MOAEAM MPOMUCOAAU
MYTM K HOBbIM. DTO AEAQETCH TAKMM OOPA30M: BMECTO CTAHAQPTHOIO
nytm (ca\plants\data\picea_abies_co.tga) nuem Hy>XHbIK HAM
AA nanku TEST. D10 6yaeT BbirasaeTts ToK: TEST\ picea_abies_co.paa
CTOUT 3aMETUTb, YTO TEKCTYPA HAWa m3 nanku TEST Toxe AOAXHA
ObITb B doopmare *.paa M HM B KAKOM APYTOM. XOT94 MOXHO ee
CAEAQTb 1 B *.pac v B *.jpg, HO 1 B MyTK K TEKCTYPE Y MOAEAU HYXXHO
MMCATb €€ NOAHOE MMA. AyyLLIE KOHEYHO OTKAIOHYMTb B CBOMCTBE MAMOK
MYHKT «CKpbIBATb PACLUMPEHUSA AASl 3APErMCTPUPOBAHHBIX THUMOB CPAUAOB),
BEAb OYEHb HEYAOOHO, KOTAQ HE BMAHO HACTOALLLETO PACLUMPEHMS.
BrnepeaAn OT HA3BAHMSA HE HY>XHO CTABUTb AEBbIM CAELL, TOABKO MO30AM
€ero OH AOAXEH OblITb, A TAKXKE M B MOCAEAYIOLLMX MOAKATAAOTAX, ECAM
TOKOBblE OYAYT NPUMCYTCTBOBATL B NANKe ¢ AAAOHOM (TEST\T\pic...).

AEeAQTb TAKYIO MPOLEAYPY HY>XXHO B KOXKAOM AOAE. OKHO AOAOB
BbITASAMT TAOK: (AAsg 3TOro ectb TyTop oT SEA_DEMON'Q, 5 He ByAy OnmMChIBATH)

000 e 3ATEM HOAO YOPATb AULLIHME AOAbI (10000,000), OHU AAS

2000 o Vie

3000 «ARMAN CAEAQHDI, TYT HE MOHAAOBATCA. TAKXE HY>XXHO

10000.000

10010000 HOCTPOWUTb AOAbI, M CEAEKLLIEHbI B HUX, ECAM TpeDyeTCS.

Geometry

= ] (arg aT1OrO ectb TyTop OT SEA_DEMON'Q, 5 He ByAy OnMChbIBATH)
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C 3TMM, 3HAYUT, pPa3obpaAmMCb. Tenepb MNOMAEM ACAbLLIE,
HayHem paboty Cc KOHUrom. CO3A0AMM KOHAOUI HA OCHOBE
AODOro aAAOHQA, 4TOObI ObIAO MpoLLe. [ponMIEM HOBbIM KAQCC
BMECTO CTAPbIX (HE CTAHAQPTHbLIX), KOTOPbIE AYHLLE YAQAUTL. B
knacce CfgVehicles nponuuiem KAQCC HALLETO MNEHbKA, KOTOPbIM
OyAEeT HOCAEAOBATLCA OT KAQGCCA House.

ByAET 3TO BCE BbIFAJAETb MPUMEPHO TAK:

class CfgVehicles

{
class All {;

class Static:All {;

class Building:Static {};

class NonStrategic:Building {};
class House:NonStrategic {};

class Parez1:House

{
scope=2;
vehicleClass="Objects";
displayName="MNEHb";
model="\TEST\ parez.p3d";
¥

¥

Bce, cAeAdB HOPMOAbHO, KAYECTBEHHO, ACHO U MPABUMABHO —
apxmBMpyem B coopmar *.pbo. 310 AOAXHbI YMETb, ECAM HE BCE, TO
MHOTHE. TTO3ITOMY HO ITOM BOMPOCE g He Byay 30aepxmBaTbca. C
NPOrPAMMAMM AAT APXMBALLMKM PA3BEPETCH AQXKE MATUKAACCHMK.

B nanke ¢ QAAOHOMM, MOCAE 3ANAKOBKM Yepe3 PBO Aekoaep,
AOAKEH MNosaBuTbCd panA TEST.pbo. D10 M eCTb, HM H4TO MHOE KOK,
COMbIM HACTOALLMM AAAOH! B urpe OH TakKe AOAXEH MOABMTCA B
peAakTope Ha ctopoHe HeT => Objects => MNMEHb. C1aBmm ero psaom
C COOOM 1 BEXMM CMOTPETL, YTO MOAYYUAOCH. ECAM BCE AOAbBI ObIAM
NPABMABHO HACTPOEHbI, TO YEePE3 HEFO HEAb3d DYAET MPOUTU U ero
MOXHO OYAET PACCTPEAdTb (IPAHATAMM UAM K3 PIT), 410ObLI OH
PA3PYLLUMACA KOK AOM. ECAM HOM 3TO HE TOAMTCA, TO TOTAQ B KOHJoMre
HOAO CAEAQTb AOMOAHUTEAbHYIO CpyHKLUMIO — destrType=desiructno;

Haaelocb 6bIAO MOHATHO, KAK NEPEHOCUTb MOAEAU U3 OAHOMN UrPbl B
ApYyryio. Takum Xe obpa3oM MOXHO NEepeHeCcTU U BCe OCTAABbHOe.

MpaBAa ¢ ACAGMMU NPUAETCSA NOBO3UTbLCA. AyYyLLe FASHYTb NPUMEPDbI.
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KOHBEPTUPYEM YEAOBEKA
YpOK BTOpOM

OKCMOPTUPYEM MOAEAb HEAOBEKA (M3 APXMBA C MOAEAIMM
anoaen «tARMA_SampleCharactersAnimals.zip») B 0OpPMAT MOHATHbIM
Oxygen “O2 Light” (arnd Operation flashpoint). OtkpbiBOEM MOAEAL
a10ro Yyeaoseka B Oxygen “O2 Light” (aas OFP), u Oepemcs 3a
NEPEMMEHOBAHME NMyTEM K TEKCTYpAM. Hanpumep, TAKOM NyTb
«ca\characters\data\res_soldier_e_» cmeHsem HA HOBbIM, TUNA:
«armsols\res_sol.paay. CTOUT 30METUTb, YTO MOAEAb U3 NEPBOTO AOAC
CAMLLKOM «TkeAaan aAAqa OFP, mnoatomy, Aydlue, OpATb MOAEAb U3
BTOPOrO, A TEM MNAYE U3 TPETLETO, CKOMBUHUPOBAHHOTO BTOPLIM. T.€.
3TO MOAPA3YMEBAET CAEAYIOLLLEE. MOAEAL TEAQ (TOAOBA, HOMU, PYKU)
bepem 13 TPETLETO AOAQ, O OOBEC (KACKA, KOPMAHbI, CYMKM) Bepem
M3 BTOPOro. bAAroaaps 3TOMY Mbl  MOHMXKAEM TOPMO3A OT
BbICOKOMOAMIOHAABHBLIX MOAeAeN. Tem 0BOoaee, 410 OoT ARMA'BCKMX
OHUMALMM UTAK CTPALUHO (HY HE MAAO) TOPMO3UT. DT KOMOUHALLMM
BCTAOBASEM BMECTO MEPBOTO AOAQ, YOPOAB CAMYIO MOLLLHYIO MOAEAb.
Tenepb NeEPEXOAMM K AOAOM TEOMETPUU. X AydLLE 3AMEHUTL HA
OFP’LLHbIE. HY>)XHO OTKPbITb MOAEAb CTOHAQPTHOTO YeAoBeKA 13 OFP 11
CKOMUPOBATL Y HETO AOA Geometry BMeCTO TOro KOTopbIM Y HAC €CTb.
C HMM eLle TMPUMAETCA MOBO3UTLCHA, HOTM €ro MOXHO 30MEHUTb HA
HOrM 13 AOAQ FreGeometry, a pyki HOAO MOCTABMTb HO PACTOMbIPKY,
KAK Y MOAEABHOTO AOAQ. BYAET BbITATAETb MOMMEPHO KAK HAO KPTUHKE.

: MO>XHO KOHEYHO U CKOMUPOBATbL AOA FreGeometry

M HOCTPOMUTb €r0, HO 3TO KOMY KAK YAODHO.
3ameny, 4TO PYyKM Y HETO HOAO DYAET nepeun-
MEHOBATH (CEKLMM HO PYKAX, TOAOBE U TEAE),
- TOK 4TO 3TO TAK HEAb3 OCTABAATb. 3AMOMHMUTE.,

Tak>Ke CTOUT CKA3ATb, YTO OT TAOKMX HA3BAHUM
Kak y ARMA HeT ToAKka B OFP, NOCKOAbKY 3TC
[oAoBO Ha3biBOETCA head, a 8 OFP 370 hlava.
T.e. 3TM HAO3BAHUA Y HOC PABOTATb HE OYAVT,
HecMOoTps HO TO, YTO AHMMALMK OYAYT XOAMTb M3 ARMA, HO TOAOBOM U
TEAOM LLIEBEAUTLCH YEAOBEK Y HOC HE ByaeT. YTOOblI 3TO 30pABOTAAO
HY>XHO HEMHOTO MOTPYAMTLCA.

AN DTOTO AEAQ 9 HUXKE BbIAOXKY CMUCOK 3AMEHAEMbIX CEKLLMM,
4TOOblI 3QPABOTAAO BCE HOPMAAbHO B OFP. Hanpumep, roAOBY Mbl
nepemmenyem T10K: M3 head B hlava, 410 ByaeTr OTPAXATLCH HA
AaHUMauum m npm ARMA'BCKOM QHUMALMM TOAOBA MPOMAAET.
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OKHO AOAOB OKHO ceKkuUMnm OKHO TEKCTYP
CNMUCOK B3AUMO3AMEHAEMOCTMU.

weapon = zbran - AAAd ABTOMATA TTPOKCH

launcher = roura - AAG PIT MPOKCH

RightArm = pbiceps - [MPABOE MNPEAMNAEYbE

RightHand = pruka - TPABA4Y PYKA

LeffHand = Iruka - AEBAYA PYKA

Head = hlava - [TOAOBA

RightLeg = - - HETPOTATb!

RightLegRoll = - - HETPOTATb!

RightFoot = - - HETPOTATH!

RightToeBase = - - HETPOTATbB!

LeftFore ArmRoll = - - HETPOTATH!

RightFore ArmRoll = - -  HETPOTATb!

LeftLeg = - - HETPOTATb!

LeftLegRoll = - - HETPOTATb!

LeftFoot = - - HETPOTATb!

LeftToeBase = - - HETPOTATb!

RightHandIindex1 =- - TAAbLbI HE HYXHbI B OPTl! YAAAAEM CEAEKLLH!

- - - - ST NMPOMYCKM O3HAYAKOT, HTO 3TO HAAO TOXE YAAAUTH!

LeftHandRing = - - MAAbLLblI HE HY>KHbI B OPTI YAAAAEM!

LeftUplLeg = - - HETPOTATbB!

LeftUpLegRoll = - - HETPOTATb!

Neckl = - - 2TO YAAAUTb

Neck = krk - LWEA

Pelvis = - - HETPOTATb!

Spine = - - 3JTO YAAAUTb

Spinel = bricho - BPKOXO

Spine2 = - - 3TO YAAAUTB

Spine3 = hrudnik - [TPYAMHA

LeftShoulder = rameno - AEBOETAEHO

LeftArm = Ibiceps - AEBOE INMPEANAEYBE

LeftArmRoll=- -  COBMECTUTb C Ibiceps B OAMH CEAEKLLIH

LeftForeArm = lloket - AEBbI AOKOTb

RightShoulder = prameno - [MPABOETAEHO

RightUpLeg=- - HETPOTlATb!

RightArmRoll =- COBMECTUTb C pbiceps B OANH CEAEKLLUH
RightForeArm = ploket

RightUpLegRoll = - - HETPOTATb!

camerq = - - YAAAUTBI

Terlepb Bbl 3HAETE, KAKME CeKUMMN Y MOAEAMN HYXKXHO 3AMEHATD,
4TOOBbI Y HEAOBEKA B UTPE LLUEBEAMANCDH PYKHN, TOAOBA N TYAOBULLLE.




Ho 310 ewle TOAbKO Ha4aAao! Aa, AdQ... Tenepb HYXHO
KOHBEPTMPOBATL  AHMMALUMIOl  AAd  3TOTO  HAM  NoTpebyloTcy
nporpammebl: RtimToobox v2.2.1b 1 OFP Anim Tool v0.98.

PAQcnakoBbiBOEM MAMKY C AHMMAULMIMU U3 KATAAOTA C UIPOMU
«Armed assaulty, 1 MLLEM HYXHYIO AHUMY, MPOCMATPUBAY €e C
nomoLbo nporpammbl OFP Anim Tool v0.98, AAS HETO HOM HYXXHO €M
OTKPbITb MOAEAb M3 apxmBa «ARMA_SampleCharactersAnimals.zipy,
KEAQTEABHO M3 TPETLETO-4€TBEPTOIO AOAQ, YTOO HE TAK TOPMO3MAO.
3aTEM ULLEM MYTb K AHUMMALMAM U BbIOPOB HYXXHYIO — OTKPbIBAEM.
CMOTPUM HA HEE U PACMNPEAEAIEM — HYXKHA OHO HOM MAM HET. ECAM
OHO HAC YAOBAETBOPUAQ, TO KOMUPYEM €€ OTAEAbHO, HA3BAB €€
NOHATHEE, 4TOObI 3HATb YTO OHA O3HA4YoeT. [1OTOM  OTKPbIBAEM
nporpammy «RtmToobox v2.2.1b» 1 nepenmeHOBLIBAEM B HEW BCE
CeKUMKM, COTAAQCHO BbILLEYKA3AHHOIO CrnmMcKa. [MocAe 3TOro Hy>XHO
COXPAHUTb AQHHbIM CKPUNT, 4TOObI B MOCAEAYIOLLEM E€ro 3arpy>artb
NEPENMEHOBbBIBAY ABTOMATHMHECKM, YTOO KAXKAbIM PA3 HE NOTETh.

HeCKOAbLKO CKPMHLLIOTOB...

F Amim vi). 74
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OOBLLMM BMA NPporpMMbl «OFP Anim Tool» C OTKPbITbIM COAAQTOM M3
mrpbl «Armed Assaulty, KOTOPbIM MPOUTPLIBAET HEKYID QHUMALLMIO.



Rtm toolbox v2.2.1 (beta)

Dﬁlg

_itm to process [itm1)

Open .rtr ‘

Play time:

Frame count :

File  Comporents  Frames About

tm uzed as reference [tmz) Component linking

Open it Madel ype:

Compaonent count;

Linking profiles:

Play time:

Frame count :

Save rtm autormatically

Rkm path:

Tranzlate Component Mames

O6wmm Bna nporpammel «RtimToobox v2.2.1by». KHonka “Open.rtim”

MO3BOASET OTKPbIBATb HY>XKHYIO AHUMALMIO. [TOCAE YEro ee NP aBMUTb.

Rtm toolbox ¥2.2.1 {(beta)

File | Comporents | Frames Center  About

Linking profile manager
.rtm ai 2 3 reference [rtma)

r Component Job manager —
- | T M ]

Companent linking
Standard &rma Soldier

Component Count : B7

h |

saking profiles: |default

Flay tirme: Play time:

_bezbeh.itm

Frame Count : 23
0:0

Frame count :

4[] LeftHandRing2
<[] LeftHandRing3
4[] right shoulder
a- [ right biceps
4[] Right&mP ol
4[] right farearm
4[] RightFaresmnRol
4[] right hand

4[] RightHand ndex1
a- [ | RightHandindex2

4[] RightHandhiddle1
4[] RightHandMiddle2

4[| RightHandT humb1
4[] RightHandT humb2

- [7] RightH andT humb3
4[| RightHandRing
a- [ RightHandPinky1
a [ RightH andPinky2
- [C] RightHandPirky3
4[] RightHandRing1

4[| RightHandRing2

" [ RightHandRing3

-

—

-

Save 1tm automatically

Rtrnl: DGAMES\Operation Flashpoint @ARMADAIDES) ArmSolst_bezbeh.rtm

Tranzlate Component Mames

3AECH Mbl BUAMM,
KAK HY>XHO MEHSTb
HQ3BAHMA Y CEAEK-
LLIEHOB. MeHIo —->
KOMMNOHEHTbI ---->
— MeHeaxep pabo-
41X KOMIMOHEHTOB.
[Mocae 3TOro
OTKPOETCH OKHO, B
KOTOPOM  MOXHO
KOMMOHEHTbl Me-
PEUMEHOBBIBATbL
COTAQCHO MOEMY
cnmcky (sbiLue).
MNocae 3TOro
HY>XHO HQXXATb HO
Apply ©n dana
AQHMMALUMM  AOA-
XeH OOHOBUTLCA
(oH  coxpaHurca
3aTeM Cpasy xe).




Components Job Manager = | B Components Job Manager = | E |
Script  &pply Script Apply
<l s « | Amend Selected Compaonent <l » a | Amend Selected Compaonent
WESpOn zbran
lauricher IV
Rightdrm phiceps
RightHand pruk.a
LeftHand = Irka E
Head hlava
RightLeg RightLeg
RightLegRioll RightLegR oll
RightFaat Add Mew Component RightFoat Add Mew Component
RightTosBase NewComponent RightTosB ase WewComponent
LeftForedrmBall LeftForedmPol
RightForeAmiol Add New Companent RightF oreAmFol e W Bt
LeftLeg LeftLeg
LeftLegRall LeftLegRoll
LeftFoot LeftFoot
LeftTosB aze LeftTosBaze
RightHandindex1 E‘E‘ES Count 67 RightHandindex1 g‘l;‘;‘* ot 67
f ompanent Count: : ompanent Caunt:
H?ghtHandI e Mew Component Count: 67 F!!ghtHandI ez Mew Component Count: 67
RightHandindex3 T i T RightHandindex3 Job Court 14
RightHandkiddle1 RightHandkiddle1
RightHandMiddle2 RightHandMiddle2
RightHandkiddle3 Mew Components in Blue RightHandiiddle3 Mew Compatents in Blue
RlightHandPinky1 Fenamed Companents in Fed RightHandPinky1 Fienamed Components in Fied
RightHandPinky2 Deleted Components in Grey RightHandPinky2 Delsted Compaonents in Grey
RightHandPinky3 r 1 RightHandPinky3 f 1
RightHandRinal = Q&) (e | RightHandRina1 = Ok J [ Annuer |
Selected Component: Selected Component:

OTKPbIAM aHMMaLMIO 13 ARMA [P ABKA 3A0rOTOBAEHHbLIM CKPUMTOM
YAQASATb KOMMOHEHTbI 3TOU NPOrPAMMOMN HE HYXXKHO B aHUMaLmax!
XOTS KOHEYHO 3TO U MOXHO, HO Sl HE A€AdA 3Toro. Heyero ckasaTsb.

[locAe  3arpys3kM  AHUMMAUMKU  —  HYXXHO  MEPEUMMEHOBATH
KOMMOHEHTbl M COXPAHUTb AQHHOE AEAO B CKpunT. [loTOm, B
CAEAYIOLLEN QAHUMMALMK, DTOT CKPUMNT CAEAYET 3Arpy3uib, M BCE
NnepenmeHyeTCa ABTOMATUYECKM, KAK ObIAO (HY M KOK HO KAPTUHKE).

OTO TOXE YCBOUAM, HOAAEKOCH. Tenepb HEMHOIO O TOM, KAK
BCTABMTb QHMMALMIO, T.€. 3AMEHUTb CTAHAQPTHYIO HO ARMA'BCKYIO.

BOT npymep C OAHOM M3 AHMMALMM (COAAQT C KOAEHA BCTET):

class CrouchToCrouchSprintF:Default
{
preload=1;
actions="CrouchRunFActions";
file="\ ArmSols\ klekdostani.rtm";
// file="klekbeh.rtm";
speed=-0.4;
soundEnabled=0;
connectfrom[]={"Crouch",0.4};
enableOptics=0;
conneciTo[]={"Combat",0.4};
interpolateTo[]={"Crouch",1};
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KOK BMAHO M3 TEKCTA — Mbl 3ALLUTPUXOBAAM (//) CTOHAQPTHbLIM MYTb K
aHumaumm OFP, yka3aB (file="\ ArmSols\klekdostanirtm";) MyTb K HOBOM ARMA.
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