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1. GMST

GMST - 3TO KOHCTaHTbI UITPOBOr0 MUpa, B HAX yKa3blBAETCsi MakcumarnbHas u
MUHMManbHasi ckopocTb nepeapmxkeHns NPC 1 cylecTs, 3Ha4eHWst BMMAIOLLME Ha
LieHbl NepeMeLLIEHUNs1, CKOPOCTb U BbICOTY NPUXKKa, 3HAaYEHUS BNUSOLWNE Ha NoryYeHne
CTapPTOBbIX 3aKNMHAHWUIA, 3HAYEHWI BIUSAIOLLMX Ha NPOKaYykKy HaBbIKOB, MPOLLE rOBOPS
onucbiBaeT byHAaMeHTarnbHble 3Ha4YeHMs1 1 MHOXUTENM B Mnpe MoppoBuHaa.

UHghopmayusi npoeepeHa MHOU Ha CKOJIbLKO 3mo 6b1J10 803MOJKHO,
Mecmamu mpebyem O0onosiHeHuUs1 u dasibHeliwea0 Uu3y4YeHusl.

Bce ¢ppacmeHmsbi koOa u3z OpenMW e3ssimbi ¢ catima:
https://wiki.openmw.org/index.php?title=GMSTs_(status)
Om 13.03.23

Ecnun y Bac 3ame4yaHus, npeanoXxeHUsa Unn AonoriHeH1s no
TEeKCTy, 00bsA3aTeNnbHO HanuwuTe MHe B auckopa W_wex#9962



fRepairMult

fRepairMult - mHOXUTENb KOTOPbINA MCNOMBb3YeTCA AN onpeneneHus LeHbl pemoHTa Bewen y NPC.
3HaueHne no ymon4yanuio: 1.0

MN3BecTHas cdopmyna:

Llena pemorHma = (2 * Damage Points * fRepairMult).
YacTtb koga n3 OpenMW:

p =max(1, basePrice)

r =max(1, int(maxDurability / p))

x = int((maxDurability - durability) / r)

x = int(fRepairMult * x)

cost = barterOffer(npc, x, buying)

basePrice - ueHa sewu

maxDurability - makcumaribHasi MpoO4YHOCMb
durability - mekywas npo4YHoCmb
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fRepairAmountMult

fRepairAmountMult - onpegenseT kakon NPOLEHT OT MaKCMMarnbHOIo 3Ha4YeHMs npegMmeTa 6ygeTr BOCCTaHOBIEH
NPV UCMONb30BaHUM UHCTPYMEHTOB 4151 PEMOHTA.

3HauyeHne no ymon4yanuio: 3.0
YacTtb koga u3 OpenMW:

"Owubka e opueuHanbHOU uepe: us-3a bosnbweli ycmanocmu fieg4e no4YuHUms ripedmem. Nepa dormkHa
bbina ymMHoXamp Ha fatigueTerm, a He denume Ha Hezo." (MepeBog translate.google)

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0

x = (0.1 * pcStrength + 0.1 * pcLuck + armorerSkill) / fatigue Term
roll 100, if roll <= x then repair continues

y = int(fRepairAmountMult * hammerQuality * roll)

y =max(1,y)
repair item by y points

11



fSpellValueMult

fSpellValueMult - oTBevaeT 3a yBennueHme unm yMmeHbLLIEHNE CTOMMOCTU 3aKnnHaHU npu naydeHum y NPC.
3HauyeHne no ymon4yaHumio: 10
YacTtb koga n3 OpenMW:

cost spell = barterOffer(npc, spell. magickaCost * fSpellValueMult, buying)

12



fSpellMakingValueMult

fSpellMakingValueMult - MHOXWTENb NCNONBb3YEMbIN NPU pacvyeTe CTOMMOCTU CO30aHUSA 3aKITMHAHWUNA.
3HauyeHne no ymon4yaHuo: 7
YacTtb koga n3 OpenMW:

y=0
for each effect in spell:
x = 0.5 * (max(1, effect. magnitudeMin) + max(1, effect. magnitudeMax))
x *= 0.1 * effect. magicEffect.baseMagickaCost
x *= 1 + effect.duration
x +=0.05 * max(1, effect.area) * effect. magicEffect.baseMagickaCost

y += x * fEffectCostMult
y =max(1,y)
if effect.rangeType & CAST_TARGET: y *= 1.5

magickaCost = int(y)
cost of spellmaking = barterOffer(npc, magickaCost * fSpellMakingValueMult, buying)

13



fEnchantmentValueMult
fEnchantmentValueMult - MHOXWTENbL CTOMMOCTU 4151 CO34aBaeMbIX UTPOKOM Marmnyeckux npegmetor y NPC.
3HauyeHne no ymon4yaHuto: 1000
YacTtb koga n3 OpenMW:

y=0
z=[]

enchantPoints = 0

for each effect in enchantment:
if enchantment is constant effect:
if effect. magnitudeMin > 1 or effect. magnitudeMax > 1 or effect.radius > 1:
effect.duration = int(fEnchantmentConstantDurationMult)
else:
effect.duration = 100

x = 0.5 * (max(1, effect. magnitudeMin) + max(1, effect. magnitudeMax))
x *= 0.1 * effect. magicEffect.baseMagickaCost

x *= effect.duration  # note difference from spellmaking

x +=0.05 * max(1, spell.radius) * effect. magicEffect.baseMagickaCost

y += x * fEffectCostMult
y =max(1,y)
if effect.rangeType & CAST_TARGET: y *= 1.5

enchantPoints += int(y)
z[effect.order] = int(pcEnchantSkill - y * fEnchantmentChanceMult)

# note enchantPoints not used for cost
cost of enchanting service = barterOffer(npc, y * fEnchantmentValueMult, buying)

14



fTravelMult
fTravelMult - onpenensiet, kakoe KONNMYECTBO 30510Ta TpebyeTca ANA onnatbl YCnyr NyTewecTBus.
3HauyeHne no ymon4yaHuto: 4000
YacTtb koga n3 OpenMW:
dist = distance from player to destination

cost = barterOffer(npc, int(dist / fTravelMult), buying)
time = int(dist / fTravel TimeMult)
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fTravelTimeMult
fTravelTimeMult - sTa KOHCTaHTa onpeaensieT, CKONIbKO BPEMEHW MPOMAET B MMPE MOKa UrPoK NyTeLLIEeCTBYET.
3HaueHne no ymon4yanuro: 16000
MN3BecTHas cdopmyna:

x = (Travel Distance / fTravelTimeMult)

16



fMagesGuildTravel
fMagesGuildTravel - onpegensaer cToMMoCTb MCNONb30BaHUA yCNyr Tenenoptaumm B Marmyeckon runbgunn.
3HauyeHne no ymon4yaHumio: 10
YacTtb koga n3 OpenMW:

cost = barterOffer(npc, fMagesGuildTravel, buying)

17



fRestMagicMult

fRestMagicMult - mogndurkaTop oTBeYaloLWw M 3a BOCTAHOBIEHNE 3ariaca MaHb! NPy OTAbIXE.

3HaueHne no ymon4yanuro: 0.15
Kog 13 OpenMW:

magicka += fRestMagicMult * intelligence
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fWortChanceValue

fWortChanceValue - BNusieT Ha TO Korga Urpok YBUAUT CKPbITbie 3HAKOM BOMpOCa Marmyeckme CBOMCTBA
WHIPUAMEHTOB, TaK XXe OTBeYaeT 3a BEPOATHOCTb TOro, YTO UFPOK NOMYYUT NEPBbIN 3P EKT 13 ceTeaeHoro
WMHrpugneHTa . Yem Bbllle 3Ha4YeHNe 3TON NepeMEHHON, Tem DorbLUe LWAaHCOB Ha nony4veHune acdekTa.

3HayeHne no ymon4yasHuio: 15

Mpwn 3HaueHun 15 nrpok yBnauT nepBbir 3¢peKT Koraa ero HaBblk anxmmmnm 6yaeTt paBeH unu 6onble 15.

YacTtb koga n3 OpenMW:

lNepenbil achchbekm: pcAlchemy >= fWortChanceValue
Bmopoti agbgpekm: pcAlchemy >= 2 * fWortChanceValue
Tpemut acbgbekm: pcAlchemy >= 3 * fWortChanceValue

Uemeepmpbili agpgpbekm: pcAlchemy >= 4 * iWortChanceValue

19



fMinWalkSpeed

fMinWalkSpeed - 310 ogHa 13 nepeMeHHbIX urpbl Morrowind, koTopasi OTBEYaET 3a MMHMMArbHYIO CKOPOCTb
apvxeHns nrpoka n NPC newukom.

3HaueHne no ymon4yauuto: 100

3HaueHne 3ToN NepeMEHHON yKka3biBaeT HA MUHMMAaITbHYH0 CKOPOCTb, KOTOPYHO MOXET MMETb UIPOK, KOrda OH
OBWXETCA NeLwkoM. Ecnun urpok neltaetcsa ABUratbCa MeAsieHHee, YeM 3TO 3HaYEHUe, ero CKopocTb byaet
aBTOMaTUYECKMN YBENNYMBATLCS A0 3TOrO 3HAYEHNS.

Hanpuwmep, ecnn 3Hauenne fMinWalkSpeed paeHo 100, TO Urpok HE CMOXET ABUraTbCs MeafieHHee, YeM CO
ckopocTtbto 100 eguHmy,. Ecnv nrpok nonbITaeTca ABuraTbCs CO CKOPOCThLIO Hanpumep 90 eauHKUL, ero CKOpoCTb
aBToMmartunyeckun yeennumtca go 100 eguuny,.

MN3BecTHas cdopmyna:

x = (fMinWalkSpeed + Speed * (fMaxWalkSpeed - fMinWalkSpeed))

Speed - ckopocmb uepoka, NPC

20



fMaxWalkSpeed

fMaxWalkSpeed - 310 ogHa u3 nepemeHHbIx urpbl Morrowind, KoTopasi 0oTBe4YaeT 3a MakCUMaribHY CKOPOCTb
apvxeHns nrpoka n NPC newukom.

3HaueHne no ymon4yasnuio: 200

3HaueHne 3ToN NepeMEeHHON yYKa3blBaeT HA MaKCUMaribHYH CKOPOCTb, KOTOPYHO MOXET MMETL UIPOK, Koraa

OH ABMXETCs newkom. Ecnn nrpok nbitaetcst asurateca GbiCTpee, YeM 3TO 3HAYEHUE, ero CKOPOCTb byaeT
aBTOMATUYECKM YMEHbLLEHA A0 3TOr0 3HAYEHMWSI.

Hanpumep, ecnn 3Hauenne fMaxWalkSpeed pasHo 200, TO Urpok He CMOXET ABUraTbCsi ObicTpee, YeM CO
ckopocTbto 200 eguHuy,. Ecnv nrpok nonbITaeTcsa ABuraTbCs CO CKOPOCThIo Hanpumep 210 eguHuL, ero CKOpocTb
aBToMaTn4eckn ymeHbwntcs ao 200 eanHuu,.

MN3BecTHas cdopmyna:

x = (fMinWalkSpeed + Speed * (fMaxWalkSpeed - fMinWalkSpeed))

Speed - ckopocmb uepoka, NPC
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fMinWalkSpeedCreature

fMinWalkSpeedCreature - 310 oanH ns GMST, ynpaensaoLwmMi MUMHUMarbHOW CKOPOCTbIO MEPEMELLIEHMS
cyuwects (Creature).

3HauyeHne No ymon4yaHuro: 5
MN3BecTHas copmyna:

x = (fMinWalkSpeedCreature + Speed * (fMaxWalkSpeedCreature - fMinWalkSpeedCreature))

Speed - ckopocmb cyuwiecmea
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fMaxWalkSpeedCreature

fMaxWalkSpeedCreature - 310 ogmH 13 GMST, ynpaensaoowmin MakcMMmarbHOW CKOPOCTLIO NepeMeLLeHNS
cyuwects (Creature).

3HaueHne no ymon4yasnuto: 300
MN3BecTHas copmyna:

x = (fMinWalkSpeedCreature + Speed * (fMaxWalkSpeedCreature - fMinWalkSpeedCreature))

Speed - ckopocmb cyuwiecmea

23



fEncumberedMoveEffect

fEncumberedMoveEffect - oTBeuaeTt 3a ymeHbLLUEHME CKOPOCTU NEepeaBMKEHNSA NEePCOHaXa B 3aBUCUMOCTU OT
ero neperpysku.

3HauyeHne no ymon4yanumo: 0.3

Hanpuwmep, ecnn fEncumberedMoveEffect yctaHoBneHo Ha 0, To nepcoHax, He OyaeT TepsATb CKOPOCTb Npu
3arpyske MHBEHTaps.

Creature He umerom 3mo2o napamempa 8 pacdeme cKkopocmu OB8UXEHUS, HO OHU CKopee 8ce2o Mo2ym bbimb
riepeapy)xeHbl U MOSTHOCMbIO 06€308UXKEHBI.

Speed = (Basic Speed * (1 - * fEncumberedMoveEffect)).

- OMHoOWeHUe meKyuwel 3az2pyXeHHOCMU K MakcumaribHoU
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fBaseRunMultiplier

fBaseRunMultiplier - koHCTaHTa KOTOpasi onpeaenseT HacKoNbko ObICTPO NEpPCOoHaX MOXeT Geratb. OHa
yCcTaHaBnmBaeT 6a30BbI KOIPDULNEHT yCkopeHUsa anga 6era, KOTOPbIN 3aTeM UCMONb3yeTCsa AN BbIYUCIEHUS
dakTudeckon ckopoctu 6era nepcoHaxa.

3HauyeHne no ymon4yanuro: 1.75

OTOT NapaMeTp yKasblBaeT MHOXUTENb AN CKOPOCTU NepeMeLLeHNst NeLKoM, pesyrstaTtoM OyaeT CKopoCcTb
Oera.

MN3BecTHas copmyna:

Basic Run Speed = (Basic Walk Speed * fBaseRunMultiplier + Athletic Skill * fAthleticsRunBonus)

Athletic Skill - Amnemuka

25



fAthleticsRunBonus

fAthleticsRunBonus - oTBevaeTt 3a MmogudukaTop CKOpPOCTU NepeaBmXeHns NepcoHa)a B 3aBUCUMOCTU OT
HaBblKa

3HauyeHne no ymon4yanumio: 1

MN3BecTHas copmyna:

Basic Run Speed = (Basic Walk Speed * fBaseRunMuiltiplier + Athletic Skill * fAthleticsRunBonus)

Athletic Skill - Amnemuka

26



fJumpAcrobaticsBase

fJumpAcrobaticsBase - 3T0 napameTp KOTOpLIN onpegensieT HeKkoTopoe 6a3oBoe 3HaYeHWE A BbICOThI
npbbKKa B 3aBUCUMOCTU OT HaBblka akpobaTtuka.

3HauyeHne no ymon4yasnuio: 128
MN3BecTHas oopmyna, ckopee BCEro He ToYHasl.
Kog 13 OpenMW:

if acrobaticsSkill <= 50:
a = acrobaticsSKkill, b =0
else:
a = 50, b = acrobaticsSkill - 50

x = fJumpAcrobaticsBase + pow(a / 15.0, fJumpAcroMultiplier)
x += 3 * b * fJumpAcroMultiplier

x += jumpSpellBonus * 64

X *= encumbranceTerm

if actor is running: x *= fJumpRunMultiplier

x *= fatigueTerm

x -= gravityAcceleration [constant; -627.2 exactly]

x/=3
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fJumpAcroMultiplier
fJumpAcroMultiplier - MogndurkaTop BbICOTbI NPbRKKA 3aBUCSLLNA OT HaBblka akpobaTuku.
3HauyeHne no ymon4yaHumo: 4

Yem Bbiwe 3HayveHue fdJumpAcroMultiplier, Tem ganblie cMOXET NPbIrHYTb NEPCOHAX NPU Pa3BUTLIX 3HAYEHNAX
HaBblka AkpobaTuka.

MN3BecTHas oopmyna, ckopee BCEro He ToYHas.
Kog 13 OpenMW:

if acrobaticsSkill <= 50:
a = acrobaticsSKkill, b =0
else:
a =50, b = acrobaticsSkill - 50

x = fJumpAcrobaticsBase + pow(a / 15.0, fJumpAcroMultiplier)
x +=3* b * fJumpAcroMultiplier

x += jumpSpellBonus * 64

X *= encumbranceTerm

if actor is running: x *= fJumpRunMultiplier

x *= fatigueTerm

x -= gravityAcceleration [constant; -627.2 exactly]

x/=3

28



fJumpEncumbranceBase
fJumpEncumbranceBase - 370 ognH 13 napameTpoB KOTOPbI OTBEYAET 3@ MaKCUMarlbHbIN BEC, KOTOPLIN
NepCOHaX MOXET HECTU M NPV 3TOM OCYLLECTBIATb NPbIXKW. ECnn nepcoHax nepeHocut 6onblumni Bec, Yem
ykasaHHbI B fJumpEncumbranceBase, To BbicOTa 1 4anbHOCTb NPbPKKOB YMEHbLUAETCA.
3HauyeHne no ymon4yanumro: 0.5
Kog 13 OpenMW:

encumbranceTerm = fJumpEncumbranceBase + fJumpEncumbranceMultiplier * (1 -

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fJumpEncumbranceMultiplier

fJumpEncumbranceMultiplier - sBrnsetca ogHOM 13 KOHCTAHT, ONpeaensaLWnX, Kak 4aneko MOXET MPbIrHyTb
urpok B urpe Morrowind npu 3agaHHOW Harpyske.

3HauyeHne no ymon4yanumio: 1
Kog 13 OpenMW:
encumbranceTerm = fJumpEncumbranceBase + fJumpEncumbranceMultiplier * (1 -

- OMHoOWeHUe meKyuwel 3az2pyXeHHOCMU K MakcumaribHoU
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fJumpRunMultiplier

fJumpRunMultiplier - oTBeuyaeT 3a T0, HACKONLKO CUIbHO Ger BANAET Ha 4arlbHOCTb M BbICOTY NMpPbRKKa
nepcoHaxa.

3HauyeHne no ymon4yanumio: 1
MN3BecTHas copmyna:

x = (Basic Jump Height * fJumpRunMultiplier).
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fJumpMoveBase

fJumpMoveBase - onpeaensieT 6asoBoe paccTosiHME, KOTOPOE UIPOK MOXET NPEoAoNETb C MOMOLLI OOHOM
NpbbkKa. OTa KOHCTaHTa BMUAET Ha MaKCMMaribHOe PacCTosiHME, KOTOPOE UMPOK MOXET MPbITHYTh.

3HauyeHne no ymon4vaHumo: 0.5
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fJumpMoveMult

fJumpMoveMult - onpegenser, Kak U3MEHSETCA CKOPOCTb NEPEABMKEHMSI NEPCOHAaXa NpY BbINONMHEHUN

npbikka. 3agaeT MHOXUTENb OS5t 6a30BOM CKOPOCTU B MPbhKKE NEpPCoHaXa, KoTopas yCTaHaBIMBAETCA C
nomoLlbto koHcTaHTbl fJumpMoveBase.

3HauyeHne no ymon4yanumro: 0.5
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fSwimWalkBase
HE UCNOJNb3YETCA B OPUTMHATIbHOM OBUXXKE MORROWIND
fSwimWalkBase - MHOXUTENb CKOPOCTUN NEPEABMKEHMSI NEPCOHAaXa Npy NiaBaHumM B "pexunme xoabobl".

3HauyeHne no ymon4yanumro: 0.5
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fSwinRunBase
fSwimRunBase - MHOXUTENb CKOPOCTU NepCcoHaXxa Nnpu nraBaHUu.

3HauyeHne no ymon4yaHumo: 0.5
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fSwimWalkAthleticsMult
HE UCNOJNb3YETCA B OPUTMHAINTbHOM OABUWXXKE MORROWIND

fSwimWalkAthleticsMult - onpegenset kak cnocobHocTb ATnetuka (Athletics) nepcoHaxa BnmsieT Ha ero
CKOPOCTb MnaBaHus B "pexnme xoobobl”.

3HaueHne no ymon4yanuto: 0.02
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fSwimRunAthleticsMult

fSwimRunAthleticsMult - koHTponMpyeT Kak pasBuMTOCTb HaBblka ATNeTuKa bygeTt BrmMsiTb HA CKOPOCTb
nnaBaHus.

3HauyeHne no ymon4yanumto: 0.1
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fSwimHeightScale

fSwimHeightScale - MHOXUTENb CKOPOCTN ONPeaensALLINA HACKOMNbKO ObICTPO NEPCOHAXK BCMIILIBAET U
OMnyCcKaeTcsl HaxXOAsChb B BOAE.

3HauyeHne no ymon4yaHumio: 0.9
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fHoldBreathTime

fHoldBreathTime - KoHCTaHTa kKOTOpas KOHTPONMPYET, Kak JOSTO NEPCOHAX MOXET 3aAepXXnBaTb AblXaHue,
norpyxascb nog soay. Mlamepsietcs B cekyHaax.

3HauyeHne no ymon4yaHumio: 20

39



fHoldBreathEndMult
HE UCNOJNb3YETCA B OPUTMHAINTbHOM OABUWXXKE MORROWIND

fHoldBreathEndMult - MHOXWTENL, KOTOPLIA MCNONL3YETCA AN BbIYMCIIEHNS BPEMEHUN, KOTOPOE UIPOK MOXET
3agepxuBaTb AblxaHWe Npu NOrpy>XeHun nog Bogy B 3aBUCMMOCTU OT PasBUTOCTU 8bIHOCIUBOCMU.

3HayeHne no ymon4yaHumo: 0.5
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fSuffocationDamage

fSuffocationDamage - 3T0 3HaueHNe KOTOpOe onpeaensieT KONMYeCTBO YPoHa, KOTOPbIN MIPOK NoyyaeT, koraa
€ro nepcoHax 3agblxaeTcs nog BoOoM.

3HauyeHne no ymon4yaHumro: 3
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fMinFlySpeed
fMinFlySpeed onpeaensieT MMHMManbHY0 CKOPOCTb noneta ans cywects u NPC.

3HauyeHne No ymon4yaHuro: 5
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fMaxFlySpeed

fMaxFlySpeed - 370 3HaueHne MakcMmarbHOW CKOpocTK noneTa ans cywects n NPC.

3HaueHne no ymon4yasnuio: 300

43



fStromWindSpeed

fStromWindSpeed - mogudumkatop ckopocTu BeTpa.

3HauyeHne no ymon4yanumo: 0.7
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fStromWalkMult

fStromWalkMult - MHOXMTENDb ANA onNpedeneHnsa CKOpPoCTU NepeMeLLEHNS NEPCOHaxa BO Bpems bypu.

3HaueHne no ymon4yanuo: 0.25
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fFallDamageDistanceMin

fFallDamageDistanceMin - koHCTaHTa kOTOpas onpeaensieT MMHMMAarnbHOE PacCTOSIHUE, C KOTOPOro NEPCOHAaX
MOXeT ynacTb 6e3 nony4yeHus ypoHa.

3HaueHne no ymon4yasnuto: 400

Kog 13 OpenMW:

fallingDist = distance from peak height

if fallingDist <= fFallDamageDistanceMin: soft landing; skip the rest of the function
x = fallingDist - fFallDamageDistanceMin

x -= 1.5 * acrobaticsSkill + jumpSpellBonus

x = max(0, x)

a = fFallAcroBase + fFallAcroMult * (100 - acrobaticsSkill)
x = fFallDistanceBase + fFallDistanceMult * x

Xx*=a

if x > 0: damage health by x * (1 - 0.25 * fatigueTerm)

if acrobaticsSkill * fatigueTerm < x: actor falls over

if actor is not incapacitated: acrobatics skill exercised (skill gain from fall damage)
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fFallDistanceBase

fFallDistanceBase - KOHCTaHTa ucnonb3yeTcs B oopMysie s NOoNyvYeHnst ypoHa 3aBUCSILLENO OT BbICOTbI
nageHns 1 pasBUTOCTU HaBblka akpobamuka.

3HaueHne no ymon4yasnuio: 0

Kog 13 OpenMW:

fallingDist = distance from peak height

if fallingDist <= fFallDamageDistanceMin: soft landing; skip the rest of the function
x = fallingDist - fFallDamageDistanceMin

x -= 1.5 * acrobaticsSkill + jumpSpellBonus

x = max(0, x)

a = fFallAcroBase + fFallAcroMult * (100 - acrobaticsSkill)
x = fFallDistanceBase + fFallDistanceMult * x

Xx*=a

if x > 0: damage health by x * (1 - 0.25 * fatigueTerm)

if acrobaticsSkill * fatigueTerm < x: actor falls over

if actor is not incapacitated: acrobatics skill exercised (skill gain from fall damage)
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fFallDistanceMult
fFallDamageMult - oTBeuyaeT 3a MHOXUTENDb YPOHAa NMpX NagEHMN Ha XXECTKYIO MOBEPXHOCTD.
Mpn nageHnn nepcoHax TepsieT 300pOBbE, MPONOPLIMOHANbHO PACCTOSAHUIO NaAeHUs, YMHOXEHHOMY Ha
fFallDamageMult. To ecTb, Yem 6onblue 3HaveHue fFallDamageMult, Tem Gonblue YpOH NEPCOHAX NMOSTY4YUT Npu
nageHun.
3HaueHne no ymon4yanuto: 0.07
Kog 13 OpenMW:
fallingDist = distance from peak height
if fallingDist <= fFallDamageDistanceMin: soft landing; skip the rest of the function
x = fallingDist - fFallDamageDistanceMin
x -= 1.5 * acrobaticsSkill + jumpSpellBonus
x = max(0, x)
a = fFallAcroBase + fFallAcroMult * (100 - acrobaticsSkill)
x = fFallDistanceBase + fFallDistanceMult * x
Xx*=a
if x > 0: damage health by x * (1 - 0.25 * fatigueTerm)

if acrobaticsSkill * fatigueTerm < x: actor falls over

if actor is not incapacitated: acrobatics skill exercised (skill gain from fall damage)
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fFallAcroBase

fFallAcroBase - 370 napameTp onpenernsieT Ha CKONbKO MEHbLUE NOBPEXAEHUS NOMYyYUT UIPOK NPU pa3BUTOM
HaBblke akpobamuka.

3HaueHne no ymon4yaHnuo: 0.25

Kog 13 OpenMW:

fallingDist = distance from peak height

if fallingDist <= fFallDamageDistanceMin: soft landing; skip the rest of the function
x = fallingDist - fFallDamageDistanceMin

x -= 1.5 * acrobaticsSkill + jumpSpellBonus

x = max(0, x)

a = fFallAcroBase + fFallAcroMult * (100 - acrobaticsSkill)
x = fFallDistanceBase + fFallDistanceMult * x

Xx*=a

if x > 0: damage health by x * (1 - 0.25 * fatigueTerm)

if acrobaticsSkill * fatigueTerm < x: actor falls over

if actor is not incapacitated: acrobatics skill exercised (skill gain from fall damage)
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fFallAcroMult

fFallAcroMult - aTo MmogndmkaTop NnapameTpa ONpeaensitoLLEro Ha CKOMNMbKO MEHbLLE NOBPEXAEHUS NOony4nT
UIPOK NpY Pa3BUTOM HaBblke akpobamuka.

3HauyeHne no ymon4yanumo: 0.01

Kog 13 OpenMW:

fallingDist = distance from peak height

if fallingDist <= fFallDamageDistanceMin: soft landing; skip the rest of the function
x = fallingDist - fFallDamageDistanceMin

x -= 1.5 * acrobaticsSkill + jumpSpellBonus

x = max(0, x)

a = fFallAcroBase + fFallAcroMult * (100 - acrobaticsSkill)
x = fFallDistanceBase + fFallDistanceMult * x

Xx*=a

if x > 0: damage health by x * (1 - 0.25 * fatigueTerm)

if acrobaticsSkill * fatigueTerm < x: actor falls over

if actor is not incapacitated: acrobatics skill exercised (skill gain from fall dama
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iMaxActivateDist

iMaxActivateDist - oTBe4aeT 3a MakCUMarbHY AUCTaHLMIO, HA KOTOPOW MOXHO B3aMMOLENCTBOBATL C
o0beKkTamMun B MUPE UrPbl, TAKUMN Kak ABEPU, KOHTEWNHEPDI 1 MEPEKITOYATENMN.

3HauyeHne no ymon4yanuo: 192
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iMaxIinfoDist

iMaxInfoDist - napameTp koTopbIVi onpeaenser MakCMMarnbHY OUCTaHLUMIO, C KOTOPOW UIPOK MOXKET MOSTy4YnTb
NHOpMaLMIO O NpegMeTe U NepcoHaxe.

3HauyeHne no ymon4yanuo: 192
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fVanityDelay

fVanityDelay - oTBeuaeT 3a 3agepkKy B CEKyHAax Mexay CMeHOW Toukn ob63opa nepcoHaxa vYepes ykazaHHoe
KONMMMeCTBO CEeKyHA Kamepa NepekniounTca Ha BUA OT TPETLErO NMLa U HaYHET obrneTaTb BOKPYr NepcoHaxa.

3HauyeHne no ymon4yaHumio: 30
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fMaxHeadTrackDistance

fMaxHeadTrackDistance - 3HaueHne kOTopoe onpeaensieT MakCUMarbHY ANCTaHLUUIO, HA KOTOPOM NEPCOHAaXMN
OyayT cneguTb NOBOPOTOM FONOBbI 32 APYrMMU NEPCOHaXaMu.

3HaueHne no ymon4yasnuio: 400
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fiInteriorHeadTrackMult

fiInteriorHeadTrackMult - mogudmkaTop Ans nameHeHne gUCTaHUMN Ha KOTOPOW NepCcoHaxu OyayT cnexuTb 3a
urpokom unm NPC noBopoTOM rosoBbI.

3HauyeHne no ymon4vaHumo: 0.5
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iHelImWeight

iHeImWeight - ncnonbsyetcs ana onpeaeneHnsi KaTeropmii BECOB JIEFKOW, CPeAHEN N TAXKENon GpoHu.

3HauyeHne No ymon4yaHuro: 5
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iPauldronWeight
iPauldronWeight - ncnonbayetcsa ans onpeaeneHns kateropmini BECOB NErKOW, CpeagHen n Tshkenon 6poHu.

3HauyeHne no ymon4yaHumio: 10
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iCuirassWeight
iCuirassWeight - ncnonb3syetcst ans onpeaeneHnsi kKateropuin BECOB JIEFKOW, CpeaHen n TSXenon 6poHu.

3HauyeHne no ymon4yaHumio: 30
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iGauntletWeight
iGauntletWeight - ncnonbayertca ans onpegeneHns Kateropuin BECOB NErKon, CpeaHeEN n TSXenon 6poHu.

3HauyeHne No ymon4yaHuro: 5
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iGreavesWeight
iGreavesWeight - ncnonb3ayetcst ansa onpeaeneHnst KaTeropuii BECOB JIEFKOW, CpeaHen 1 TSXernom 6poHu.

3HayeHne no ymon4yasHuio: 15
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iBootsWeight
iBootsWeight - ncnonb3syetcst ansa onpegeneHnst KaTeropmii BECOB JIEFKOW, CPeAHEN N TAXXerNown 6poHu.

3HauyeHne no ymon4yaHumio: 20
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iShieldWeight

iShieldWeight - ncnonbsyetcs onsa onpegeneHns kateropuin BECOB JIErkor, CPEAHEN U TSHKENon GpoHN.

3HayeHne no ymon4yasHuio: 15
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fLightMaxMod
fLightMaxMod - moandmkaTop Beca KOTObIpI onpeaensieT fierkyto 6poHHo.

PacuntbiBaetca ymHoxeHmeMm fLightMaxMod Hanpumep Ha iHelmWeight pesynetaT GygeT MmakcMmarbHbIM
3HayeHnem Beca Ansg nerkon 6poHM KOHKPETHO BbIOpaHHOW YacTu gocnexa.

3HauyeHne no ymon4vaHumo: 0.6

Tak e n3BectHa popmyna kotopasi ucnonedyetrca B OpenMW u cyasa no Bcemy COOTBETCTBYET OpUrHany.
M3 koTopon BUOHO, BCe, YTO He OTHocuTcs k nerkon (fLightMaxMod) vnn cpegHen (fMedMaxMod) 6poHe
ABMNAETCS TSHKENOMN.

epsilon = 5e-4
referenceWeight = iHelmWeight, iPauldronWeight, iCuirassWeight, iGauntletWeight, iGreavesWeight,
iBootsWeight, iShieldWeight

if itemWeight == 0: return NONE

if itemWeight <= referenceWeight * fLightMaxMod + epsilon: return LIGHT
if itemWeight <= reference Weight * fMedMaxMod + epsilon: return MEDIUM
else: return HEAVY
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fMedMaxMod
fMedMaxMod - mogudmkatop Beca KOTObIpi ONpenenser CpeaHo OpPoHIo.

PacuntbiBaetca ymHoxeHnem fMedMaxMod Hanpumep Ha iHelmWeight pe3ynbrat OyaeT MakCmarbHbIM
3HayeHneM Beca Ans cpegHen 6poHM KOHKPETHO BblIOpaHHOW YacTu gocnexa.

3HauyeHne no ymon4yaHumio: 0.9

Tak e n3BectHa popmyna kotopasi ucnonedyetrca B OpenMW u cyasa no Bcemy COOTBETCTBYET OpUrHany.
M3 koTopon BUOHO, BCe, YTO HEe OTHocuTCs k nerkon (fLightMaxMod) wnn cpeaHen (fMledMaxMod) 6poHe
ABMNAETCS TSHKENOMN.

epsilon = 5e-4
referenceWeight = iHelmWeight, iPauldronWeight, iCuirassWeight, iGauntletWeight, iGreavesWeight,
iBootsWeight, iShieldWeight

if itemWeight == 0: return NONE

if itemWeight <= referenceWeight * fLightMaxMod + epsilon: return LIGHT

if itemWeight <= referenceWeight * fMedMaxMod + epsilon: return MEDIUM
else: return HEAVY
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fUnarmoredBase1

fUnarmoredBase1 - 3T0 ogHa U3 KOHCTaHT KOTopasi oTBeYaeT 3a 6a3oBOe 3HAYEHME 3aLWMThI A1 YMEHUS
GesdocrniewHsiti 6ot (Unarmored) gnsa nepcoHaka 6e3 Jocnexos.

3HauyeHne no ymon4yanumto: 0.1

Tak >xe n3BectHa popmyna kotopasi ucnonedyetrca B OpenMW u cyasa no Bcemy COOTBETCTBYET OpUrHany.

rating = (fUnarmoredBase1 * unarmoredSkill) * (fUnarmoredBase?2 * unarmoredSkill)
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fUnarmoredBase?2

fUnarmoredBase2 - 3T0 ogHa U3 KOHCTaHT KOTopasi oTBeYaeT 3a 6a3oBOe 3HAYEHME 3aWMThI 4151 YMEHUS
GesdocrniewHsiti 6ot (Unarmored) gnsa nepcoHaka 6e3 Jocnexos.

3HaueHne no ymon4yanumro: 0.065
Tak >xe n3BectHa popmyna kotopasi ucnonedyetrca B OpenMW u cyasa no Bcemy COOTBETCTBYET OpUrHany.

rating = (fUnarmoredBase1 * unarmoredSkill) * (fUnarmoredBase2 * unarmoredSkill)
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iBaseArmorSkill

iBaseArmorSkill - npy goctmxeHnmn kakoro NMMGo 13 HaBbIKOB BNageHUs BPOHEN 3HAYEHMS YKa3aHHOro B
iBaseArmorSkill "YpoBeHb 3awmTbl" 6pOHN B MHBEHTape NepcoHaxa OyaeT oTobpakaTbCA Kak TOT, YTO 3anuncaH
B TES CS.

3HayeHne no ymon4yaHumio: 30
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fBlockSkillBonus
YKECTKO 3ANMPOrPAMMUPOBAH B OPUTMHATIbHOM ABWXKE
MORROWIND, 3HAYEHUE U3 GMST HE YYUTbLIBAETCHA

MCP UMEET NATY UCNPABNEHUE
Pa6oraet B OpenMW

fBlockSkillBonus - 3ToT napameTp gaeT O0HYC K LIaHCY 3alUNTUTBLCS €CINN UTPOK OBWXKETCH B CTOPOHY UK
Hasaf, nepectaeT paboTaTb eCriv UrpoK ABUXKETCS Bnepes.

3HauyeHne no ymon4yaHuo: 1.25
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fDamageStrenghtBase

XKECTKO 3ANPOIrPAMMUPOBAH B OPUTMHATIbHOM OBUXKE
MORROWIND, 3HAYEHUE U3 GMST HE YYUTBLIBAETCHA
MCP UMEET NATY UCNPABNEHUE
Pa6oraet B OpenMW

fDamageStrengthBase - oTBeyaeT 3a 10, Kak cuna urpoka BrmsieT Ha YPOH, HAHOCKMbI OPY>KMEM B TOM YUCTle
AanbHero 605. Yem Bbilwe 3TOT NnapaMeTp, TeM 6onbLuni ypoH GyaeT HAHOCUTb UFPOK CBOMM OpYXMeM Mpu yaape
UNu BbICTpene.

3HauyeHne no ymon4yanumro: 0.5

dopmyna BbIMSAAMT cnegyowmm obpasom

if attack is from a melee or ranged weapon:

rawDamage *= 0.5 + 0.01 * actor.strength

rawDamage *= weapon.condition / weapon.maxCondition

MCP uncnonb3ayeT cnegytoLlyto oopmyny
fDamageStrengthBase + 0.1 * fDamageStrengthMult * actor.strength
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fDamageStrenghtMult
XXECTKO 3ANPOrPAMMUPOBAH B OPUTMHATIbHOM OBUXKE
MORROWIND, 3HAYEHUE U3 GMST HE YYUTBLIBAETCHA
MCP UMEET NATY UCIMNPABJEHUE
Pa6oraet B OpenMW
fDamageStrenghtMult - sToT MogmMdurKkaTop BNUSIET HA HAHOCUMbIA NMEPCOHAaXamMM YPOH Ha OCHOBE WX CUITbI.
3HauyeHne no ymon4yanumto: 0.1
dopmyna BbIMAAMT cnegyowmmMm obpasom
Ecnu amaka u3 opyxxusi briuxxkHe20 unu 0anbHeao b0os:
rawDamage *= 0.5 + 0.01 * actor.strength

rawDamage *= weapon.condition / weapon.maxCondition

MCP ncnonb3ayeT cnegytoLlyto doopmyny
fDamageStrengthBase + 0.1 * fDamageStrengthMult * actor.strength
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fSwingBlockBase
fSwingBlockBase - 370 napameTp, oTBevaoLWnin 3a 6a30ByH0 BO3MOXHOCTb BITOKMPOBAHUS LLIUTOM.
3HauyeHne no ymon4yaHumio: 1
Tak e n3BectHa popmyna kotopasi ucnonedyetrcs B OpenMW, cyas no Bcemy oHa 6nunska K opurmHany.

Ecnu uepok cbum ¢ Ho2, HoKaymupo8aH, napasu3os8aH, oaryweH, Haxo0umcsi 8 CMoUKe 3aK/IuHaHus unu
kondyem: Hem brioka

theta = y2orm om uegpokKa K epazy, ompuyamesibHbIlU — MPOMUBHUK criega om UeHmparbHOU JIUHUU,
rnonoxumesribHbIU — MPOMUBHUK cripaga om UeHmparbHoU JIUHUU

if theta < fCombatBlockLeftAngle: Hem 6roka
if theta > fCombatBlockRightAngle: Hem 6rioka

#0O6pamume eHUMaHUe, 4MO NMPUBEOGEHHbIE 8bILLIE MECMbl HEMOYHbI, MOCKOIIbKY KaXxdoe cpasHeHUe
paccyumbieaemcs C UCob308aHUEM CKalsipHO20 rpoussedeHusi. Komopsbili HerpasusibHO rnpeobpa3yemcs 8
Y2071 U HEeMHO20 Om/iu4aemcsi om yKka3aHHO20.

blockTerm = pcBlockSkill + 0.2 * pcAgility + 0.1 * pcLuck
swingTerm = attackSwing * fSwingBlockMult + fSwingBlockBase

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
Note fatigueTerm is normally 1.25 at full fatigue.

playerTerm = blockTerm * swingTerm
if player is not moving forward at any speed.: playerTerm = playerTerm * 1.25 (note this is not fBlockStillBonus)
playerTerm = playerTerm * fatigue Term

Ecnu npc cywiecmso: npcSKill = xapakmepucmuku cyujecms
B npomusHom criyqae: npcSkill = Hasbik NPC ¢ opyxxuem 8 pykax

npcTerm = npcSkill + 0.2 * npcAgility + 0.1 * npcLuck

npcFatigue Term = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
using NPC normalisedFatigue

npcTerm = npcTerm * npcFatigueTerm

x = int(playerTerm - npcTerm)

if x < iBlockMinChance: x = iBlockMinChance
if x > iBlockMaxChance: x = iBlockMaxChance
roll 100, block if roll < x

ecrnu ydap 3abroKuposaH, MPOYHOCMb Wuma yMeHbuwaemcsi om 8xo0sUWeao ypoHa, CMsIi2YeHUe YpoHa He
MpuMeHsiemcs.
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fSwingBlockMult

fSwingBlockMult - mogndurkaTop 4nst yCnewHoro napupoBaHmst LUUTOM.
3HauyeHne no ymon4yaHumio: 1
Tak e n3BectHa popmyna kotopasi ucnonedyetrcs B OpenMW, cyas no Bcemy oHa 6nunska K opurmHany.

Ecnu uepok cbum ¢ Ho2, HoKaymupo8aH, napasu3os8aH, oaryweH, Haxo0umcsi 8 CMoUKe 3aK/IuHaHus unu
kondyem: Hem brioka

theta = y2orm om uegpokKa K epazy, ompuyamesibHbIlU — MPOMUBHUK criega om UeHmparbHOU JIUHUU,
rnonoxumesribHbIU — MPOMUBHUK cripaga om UeHmparbHoU JIUHUU

if theta < fCombatBlockLeftAngle: Hem 6roka
if theta > fCombatBlockRightAngle: Hem 6rioka

#0O6pamume eHUMaHUe, 4MO NMPUBEOGEHHbIE 8bILLIE MECMbl HEMOYHbI, MOCKOIIbKY KaXxdoe cpasHeHUe
paccyumbieaemcs C UCob308aHUEM CKalsipHO20 rpoussedeHusi. Komopsbili HerpasusibHO rnpeobpa3yemcs 8
Y2071 U HEeMHO20 Om/iu4aemcsi om yKka3aHHO20.

blockTerm = pcBlockSkill + 0.2 * pcAgility + 0.1 * pcLuck
swingTerm = attackSwing * fSwingBlockMult + fSwingBlockBase

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
Note fatigueTerm is normally 1.25 at full fatigue.

playerTerm = blockTerm * swingTerm
if player is not moving forward at any speed.: playerTerm = playerTerm * 1.25 (note this is not fBlockStillBonus)
playerTerm = playerTerm * fatigue Term

Ecnu npc cywiecmso: npcSKill = xapakmepucmuku cyujecms
B npomusHom criyqae: npcSkill = Hasbik NPC ¢ opyxxuem 8 pykax

npcTerm = npcSkill + 0.2 * npcAgility + 0.1 * npcLuck

npcFatigue Term = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
using NPC normalisedFatigue

npcTerm = npcTerm * npcFatigueTerm

x = int(playerTerm - npcTerm)

if x < iBlockMinChance: x = iBlockMinChance
if x > iBlockMaxChance: x = iBlockMaxChance
roll 100, block if roll < x

ecrnu ydap 3abroKuposaH, MPOYHOCMb Wuma yMeHbuwaemcsi om 8xo0sUWeao ypoHa, CMsIi2YeHUe YpoHa He
MpuMeHsiemcs.
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fFatigueBase

fFatigueBase - KoHTCTaHTa koTopasa onpeaensieT 6a3oBbIN YPOBEHb YCTANIOCTU, UCNONb3YEMbIN A5 BCEX
nepcoHaxemn B uUrpe.

3HaueHne no ymon4yasnuto: 1.2500
YcTanocTb SABNSAETCA OOHUM U3 BXXHEWLLNX MApaMeTPOB, KOTOPbIV BNUSIET HA MHOXECTBO aTpMOyTOB U HaBbIKOB
nepcoHaxa, BKIHYas CKOPOCTb NePEABUKEHUS, BEPOATHOCTb YCNELLHOW aTaku, CMOCOOHOCTb MCMONb30BaThb

maruto, 1 MHoroe gpyroe.

Tak e n3BecTtHa popmMyna kotopasi ucnonedyetrcsa B OpenMW, cyaa no Bcemy oHa 6rnmska nnu ngeHTudHa
opurnHany.

fatigue Term = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
fatigue Term ucrnonb3yemcsi 80 MHO2UXx GhopmMynax, Haripumep npu ybexdeHuu, peMoHme seuweli, 60Oposcme u

m.0.
normalisedFatigue siensemcs ghyHKuuel ymomreHus. nycmas wkana ycmasnocmu -> 0,0, nonHas rosoca

ycmasnocmu -> 1,0
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fFatigueMult

fFatigueMult - MHOXWTENb KOHTCTaHTLI KOTOPas onpeaensieT 6a30BLIN YPOBEHb YCTANOCTU, UCMONb3YEMbIA OIS
BCEX MEepCOoHaxen B urpe.

3HauyeHne no ymon4yanumro: 0.5

YcTanocTb SBNSETCS OQHUM U3 BaXXHENLLMX NapaMeTpoB, KOTOPLIA BIMUSIET HA MHOXECTBO aTpUbyTOB M HaBbIKOB
nepcoHaxa, BKIto4Yas CKOPOCTb NEPEABKEHWS!, BEPOSITHOCTb YCMELLIHOW aTaku, CNocoBHOCTb MCMNOMb30BaThb
maruto, 1 MHoroe apyroe.

Tak e n3BecTtHa popmMyna kotopasi ucnonedyetrcsa B OpenMW, cyaa no Bcemy oHa 6rnmska nnu ngeHTudHa
opurnHany.

fatigue Term = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
fatigue Term ucrnonb3yemcsi 80 MHO2UXx GhopmMynax, Haripumep npu ybexdeHuu, peMoHme seuweli, 60Oposcme u

m.0.
normalisedFatigue siensemcs ghyHKuuel ymomreHus. nycmas wkana ycmasnocmu -> 0,0, nonHas rosoca

ycmasnocmu -> 1,0
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fFatigueReturnBase

fFatigueReturnBase - onpegensier 6a3oBoe 3Ha4YeHMe BOCCTaHOBIEHUS BbIHOCNMBOCTHU (fatigue), koTopbin
NEePCOHaXW NoryyaroT B NMOKOE.

3HauyeHne no ymon4yaHumio: 2.5

3HaueHue fFatigueReturnBase ykasbiBaeT, CKONbKO 3anaca Cuil BOCCTaHaBNMBAETCSH KaXdbl Kadp, Korga Urpok
HaxoguTCsl B NOKOE (He BbIMNOMHSET HUKAKNX OENCTBUN).

Tak e n3BecTtHa popmyna kotopasi ucnonedyetrcsa B OpenMW, cyas no Bcemy oHa 6rnmska nnu ngeHTudHa
opurnHany.

#BocTaHaBnmnBaeTCsa Kaxabli Kagp

if currentFatigue < maxFatigue:
x = fFatigueReturnBase + fFatigueReturnMult * endurance
recover (frameTime * x) fatigue
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fFatigueReturnMult

fFatigueReturnMult - aBneTcs mogndmkatopom KOTOPbLIN BIIMSIET HA BOCTAHOBIIEHME 3anaca Cui C y4eToM
napameTtpa BbIHOCNMBOCTU (endurance).

3HaueHne no ymon4yanuto: 0.02

Tak e n3BecTtHa popmyna kotopasi ucnonedyetrca B OpenMW, cyas no Bcemy oHa 6nmska nnu ngeHTudHa
opurnHany.

#BocTaHaBnmnBaeTCcsa Kaxabli Kagp

if currentFatigue < maxFatigue:
x = fFatigueReturnBase + fFatigueReturnMult * endurance
recover (frameTime * x) fatigue
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fEndFatigueMult

fEndFatigueMult - MHOXUTENb KOTOPBLIM NCNONBb3YETCS ANA BOCTAHOBIIEHUS 3anaca CUi B PEXNME OTXKUAAHUS U
CHa.

3HaueHne no ymon4yasnuio: 0.04
Tak e n3BecTtHa popmyna kotopasi ucnonedyetrcsa B OpenMW, cyaa no Bcemy oHa 6rnmska nnu ngeHTudHa
opurnHany.

3a KaxOblIl Yac 0518 Kaxx0020 akmepa 80 8CEM MUpE:
x *= fEndFatigueMult * endurance
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fFatigueAttackBase

fFatigueAttackBase - 370 napameTp onpeaensieT, HAaCKONbKO rapaHTUPOBaHO YMEHbLUMTCS 3anac cui
nepcoHaxa Npu Kaxaon atake opyxXmeMm.

3HauyeHne no ymon4yaHuio: 2
MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Attack Fatigue Cost = (fFatigueAttackBase + ( * fFatigueAttackMult) + weapon weight *
((WeaponfFatigueMult * weapon windup)).

weapon weight - eec opyxusi

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueAttackMult

fFatigueAttackMult - sToT MHOXMTENb OTBEYAET 3a JOMNONHUTENBHLIN pacxod 3anaca cun nNpu atake B
3aBMCUMOCTU OT 3arpy’>keHHOCTU MHBEHTapS.

3HaueHne no ymon4yasnuio: 0
MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Attack Fatigue Cost = (fFatigueAttackBase + ( * fFatigueAttackMult) + weapon weight
* (WeaponfFatigueMult * weapon windup)).

weapon weight - eec opyxusi

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fWeaponFatigueMult

fWeaponFatigueMult - 5TOT MHOXUTENDb OTBEYAET 3a AOMNONHUTENBHBIN pacxoq 3anaca cui B 3aBUCMMOCTM OT
BeCa MCrnonb3yeMOoro Opy>Xus, a Tak e OT CUMbl 3aMaxa OpyXueMm.

3HaueHne no ymon4yanuo: 0.25
MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Attack Fatigue Cost = (fFatigueAttackBase + ( * fFatigueAttackMult) + weapon weight *
(fWeaponFatigueMult * weapon windup)).

weapon weight - eec opyxusi

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueBlockBase

fFatigueBlockBase - 5370 napameTp onpegenseT, HAaCKObKO rapaHTMPOBAHO YMEHbLUNTCS 3anac cun
nepcoHaxa npw 6roknpoBaHun yaapa LUToMm.

3HauyeHne no ymon4yaHumio: 4

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Block Fatigue Cost = (fFatigueBlockBase + ( * fFatigueBlockMult) + Weapon Weight *
((WeaponfFatigueBlockMult * weapon windup)).

weapon weight - eec opyxusi
weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueBlockMult

fFatigueBlockMult - 3T0T MHOXWUTENL OTBEYAET 3a AOMONHUTENbHBINA pacxog 3anaca cun npu 6rokmposaHun
LLMTOM B 3@aBUCMMOCTM OT 3arpy>X€HHOCTN UHBEHTapS.

3HaueHne no ymon4yasnuio: 0

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Block Fatigue Cost = (fFatigueBlockBase + ( * fFatigueBlockMult) + Weapon Weight *
((WeaponfFatigueBlockMult * weapon windup)).

weapon weight - eec opyxusi
weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fWeaponFatigueBlockMult

fWeaponFatigueBlockMult - 3TOT MHOXMTENbL OTBEYAET 3a OOMNOSNTHUTENBHLIN pacxod 3anaca cun B
3aBMCUMOCTU OT BeCa UCMOMb3yeMOro OPYXKsi, a TaK e CTeNeHn 3amaxa.

3HauyeHne no ymon4yanumio: 1
MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.

Block Fatigue Cost = (fFatigueBlockBase + ( * fFatigueBlockMult) + Weapon Weight *
(fWeaponFatigueBlockMult * weapon windup)).

weapon weight - eec opyxusi

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueRunBase

fFatigueRunBase - 310 napameTtp onpeaensieT 6a3oBoe 3Ha4YEeHME YCTanocTu, KOTopoe TpaTuTca npu dere.

3HauyeHne No ymon4yaHuro: 5

MN3BecTHas doopmyna pacyeTta ans s3anaca cusn.
Action Fatigue Cost = (fFatigueRunBase + * fFatigueRunMult).

- OMHoOWeHUe meKyuwel 3az2pyXeHHOCMU K MakcumaribHoU
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fFatigueRunMult

fFatigueRunMult - mogndmkaTop onpegensowmii pacxoq 3anaca cun npu 6ere B 3aBUCMMOCTU OT
3arpy>keHHOCTU MHBEHTapS.

3HauyeHne no ymon4yaHuio: 2

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = (fFatigueRunBase + * fFatigueRunMult).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueJumpBase

fFatigueJumpBase - 370 napameTp onpegensier 6a3oBoe 3HAYEHWE YCTANOCTH, KOTOPOE TPATUTCA MPU MPbIKKE.

3HauyeHne No ymon4yaHuro: 5

MN3BecTHas doopmyna pacyeTta ans s3anaca cusn.
Action Fatigue Cost = (fFatigueJumpBase + * fFatigueJumpMuilt).

- OMHoOWeHUe meKyuwel 3az2pyXeHHOCMU K MakcumaribHoU
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fFatigueJumpMult

fFatigueJumpMult - mogudmkaTop onpeaensoWwmii pacxog 3anaca cun nNpu Npbhkke B 3aBUCMMOCTU OT
3arpy>keHHOCTU MHBEHTapS.

3HaueHne no ymon4yasnuio: 0

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = ( fFatigueJumpBase + * fFatigueJumpMult ).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSwimWalkBase

fFatigueSwimWalkBase - 310 napameTtp onpeaensieT 6a3oBoe 3Ha4YeHME yCTanocTu, KOTopoe TpaTUTCH Npu
nnaBaHnn B pexnme xoaoobl.

3HauyeHne no ymon4yaHumio: 2.5

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = ( fFatigueSwimWalkBase + * fFatigue SwimWalkMult ).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSwimRunBase

fFatigueSwimRunBase - 510 napameTp onpeaensieT 6a3oBoe 3HAa4YEHME YCTaNOCTN, KOTOPOe TPaTUTCH Npu
nnaeaHun B pexnme bera.

3HauyeHne no ymon4yaHuio: 7

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = ( fFatigueSwimRunBase + * fFatigue SwimRunMult ).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSwimWalkMult

fFatigueSwimWalkMult - mogndumkaTop onpegensalLwmMi pacxoq 3anaca cun npu nNpbikke B 3aBUCMMOCTU OT
3arpy>keHHOCTU MHBEHTapS.

3HaueHne no ymon4yasnuio: 0

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = ( fFatigueSwimWalkBase + * fFatigueSwimWalkMult ).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSwimRunMult

fFatigueSwimRunMult - mogndumkatop onpegensowmin pacxod 3anaca curl Npu NpbkKKe B 3aBUCUMOCTU OT
3arpy>keHHOCTU MHBEHTapS.

3HaueHne no ymon4yasnuio: 0

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = ( fFatigueSwimRunBase + * fFatigueSwimRunMult ).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSneakBase

fFatigueSneakBase - 370 napameTp onpegenser 6a3oBoe 3HAYEHUE YCTaNocTh, KOTOPOE TPATUTCS B pEXMME
CKPbITHOCTMW.

3HauyeHne no ymon4yaHumro: 1.5

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = (fFatigueSneakBase + * fFatigueSneakMuilt).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSneakMult

fFatigueSneakMult - mogndurkaTop onpeaensoWwmMin pacxog 3anaca Cun B peXnmMe CKpbITHOCTM B 3aBUCUMOCTH
OT 3arpy>XeHHOCTU UHBEHTaps.

3HauyeHne no ymon4yaHumro: 1.5

MN3BecTHas doopmyna pacyeTta ansa sanaca cusn.
Action Fatigue Cost = (fFatigueSneakBase + * fFatigueSneakMult).

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU

93



fMinHandToHandMult

fMinHandToHandMult - yctaHaBnnBaeT MMHMMAarnbHOE 3HAYEHNE MHOXMWTENSA YpOHa A5 pyKonalwHoro 604.
Korga urpok ncnonb3yet ataky 6e3 opyxus "Hand-to-Hand", ero ypoH onpegensietcs Ha OCHOBE 3Ha4YeHUsI
6a30BOro ypoHa 1 MHOXWUTENS YpOHa, YCTAaHOBMEHHOTO 3TON KOHCTaHTOWN.

3HauyeHne no ymon4yanumio: 0.1

MN3BecTHas oopmyna pacyeTta :

Basic Damage = (fMinHandToHandMult + weapon windup * (fMaxHandToHandMult - fMinHandToHandMult)).
Basic Fatigue Damage = (Basic Damage * HandToHand Skill).

Basic Health Damage = (Basic Damage * HandToHand Skill * fHandtoHandHealthPer).

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
HandToHand Skill - ypoBeHb HaBblka PykonaluHbii 6on
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fMaxHandToHandMult

fMaxHandToHandMult - onpegensieT MmakcuManbHbI MHOXUTESb OS5 YpOHa npu bnivkHem 6010 6e3 opyxms
"Hand-to-Hand".

3HauyeHne no ymon4yanumro: 0.5

MN3BecTHas oopmyna pacyeTta :

Basic Damage = (fMinHandToHandMult + weapon windup * (fMaxHandToHandMult - fMinHandToHandMult)).
Basic Fatigue Damage = (Basic Damage * HandToHand Skill).

Basic Health Damage = (Basic Damage * HandToHand Skill * fHandtoHandHealthPer).

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
HandToHand Skill - ypoBeHb HaBblka PykonaluHbii 6on
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fHandToHandHealthPer

fHandToHandHealthPer - mHOXMUTENL KOTOPLIA ONpeaensieT ypoH HAHOCUMbIN MO 300POBbLI0 NPOTUBHMKA ANS
ypoHa B brivxxkHem 6oto 6e3 opyxus "Hand-to-Hand".

3HauyeHne no ymon4yanumto: 0.1

MN3BecTHas oopmyna pacyeTta :

Basic Damage = (fMinHandToHandMult + weapon windup * (fMaxHandToHandMult - fMinHand ToHandMult)).
Basic Fatigue Damage = (Basic Damage * HandToHand Skill).

Basic Health Damage = (Basic Damage * HandToHand Skill * fHandtoHandHealthPer).

weapon windup - cmeneHe 3amaxa om 0.0 o 1.0
HandToHand Skill - ypoBeHb HaBblka PykonaluHbii 6on
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fCombatinvisoMult

fCombatinvisoMult - mogndmkaTop ncnonbayrowmncs B hopMyne WwaHca yCneLwHoro nonagaHns B NPOTUBHMKA
nog AeNCTBUEM XaMeNMoHa U HEBUANMOCTW.

3HauyeHne no ymon4yanuio: 0.2
MN3BecTHas oopmyna pacyeTta :

defenseTerm += min(100, fCombatinvisoMult * defender.chameleon)
defenseTerm += min(100, fCombatinvisoMult * defender.invisibility)
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fCombatKODamageMult

fCombatKODamageMult - MHOXWTENb N5l ypoHa Mo LeNM Korga OHa HoKayTUpoBaHa.

3HauyeHne no ymon4yaHumro: 1.5
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fCombatCriticalStrikeMult

fCombatCriticalStrikeMult - koHCTaHTa KOTOpasi OTBEYaEeT 3a MHOXUTENDb KpUTUYEeCKoro yaapa B 6oto. Korga
WrpoK aTakyeT NPOTUBHMKA KOTOPbIA €ro HEe BUAUT, Y HErO €CTb LWAHC HAHECTU KPUTUYECKUI yaap, KOTOPbI
YBEMWYUT YPOH, HAHOCUMBbIV Bpary.

3HauyeHne no ymon4yaHumo: 4
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iBlockMinChance

iBlockMinChance - 310 napameTp KOTOpbIi onpegenseT MUHUMarbHbIN WAaHC Ha yCMeLHbI 610K aTaku
NPOTUBHMKA NPU UCMONb30BaHWM LNTA.

3HauyeHne no ymon4yaHumio: 10
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iBlockMaxChance

iBlockMaxChance - 370 napameTp KOTOpbI ONpeaensieT MakCMmaribHbIV LLAHC Ha ycneLluHbl Orok aTaku
NPOTUBHMKA NPU UCMONb30BaHWM LNTA.

3HauyeHne no ymon4yaHumio: 50
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fLevelUpHealthEndMult

fLevelUpHealthEndMult - otBe4aeT 3a T0, Kak MHOIO 340POBbLS UIPOK MOSTYYMT NPU NOBLILUEHNN YPOBHS B
3aBUCMMOCTM OT ero xapakrepucTtukm BeiHocnueocTb (Endurance).

3HauyeHne no ymon4yanumto: 0.1

bonusHP = fLevelUpHealthEndMult * baseEndurance
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fSoulGemMult

fSoulGemMult - 5T0 MHOXWTENbL, KOTOPLIN ONPEaENnseT, CKONbKO eAUHUL, OYLUM MOXET OblTb COXpaHEHO B KaMHe
AyL, B 3aBMCMMOCTHM OT €r0 CTOMMOCTH.

3HauyeHne no ymon4yaHuio: 3

Soulgem Capacity = (Price * fSoulGemMult), ¢ okpyrneHnem B MELLUbLLYIO CTOPOHY.

Price - CTOMMOCTb KaMHs gyl
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fEffectCostMult

fEffectCostMult - MHOXMTEND, NCNONb3YEMbIN A51s1 pacyeTa CTOMMOCTU Marnvyecknx acbeKToB Npu Co3gaHnn
3aKNUHaHWM N 3a4apoBaHnin.

3HauyeHne no ymon4yanumro: 0.5
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fSpellPriceMult

HE UCMNONb3YETCA B OPUTMHAJIbHOM ABUXKE MORROWIND

fSpellPriceMult - napameTp KOTOPbLIN KOHTPONMPYET CTOMMOCTL 3aKNIMHAHUIM B MarasnHax. Onpegenser,
HaCKONbKO A0POrMM ByaeT nsyyeHue 3aknmHaHus.

3HauyeHne no ymon4yaHuio: 2
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fFatigueSpellBase

fFatigueSpellBase - onpegensier 6a3oBoe KONMYECTBO YCTANIOCTN KOTOPOE OTHUMAETCS NPY NPOU3HECEHNN
3aKNUHaHWS.

3HaueHne no ymon4yasnuio: 0

M3BeTcHasa dpopmyna ns OpenMW.
Spell Fatigue Cost = magickaCost * (fFatigueSpellBase * * fFatigueSpellMult)

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSpellMult

fFatigueSpellMult - MHOXMTENb A4NA YCTAanNnocTh KOTopas OTHUMAETCS NPU NPOU3HECEHUM 3aKITMHAHUSA C
3aBMCUMOCTbBIO OT 3arpy>eHHOCTH.

3HaueHne no ymon4yasnuio: 0

M3BeTcHasa dpopmyna ns OpenMW.
Spell Fatigue Cost = magickaCost * (fFatigueSpellBase * * fFatigueSpellMult)

- OMHoOWeHUe meKyuwel 3a2pyXeHHOCMU K MakcumaribHoU
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fFatigueSpellCostMult
HE NCMNONb3YETCA B OPUTMHATIbHOM ABUXKE MORROWIND 1 OPENMW

fFatigueSpellCostMult - MHOXMTENb A8 3aTpaT 3anaca Cuil NPU NPOU3HECEHUM 3aKITMHAHUS C 3aBUCMMOCTbIO
OT CTOMMOCTW 3aKITMHAHUS.

3HaueHne no ymon4yasnuio: 0
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fPotionStrengthMult

fPotionStrengthMult - MHOXUTENDb ANSA n3roToBNAEMbIX UrpokoM 3enuii. OTBeYaeT 3a NnapameTpbl CUIbI,
NPOAOSMPKUTENBHOCTN U CTOUMOCTW.

3HauyeHne no ymon4yanumro: 0.5
M3BecTHast yactu koga B OpenMW.

x = pcAlchemy + 0.1 * pcintelligence + 0.1 * pcLuck
roll 100 vs x, succeed if roll <= x

x *= mortarQuality * fPotionStrengthMult
magnitude = (x / fPotionT1MagMult) / magicEffect.baseMagickaCost
duration = (x / fPotionT1DurMult) / magicEffect.baseMagickaCost

price = int(iAlchemyMod * x)

weight = sum of ingredient weights / total ingredients added
visual = roll { '‘Bargain’, 'Cheap’, 'Exclusive', 'Fresh’, 'Quality’, 'Standard' }
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fPotionT1MagMult
fPotionT1MagMult - oTBeuyaeT 3a MHOXUTEND CUSbI AITUKCUPOB KOTOPbIE N3roTaBNMBAET UMPOK.
3HauyeHne no ymon4yaHumro: 1.5
M3BecTHast yactu koga B OpenMW.

x = pcAlchemy + 0.1 * pcintelligence + 0.1 * pcLuck
roll 100 vs x, succeed if roll <= x

x *= mortarQuality * fPotionStrengthMult
magnitude = (x / fPotionT1MagMult) / magicEffect.baseMagickaCost
duration = (x / fPotionT1DurMult) / magicEffect.baseMagickaCost

price = int(iAlchemyMod * x)

weight = sum of ingredient weights / total ingredients added
visual = roll { '‘Bargain’, '‘Cheap’, 'Exclusive', 'Fresh’, 'Quality’, 'Standard'}
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fPotionT1DurMult
fPotionT1DurMult - 370 napameTp onpenensaer MHOXUTENb MNPOLAOIKUTENBHOCTM 3P EKTOR 3EMNA.
3HauyeHne no ymon4yaHumo: 0.5
M3BecTHast yactu koga B OpenMW.

x = pcAlchemy + 0.1 * pcintelligence + 0.1 * pcLuck
roll 100 vs x, succeed if roll <= x

x *= mortarQuality * fPotionStrengthMult
magnitude = (x / fPotionT1MagMult) / magicEffect.baseMagickaCost
duration = (x / fPotionT1DurMult) / magicEffect.baseMagickaCost

price = int(iAlchemyMod * x)

weight = sum of ingredient weights / total ingredients added
visual = roll { '‘Bargain’, '‘Cheap’, 'Exclusive', 'Fresh’, 'Quality’, 'Standard'}
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fPotionMinUsefulDuration
HE UCNOJNBb3YETCA B OPUTMHATNNTbHOM OBUXXKE MORROWIND U OPENMW
fPotionMinUsefulDuration -

3HayeHne no ymon4yaHuio: 20
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fPotionT4BaseStrengthMult
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fPotionT4BaseStrengthMult -

3HayeHne no ymon4yaHuio: 20

113



fPotionT4EquipStrengthMult
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fPotionT4EquipStrengthMult -

3HayeHne no ymon4yaHumio: 12
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fIngredientMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fIngredientMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemCostMulit

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemCostMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemPriceMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemPriceMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemOnceMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemOnceMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemUsedMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemUsedMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemStrikeMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemStrikeMult -

3HauyeHne no ymon4yaHumio: 1
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fMagicltemConstantMult

HE UCIMOJIb3YETCA B OPUTMHAJIbHOM ABUW)XKE MORROWIND U OPENMW

fMagicltemConstantMult -

3HauyeHne no ymon4yaHumio: 1
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fEnchantmentMult
fEnchantmentMult - MHOXMTENbL ONst pacyeTa Marm4eckom eMKOCTM ANs BELLEN.

3HauyeHne no ymon4yanumto: 0.1

Actual item Enchantment Capacity = (Enchantment Capacity * fEnchantmentMult).

Enchantment Capacity - marnyeckas emKocTb BeLm BbicTaBHeHHast B TES CS
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fEnchantmentChanceMult

fEnchantmentChanceMult - onpegensetr MHOXWUTENb WAHCa ycnexa npu co3gaHnm NpeameToB ¢ adhdekTamu.
3HauyeHne no ymon4yaHuio: 3

MN3BecTHas copmyna:

Enchant Chance = ((pcEnchantSkill + INT * 0.2 + *0.1) - (fEffectCostMult * fEnchantmentChanceMult)).

pcEnchantSkill - Haeblk 3a4apogaHusi
INT - uHmennekm

- yOaya
fEffectCostMult - umoeosasi cmoumocmp

Tak xxe ecmb hpaemem koda u3z OpenMW

y=0
z=[]

enchantPoints = 0

for each effect in enchantment:
if enchantment is constant effect:
if effect. magnitudeMin > 1 or effect. magnitudeMax > 1 or effect.radius > 1:
effect.duration = int(fEnchantmentConstantDurationMult)
else:
effect.duration = 100

x = 0.5 * (max(1, effect. magnitudeMin) + max(1, effect. magnitudeMax))
x *= 0.1 * effect. magicEffect.baseMagickaCost

x *= effect.duration  # note difference from spellmaking

x +=0.05 * max(1, spell.radius) * effect. magicEffect.baseMagickaCost

y += x * fEffectCostMult
y=max(1,y)
if effect.rangeType & CAST_TARGET: y *= 1.5

enchantPoints += int(y)
z[effect.order] = int(pcEnchantSkill - y * fEnchantmentChanceMult)

# note enchantPoints not used for cost
cost of enchanting service = barterOffer(npc, y * fEnchantmentValueMult, buying)
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fPCbaseMagickaMult
fPCbaseMagickaMult - mogndurkaTop 6a30BOro 3anaca MaHbl 45151 Urpoka.
3HauyeHne no ymon4yaHumio: 1
MN3BecTHas cdopmyna:
baseMagicka for PC = (baseActor.intelligence * fPCbaseMagickaMult).

baseActor.intelligence - uHmernnekm
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fNPCbaseMagickaMult
fNPCbaseMagickaMult - mogudukatop 6a3oBoro 3anaca manbl anist NPC.
3HauyeHne no ymon4yaHuio: 2
MN3BecTHas cdopmyna:
baseMagicka for NPC = (baseActor.intelligence * fNPCbaseMagickaMult).

baseActor.intelligence - uHmernnekm
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fAutoSpellChance

fAutoSpellChance - MVMHMManbHbIN LIAHC YAA4YHOrO KacTa 3akiMHaHNS, KOTOPbI HEOOXoANM As TOro YToObI
310 3aknuHaHue nony4ymn NPC korga onst Hero BktoveH Auto-Calc. Takum obpasom, ecrnm yCTaHOBMNEHO
3HauyeHne 80, NPC 6yaet nmetb MuHnMmym 80% LuaHC Ha ycrneLwHoe Npon3HeceHe Tex 3aKMHaHUN, YTO OHK
nony4ar.

3HauyeHne no ymon4yaHumio: 80
YacTtb koga u3 OpenMW:

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, Illusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:
if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:
failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
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if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
IAutoSpell{school}Max - numum rno makcumarnbHOMY KOs-8y 3aKruHaHuli 0511 Kaxool u3 WKor.

- Ha KaKkoe MUHUMaIIbHOE KOJMIIUYECMB0 Kacmoe 3akK/uHaHUsi OO/MKHO Xxeamumb MaHbl
y uepoka unu NPC 0ns moeo 4mobbi norny4ume €20 Kak cmapmosgoe usnu rnpu pacdeme Auto-Calc
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fAutoPCSpellChance

fAutoPCSpellChance - MMHMManbHbIN LWAHC YOAa4YHOro KacTa 3akinHaHWs, KOTOPbI HE0BXoANM s TOro YToObI
3TO 3aknmHaHue nony4mn Vrpok kak ctaptoBoe. Taknum obpa3om, ecnu yctaHoBreHo 3HaveHne 50, PC Oyaet
NMeTb MUHUMYM 50% LUaHC Ha ycnewHoe NPOn3HECEHNE TEX 3aKNMUHAHWNIA, YTO OH MOJSTYUUT.

3HayeHne no ymon4yaHumio: 50
YacTtb koga u3 OpenMW:

baseMagicka = fPCbaseMagickaMult * baseActor.intelligence
reachedLimit = false
weakestSpell = none
minCost = INT_MAX

baseActor.spells = vector()

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isPCStartSpell: continue

if reachedLimit and spell.cost <= minCost: continue

if spell is in baseActor.spells: continue

if spell is in baseActor.race.racialSpells: continue

if baseMagicka < spell.cost: continue

if calcAutoCastChance(spell, baseActor, none) < fAutoPCSpellChance: continue

failedAttrSkillCheck = false
for each effect in spell:
if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:
failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkill Check: continue
baseActor.spells.add(spell)

if reachedLimit:
baseActor.spells.remove(weakestSpell)
weakestSpell = baseActor.spells.findMinCostSpell()
minCost = weakestSpell.cost
else:
if spell.cost < minCost:
weakestSpell = spell
minCost = spell.cost
if baseActor.spells.size() ==
reachedLimit = true

baseMagicka - 3anac maHbi dnsi PC

- MakcumarnbHoe Komnnu4ecmeo 3aKknuHaHuU KOmopsble UspPOoK MOXKem rnoyn4umae Kak
cmapmossble.
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iAutoSpellTimesCanCast

iAutoSpellTimesCanCast - Ha kakoe MMHMMaIbHOE KONMNIMYECTBO KAaCTOB 3aKIMHAHMSA OOMMKHO XBaTUTb MaHbl Y

NPC ans Toro 4to6bl NONy4nTh €ro Kak ctaptoBoe unu npu pacyete Auto-Calc
3HauyeHne no ymon4yaHuio: 3
YacTtb koga u3 OpenMW:

IAutoSpell{school}Max - numum o maxkcumarbHOMY KO-y 3aKfIuHaHuUl O Kax0oU U3 LWKOJT.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y NPC 851158 mo2o ymobbi nony4ums e20 Kak crmapmoegoe unu ripu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, Illusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpellAttSkillMin

iAutoSpellAttSkillMin - 3TOT napaMeTp HEMHOTIO CMOXHO MNOHSATL, OH paboTaeT Tak: eCriv 04HO M3 3aKITMHAHUN
(cooTBETCTBYET BhilLeyKa3aHHbIM TpeboBaHMsIM) BUSIET HA XapaKTEPUCTUKMA UM HaBLIKW (MOrMoLeHne,
NCTOLLEHNE, YPOH, YKPENnIieHMe 1 T.4.), HO HE Ha 340POBLE, MarMm Uy BelIHOCIMBOCTY, TO iAutoSpellAttSkillMin
NMOMOXET BblOpaTb KOHKPETHOE 3aKNMHAHWE O1151 ONPEeaEeNeHHOro HaBblka UM XapakTEPUCTUKK, TakK Kak MHOrne
N3 HUX MMEIKOT OAMHAKOBYH CTOMMOCTb KaCTOBaHMUSI.

Mo Bcen BMANMOCTM , BbIODUpaETCH TO, KOTOPOE COOTBETCTBYET CrEAYIOLEMY MOCIE BbICLLIErO HABbIKY UMK
XapaKTEPUCTUKE, KOTOpas paBHa UM MEHbLLE 3TOr0 YCTAaHOBIIEHHOMO 3HAYEHUS.

Takum obpasom, ecnu Baw Mucmuuyusm = 64, a [nuHHeie knuHku = 97, npu iAutoSpellAttSkillMin = 64
3aKknvMHaHue, BNusiioLee Ha HaBbIK, BygeT nctowars, nornowarb u 1.4. Mucmuyu3sm.

EcTb HEKOTOpbIE CTpaHHbIE PAaCcXOXOEHUS B TOM, KakMe MMEHHO 3aKNMHAHNA AN HaBbIKOB/XapakTepUCTUK
BbIOMpaloTCs, HO 3TO, KaXeTcsl, obwas dopma.

3HauyeHne no ymon4yaHumio: 70
YacTtb koga us OpenMW:

IAutoSpell{school}Max - numum o maxkcumarbHOMY KOJI-8y 3aKfIuHaHUl Ot Kax0ouU U3 LWKOJT.
- Ha KaKoe MUHUMaJIbHOE KOJI/TUHeCme0 Kacmos 3akK/IuHaHusi OO/KHO X8amumb MaHbl
y uepoka unu NPC 0nst moao 4mobebl rorydums €20 Kak cmapmosoe usu ripu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, Illusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:
if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break
if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
131



cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iIAutoSpellAlterationMax

iAutoSpellAlterationMax - MakcnmarnbHoOe KONIMYECTBO 3aKNMHAHWUI LLKOSbl I3MEHEHUS KOTOPObIE MOXET
nonyunte NPC npu pacuyete ero B Auto-Calc

3HauyeHne No ymon4yaHuro: 5
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, lllusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpellConjurationMax

iAutoSpellConjurationMax - MakcMmanbHOe KONIMYECTBO 3aknMHaHM LWKorbl KongoBcTBa KOTOPObIE MOXET

nonyunte NPC npu pacuyete ero B Auto-Calc
3HauyeHne no ymon4yaHuio: 2
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, lllusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpellDestructionMax

iAutoSpellDestructionMax - makcumanbHO€e KONMMYECTBO 3aKITMHAHWI LIKOSbl PaspyLleHns KoTopoble MOXET

nonyunte NPC npu pacuyete ero B Auto-Calc
3HauyeHne No ymon4yaHuro: 5
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, lllusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpelllllusionMax

iAutoSpelllllusionMax - makcumanbHO€E KONMYECTBO 3aKIIMHAHUIA LWKOMbI MIo3uiA KOTOpOoble MOXET MONyvnTb

NPC npu pacuete ero B Auto-Calc
3HauyeHne No ymon4yaHuro: 5
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, lllusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpellMysticismMax

iAutoSpellMysticismMax - MakcumanbHOe KONnMMYeCcTBO 3aKnMHaHWI WKOMNbl MUCTULM3Ma KOTOPObIE MOXET
nonyunte NPC npu pacuyete ero B Auto-Calc

3HauyeHne No ymon4yaHuro: 5
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.
- Ha KaKkoe MUHUMaJIbHOE KOJI/TUHeCmE80 Kacmos 3akK/IUHaHusi OO/MKHO X8amumb MaHbl
y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, Illlusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:
if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:
failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoSpellRestorationMax

iAutoSpellRestorationMax - makcMmanbHO€E KONMMYECTBO 3aKITMHAHUK LWKOSbl BocTaHOBNEHMST KOTOpObIe
moxeT nonyunte NPC npu pacuyete ero B Auto-Calc

3HauyeHne No ymon4yaHuro: 5
YacTtb koga u3 OpenMW:

iAutoSpell{school}Max - numum ro makcumaribHOMY KOJ1-8y 3aKnuHaHuul Orisi KaxkOol U3 LWKOJI.

- Ha KaKkoe MUHUMaJllbHOE KOJIJTUYECMB80 Kacmoe 3aKuHaHusi 00/mKHO xeamumpe MaHbl

y uepoka unu NPC 0nst moao ymobekl roriydums €20 Kak cmapmosoe usu rpu pacdeme Auto-Calc

baseActor.spells = vector()
baseMagicka = INPCbaseMagickaMult * baseActor.intelligence

spellSchools = { Alteration, Conjuration, Destruction, Illusion, Mysticism, Restoration }
schoolCaps = {}  # could be an array indexed by school enum

for each school in spellSchools:
schoolCaps|[school] = { count : 0,
limit : iAutoSpell{school}Max,
reachedLimit : iAutoSpell{school}Max <= 0,
minCost : INT_MAX,
weakestSpell : none }

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isAutoCalculate: continue

if baseMagicka < * spell.cost: continue
if spell is in baseActor.race.racialSpells: continue

failedAttrSkillCheck = false
for each effect in spell:

if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:

failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkillCheck: continue

school, _ = calcWeakestSchool(spell, actor)
cap = schoolCaps[school]

if cap.reachedLimit and spell.cost <= cap.minCost: continue
if calcBaseCastChance(baseActor, spell, school) < fAutoSpellChance: continue

baseActor.spells.add(spell)

if cap.reachedLimit:
baseActor.spells.remove(cap.weakestSpell)
cap.weakestSpell = baseActor.spells.findMinCostSpell() # note: not school specific
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cap.minCost = cap.weakestSpell.cost
else:
cap.count += 1
if cap.count == cap.limit:
cap.reachedLimit = true

if spell.cost < cap.minCost:
cap.weakestSpell = spell
cap.minCost = spell.cost

baseMagicka - 3anac maHbi 0nsi NPC
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iAutoPCSpellMax
iAutoPCSpellMax - makcMmanbHO€e KONMIMYECTBO 3aKITMHAHMIA KOTOPbIE UTPOK MOXET MOYINYNTb Kak CTapTOBLIE.
3HaueHne no ymon4yaunuro: 100
YacTtb koga n3 OpenMW:

baseMagicka = fPCbaseMagickaMult * baseActor.intelligence
reachedLimit = false
weakestSpell = none
minCost = INT_MAX

baseActor.spells = vector()

for each spell in the game: # note: iteration order is important, see comments
if spell.isMarkedDeleted: continue
if spell.castingType != spell: continue
if not spell.isPCStartSpell: continue

if reachedLimit and spell.cost <= minCost: continue

if spell is in baseActor.spells: continue

if spell is in baseActor.race.racialSpells: continue

if baseMagicka < spell.cost: continue

if calcAutoCastChance(spell, baseActor, none) < fAutoPCSpellChance: continue

failedAttrSkillCheck = false
for each effect in spell:
if (effect.baseEffect.flags & TARGET _SKILL) and baseActor.skills[effect.targetSkill] < iAutoSpellAttSkillMin:
failedAttrSkillCheck = true

break
if (effect.baseEffect.flags & TARGET _ATTR) and baseActor.attribute[effect.targetAttr] <
iAutoSpellAttSkillMin:
failedAttrSkillCheck = true
break

if failedAttrSkill Check: continue
baseActor.spells.add(spell)

if reachedLimit:
baseActor.spells.remove(weakestSpell)
weakestSpell = baseActor.spells.findMinCostSpell()
minCost = weakestSpell.cost
else:
if spell.cost < minCost:
weakestSpell = spell
minCost = spell.cost
if baseActor.spells.size() == iAutoPCSpellMax:
reachedLimit = true

baseMagicka - 3anac maHbi dnisi PC
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iAutoRepFacMod
iAutoRepFacMod - moandmkaTop oTHowweHus mexay urpokom n NPC B ogHon ppakumm.
3HauyeHne no ymon4yaHuio: 2
YacTtb koga n3 OpenMW:
if not in a faction:
reputation = 0
else:

reputation = iAutoRepFacMod * rank + iAutoRepLevMod * (level - 1)
where the entry level rank in the faction means rank = 1
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iAutoRepLevMod

iAutoRepLevMod - moandmkaTop oTHowweHMa mexay urpokom n NPC B ogHom hpakumm ¢ 3aBUCUMOCTbBIO OT
YPOBHS.

3HaueHne no ymon4yasnuio: 0
YacTtb koga u3 OpenMW:
if not in a faction:
reputation = 0
else:

reputation = iAutoRepFacMod * rank + iAutoRepLevMod * (level - 1)
where the entry level rank in the faction means rank = 1
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iMagicltemChargeOnce
iMagicltemChargeOnce - 3HaueHne ans aBToMaTMYecKoro pacyeTa KonnmyecTea 3apsiioB Y CBUTKOB.

3HauyeHne no ymon4yaHumio: 1
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iMagicltemChargeConst

iMagicltemChargeConst - 3HaueHue ons aBTOMaTUYECKOro pacyeTa KonnnyecTsa 3apsigoB Yy BeLlen ¢
NOCTOSIHHbIM 3(PEKTOM.

3HauyeHne no ymon4yanumio: 10
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iMagicltemChargeUse

iMagicltemChargeUse - 3HayeHne ang aBToMaTU4eCKOro pacyeTa KonnnmydecTea 3apsiaoB Y BELWEN C TUMNOM
NPUMEHEHUS "Npu UCNoNbL3oBaHNK".

3HauyeHne No ymon4yaHumr: 5
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iMagicltemChargeStrike

iMagicltemChargeStrike - 3HaueHve ans aBTOoMaTMYECKOro pacyeTa KonmyecTBa 3apsiaoB ANs OPYXUst C
TMNom "npu ygape".

3HauyeHne no ymon4yanumio: 10
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iMonthsToRespawn

iMonthsToRespawn - 3HaueHne oTBevatroLee 3a KONnMM4YeCcTBO MecsLEB A5l OOHOBIEHUSI KOHTENHEPOB C
nometkon OpeaHudeckutiB TES CS.

3HauyeHne no ymon4yaHuio: 4
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fCorpseClearDelay
fCorpseClearDelay - koHCTaHTa onpegensoLas KonnndecTBo YacoB A0 NCHE3HOBEHNSA MEPTBLIX TETT.

3HayeHne no ymon4yaHuio: 72
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fCorpseRespawnDelay

fCorpseRespawnDelay - koHCTaHTa onpeaenstoLLas Konnm4yecTBO YacoB A0 BO3POXKAEHMS PECTNABHALLMXCS
cywecte un NPC.

3HayeHne No ymon4vaHuio: 72
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fBarterGoldResetDelay

fBarterGoldResetDelay - oTBe4aeT 4epes CKOMNbKO YacoB 3anac 30510Ta TOProBLa BOCCTaHaBMBAETCH 4O €ro
NCXOQHOTO 3HAYEeHUs.

3HauyeHne no ymon4yaHumio: 24

155



fEncumbranceStrMult

fEncumbranceStrMult - 5To napameTp ynpaBnsieT TeM, Ha CKOMNbKO YBENUYEHNE FPY30N0ALEMHOCTI NEPCOHAXa
3aBUCUT OT €ro Curbl.

3HauyeHne No ymon4yaHumr: 5
MN3BecTHas copmyna:
Max Encumbrance = (pcStrength * fEncumbranceStrMult).

pcStrength - cuna
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fPickLockMult

fPickLockMult - oTBe4aeT 3a MHOXUTENb CMOXHOCTM 3aMKOB. OH onpegenseT, kak ObICTPO NEPCOHAX MOXET
B3/1aMbIBaTb 3aMKM C MOMOLLBI UHCTPYMEHTa 4118 B3floMa (CNOXHOCTb B3110Ma).

3HauyeHne no ymon4yaHumio: -1
MN3BecTHas cdopmyna:

Picklock chance = (securitySkill + pcintelligence * 0.2 +
Difficulty * fPickLockMult).

Kog n3 OpenMW

x=02"* +0.1* + security SKill
x *= Pick Quality * FatigueFunction
x += fPickLockMult * Lock Difficulty

if x <= 0: fail and report impossible
roll 100, if roll <= x then open lock else report failure

securitySkill - Hasbik 6e3onacHocmb
pcintelligence - Unmennekm
- Y0aya
Pick Quality - Kauecmeo ommbiyku
FatigueFunction - YpogeHb 3anaca curs
Lock Difficulty - CrnoxHocme 3amMKa
- Jloekocmb
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fTrapCostMult

fTrapCostMult - oTBeyaeT 3a MHOXMTENb CNOXHOCTU Ans NOBYLLUKM B 3aBUCMMOCTU OT LiEHbI (B eauHMLax
MaHbl) CaMOro 3aKrnMHaHWUs NOBYLLKK.

3HaueHne no ymon4yasnuio: 0
MN3BecTHas cdopmyna:

Trap disarming chance = (securitySkill + pcintelligence*0.2 + *0.1) * Probe Quality * FatigueFunction +
(trapSpellPoints * fTrapCostMult).

Kog n3 OpenMW

x=02* +0.1"* + security Skill
x += fTrapCostMult * trapSpellPoints
x *= Probe Quality * FatigueFunction

if x <= 0: fail and report impossible
roll 100, if roll <= x then untrap else report failure

securitySkill - Hasbik 6e3onacHocmb
pcintelligence - Unmennekm
- Y0aya
Probe Quality - Kauecmeo wyna
FatigueFunction - YpogeHb 3anaca curs
trapSpellPoints - LleHa 3aKnuHaHuUs1 J108yWKU
- Jloekocmb
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fMessageTimePerChar
fMessageTimePerChar - Bnusiet Ha Bpemsi oTobparkeHus noackas3ok (messagebox)

3HaueHne no ymon4yanumo: 0.1
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fMagicltemRechargePerSecond

fMagicltemRechargePerSecond - 3HaueHne oTBevaroLLEee 3a KONMYECTBO BOCTAHABIMBAKOLMUXCHA CO
BPEMEHEM 3apsO0B B Marmdeckom npegmeTe.

3HaueHne no ymon4yanuto: 0.05
Kog 13 OpenMW:

x = tickTime * fMagicltemRechargePerSecond (kaxO0bili kadp)
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i1stPersonSneakData
i1stPersonSneakData - ncnonb3yetcsi Ans BbICTaBNEHMS KaMepbl OT NEPBOIO N1LA B PEXMME CKPbITHOCTW.

3HauyeHne no ymon4yanumio: 10
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iBarterSuccessDisposition
iBarterSuccessDisposition - BpemeHHbIi MogudukaTop Ans ycrnewHblx caenok baprtepa.
3HauyeHne no ymon4yaHumio: 1
Kopg Toprosnu ns OpenMW:
all prices are negative when player is buying, positive when player is selling

accept if playerOffer <= merchantOffer (same for buy and sell)
if npc is a creature: reject (no haggle)

a = abs(merchantOffer)

b = abs(playerOffer)

if buying: d = int(100 * (a-b)/a)
if selling: d = int(100 * (b-a)/b)

clampedDisposition = clamp int(npcDisposition) to [0..100]

dispositionTerm = fDispositionMod * (clampedDisposition - 50)

pcTerm = (dispositionTerm + pcMercantile + 0.1 * pcLuck + 0.2 * pcPersonality) * pcFatigue Term
npcTerm = (npcMercantile + 0.1 * npcLuck + 0.2 * npcPersonality) * npcFatigueTerm

x = fBargainOfferMulti * d + fBargainOfferBase

if buying: x += abs(int(pcTerm - npcTerm))

if selling: x += abs(int(npcTerm - pcTerm))

roll 100, if roll <= x then trade is accepted
adjust npc temporary disposition by iBarterSuccessDisposition or iBarterFailDisposition
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iBarterFailDisposition
iBarterFailDisposition - BpeMeHHbIN MogndmrkaTop Ansi HeydadHblX NonbITok 6apTepa.
3HauyeHne no ymon4yaHumio: -1
Kopg Toprosnu ns OpenMW:
all prices are negative when player is buying, positive when player is selling

accept if playerOffer <= merchantOffer (same for buy and sell)
if npc is a creature: reject (no haggle)

a = abs(merchantOffer)

b = abs(playerOffer)

if buying: d = int(100 * (a-b)/a)
if selling: d = int(100 * (b-a)/b)

clampedDisposition = clamp int(npcDisposition) to [0..100]

dispositionTerm = fDispositionMod * (clampedDisposition - 50)

pcTerm = (dispositionTerm + pcMercantile + 0.1 * pcLuck + 0.2 * pcPersonality) * pcFatigue Term
npcTerm = (npcMercantile + 0.1 * npcLuck + 0.2 * npcPersonality) * npcFatigueTerm

x = fBargainOfferMulti * d + fBargainOfferBase

if buying: x += abs(int(pcTerm - npcTerm))

if selling: x += abs(int(npcTerm - pcTerm))

roll 100, if roll <= x then trade is accepted
adjust npc temporary disposition by iBarterSuccessDisposition or iBarterFailDisposition
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iLevelupTotal
iLevelupTotal - ckonbKko NOBLILIEHNI HABLIKOB BCErO TpebyeTcs As Toro Ytodbl NepenTn Ha HOBbIA YPOBEHb
3HauyeHne no ymon4yanumio: 10
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter{skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter{skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter[skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= iLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]
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iLevelupMajorMult

iLevelupMajorMult - MmogndurkaTop TOro CKONbKO OYKOB MOBLILLEHS YPOBHA AaeT O4HO NoBbILeHNe [11agH020
HaseblKa.

3HauyeHne no ymon4yaHumo: 1
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter{skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter{skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter{skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= jLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]
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iLevelupMinorMult

iLevelupMinorMult - MmoandukaTop TOro CKOMbKO OYKOB NOBbLILEHSA YPOBHS AaeT OOHO NoBbIWeHWe BaxHo20
HasenblKa.

3HauyeHne no ymon4yaHumo: 1
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter{skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter{skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter{skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= jLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]
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iLevelupMajorMultAttribute

iLevelupMajorMultAttribute - MHOXUTENb BNUAIOLLMIA HA TO CKOSBbKO AOMNOSTHUTKIbHbBIX XapaKTEPUCTUK CMOXKET
Nony4YnTb UIPOK NPU NOAHATMM YPOBHS (X1 X2 x3 x4 x5).

3HauyeHne no ymon4yaHumo: 1
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter[skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter{skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter{skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= jLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]

167



iLevelupMinorMultAttribute

iLevelupMinorMultAttribute - MHOXMTEMNb BANSAIOWNIN HA TO CKOSbKO SOMOMHUTKITbHBLIX XapakTEPUCTUK CMOXET
Nony4YnTb UIPOK NPU NOAHATMM YPOBHS (X1 X2 x3 x4 x5).

3HauyeHne no ymon4yaHumo: 1
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter{skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter[skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter{skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= jLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]
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iLevelUpMiscMultAttribute

iLevelUpMiscMultAttribute - MHOXWTENb ONpeaensaLWMIA Ha CKOSTbKO NMOBLICUTCS Masio8a)HbIl HaBblK NPU €ro
npokayke

3HauyeHne no ymon4yaHumo: 1
Kog 13 OpenMW:

if skill in player.majorSkills:
totallncreases += iLevelUpMajorMult
attribCounter{skill->basicAttribute] += iLevelUpMajorMultAttribute
elif skill in player.minorSkills:
totallncreases += iLevelUpMinorMult
attribCounter{skill->basicAttribute] += iLevelUpMinorMultAttribute
elif skill in player.miscSkills:
attribCounter[skill->basicAttribute] += iLevelupMiscMultAttriubte # note game setting name has a typo

if totallncreases >= jLevelUpTotal:
level up becomes available
fotallncreases -= iLevelUpTotal # note rollover mechanic
attribCounter[8] = [0,0,0,0,0,0,0,0]
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iLevelUpSpecialization

iLevelUpSpecialization - Hen3BeCcTHO, He SICHO e NUCNONb3yeTCs.
3HauyeHne no ymon4yaHumio: 1

Cant OpenMW coobwaet criegytowlee: used; may not have any gameplay effect.

170



iLevelUpO1Mult

iLevelUp01Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTEPUCTUMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 2
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp02Mult

iLevelUp02Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTEPUCTMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yanumio: 1
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUpO3Mult

iLevelUp03Mult - 370 napameTp onpenensier, CKofbKO O4KOB XapaKTePUCTMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 2
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp04Mult

iLevelUp04Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTEPUCTMK Bbl NOSTy4aeTe npu NOBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 2
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp05Mult

iLevelUp05Mult - 3170 napameTp onpenensier, CKoNbKO O4KOB XapaKTEPUCTMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 3
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUpO6Mult

iLevelUp06Mult - 370 napameTp onpenensier, CKofbKO O4KOB XapaKTEPUCTUKK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 3
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp07Mult

iLevelUp07Mult - 370 napameTp onpeaensier, CKOfbKO O4KOB XapaKTEPUCTMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHuio: 3
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp08Mult

iLevelUp08Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTEPUCTUMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHumio: 4
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp09Mult

iLevelUp09Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTePUCTUMK Bbl NOSTy4aeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne no ymon4yaHumio: 4
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iLevelUp10Mult

iLevelUp10Mult - 370 napameTp onpenensier, CKOfbKO O4KOB XapaKTePUCTUMK Bbl NOSTy4YaeTe npu NoBbILLEHNN
YPOBHS.

3HauyeHne No ymon4yaHuro: 5
Kog 13 OpenMW:

for each attribute:
count = attribCounterf{attribute]
if count == 0:
bonus = 1
elif count <= 9:
bonus = {iLevelUp01Mult, .. iLevelUp09Mult} selected by count
else: # count >= 10
bonus = iLevelUp10Mult

bonus = min(bonus, 100 - player.attribute[selectedAttribute])
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iSoulAmountForConstantEffect

iSoulAmountForConstantEffect - muHumManbHbIV pasmep gywm, HeobxogMmoe ANist Co34aHus Yap ¢
NOCTOSIHHBIM 3(PPEKTOM.

3HaueHne no ymon4yasnuto: 400
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fConstantEffectMult
HE UCNOJNBb3YETCA B OPUTMHATNNTbHOM OBUXXKE MORROWIND U OPENMW
fConstantEffectMult -

3HayeHne no ymon4yaHumio: 15
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fEnchantmentConstantDurationMult
fEnchantmentConstantDurationMult - mogndurkaTop cToMMoCTH 4nsi 3a4apoBaHUM HA NOCTOSIHHBIA 3OEKT.
3HauyeHne no ymon4yaHumo: 0.5
Kog 13 OpenMW:

y=0
z=[]

enchantPoints = 0

for each effect in enchantment:
if enchantment is constant effect:
if effect. magnitudeMin > 1 or effect. magnitudeMax > 1 or effect.radius > 1:
effect.duration = int(fFEnchantmentConstantDurationMult)
else:
effect.duration = 100

x = 0.5 * (max(1, effect. magnitudeMin) + max(1, effect. magnitudeMax))
x *= 0.1 * effect. magicEffect.baseMagickaCost

x *= effect.duration  # note difference from spellmaking

x +=0.05 * max(1, spell.radius) * effect. magicEffect.baseMagickaCost

y += x * fEffectCostMult
y =max(1,y)
if effect.rangeType & CAST_TARGET: y *= 1.5

enchantPoints += int(y)
z[effect.order] = int(pcEnchantSkill - y * fEnchantmentChanceMult)

# note enchantPoints not used for cost
cost of enchanting service = barterOffer(npc, y * fEnchantmentValueMult, buying)
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fEnchantmentConstantChanceMult

fEnchantmentConstantChanceMult - koppekTpoBKa waHca st NOCTOsIHHbIX 3dpdekToB. Mo ymonyaHuto
coenaTtb NOCTOSHHbIN 3dEKT B ABa pa3a cnoxHee (=0.5).

3HauyeHne no ymon4yanumto: 0.1
Kog 13 OpenMW:

for each effect in the enchantment:
x = z[effect.order] - int(-0.2 * pcintelligence) + int(0.1 * pcLuck)
x = int(x * fatigueTerm)
if enchantment is constant effect:
x = int(x * fEnchantmentConstantChanceMult)
roll 100, success if roll < x, else fail and destroy gem

Cywecmsyem cepbe3Has owubka, us-3a kKomopol Heydada riposepsiemcs 0risi Kax0020 aghghekma, a He 00UH
pa3 dns ecell MOMbIMKU, 1PU 3MOM MO-NPEXHEMY UCMOMb3Yemcsi COBOKYNHasi cmoumocms. Omo desiaem
camo3ayaposaHue C HECKOIbKUMU 3ghghekmamu rno4mu HEBO3MOXHbIM.
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fWeaponDamageMult
fWeaponDamageMult - mogudbukatop nsHoca opyxusi npu ygapax.

3HaueHne no ymon4yauuio: 0

Damage to weapon = (Damage dealt * iWeaponDamageMult), (c okpyaneHuem 8 MeHbLY CMOPOHY, HO HE
meHbwe 1)

if attack missed: rawDamage = 0

x = max(1, WeaponDamageMult * rawDamage)
weapon loses x condition
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fSeriousWoundMult
HE UCNOJNBb3YETCA B OPUTMHATNNTbHOM OBUXXKE MORROWIND U OPENMW
fSeriousWoundMult -

3HaueHne no ymon4yasnuio: 0
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fKnockDownMult

fKnockDownMult - mogndmkaTop ons pacyeTa NOBKOCTU B hopmyrie pacyeTa BO3MOXHOCTU HakayTMPOBaHUS.
3HauyeHne no ymon4yaHumo: 0.5

Kog 13 OpenMW:

damage = incoming damage before armour reduction (unmitigatedDamage)

aqgilityTerm = agility * fKnockDownMult

knockdownTerm = agility * iIKnockDownOddsMult * 0.01 + iKnockDownOddsBase

roll 100, knockdown occurs if aqgility Term <= damage and knockdownTerm <= roll
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iKnockDownOddsBase
iKnockDownOddsBase - 6a3oBoe 3Ha4eHne B hopMyIie BEPOSATHOCTU YCTOATb Ha HOrax npu BXOAsILEM yaape.
3HauyeHne no ymon4yaHumio: 50
Kog 13 OpenMW:
damage = incoming damage before armour reduction (unmitigatedDamage)
aqgilityTerm = agility * fknockDownMult
knockdownTerm = agility * iIKnockDownOddsMult * 0.01 + iKnockDownOddsBase

roll 100, knockdown occurs if aqgility Term <= damage and knockdownTerm <= roll
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iKnockDownOddsMult

iKnockDownOddsMult - mogndumkatop ansg noBkocTn B hopmyne BEPOSATHOCTM YCTOATb HA HOrax npwu
BXOAsLEeM yaape.

3HauyeHne no ymon4yaHumio: 50

Kog 13 OpenMW:

damage = incoming damage before armour reduction (unmitigatedDamage)
aqgilityTerm = agqility * fknockDownMult

knockdownTerm = agility * iKnockDownOddsMult * 0.01 + iKnockDownOddsBase

roll 100, HokdayH npoucxodum, ecnu agility Term <= damage and knockdownTerm <= roll
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fCombatArmorMinMult

fCombatArmorMinMult - mogmdurKaTOp MMHMMAaNbBHOIO NPOLEHTA YPOHa KOTOPOM NPOMAET CKBO3b OPOHIO B
nobom crniyyae.

3HaueHne no ymon4yaHnuo: 0.25

Kog OpenMW:

Physical damage applied to a target actor

if damage < 0.001: skip rest of mitigation, set damage to 0
unmitigatedDamage = damage

x = damage / (damage + actor.effectiveArmorRating)
damage *= max(fCombatArmorMinMult, x)

z = int(unmitigatedDamage - damage)

if damage < 1: damage = 1

armour = weighted selection from actor armour slots

if armour is equipped there, armour loses z condition
if actor is player: player exercises relevant armour skill for armour
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fHandToHandReach
fHandToHandReach - otBevaeT 3a AncTaHuuIO, Ha KOTOPOW UIPOK MOXKET HAHOCUTL YaAapbl PyKonawHbIM
6oewm (Hand-to-Hand). OTa nepemeHHas onpeaensieT MakcumaribHOe pacCTOsiHME, Ha KOTOPOM UIPOK MOXET

AOCTUrHYTb NPOTUBHMKA B 6010, UCNOMb3ys TONbKO CBOW PYKM.

3HauyeHne no ymon4yaHumio: 1
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fVoiceldleOdds

fVoiceldleOdds - 3T0 napameTp KOTOpbLIN ONpeaensieT BEPOATHOCTb TOr0, YTO NEPCOHAX MPOU3HECET CIyYanHyto
pennuky (Tak HasbiBaembl "Bonc-angn").

3HauyeHne no ymon4yaHumio: 10
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iVoiceAttackOdds

iVoiceAttackOdds - 3T0 napameTp KOTOpbIN ONpeaensieT BEPOATHOCTb TOro, YTO NEPCOHaX NPOU3HECET
CnyyvanHyto pennuky B 60oto.

3HauyeHne no ymon4yaHumio: 10
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iVoiceHitOdds

iVoiceHitOdds - 310 napameTp KOTOpbI onpegensieT BEPOSATHOCTb TOro, YTO MEPCOHAX NPOU3HECET Cry4anHyto
pPennuKy Npu Nony4YeHnn ypoHa.

3HauyeHne no ymon4yaHumio: 30
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fProjectileMinSpeed
fProjectileMinSpeed - 510 nepemeHHasi koTopas onpenenser MMHUMarbHY0 CKOPOCTL noneTta cTpen 1 6onTos.

3HaueHne no ymon4yasnuto: 400
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fProjectileMaxSpeed

fProjectileMaxSpeed - 370 nepemeHHas koTopas onpeaensieT MakCMmaribHYH CKOPOCTb MorieTa CTpesn u
6onTos.

3HauyeHne no ymon4vaHuio: 3000
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fThrownWeaponMinSpeed

fThrownWeaponMinSpeed - 510 nepemeHHasi KoTopasi onpenenser MMHUMarbHYyt CKOPOCTb noreTta
MeTaTeNbHOro OPYXMSi.

3HaueHne no ymon4yasnuto: 300
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fThrownWeaponMaxSpeed

fThrownWeaponMaxSpeed - 370 nepemeHHast kKoTopasi onpeaensaeT MakCuMarnbHY0 CKOPOCTb NoneTa
MeTaTeNbHOro OPYXMSi.

3HauyeHne no ymon4vaHuto: 1000
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fTargetSpellMaxSpeed
fTargetSpellMaxSpeed - 310 nepemeHHas KoTopasi onpegensieT MakCuMaribHyt0 CKOPOCTb NofeTa 3akiMHaHuN.

3HauyeHne no ymon4yaHuto: 1000
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fProjectileThrownStoreChance
fProjectileThrownStoreChance - onpegensier WwaHc BEpHYTb C Tera MeTaTernlbHOE OpYXXue Unu CTpenbl.

3HauyeHne no ymon4yaHuio: 25
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iPickMinChance

iPickMinChance - 310 3HaueHune, KOTopoe onpeaensieT MMHMMAarbHYH BEPOATHOCTb, C KOTOPOW UFPOK CMOXKET
OTKPbITb 3aMKW U CYHOYKWN.

3HauyeHne No ymon4yaHuro: 5
Kog 13 OpenMW:

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
#where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
#note fatigueTerm is normally 1.25 at full fatigue.

#checks the whole stack no matter how many you try to take

#note: filled soulgems have the value of an empty soulgem due to a missing calculation
stackValue = itemValue * itemsinStack

valueTerm = 10 * fPickPocketMod * stackValue

x = (0.2 * pcAgility + 0.1 * pcLuck + pcSneak) * fatigueTerm
y = (valueTerm + npcSneak + 0.2 * npcAgilityTerm + 0.1 * npcLuckTerm) * npcFatigue Term
t=x-y+x #yes, that is what it does

if t < pcSneak / iPickMinChance:

roll 100, win if roll <= int(pcSneak / iPickMinChance)
else:

t = min(iPickMaxChance, t)

roll 100, win if roll <= int(t)
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iPickMaxChance

iPickMaxChance - 370 3HauyeHue, KOTOpoe onpeaensieT MakCuMarsibHyt0 BEPOSITHOCTb, C KOTOPOW UTPOK CMOXET
OTKPbITb 3aMKW U CYHOYKWN.

3HayeHne no ymon4yaHuio: 75
Kog 13 OpenMW:

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
#where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
#note fatigueTerm is normally 1.25 at full fatigue.

#checks the whole stack no matter how many you try to take

#note: filled soulgems have the value of an empty soulgem due to a missing calculation
stackValue = itemValue * itemsinStack

valueTerm = 10 * fPickPocketMod * stackValue

x = (0.2 * pcAgility + 0.1 * pcLuck + pcSneak) * fatigueTerm
y = (valueTerm + npcSneak + 0.2 * npcAgilityTerm + 0.1 * npcLuckTerm) * npcFatigue Term
t=x-y+x #yes, that is what it does

if t < pcSneak / iPickMinChance:

roll 100, win if roll <= int(pcSneak / iPickMinChance)
else:

t = min(iPickMaxChance, 1)

roll 100, win if roll <= int(t)
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fDispRaceMod

fDispRaceMod - oTBe4aeT 3a MU3MEHEHMNE OTHOLLUEHNS HEMWUCEN K UTPOKY B 3aBUCMMOCTU OT pachl NepcoHaxa.

3HauyeHne No ymon4yaHuro: 5
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fDispPersonnalityMult

fDispPersonnalityMult - mogudurkaTop onsa pacyeta otHoweHns NPC K urpoky.

3HauyeHne no ymon4yaHumo: 0.5

MN3BecTHas cdopmyna:

Base Disposition = (50 + (pcPersonality - fDispPersonalityBase) * fDispPersonalityMult).
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fDispPersonnalityBase

fDispPersonalityBase - 6a3oBLit napameTp onsi pacyeta otHoweHus mexy NPC n nrpokom.

3HauyeHne no ymon4yaHumio: 50

MN3BecTHas cdopmyna:

Base Disposition = (50 + (pcPersonality - fDispPersonalityBase) * fDispPersonalityMult).
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fDispFactionMod

fDispFactionMod - NapmeTp oTBevatowmin 3a pacyeT oTHowweHnss NPC kK nrpoky BHyTpu pakumm.

3HauyeHne no ymon4yaHuio: 3

MN3BecTHas cdopmyna:

Add (Faction Relation * fDispFactionMod * fDispFactionRankBase * (fDispFactionRankMult * (Faction Rank -
1))
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fDispFactionRankBase

fDispFactionRankBase - [lapmeTp oTBevatowwmin 3a pacdeT oTHowweHnst NPC K nrpoky BHyTpu dppakumm.

3HauyeHne no ymon4yaHumio: 1

MN3BecTHas cdopmyna:

Add (Faction Relation * fDispFactionMod * fDispFactionRankBase * (fDispFactionRankMult * (Faction Rank -
1))
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fDispFactionRankMult

fDispFactionRankMult - MapmeTtp oTBevatowmi 3a pacyet oTHoweHuss NPC K urpoky BHyTpu dopakuuu.

3HauyeHne no ymon4yaHumo: 0.5

MN3BecTHas cdopmyna:

Add (Faction Relation * fDispFactionMod * fDispFactionRankBase * (fDispFactionRankMult * (Faction Rank -
).
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fDispCrimeMod
fDispCrimeMod - mogndurkaTop OTHOLLEHUS C UTPOKOM KOrda ero pa3biCKMBAtoT.

3HaueHne no ymon4yauuio: 0
MN3BecTHas cdopmyna:

Subtract (Crime Level * fDispCrimeMod).
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fDispDiseaseMod
fDispDiseaseMod - MoandurKTOp 451 OTHOLIEHNS C 3apaKeHHbIM UTPOKOM.

3HaueHne no ymon4yanuio: -10
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iDispAttackMod

iDispAttackMod - mogndurkaTop oTHoweHuss NPC k Urpoky korga TOT CoBepLUAET NPECTYNEHNEe aTakys OpYyrnx
NPC.

3HaueHne no ymon4yanuio: -50
Kog 13 OpenMW:

if crime is killing:
fightTerm, dispTerm = iFightKilling, iDispKilling
if crime is assault, observed:
fightTerm, dispTerm = iFightAttacking, iDispAttackMod
if crime is assault, victim:
fightTerm, dispTerm = iFightAttack, fDispAttacking
if crime is theft:
fightTerm, dispTerm = fFightStealing * stack value, fDispStealing * stack value
if crime is pickpocket, observed:
fightTerm, dispTerm = iFightPickpocket, fDispPickpocketMod
if crime is pickpocket, victim:
fightTerm, dispTerm = 4 * iFightPickpocket, fDispPickpocketMod
if alarmTerm <= 0: alarmTerm = 1.0
if crime is trespass:
fightTerm, dispTerm = iFightTrespass, iDispTresspass
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fDispWeaponDrawn
fDispWeaponDrawn - mogudukatop oTHoweHus NPC k urpoky korga Urpok 0OHaxunn opyxume.

3HauyeHne no ymon4yaHuio: -5
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fDispBargainSuccessMod
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fDispBargainSuccessMod -

3HauyeHne no ymon4yaHumio: 1
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fDispBargainFailMod
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fDispBargainFailMod -

3HauyeHne no ymon4yaHuio: -1

214



fDispPickPocketMod

fDispPickPocketMod - mogudukaTtop oTHoweHnsa NPC k urpoky Korga TOT COBEpLUAET NPECTynieHme
KapMaHHOWN Kpaxu.

3HauyeHne no ymon4yaHumo: -25
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iDaysinPrisonMod

iDaysinPrisonMod - oTBe4aeT 3a MogngukaTop KonmyecTsa gHen, KOTOPOE UrPoK NPOBOAMUT B TIOPbME Mpu
COBEpLUEHUN NPECTYNEHNS.

3HaueHne no ymon4yauuto: 100
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fDispAttacking
iDispAttackMod - mogndurkaTop oTHoweHuss NPC k Urpoky korga TOT COBEpLUAET HanageHue.
3HaueHne no ymon4yanuio: -10
Kog 13 OpenMW:

if crime is killing:
fightTerm, dispTerm = iFightKilling, iDispKilling
if crime is assault, observed:
fightTerm, dispTerm = iFightAttacking, iDispAttackMod
if crime is assault, victim:
fightTerm, dispTerm = iFightAttack, fDispAttacking
if crime is theft:
fightTerm, dispTerm = fFightStealing * stack value, fDispStealing * stack value
if crime is pickpocket, observed:
fightTerm, dispTerm = iFightPickpocket, fDispPickpocketMod
if crime is pickpocket, victim:
fightTerm, dispTerm = 4 * iFightPickpocket, fDispPickpocketMod
if alarmTerm <= 0: alarmTerm = 1.0
if crime is trespass:
fightTerm, dispTerm = iFightTrespass, iDispTresspass
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fDispStealing

fDispStealing - MOaAMMMKTOP Ha KOTOPOW MHOXWUTCS LieHa YKpa4eHHOro npeamMera ans pacyeTa LeHbl wrpada
ANS Urpoka ecnu oH NonagaeTcs Ha Kpaxe.

3HayeHne no ymon4yanuio: -0.5
Kog 13 OpenMW:

for each observer in the cell:  # NPCs only, range unknown
alarmTerm = 0.01 * observer.alarm

if crime is killing:
fightTerm, dispTerm = iFightKilling, iDispKilling
if crime is assault, observed:
fightTerm, dispTerm = iFightAttacking, iDispAttackMod
if crime is assault, victim:
fightTerm, dispTerm = iFightAttack, fDispAttacking
if crime is theft:
fightTerm, dispTerm = fFightStealing * stack value, fDispStealing * stack value
if crime is pickpocket, observed:
fightTerm, dispTerm = iFightPickpocket, fDispPickpocketMod
if crime is pickpocket, victim:
fightTerm, dispTerm = 4 * iFightPickpocket, fDispPickpocketMod
if alarmTerm <= 0: alarmTerm = 1.0
if crime is trespass:
fightTerm, dispTerm = iFightTrespass, iDispTresspass

if observer is not victim or observer.isGuard:
dispTerm *= alarmTerm

fightTerm += fFightDispMult * (50 - dispTerm)
x = iFightDistanceBase - fFightDistanceMultiplier * distance(player, observer)
fightTerm = alarmTerm * (fightTerm + x)

if observer.fight + fightTerm > 100:
fightTerm = 100 - observer.fight
fightTerm = max(0, fightTerm)

observer.fight += int(fightTerm)
observer.disposition += int(dispTerm)

- lots more crime system stuff occurs here -
if (observer.alarm < 100 or not observer.isGuard) and observer.fight < 100:

observer.fight is reset to the original value
if observer is not victim: observer.disposition is reset to the original value
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iDispTresspass

iDispTresspass - mogndukaTop nageHnsi OTHOLIEHUS K Urpoky, korga NPC ctano n3BecTHO O COBEPLLUEHHOM
NPecTynfieHnn UrPOKOM.

3HaueHne no ymon4yanuio: -20
Kog 13 OpenMW:

for each observer in the cell:  # NPCs only, range unknown
alarmTerm = 0.01 * observer.alarm

if crime is killing:
fightTerm, dispTerm = iFightKilling, iDispKilling
if crime is assault, observed:
fightTerm, dispTerm = iFightAttacking, iDispAttackMod
if crime is assault, victim:
fightTerm, dispTerm = iFightAttack, fDispAttacking
if crime is theft:
fightTerm, dispTerm = fFightStealing * stack value, fDispStealing * stack value
if crime is pickpocket, observed:
fightTerm, dispTerm = iFightPickpocket, fDispPickpocketMod
if crime is pickpocket, victim:
fightTerm, dispTerm = 4 * iFightPickpocket, fDispPickpocketMod
if alarmTerm <= 0: alarmTerm = 1.0
if crime is trespass:
fightTerm, dispTerm = iFightTrespass, iDispTresspass

if observer is not victim or observer.isGuard:
dispTerm *= alarmTerm

fightTerm += fFightDispMult * (50 - dispTerm)
x = iFightDistanceBase - fFightDistanceMultiplier * distance(player, observer)
fightTerm = alarmTerm * (fightTerm + x)

if observer.fight + fightTerm > 100:
fightTerm = 100 - observer.fight
fightTerm = max(0, fightTerm)

observer.fight += int(fightTerm)
observer.disposition += int(dispTerm)

- lots more crime system stuff occurs here -
if (observer.alarm < 100 or not observer.isGuard) and observer.fight < 100:

observer.fight is reset to the original value
if observer is not victim: observer.disposition is reset to the original value

219



iDispKilling

iDispKilling - mogudukaTop nageHns oTHoweHns K urpoky, korga NPC ctano n3BecTtHO 0 COOTBETCTBYIOLLIEM
npectynnexHnn PC.

3HaueHne no ymon4yanuio: -50
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iTrainingMod
iTrainingMod - mogudumkatop ctonmocTtn ans obydeHus.
3HauyeHne no ymon4yaHumio: 10
Kog 13 OpenMW:

Base training price = (Current Skill Level * iTrainingMod).
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iAlchemyMod

iAlchemyMod - mogudoukaTop Ansi CTOMMOCTU 3€SIMA KOTOPbIE N3roTaBnnBaeT UMPOK.

3HauyeHne no ymon4yaHuio: 2
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fBargainOfferBase

fBargainOfferBase - oTBeuyaeT 3a MMHUMANbHO BO3MOXHYHO LIEHY MOKYMKMA M MakCUMarbHO BO3MOXHYHO LIEHY
npoaaxw.

3HauyeHne no ymon4yaHumio: 50
Kog 13 OpenMW:
all prices are negative when player is buying, positive when player is selling

accept if playerOffer <= merchantOffer (same for buy and sell)
if npc is a creature: reject (no haggle)

a = abs(merchantOffer)

b = abs(playerOffer)

if buying: d = int(100 * (a-b)/ a)
if selling: d =int(100 * (b - a) / b)

clampedDisposition = clamp int(npcDisposition) to [0..100]

dispositionTerm = fDispositionMod * (clampedDisposition - 50)

pcTerm = (dispositionTerm + pcMercantile + 0.1 * pcLuck + 0.2 * pcPersonality) * pcFatigueTerm
npcTerm = (npcMercantile + 0.1 * npcLuck + 0.2 * npcPersonality) * npcFatigueTerm

x = fBargainOfferMulti * d + fBargainOfferBase

if buying: x += abs(int(pcTerm - npcTerm))

if selling: x += abs(int(npcTerm - pcTerm))

roll 100, if roll <= x then trade is accepted
adjust npc temporary disposition by iBarterSuccessDisposition or iBarterFailDisposition
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fBargainOfferMulti

fBargainOfferMulti - ncnonb3yetcs ansa onpeaeneHnst MHOXUTENS], KOTOPbIV YYUTLIBAETCA MPU pacyeTe
CTOMMOCTM NPegMETOB, KOTOPbIE UFPOK MOXET NPoAaBaTh UM NOKYNaTh Y TOProBLUEB B Urpe.

3HauyeHne no ymon4yaHuio: -4
Kog 13 OpenMW:
all prices are negative when player is buying, positive when player is selling

accept if playerOffer <= merchantOffer (same for buy and sell)
if npc is a creature: reject (no haggle)

a = abs(merchantOffer)

b = abs(playerOffer)

if buying: d = int(100 * (a-b)/ a)
if selling: d =int(100 * (b - a) / b)

clampedDisposition = clamp int(npcDisposition) to [0..100]

dispositionTerm = fDispositionMod * (clampedDisposition - 50)

pcTerm = (dispositionTerm + pcMercantile + 0.1 * pcLuck + 0.2 * pcPersonality) * pcFatigueTerm
npcTerm = (npcMercantile + 0.1 * npcLuck + 0.2 * npcPersonality) * npcFatigueTerm

x = fBargainOfferMulti * d + fBargainOfferBase

if buying: x += abs(int(pcTerm - npcTerm))

if selling: x += abs(int(npcTerm - pcTerm))

roll 100, if roll <= x then trade is accepted
adjust npc temporary disposition by iBarterSuccessDisposition or iBarterFailDisposition

224



fDispositionMod
fDispositionMod - mogudunkaTop KOTOpbI OnpeaensieT CyMmmMy BO3MOXKHOIO Topra.
3HauyeHne no ymon4yaHumio: 1
Kog 13 OpenMW:
all prices are negative when player is buying, positive when player is selling

accept if playerOffer <= merchantOffer (same for buy and sell)
if npc is a creature: reject (no haggle)

a = abs(merchantOffer)

b = abs(playerOffer)

if buying: d = int(100 * (a-b)/ a)
if selling: d =int(100 * (b -a) / b)

clampedDisposition = clamp int(npcDisposition) to [0..100]

dispositionTerm = fDispositionMod * (clampedDisposition - 50)

pcTerm = (dispositionTerm + pcMercantile + 0.1 * pcLuck + 0.2 * pcPersonality) * pcFatigueTerm
npcTerm = (npcMercantile + 0.1 * npcLuck + 0.2 * npcPersonality) * npcFatigueTerm

x = fBargainOfferMulti * d + fBargainOfferBase

if buying: x += abs(int(pcTerm - npcTerm))

if selling: x += abs(int(npcTerm - pcTerm))

roll 100, if roll <= x then trade is accepted
adjust npc temporary disposition by iBarterSuccessDisposition or iBarterFailDisposition
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fPersonalityMod
fPersonalityMod - aTo napameTp KoTophin onpeaenset apdekTMBHOCTL pusnukamesibHoCmu.
3HauyeHne No ymon4yaHuro: 5
Kog 13 OpenMW:

persTerm = personality / fPersonalityMod

luckTerm = luck / fLuckMod

repTerm = reputation * fReputationMod

levelTerm = level * fLevelMod

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)

# where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
# note fatigueTerm is normally 1.25 at full fatigue.
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fLuckMod
fLuckMod - mogndukaTop ygadm, UCNonb3yeTcsi BO MHOMMX oopMyriax.
3HauyeHne no ymon4yaHumio: 10
Kog 13 OpenMW:

persTerm = personality / fPersonalityMod

luckTerm = luck / fLuckMod

repTerm = reputation * fReputationMod

levelTerm = level * fLevelMod

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)

# where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
# note fatigueTerm is normally 1.25 at full fatigue.
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fReputationMod
fReputationMod - mogndumkatop rnobanbHON penyTaumm.
3HauyeHne no ymon4yaHumio: 1
Kog 13 OpenMW:

persTerm = personality / fPersonalityMod

luckTerm = luck / fLuckMod

repTerm = reputation * fReputationMod

levelTerm = level * fLevelMod

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)

# where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
# note fatigueTerm is normally 1.25 at full fatigue.
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fLevelMod
fLevelMod - mogudukaTop ypoBHSi, MCMONb3YEeTCs B HEKOTOPbIX hopMynax
3HauyeHne No ymon4yaHuro: 5
Kog 13 OpenMW:

persTerm = personality / fPersonalityMod

luckTerm = luck / fLuckMod

repTerm = reputation * fReputationMod

levelTerm = level * fLevelMod

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)

# where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
# note fatigueTerm is normally 1.25 at full fatigue.
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fBribe10Mod

fBribe10Mod - onpepnensert ckonbko OTHOLEHNS1 6a30BO NOBLICUTCS 3a B3ATKY B 10 30M0ThIX.

3HayeHne no ymon4yaHuio: 35
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fBribe100Mod

fBribe100Mod - onpepnenser ckonbko OTHOLWEHNSA 6a30B0 NoBLICUTCA 3a B3ATKY B 100 30M0ThIX

3HayeHne No ymon4yaHuio: 75
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fBribe1000Mod

fBribe1000Mod - onpenenseTt cKonbko OTHOLWEHNs1 6a30B0 NoBLICUTCS 3a B3ATKY B 1000 3010TbIX

3HaueHne no ymon4yasnuio: 150
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fPerDieRolIMult

fPerDieRolIMult - mogndukaTtop n3MeHeHMs1 OTHOLLEHWS MPU UCMONb30BaHUN YOexaeHus.
3HauyeHne no ymon4yanumo: 0.3

Kog 13 OpenMW:

Admire

target1 = max(iPerMinChance, target1)

roll 100, win if roll <= target1

¢ = int(fPerDieRolIMult * (target1 - roll))

x = max(iPerMinChange, c) on success, ¢ on fail

Intimidate

target2 = max(iPerMinChance, target2)
roll 100, win if roll <= target2

if roll I= target2:

r = int(target2 - roll)
else:

r=1

if roll <= target2:
s = int(r * fPerDieRolIMult * fPerTempMult)
flee = max(iPerMinChange, s)
fight = min(-iPerMinChange, -s)

¢ = -abs(int(r * fPerDieRolIMult))
if success:

if abs(c) < iPerMinChange:

x =0, y =-iPerMinChange # bug, see comments
else:
= -int(c * fPerTempMult), y = ¢

else fail:

x =int(c * fPerTempMult), y = ¢

Taunt

target1 = max(iPerMinChance, target1)
roll 100, win if roll <= target1

¢ = abs(int(target1 - roll))

if roll <= target1:
s = ¢ * fPerDieRolIMult * fPerTempMult
flee = min(-iPerMinChange, int(-s))
fight = max(iPerMinChange, int(s))

x = int(-c * fPerDieRolIMult)

if success and abs(x) < iPerMinChange:
x = -iPerMinChange
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Bribe

target3 = max(iPerMinChance, target3)
roll 100, win if roll <= target3

¢ = int((target3 - roll) * fPerDieRolIMult)

x = max(iPerMinChange, c) on success, ¢ on fail
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fPerTempMult

fPerTempMult - mogndmkaTop BNUAOLWNIA HA BPEMEHHOE n3meHeHne oTHowweHun ¢ NPC, Tak e BNuseT Ha
nameHeHue flee un fight. icnonb3ayetcs B Heckonbkmnx popmynax.

3HauyeHne no ymon4yanumio: 1
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iPerMinChance
iPerMinChance - MyuHMManbHbIN WAHC Ha ycnex YoexaeHus

3HauyeHne No ymon4yaHuro: 5
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iPerMinChange
iPerMinChange - MMHMManbHOe 3Ha4YEHNE Ha KOTOPOE U3MEHMWTCSI OTHOLLEHME MpU YoexaeHun.

3HauyeHne no ymon4yaHumio: 10
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fSpecialSkillBonus

fSpecialSkillBonus - 3T0 napameTp, KOTOpbI ONpeaenseT, HACKONbKO ObICTPO NoBbiWatoTcs Krraccoebie HaBbIKK
nepcoHaxa. (MeHbLue 3Ha4nT ObiCcTpee)

3HauyeHne no ymon4yaHuio: 0.8
Kog 13 OpenMW:

progress[skill] += skillGain
progressRequirement = 1 + playerSkills[skill]

if skill in player.majorSkills:
progressRequirement *= fMajorSkillBonus

elif skill in player.minorSkills:
progressRequirement *= fMinorSkillBonus

elif skill in player.miscSkills:
progressRequirement *= fMiscSkillBonus

if skill in player.class.specialization.skills:
progressRequirement *= fSpecialSkillBonus

if int(progressiskill]) >= int(progressRequirement):

progress[skill] =0
playerSkills[skill] increased by 1, triggering further functions
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fMajorSkillBonus

fMajorSkillBonus - 3T0 napamMeTp, KOTOpLI onNpeaensieT, HACKObKO ObICTPO NOBbLILWAKTCS [1a8HbIe Ha8bIKU
nepcoHaxa. (MeHbLue 3Ha4nT ObiCcTpee)

3HaueHne no ymon4yanuio: 0.75
Kog 13 OpenMW:

progress[skill] += skillGain
progressRequirement = 1 + playerSkills[skill]

if skill in player.majorSkills:
progressRequirement *= fMajorSkillBonus

elif skill in player.minorSkills:
progressRequirement *= fMinorSkillBonus

elif skill in player.miscSkills:
progressRequirement *= fMiscSkillBonus

if skill in player.class.specialization.skills:
progressRequirement *= fSpecialSkillBonus

if int(progressiskill]) >= int(progressRequirement):

progress[skill] =0
playerSkills[skill] increased by 1, triggering further functions

239



fMinorSkillBonus

fMinorSkillBonus - 310 napameTp, KOTOPbI ONpPeaensieT, HACKONbKO ObICTPO MOBbLILWAKTCA BaxHble HasbIKu
nepcoHaxa. (MeHbLue 3Ha4nT ObiCcTpee)

3HauyeHne no ymon4yanumio: 1
Kog 13 OpenMW:

progress[skill] += skillGain
progressRequirement = 1 + playerSkills[skill]

if skill in player.majorSkills:
progressRequirement *= fMajorSkillBonus

elif skill in player.minorSkills:
progressRequirement *= fMinorSkillBonus

elif skill in player.miscSkills:
progressRequirement *= fMiscSkillBonus

if skill in player.class.specialization.skills:
progressRequirement *= fSpecialSkillBonus

if int(progressiskill]) >= int(progressRequirement):

progress[skill] =0
playerSkills[skill] increased by 1, triggering further functions
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fMiscSkillBonus

fMiscSkillBonus - 370 napameTp, KOTOpbI ONpenernseT, HacKorbko OLICTPO NoBbILWatoTcss MarnosaxHbie HagbIKu
nepcoHaxa. (MeHbLue 3Ha4nT ObiCcTpee)

3HaueHne no ymon4yanuo: 1.25
Kog 13 OpenMW:

progress[skill] += skillGain
progressRequirement = 1 + playerSkills[skill]

if skill in player.majorSkills:
progressRequirement *= fMajorSkillBonus

elif skill in player.minorSkills:
progressRequirement *= fMinorSkillBonus

elif skill in player.miscSkills:
progressRequirement *= fMiscSkillBonus

if skill in player.class.specialization.skills:
progressRequirement *= fSpecialSkillBonus

if int(progressiskill]) >= int(progressRequirement):

progress[skill] =0
playerSkills[skill] increased by 1, triggering further functions
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iAlarmKilling
HE UCMNOJB3YETCA B OPUTMHAJIbHOM ABUXKE MORROWIND U OPENMW
iAlarmKilling -

3HauyeHne no ymon4yanumio: 90
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iAlarmAttack
HE UCMNONb3YETCA B OPUTMHATIbHOM OBMXXKE MORROWIND U OPENMW
iAlarmAttack -

3HayeHne no ymon4yaHumio: 50
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iAlarmStealing
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
iAlarmStealing -

3HauyeHne no ymon4yaHumio: 1

244



iAlarmPickPocket
HE UCMNONb3YETCA B OPUTMHATIbHOM OBMXXKE MORROWIND U OPENMW
iAlarmPickPocket -

3HauyeHne no ymon4yaHumio: 20
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iAlarmTrespass
HE UCMNOJB3YETCA B OPUTMHAJIbHOM ABUXKE MORROWIND U OPENMW
iAlarmTrespass -

3HauyeHne No ymon4yaHumr: 5
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fAlarmRadius

fAlarmRadius - onpegensieT pagnyc BHYTpY KOTOPOro oavH BpaxaebHbii NPC yBMAOEBLUNN Urpoka MOXET
OMNOBECTUTb CBOMX COKO3HMKOB O UTPOKE.

3HauyeHne no ymon4yaHuio: 2000
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iCrimeKilling
iCrimeKilling - onpegenset pasmep wTpada 3a yomincTseo.

3HauyeHne no ymon4yaHuto: 1000
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iCrimeAttack
iCrimeAttack - onpegenser pa3mep wTpada 3a HanageHne

3HauyeHne no ymon4yaHumio: 40
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fCrimeStealing
fCrimeStealing - onpegenset mogudukatop ans wrpadga 3a BOPOBCTBO.
3HauyeHne no ymon4yaHumio: 1
Kog 13 OpenMW:
killing: iCrimeKilling
assault: iCrimeAttack
pickpocket: iCrimePickpocket
trespass: iCrimeTrespass

theft: fCrimeStealing * stack value
werewolf transformation: iWerewolfBounty
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iCrimePickPocket
iCrimePickPocket - onpegensiet pasmep wrpada 3a kapMaHHYH Kpaxy
3HauyeHne no ymon4yaHuio: 25
Kog 13 OpenMW:
killing: iCrimeKilling
assault: iCrimeAttack
pickpocket: iCrimePickpocket
trespass: iCrimeTrespass

theft: fCrimeStealing * stack value
werewolf transformation: iWerewolfBounty
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iCrimeTrespass
iCrimeTrespass - onpeaensieT MmoandurkaTop Ans wTpada 3a NonbITKy CnaTb Ha Yy>KON KpoBaTu.
3HauyeHne No ymon4yaHuro: 5
Kog 13 OpenMW:
killing: iCrimeKilling
assault: iCrimeAttack
pickpocket: iCrimePickpocket
trespass: iCrimeTrespass

theft: fCrimeStealing * stack value
werewolf transformation: iWerewolfBounty
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iCrimeTreshold

iCrimeThreshold - onpegensaet 6a3oBbii napaMeTp AN CyMMbI LWITpada nocre KOTOPON CTpaXkHUKK OyayT
ybuBatb urpoka 6e3 guanora.

3HauyeHne no ymon4vaHuto: 1000
Kog 13 OpenMW:

if bounty >= iCrimeThreshold:
if bounty >= iCrimeThreshold * iCrimeThresholdMultiplier:

guards will immediately initiate combat and cannot be engaged in dialogue
else:

guards in range will run to the player and initiate dialogue
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iCrimeTresholdMultiplier

iCrimeTresholdMultiplier - onpegensier mogndurkaTop NnapameTpa ans cymmbl WUTpada nocne KoTopon
CTpaxkHukn byayT ybusatb urpoka 6e3 gnanora.

3HauyeHne no ymon4yaHumio: 10
Kog 13 OpenMW:
if bounty >= iCrimeThreshold:
if bounty >= iCrimeThreshold * iCrimeThresholdMultiplier:
guards will immediately initiate combat and cannot be engaged in dialogue

else:
guards in range will run to the player and initiate dialogue
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fCrimeGoldDiscountMult
fCrimeGoldDiscountMult - mogndukaTop onst CKMaKM Npu onnare wrpada B runbamMmM BOPOB.

3HauyeHne no ymon4yaHumo: 0.5
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fCrimeGoldTurninMult

fCrimeGoldTurninMult - MHoXuTenNb Onst ypoBHSI NPECTYMNHOCTU, KOrda NepCoHaX CAAeTCs.

3HauyeHne no ymon4yaHumo: 0.9
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iFightAttack

iFightAttack - mogndukaTop ans HacTporku 6os.

3HaueHne no ymon4yauuto: 100
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iFightAttacking

iFightAttacking - Mogudukatop Hactpowikn 6os1 ans gpyrux NPC, koTopbiM CTano n3BecTtHO 00 atake urpoka Ha
NPC.

3HauyeHne no ymon4yaHumio: 50
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iFightDistanceBase

iFightDistanceBase - napameTp oTBevatowwmin 3a pactosHne Ha kotpom NPC 1 cyuwecTtea 6ygyT HauMHaTb
HaHOCWTb yaapbl.

3HauyeHne no ymon4yaHumio: 20
Kog 13 OpenMW:

Fight Setting = (Basic Fight Setting + iFightDistanceBase - Distance * fFightDistanceMultiplier).
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iFightDistanceMultiplier

iFightDistanceMultiplier - napameTp oTBevaoLWmin 3a MHOXUTEND AN pacTosiHue Ha koTpom NPC un cywecTtBa
OyayT HaYMHaATb HAHOCUTL yAapbl.

3HaueHne no ymon4yanumro: 0.005
Kog 13 OpenMW:

Fight Setting = (Basic Fight Setting + iFightDistanceBase - Distance * fFightDistanceMultiplier).
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iFightAlarmMult
HE VCIOJNb3YETCA
3HauyeHne no ymon4yaHumio: 1
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iFightDispMult
iFightDispMult - napameTp ons pacyeta oTHoweHus npu kotopoMm NPC HanageT Ha urpoka
3HayeHne no ymon4yanuio: 0.2
Kog 13 OpenMW:

Fight Setting = (Basic Fight Setting + (50 - Disposition) * fFightDispMult).
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fFightStealing

iFightStealing - Mogundwkartop HacTporikn 6ost ana NPC, koTopbIM CTano N3BeCTHO O COOTBETCTBYOLLEM
NPecTynieHMn Urpoka.

3HauyeHne no ymon4yaHumio: 50
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iFightPickpocket

iFightPickpocket - Mogndukartop HacTporikn 605 and NPC, koTopbiM CTano M3BeCTHO O COOTBETCTBYIOLLIEM
NpecTynfeHnn Urpoka.

3HayeHne no ymon4yaHuio: 25
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iFightTrespass

iFightPickpocket - Mogndukartop HacTporikn 605 and NPC, koTopbiM CTano M3BeCTHO O COOTBETCTBYIOLLIEM
NpecTynfeHnn Urpoka.

3HayeHne no ymon4yaHuio: 25
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iFightKilling

FightKilling - Mogndwmkatop Hactporikm 605t ana NPC, koTopbIM CTano N3BeCTHO O COOTBETCTBYIOLLIEM
NpecTynfeHnn Urpoka.

3HauyeHne no ymon4yaHumio: 50
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iFlee
HE UCNOJNBb3YETCA B OPUTMHATNNTbHOM OBUXXKE MORROWIND U OPENMW

iFightFlee -
3HaueHne no ymon4yauuio: 0
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iGreetDistanceMultiplier
iGreetDistanceMultiplier - mHOXUTENb gnctaHuum Ha kotopor NPC npmuBeTcTBYyHOT Bac hpason

3HauyeHne no ymon4yaHumro: 6
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iGreetDuration

iGreetDuration - MMHMManNbHOE KONMMNYECTBO CEKYHA B TedeHun Kotopbix NPC 3aHAT NpMBETCTBUEM MrpoKa.

3HauyeHne no ymon4yaHumo: 4

269



fGreetDistanceReset

fGreetDistanceReset - Ha kakoe pacctosHue gormkeH otonTtu urpok ot NPC gnsa toro utobbl NPC cHoBa
nonpuBeTCTBOBAs Urpoka.

3HauyeHne no ymon4yaHuo: 512
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fldleChanceMultiplier
fldleChanceMultiplier - mogndwvkaTop waHca gnst noponsHeceHus ldle dpasbl.

3HaueHne no ymon4yauuo: 0.75
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fSneakUseDist

fSneakUseDist - [TomoraeT onpegenntb MOXET 1N UFPOK CNPSITAaTbCA.

3HauyeHne no ymon4yasnuio: 500
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fSneakUseDelay
fSneakUseDelay - NomoraeTt onpenennTb HAacKoNbko ObICTPO MNOSIBNSETCA MKOHKA CKPLITHOCTMU.

3HauyeHne no ymon4yaHumio: 1
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fSneakDistanceBase
fSneakDistanceBase - 6a30BbIli LIAHC AN BO3MOXHOCTU CKPbITHCS.
3HauyeHne no ymon4yaHumo: 0.5

n3sectHaa popmyna
PC sneak chance = ( fSneakDistanceBase + Distance * fSneakDistanceMultiplier).

Kog 13 OpenMW:
if sneaking:

sneakTerm = fSneakSkillMult * sneak + 0.2 * agility + 0.1 * luck + bootWeight * fSneakBootMult
else:

sneakTerm = 0

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0

distTerm = fSneakDistanceBase + fSneakDistanceMultiplier * Distance
x = sneakTerm * distTerm * fatigueTerm + chameleon (+ 100 if invisible)
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fSneakDistanceMultiplier
fSneakDistanceMultiplier - MognduvkaTop nsi BO3MOXHOCTM CKPbITLCS.
3HaueHne no ymon4yanuro: 0.002

n3sectHaa popmyna
PC sneak chance = ( fSneakDistanceBase + Distance * fSneakDistanceMultiplier).

Kog 13 OpenMW:
if sneaking:

sneakTerm = fSneakSkillMult * sneak + 0.2 * agility + 0.1 * luck + bootWeight * fSneakBootMult
else:

sneakTerm = 0

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0

distTerm = fSneakDistanceBase + fSneakDistanceMultiplier * Distance
x = sneakTerm * distTerm * fatigueTerm + chameleon (+ 100 if invisible)
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fSneakSpeedMultiplier
fSneakSpeedMultiplier - mogudukaTop CKOPOCTU B PEXNUME CKPLITHOCTMU.

3HaueHne no ymon4yauuo: 0.75
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fSneakViewMult
fSneakViewMult - mogndmkaTop onss NPC Ha BEpOSITHOCTb OOHapyXUTb Urpoka.
3HauyeHne no ymon4yaHumro: 1.5
Kog 13 OpenMW:

npcTerm = npcSneak + 0.2 * npcAgility + 0.1 * npcLuck - npcBlind
npcFatigueTerm = fFatigueBase - fFatigueMult * (1 - normalisedFatigue)

using NPC normalisedFatigue
if PC is behind NPC (180 degrees):

y = npcTerm * npcFatigueTerm * fSneakNoViewMult
else:

y = npcTerm * npcFatigueTerm * fSneakViewMult
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fSneakNoViewMult
fSneakNoViewMult - mogndukatop ana NPC Ha BepOATHOCTb OOGHApPYXMTb UrpoKa.
3HauyeHne no ymon4yaHumo: 0.5
Kog 13 OpenMW:

npcTerm = npcSneak + 0.2 * npcAgility + 0.1 * npcLuck - npcBlind
npcFatigueTerm = fFatigueBase - fFatigueMult * (1 - normalisedFatigue)

using NPC normalisedFatigue
if PC is behind NPC (180 degrees):

y = npcTerm * npcFatigueTerm * fSneakNoViewMult
else:

y = npcTerm * npcFatigueTerm * fSneakViewMult
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fSneakSkillMult
fSneakSkillMult - mogndukapTop Ans HaBblka CKPLITHOCTMU.
3HauyeHne no ymon4yaHumio: 1
Kog 13 OpenMW:
if sneaking:
sneakTerm = fSneakSkillMult * sneak + 0.2 * agility + 0.1 * luck + bootWeight * fSneakBootMult
else:

sneakTerm =0

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0

distTerm = fSneakDistanceBase + fSneakDistanceMultiplier*dist
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fSneakBootsMult

fSneakBootsMult - MHOXMTENL, UCMONb3yEMbIN ANSA BbIYUCIIEHMSI CMTOCOBHOCTM CKPLITHO NepeMeLLaTbCs B
3aBUCMMOCTM OT Beca 00yBU, HAOETOM Ha NepCcoHaxa.

3HauyeHne no ymon4yaHuio: -1

MN3BecTHas copmyna:

PC sneak chance = (Basic Chance + Boot Weight * fSneakBootMult).
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fCombatDistance

fCombatDistance - napameTp oTBevarOLWmUn 3a AUCTAHLMIO HA KOTOPOW NPOTUBHMKN C OPY>KMEM HauYMHAET Bac
aTakoBaTb

3HauyeHne no ymon4yasnuio: 128
Kog 13 OpenMW:

Dist = (Weapon Reach * fCombatDistance).
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fCombatAngleXY

fCombatAngleXY - Urpok HaHeceT yaap NPC, ecnu bygeTte atakoBaTb MECTO, KOTOPOE HaXOAUTCA B
(fCombatAngleXY / 2) rpagycax cnea/cnpaBa OT Hero.

3HauyeHne no ymon4yaHumio: 60
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fCombatAngleZ

fCombatAngleZ - Urpok HaHeceT yaap NPC, ecnn OyaeTte atakoBaTb MECTO, KOTOPOE HaxoAUTCS Ha
fCombatAngleZ rpagycoB BBepx/BHM3 OT HETO.

3HauyeHne no ymon4yaHumio: 60
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fCombatForceSideAngle
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fCombatForceSideAngle

3HauyeHne no ymon4yaHumio: 30
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fCombatTorsoSideAngle
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fCombatTorsoSideAngle -

3HauyeHne no ymon4yanumo: 0.3
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fCombatTorsoStartPercent
HE UCNOJNBb3YETCA B OPUTMHATNNTbHOM OBUXXKE MORROWIND U OPENMW
fCombatTorsoStartPercent

3HauyeHne no ymon4yaHumio: 0.8
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fCombatTorsoStopPercent
HE UCNOJb3YETCA B OPUTMHAJIbHOM OBUMXXKE MORROWIND U OPENMW
fCombatTorsoStopPercent

3HaueHne no ymon4yanuio: -90
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fCombatBlockLeftAngle

fCombatBlockLeftAngle - onpegenset yron ¢ neBow CTOPOHbI OT LiEeHTpa 3KpaHa Ha KOTOPOW UrpoK ByaeT
GnokupoBaTh yaapbl LWMTOM.

3HaueHne no ymon4yanuio: -90
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fCombatBlockRightAngle

fCombatBlockRightAngle - onpeaensieT yron ¢ npaBow CTOPOHbI OT LIEHTPa 3KpaHa Ha KOTOPOW UrpoK OyaeT
BGnokMpoBaTb yaapb! LWATOM.

3HauyeHne no ymon4yaHumio: 30

289



fCombatDelayCreature

fCombatDelayCreature - bazoBoe 3Ha4yeHMe 3a4epXXKN MeXay yaapamu CyLLEeCTB.
3HauyeHne no ymon4yanumto: 0.1
Kog 13 OpenMW:
if actor is an npc:

baseDelay = fCombatDelayNPC
else:

baseDelay = fCombatDelayCreature

delay = min(baseDelay + 0.01 * rand 100, baseDelay + 0.9)

if actor is in range to attack with current weapon:
actor will initiate a swing/fire a missile if time since end of last attack >= delay
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fCombatDelayNPC

fCombatDelayNPC - Ba3oBoe 3HaueHue 3agepxku mexay yaapamu y NPC.
3HauyeHne no ymon4yanumto: 0.1
Kog 13 OpenMW:
if actor is an npc:

baseDelay = fCombatDelayNPC
else:

baseDelay = fCombatDelayCreature

delay = min(baseDelay + 0.01 * rand 100, baseDelay + 0.9)

if actor is in range to attack with current weapon:
actor will initiate a swing/fire a missile if time since end of last attack >= delay
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fAlMeleeWeaponMult

fAlMeleeWeaponMult - ckopee Bcero onpegensiet npegnovteHme y NPC ans opyxus onuxkHero 6os.

3HauyeHne no ymon4yaHuio: 2
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fAIRangeMeleeWeaponMult

fAIRangeMeleeWeaponMult - ckopee Bcero onpegensiet npegnovteHme y NPC ans opyxusi ganbHero 6os.

3HauyeHne No ymon4yaHuro: 5
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fAIMagicSpellMult

fAlMagicSpellMult - ckopee Bcero onpeaenset npegnoyteHne y NPC gna saknuHaHui Ha cebs nnm npum
KOCaHUW.

3HauyeHne no ymon4yaHumro: 3
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fAIRangeMagicSpellMult

fAIRangeMagicSpellMult - ckopee Bcero onpeaensieT npegnoytenne y NPC onsi 3aknMHaHui Ha yaaneHHyro
Leneb.

3HauyeHne No ymon4yaHuro: 5
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fAIMeleeArmorMult
fAlMeleeArmorMult - mogndurkaTop nomoratowwmin onpeaenute NPC 1 cyliecTBam ¢ opyxXmem B pyKkax Korga um
ncnonb3oBaTbh PU3MYECKNE aTaku NPOTMB Marnvm Unv Mar.npeameToB.
®opymna npedocmasneHHas Hrnchamd

physicalScore = actor.calculateArmorRating() * fAIMeleeArmorMult + highestWeaponDamage

calculateArmorRating - BelMMCASIET, KAKOW PEUTMHI OPOHM NpPenoCTaBnsaeTcs A4S 4aHHOro akTepa.
PhysicalScore - cpaBHuBaeTca ¢ apyrumm gencrtemsavmmn N,

3HauyeHne no ymon4yaHumio: 1
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fAlMeleeSumWeaponMult

HE UCNONBb3YETCA B OPUTMHAJIbHOM ABUXKE MORROWIND U OPENMW
fAlMeleeSumWeaponMult

3HauyeHne no ymon4yaHumio: 1
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fAlIFleeHealthMult

fAIFleeHealthMult - mogndumkaTop onpegensowmn TeHaeHumto cyiects u NPC k nobery npn ymeHbLIEHUN
300pPOBbA.

3HauyeHne no ymon4yaHuio: 7

298



fAlFleeFleeMult

fAIFleeFleeMult - mogndukaTop 6a3oBoro 3HadeHuns ans nobera B 6010.

3HauyeHne no ymon4yanumo: 0.3
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fPickPocketMod

fPickPocketMod - mogudumkatop ansg onpeaeneHnsi Toro Ha CKONbKO OyAEeT CNOXHO YKPaCTb BELLb B
3aBMCUMOCTU OT €€ LieHbl.

3HauyeHne no ymon4yanumo: 0.3
Kog 13 OpenMW:

fatigueTerm = fFatigueBase - fFatigueMult*(1 - normalisedFatigue)
#where normalisedFatigue is a function of fatigue. empty fatigue bar -> 0.0, full fatigue bar -> 1.0
#note fatigueTerm is normally 1.25 at full fatigue.

#checks the whole stack no matter how many you try to take

#note: filled soulgems have the value of an empty soulgem due to a missing calculation
stackValue = itemValue * itemsInStack

valueTerm = 10 * fPickPocketMod * stackValue

x = (0.2 * pcAgility + 0.1 * pcLuck + pcSneak) * fatigueTerm
y = (valueTerm + npcSneak + 0.2 * npcAgilityTerm + 0.1 * npcLuckTerm) * npcFatigueTerm
t=x-y+x #yes, thatis what it does

if t < pcSneak / iPickMinChance:

roll 100, win if roll <= int(pcSneak / iPickMinChance)
else:

t = min(iPickMaxChance, t)

roll 100, win if roll <= int(t)
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fSleepRandMod

fSleepRandMod - Moandukatop KOTopbIi UIBMEHSIET BEPOSATHOCTb TOrO, YTO OTAbIX UrPOKa OyaeT npepBaH
cyliecTBamu.

3HaueHne no ymon4yaHnuo: 0.25
Kog n3 OpenMW B koTopom ucnpaeneHa owmnbka c interruptingCreatures.

if resting in an exterior cell and the region has a sleep creature leveled list:

x = roll hoursRested

y = fSleepRandMod * hoursRested

if x <y:
interruptAtHoursRemaining = int(fSleepRestMod * hoursRested)
interruptingCreatures = max(1, roll iNumberCreatures)
sleep will only last (hoursRested - interruptAtHoursRemaining) hours
unless interruptAtHoursRemaining == 0, then no interruption occurs # contains bug
sleep will be interrupted with 1 creature from the region leveled list # contains bug
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fSleepRestMod

fSleepRestMod - moandmkaTop BEpOSTHOCTM ObiTh pa3by>keHHLIM B 3aBUCMMOCTU OT KONMYECTBa YacoB OTAbIXa
3HauyeHne no ymon4yanumo: 0.3
Kog n3 OpenMW B koTopom ucnpaeneHa owmnbka c interruptingCreatures.

if resting in an exterior cell and the region has a sleep creature leveled list:

x = roll hoursRested

y = fSleepRandMod * hoursRested

if x <y:
interruptAtHoursRemaining = int(fSleepRestMod * hoursRested)
interruptingCreatures = max(1, roll iNumberCreatures)
sleep will only last (hoursRested - interruptAtHoursRemaining) hours
unless interruptAtHoursRemaining == 0, then no interruption occurs # contains bug
sleep will be interrupted with 1 creature from the region leveled list # contains bug
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iNumberCreatures

iNumberCreatures - KONNMYeCTBO CyLLECTB KOTOPbIE MOTYT MOSABUTLCSA KOrAa OTAbIX MPepBaH.
3HauyeHne no ymon4yaHumio: 1
Kog 13 OpenMW:

if resting in an exterior cell and the region has a sleep creature leveled list:

x = roll hoursRested

y = fSleepRandMod * hoursRested

if x <y:
interruptAtHoursRemaining = int(fSleepRestMod * hoursRested)
interruptingCreatures = max(1, roll iNumberCreatures)
sleep will only last (hoursRested - interruptAtHoursRemaining) hours
unless interruptAtHoursRemaining == 0, then no interruption occurs # contains bug
sleep will be interrupted with 1 creature from the region leveled list # contains bug
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fAudioDefaultMinDistance
fAudioDefaultMinDistance - TpeGyeT nsydeHus

3HauyeHne No ymon4yaHuro: 5
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fAudioDefaultMaxDistance
fAudioDefaultMaxDistance - TpebyeT n3yyeHus

3HauyeHne no ymon4yaHumio: 40
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fAudioVoiceDefaultMinDistance
fAudioVoiceDefaultMinDistance - TpeGyeT nsydeHus

3HauyeHne no ymon4yaHumio: 10
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fAudioVoiceDefaultMaxDistance
fAudioVoiceDefaultMaxDistance - TpebyeT n3yyeHus

3HauyeHne no ymon4yaHumio: 60
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fAudioMinDistanceMulit
fAudioMinDistanceMult - TpebyeT n3yveHus

3HauyeHne no ymon4yaHumio: 20
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fAudioMaxDistanceMult
fAudioMaxDistanceMult - TpebyeT nsydeHns

3HauyeHne no ymon4yaHumio: 50
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fNPCHealthBarTime

fNPCHealthBarTime - MynH1MansHoe BpeMs Ha KOTOPOE NOSIBIIETCS MOSIOCKa 340POBbS NPOTMBHUKA.

3HauyeHne no ymon4yaHumro: 3
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fNPCHealthBarFade

fNPCHealthBarFade - onpegenser Bpems B CEKyHOaX Yepe3 KOTOpPOEe McYe3aeT Morocka 340p0oBbs NPOTMHMKA
nocne oKoH4YaHus 60o4.

3HauyeHne no ymon4vaHumo: 0.5
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fDifficultyMult

fDifficultyMult - mogndmkaTop CNOXHOCTUN, BINAET HA HAHOCUMBbIA YPOH UIPOKY
3HauyeHne No ymon4yaHuro: 5
Kog n3 OpenMW

difficulty : int [-100..100]
difficultyTerm = 0.01 * difficulty

if defender is player:
if difficultyTerm > 0:
x = fDifficultyMult * difficultyTerm
else:
x = difficultyTerm / fDifficultyMult
elif attacker is player:
if difficultyTerm > 0:
x = -difficultyTerm / fDifficultyMult
else:
x = fDifficultyMult * -difficultyTerm
else:
x=0

damage *=1 + x
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fMagicDetectRefreshRate
fMagicDetectRefreshRate - yactota o6HOBNeEHUA MeTok Ans 3aknuHaHna ObHapyXume Yapabl.

3HaueHne no ymon4yasnuto: 0.016667
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fMagicStarticonBlink

fMagicDetectRefreshRate - oTBeuaeT 3a CKONbKO CEKyHA A0 OKOHYaHUSA 3ddekTa, MKOHKA Ha NaHenu
3hHeKTOB HAYHET CTAHOBUTLCS MPO3pavyHOm

3HauyeHne no ymon4yaHumro: 3
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fMagicCreatureCastDelay

fMagicCreatureCastDelay - 510 napameTtp, ynpaensoLwmii 3a4ep>XKON MEXAY UCMorib30BaHMEM CNOCOOHOCTEN
Marvm cyLlecTBamu.

3HauyeHne no ymon4yaHumro: 1.5
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fDiseaseXferChance
fDiseaseXferChance - otBevaert 3a WwaHc nepegadn 60ne3HN Npy KOHTaKTE C 3apaXXeHHbIM CYLLECTBOM
3HauyeHne no ymon4yaHumio: 2.5
YacTtb koga n3 OpenMW
if defender is not player: return

for each disease in attacker.activeSpells:
if any of the disease.effects is corprus:
resist = 1 - 0.01 * defender.resistCorprus
elif spell.castType == disease:
resist = 1 - 0.01 * defender.resistDisease
elif spell.castType == blight:
resist = 1 - 0.01 * defender.resistBlight
else:
continue

if player already has the disease:
continue

x = int(fDiseaseXferChance * 100 * resist)
if roll 10000 < x:
defender acquires disease
display message sMagicContractDisease with disease name
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fElementalShieldMult

fElementalShieldMult - koHCTaHTa KOTOpas KOHTPONMUPYET, KaKk MHOIO YpOHa BO3BpaLLAOT reMeHTarnbHbIE
LWNThI.

3HauyeHne no ymon4yanumto: 0.1
Kog 13 OpenMW:

saveTerm = attacker.destruction + 0.2 * attacker.willpower + 0.1 * attacker.luck
saveTerm *= 1.25 * attacker.normalisedFatigue

for each elementalShield in defender.activeEffects:
x = max(0, saveTerm - roll float 100)
x = min(100, x + attacker.elementalResist[elementalShield.element])
x = fElementalShieldMult * elementalShield.magnitude * (1 - 0.01 * x)
attacker takes x damage
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fMagicSunBlockedMult
fMagicSunBlockedMult - oTBeuaeT MmogmdurkaTop ypoHa Ans 3aknuHaHus Yodap ConHuya.
3HauyeHne no ymon4yaHumo: 0.5
Kog 13 OpenMW:
if current cell is interior only: return 0

if gamehour <= Weather.SunriseTime or gamehour >= Weather.SunsetTime + Weather.SunsetDuration:
sunRisen =0
elif gamehour <= Weather.SunriseTime + Weather.SunriseDuration:
sunRisen = (gamehour - Weather.SunriseTime) / Weather.SunriseDuration
elif gamehour > Weather.SunsetTime:
sunRisen = 1 - ((gamehour - Weather.SunsetTime) / Weather.SunsetDuration)
else:
sunRisen = 1

# transition is 0 at the start of a weather change and 1.0 at the end
# note that CloudsMaximumPercent is not actually a percentage
if weather is changing and transition < nextWeather.CloudsMaximumPercent:
t = transition / nextWeather.CloudsMaximumPercent
sunVisibility = (1-t) * currentWeather.GlareView + t * nextWeather.GlareView
else:
sunVisibility = currentWeather.GlareView

damageScale = max(sunVisibility * sunRisen, fMagicSunBlockedMult * sunRisen)
damageScale = max(0, min(damage, 1))

return damageScale * spelleffect.magnitude
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KoHewn
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