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Basic Setup

1. To install this addon to your server just unzip it to your garrysmod/addons folder
2. Inside “mc_simple_npcs/lua/mcs_npcs” open sh_config.lua and configure the addon
Config:

MCS.Config.UseDelay = 2[IT1// Delay between player can press "Use" button on NPCs
MCS.Config.TextSpeed

3011/ / Speed of text typing animation (1 - fastest, 10 - slowest)
MCS.Config.DebugMode = false // DebugMode enables close button at top right corner
MCS.Config.NPCTextColor = Color(255,255,255)[T])// Color of NPC's teME€S.Config.TextColor =
Color(255,255,255)[11// Color of answers NPC's name and skip butt#€S.Config.HighlightColor =
Color(217,170,0)11// Color of answer button when highlight#fS.Config.LinesColor =
Color(155,155,155)[T1// UI's outline coldES.Config.HLLinesColor = Color(255,255,255)1)// UIl's
corner lines color

MCS.Config.EnableBlur

true[lITl)// Enable UI blur effect

MCS.Config.SkipButton
"MCS_Arial32"[Tl// Answer lines foMES.Config.NPCFont = "MCS Arial24"[Tl// NPC's text font
MCS.Config.AnswersAlign = TEXT ALIGN LEFT[}// Answer text align - TEXT ALIGN LEFT TEXT ALIGN RIG

"Press LMB to skip"[l// Text of skip buttoMCS.Config.AnswersFont =

3. To start setting up an NPC enter the server. Open the game console and type the mcs_setup
command to open the setup menu. Note: In order to open you must have superadmin privilege on

your server
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This menu will feature some things like autosave on close and autoload last edited NPC and a

menu bar with options to load and save current NPC as a template
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You also can start a fresh setup by choosing New option
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NPC Setup

Unique ID
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In this text box, you must enter the unique name for the NPC. It used only by the server and it

must be unique for each NPC you create. It will also be used as a name for the save file.

NPC Name
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NPC’s Name will be displayed above it and inside the dialogue box. Example:
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NPC Name position
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This slider will adjust the height of the NPC’s name displayed above his head. This can be useful if

you use bigger or smaller models. Read more about it in the advanced setup

Use limitation
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By checking this option only one player will be able to use the NPC. This is option is needed if you

want to use animation playback in the dialog. See more at The Dialogue setup

Dialogue theme
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Here you can change the dialogue Ul themes from the list of supported themes. This will affect

only the NPC you are editing.

Note: Currently supported themes - Default, Retro, Hollow Knight

Model and animation setup

To set a model for your NPC, copy and paste the path to the model inside the text box.
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You can preview the model on the side panel, rotate it, and zoom by double clicking it. If your

model supports bodygroups or skins you will see the sliders for adjustment.
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To make your NPC animated, enter the animation name inside the “Animation” text box.
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By pressing Get Anim. button you’ll see a list of all animations for the model you use. By pressing

on one of them you’ll be able to preview it and it will be automatically set
image7.png
Image not found or type unknown

For more info about how to get the animations, you can look inside the old documentation (3.5

Animations).

Spawhn position

To add spawn position for each map you want click Add Map button
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The spawn position for the current map will be created automatically if there is no one.

Inside the text box, you can enter or modify the map name. If you want to spawn the NPC on maps

IH

that are not in the list use “all” instead of the map name.

To edit the spawn position press the Edit button:

In the opened menu, you can type spawn vector and angle or press the Player Pos button to copy
your own position and the Ent Pos button to get the position of the entity you are looking at. For

the manual corrections later see Advanced setup
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The Dialogue setup

For a new dialogue line press the “Add Line” button. This will add a new panel to the list below.
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Each line will have its own ID displayed in the top left corner. Line with ID 1 will be opened first

every time player speaks to the NPC.
In the first text box, you can enter NPC's speech, it supports the newline ( \n ) operator.

Inside the “Sound:” text box you can optionally enter the path to the sound that will be auto-

played when the player opens this dialogue line. Example in the video

To add more answers that the player can choose, press the “Add Answer” button. To remove the
answer press the “Del” button. If there are no answers, the “...” answer with the close option will

be added automatically.

Each answer you create can do two basic things, close the dialogue or open the line with the ID

you will choose in the drop-down menu (by pressing on the close button).

If your server uses addons that are supported by “Simple NPCs” you will see the addon’s name in
the list. By selecting an addon from the list, the answer will open the menu from the addon you

chose.

To add a playback animation, when you choose an answer (like on this video) you can enter the
animation name in the text box after the Del. button. To quickly browse all available animations

for the model press Get. Anim. button, which will open a list of all animations.

Note: The checkbox for use limitation must be checked on (see step 4.4 ).
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Tip: For big and complicated dialogues we recommend creating a doc file with dialogue structure

before starting setting up the NPCs

You can quickly test the dialog by pressing the “Test the dialogs” button. Helpful for big and

complicated dialogues

Saving NPC

To save the NPC press the “Copy to Clipboard and Close” button at the bottom
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or choosing the “Copy Lua code” option from the Edit menu on the menu bar.
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Then open sh_npcspawn.lua inside “MC Simple NPCs/lua/mcs_npcs” and paste NPC's code to the

files bottom.
To replace or remove an existing NPC just select the whole NPC table and remove it.

NPCs will automatically spawn on server startup, or you can respawn them by typing the

mcs_npcrespawn command in the console.

Advanced Setup

Note. In advanced setup mostly we will be working with an existing NPC table and you will need

lua knowledge to do this correctly.

NPC Table structure:

MCS.Spawns["uid"] = { // uid - the unique id for an NPC name = "Name", // NPC's name will

be shown to players above the NPC and via the dialogue. model = "models/path/npc.mdl", //
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Path to the model uselimit = false, // Allow only one player to speak to the npc at the
same time theme = "Theme Name", // Dialogue theme. Currently supported themes - Default,
Retro, Hollow Knight
pos = { ["map _name"] = {Vector(0,0,0), Angle(0,0,0)}, // spawn position filter by
maps ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // use 'all' to spawn npc any way, even
if there is no map in this table
}
bgr = {
[1]
[2] = 0, }, // Table of bodygroups [The id of the bodygroup you're setting. Starts

2,

from 0] = The value you're setting the bodygroup to. Starts from 0 skin = 1, // Sets the
skin of the entity namepos = 30, // Use this field to set up the hight position of NPC's
name above his head random dialog = {dialogue id, dialogue id}, // Use this table to start
dialogue form a random position (ex.: {1, 3} will randomly start from 1 or 3 dialogue
line) sequence = "name of the animation", // id for sequence animation, use table (ex.:
{"id1", "id2"}) to play random animation
dialogs = {

[dialogue id, start from 1] = {

["Line"] = "Text that NPC tells you", ["Sound"] = "Path to sound, keep it
empty or nil value if you do not want use any sfx",

["Answers"] = { {"Answer text", id for next line, "close" to close the
dialogue, or { id, id } for random line, callback function , check function, "playback
animation"},

}’

1}

NPC position customization

To spawn your NPC on multiple maps in different locations you must add new value, for each map
you need, inside the pos table. The key for the value is the map name, the value itself is a table
with NPC’s position and angle. If you want to spawn the NPC on maps that are not in the list use

“all” instead of the map name.

Note. If you'll create two or more different spawn positions for one map, only one will work. You

cannot spawn the same NPC more than one time on the same map.



Example:

pos = { ["gm atomic"] = {Vector(570.41230,760.10539,-3123), Angle(0,90,0)}, // spawn npc on
gm atomic map ["rp _evocity2 v2p"] = {Vector(4213,5345,621), Angle(0,180,0)}, // spawn npc
on rp_evocity2 v2p map ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // spawn npc on all other
maps},

Skin and Bodygroup setup

To set skin, if the model you use features multiple skins, simply add skin_idl the line to the

NPC table, where _ is your skin's ID number.
For the bodygroups - add table 1 2 2 On Table structure:

[The id of the body group you're setting. Starts from 0] = The value you're setting the body group

to. Starts from O

Tip. We recommend using Easy Bodygroup Tool for this
Example:

Let’s give the clipboard to Dr. Kleiner

model = "models/kleiner.mdl",

bgr = {[1] = 1}, sequence = "lineidle03",
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Random animation

To make your NPC play random animation every time it spawns, simply create a table for the

sequencelliil=h

Example:
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NPC will spawn with one of these 3 animations
sequence = {"scaredidle","lineidle02","lineidle0@1"},
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NPC's name adjustment

To adjust the height of NPC’s name after the main setup was done, edit numberl

line inside the NPC table. This can be useful if you use bigger or smaller models.
Example:
NPC uses crouch animation and we slide to name a little bit down
namepos = 30,
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Random dialogue start

To start a dialogue from a random line you can add this parameter number id
number id numberid to the NPC table, after the main setup was done. When a player starts a
dialogue with the NPC, one of the dialogue line ids will be chosen randomly to start as a first line,

instead of opening the first one.
This can be useful to make dialogues with frequently used NPCs less boring.
Example:

This will randomly open the first, 2nd, or 5th dialogue as a first one
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random dialog = {1, 2, 5},

Random dialogue on the answer

To start a random dialogue on a certain answer randomly, you can create a table instead of id for
the next line _ number id . When the player chose this answer, one of the

dialogue line ids will be chosen randomly as the next answer.
Example:
This will randomly open the 4th, 5th, 6th, or 7th dialogue as randomly as an answer

["Answers"] = {

{"Tell me a joke!", {4, 5, 6, 7} },},

Extra functions for the answer table:

Callback function

Description: This function called clientside when the player chooses the answer, keep it nil to

ignore it.
Example 1:
Sends a net message to the server

["Answers"] = { {"Show me what you got", "close", function() net.Start(“Open_some menu”)

net.SendToServer() end},},

Example 2:

Ignores callback function while using check function



["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100

end}, },

Check function( Entity npc )

Description: Clientside function that controls whether to add the answer to the list or not. Must

return boolean
Arguments: Entity from where this function was called
Example 1:
Sends a net message to the server
["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100

end}, {"I'm injured", "close", function() net.Start(“Buy Health”) net.SendToServer() end,

function() return LocalPlayer():Health() < 100 end},},

Template to choose job via NPC:

Change job to Civil Protection via dialogue.

Note: If you want to start the vote for changing job, add “vote” before the job command (see line

3)

["Answers"] = { {"I want to become a CP", "close", function() RunConsoleCommand("darkrp",
"cp" ) end}, {"I want to be a mayor", "close", function() RunConsoleCommand("darkrp",

"votemayor" ) end},},



MAC's NPCs v1.2
Documentation (RUS)

image5.png

Image not found or type unknown

OCHOBHbI@ HACTPOMUKM

1. YT0bbl YCTAHOBUTL 3TO [OMOJIHEHWE HA CBOW CepBep, NPOCTO Pa3apXnUBUpPynTe ero B Nanky

garrysmod/addons Baliero cepsepa

2. B nanke “MC Simple NPCs/lua/mcs_npcs” oTkponTe sh_config.lua nns HaCcTponKu

OOMoJsIHeEHUA

KoHpur:

MCS.Config.UseDelay = 2[IT1// 3apepxka Mexgy HaxaTtuaMu KHonku "Wcnonb3oBaTb" Ha NPC
MCS.Config.TextSpeed = 3[IT1// CkopocTb aHuMauum Habopa TekcTta (1 - camaa 6GeicTpas, 10 - camas
MepneHHas )MCS.Config.DebugMode = false // DebugMode Bkmo4YaeT KHOMKW 3aKPbITUA MEHH
guanora B npaBoM BepxHeM yrnyMCS.Config.NPCTextColor = Color(255,255,255)[1)// UBet tekcta NPC's
MCS.Config.TextColor = Color(255,255,255)[1]// LBeT TekcTa OTBETa U KHOMKM Mponycka
MCS.Config.HighlightColor = Color(217,170,0)[I)// UBeT TekcTa oTBeTa npu Bbibope
MCS.Config.LinesColor = Color(155,155,155)[T1// UBeT koHTypa uHTepdpentS.Config.HLLinesColor =
Color(255,255,255)[1)// UBeT yrnoe uHteppentS.Config.EnableBlur = true[ll1l// 3¢peKT pa3mbiTus
nHtepdencall]

MCS.Config.SkipButton = "Press LMB to skip"[J// TekcT kHonku nponyck#CS.Config.AnswersFont =
"MCS_Arial32"[Tl// WpudTt cTpok oTBeMLS.Config.NPCFont = "MCS Arial24"[T}// WpudTt cTpok NPC
MCS.Config.AnswersAlign = TEXT ALIGN LEFT[}// HanpaBneHue TekcTa oTBeTa - TEXT ALIGN LEFT TEXT A
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3. YT0b6bl HavaTb HacTporky NPC, BonanTe Ha cepBep. OTKpPONTE KOHCO/b pa3paboTymka u

BBEAUNTE KOMaHAOY mcs_setup 4YTOOBbI OTKPbITb MEHIO HaCTpOVIKI/I.

MpumeyaHue: Bam Heobxo4MMO UMETbL NpaBa cynepaaMUHUCTPATOpPa Ha BalleM cepBepe 4ToObI

OTKPbITb MEHIO HaCTpOVIKM.

[JaHHOe MeHI0 nMeeT Takne PyHKLUN, KaK aBTOCOXPAHEHME NPU 3aKPbITUM U aBTOCOXPaHEHNE
rnocsnenHero HactpameaeMoro NPC, CTPOKY MeHI0 C OnuKnen 3arpy3km U COXpaHEHNS TEKYLLLErO

NPC kak wabnoHa.
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Tak>xe Bbl MO>XKeTe Ha4YaTb HOBbI MPOEKT, BbibpasB onunto New
imagel3.png

Image not found or type unknown

Hactpouka NPC

YHUuKanbHbIN ID
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B naHHOM TekCTOBOM MnoJie Bbl 4OJKHbLI BBECTU YHUKasibHOe Ha3BaHue ons NPC. Kaxxgoe
Ha3BaHMe OO0J/IXKHO ObiTb YHUKaNbHbIM A5 AAaHHOI0 cepBepa. OHM TakxXxe ByayT NCMo/Ib30BaTbCS

B (haitne coxpaHeHus.

Uma NPC
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Nma NPC 6yneT oTobparkaTbCa Haf ero rosioBOM N B OKHe gunanora. lpumep:
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Pacnono>xeuume nmenum NPC
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BbllleyKa3aHHbI NON3YHOK perynmpyeT BbicoTy uMmeHn NPC y Hero Hag rosioBoii. MNonesHa npu
MCMNoJIb30BaHUM MoAeNieil HeCTaHAAPTHOro pocTa. bonblie nHpopMaunmn B pasgene

pacwiupeHHas HacTpoMnka

OrpaHuquue MCNnoJib30BaHuUA
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MocTaBmB hlaXKOK, TONIbKO OAUNH UTPOK OAHOBPEMEHHO MOXKET ncnosbi3oBaTb NPC. 2Ta onuus
Heobxoauma, ecnu Bbl XOTUTe MCNoAb30BaTb aHUMaUMIO B Ananore. bosble nHpopmMmaunm B

pasgene HacTpoWka guanora

TeMa guanora
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TyT Bbl MoXXeTe BblibpaTb TEMY MHTepdelica Ana ANasoroB U3 CUCKa Noaaep>XXnBaemMblix. JaHHas

onuna NPMMEHAETCA TOJIbKO Ha NPC, c KOTOPbIM Bbl pa60TaeTe B AaHHbIA MOMEHT.

MpumeuaHume: MNMogaep)xmBaemMble TeMbl Ha JaHHbIN MOMeHT - Default, Retro, Hollow Knight

YcTaHOBKa MOoAeJIM U aHMMaLUum

YT106bI BbIOpaTh Moaensb ana NPC, ckonupynTe n BCTaBbTe NyTb A0 MOOENM B MNOJIE.
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MpennpocMoTp MOAENN HaXoaUTCsA Ha OOKOBOW NMaHesnn, A5 MOBOPOTA U YBEIMYEHUS cAeNanTe
OBOWNHON KNMK No mogenn. Ecnmn BeibpaHHasa Mmoaesb noggep>XmeaeT 6oaurpynnbl NN CKUHbI, TO

Bbl YBUONTE NON3YHKWN 015 HACTPOMKMN.
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To make your NPC animated, enter the animation name inside the “Animation” text box.
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Image not found or type unknown

Y106kl 06aBNTL aHMMaLMIO, BBEAUTE Ha3BaHME aHUMaUuM B nose “Animation”. HaxkaB KHOMKY
Get Anim. Bbl yBnguTe CNMCOK BCEX aHMMaLMI ANs MoOesnn, KoTopyto Bel ncnonb3yere. Mo

Ha>XaTuko Ha O4HY N3 HUX Bbl CMOXETE eé MOCMOTPETbL N OHa 6y)1eT aBTOMaTU4eCKN Bbl6paHa.
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Bosnble nHpopMauum Npo aHnMaumm Bel MmoxxeTe HanTu 34eck: old documentation (3.5 Animations

).
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Mo3uuua cnaBHa

Y106bl 806aBNTHL NO3ULMIO CMaBHa OJ19 KaXXgon kapTbl, HaxxmuTe Add Map.
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Mo3nuuna cnaBHa byaeT ona Tekyuwen KapThl byaeT gobassieHa aBToOMaTUYeCKU, €Cn paHee eé

He CyLecTBoBaJio.

B TekcToBOM none Bbl MO)XeTe BBECTU NN U3MEHUTb Ha3BaHMe KapThbl. YT106bI YCTaHOBUTb CMaBH

0N KapT, KOTOPbIX HET B CNUCKe, HaXkmuTe “all” BMecTo Ha3BaHMA KapThbl.
YT06bl NI3MEHUTbL MECTO CNaBHa, HaxMuTe KHonky Edit:

B oTKpbIBLLEMCS MeHI0 Bbl MOXKeTe HacTpoUTb BEKTOP U yroJ crasHa, HaxaTb Player Pos
4TObObLI CKONMMpPOBaTbL CBOKO No3unuunio, nanm Ent Pos 4Tobbl cKonMpoBaTb NO3ULMIO NpegMeTa, Ha

KOTOpbIN Bbl cMoTpuTe. [Ang 6osee TOYHOM HAaCTPONKK CMOTpUTe PacluMpeHHas HacTpouka
imagel5.png
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HacTtpouka puanora

Ona pobaBneHnsa CTPOKK gnasnora HaxxmuTe “Add Line”.2To gobaBuUT HOBYIO MaHes b K CAUCKY

HUXe.
image4.png
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Kaxgaa nuHmna guanora umeet ID, KOTOpbI YKa3saH B IeBOM BepxHeM yrny. Auanor ¢ Homepom ID

1 6yaeT npourpbiBaTbCA MEPBbLIN KaXKAbI pas, KOrga Urpok Ha4ynHaeT pasrosop ¢ NPC.

B nepBoe TekcToBOEe noJse BnuckbiBaeTca pensanka NPC, KoTopasa noaaepXnuBaeT ornepaTtopa HOBOW

CTPOKU
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(\n)

B nmone “Sound:” no )KenaHUo yKa>KnTe NyTb K 3BYKY, KOTOPbIN ByaeT npourpbiBaTbCA Npun

HavYyaTuwn grnanora. NMpumep B 3TOM BNAEO

Ona pobaBneHns OOMOSHUTENbHbIX OTBETOB, HaXxMuTe “Add Answer”. na yoaneHus - KHOMKy
“Del”. B cny4yae oTCYyTCTBUS BapuaHTOB OTBETOB 415 AMasiora, oTBeT “..."” ¢ nocaenyowmnm

3aKpbiTMe pa3roBopa byaeT nobaBneH aBTOMAaTUYECKN.

KaxkObli OTBET MOXKET UMETb OAHY U3 ABYX (PYHKLMIA: 3aKOHYUTb Pa3roBop WM OTKPbITb HOBYHO
IINanoroByto nnMHUIO ¢ ID, KOTOPYIO Bbl BbibepeTe B BbiNaAatolleM MeHto (Mpy HaXXaTUKn Ha KHOMKY

3aKpbITUSA).

Ecnn Baw cepsep ncnonb3yeT affoHbl, nogaepxusatowme “Simple NPCs”, To Bbl yBuanTe Ux B

cnucke. Boibpas agnoH M3 CNUCKA, OTBET Ha perninky OTKPOeT MeHo BbiIBpaHHOro aaoHa..

YT106bI 4O6ABUTL aHMMaLMIO, KOrAa Bbl BbibupaeTe oTBET (Kak Ha 3TOM BUAE0) BBEAUTE Ha3BaHUe
aHUMaUMKn B TEKCTOBOE noJsie nocne kHomnky Del. s 6bICTporo NpocMoTpa BCEX aHUMALMA Ans
MOZEeNN HaXXMUTe KHomnky Get. Anim., KOTopas OTKPbIBAET CMNCOK aHUMaUWi. lpumedYaHue:

da)KoK OrpaHNYeHnst NCrnosib30BaHUSA AOJ/KEH OblTb aKTUBUPOBAH (CMOTPUTE NMYHKT 4.4 ).

CoBeT: 51 ANINHHBIX N CJIOXKHbIX ANAN0roB Mbl COBETYI0 CO34aTb doc haiis Co CTPYKTYpoW

ananora nepen Ha4aaoM HacTponku NPC’'oB

Bbl MOXKeTe npoTecTupoBaTb AMasnor, Ha)aB KHOMKY “Test the dialogs”. NMone3Ho ANA C/IOXKHbIX

OManoros.

CoxpaHeHue NPC

Onsa coxpaHeHne NPC HaxxmuTe “Copy to Clipboard and Close” BHU3y
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nnu BblbepunTte onuuto “Copy lua code” B MeHto Edit Ha CTpOKe MEeHI0.


https://www.youtube.com/watch?v=ps5A9s6tw2Q
https://www.youtube.com/watch?v=ps5A9s6tw2Q
https://youtu.be/jxOTfzBKWXU
https://youtu.be/jxOTfzBKWXU
http://info.macnco.one/uploads/images/gallery/2020-05/image10.png
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3aTem oTkponTe sh_npcspawn.lua sHyTpu “MC Simple NPCs/lua/mcs_npcs” n BCTaBbTe

CKOI'II/IpOBaHHbII7I TEKCT B KOHeLl, OOKYMeHTa

Ons 3aMeHbl nn yoaneHns yxxe cyuiecteytowiero NPC npocto Beigennte Tabnuuy storo NPC un

yoanuTe eé.

NPC’bl aBTOMaTU4YeCKN MOABATCA NpU 3anycke cepsepa, Nnuv Bbl MO)KeTe 3aCnaBHUTL UX BPYYHYIO,

HanucaB MCS_npcrespawn B KOHCO/IN pa3paboTyuka.

PaclumpeHHas HaCcTpoMUKa

3ameTkKa. B pacwumpeHHom HacTponke Mbl bygem paboTaTb € cywecTByowen Tabanyen NPC, n

BaM NMoHanobaTca 3HaHuSA lua, 4Tobbl caenaTb 3TO npaBunJibHO

CtpykTypa Tadbnmubl NPC:

MCS.Spawns["uid"] = { // uid - yHuKanbHbM mMpeHTupukaTtop ans NPC name = "Name", // Uma NPC
6yoeT nokasaHo urpokaMm Hap NPC u 4yepe3 pguanor model = "models/path/npc.mdl", // MyTb K
MO.enun uselimit = false, // Mo3BonseT TONbKO OQHOMY WMrpokKy ucnonb3oBaTb NPC B OaHHbIN
MOMEHT theme = "Theme Name", // TeMa guanora. lNopnepXvMBaemble TEeMbl Ha AaHHbIA MOMEHT -
Default, Retro, Hollow Knight

pos = { ["map_name"] = {Vector(0,0,0), Angle(0,0,0)}, // ¢éunbTp no3uvuuuM cnaBHa Mo
KapTaMm ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // Wcnonb3yute 'all' pgna cnasHa npc,

gaxe ecnum B 3Tou Tabnuue Het KapThbl

b
bgr = {
[1] = 2,
[2] = 0, }, // Tabnuua 6opgurpynn [ID 6ogurpynn . HaumHaetcsa c 0] = 3HayeHue

6oourpynnsl. HaunHaetcsa c O

skin = 1, // YctaHaBnuBaeT ckuH gna NPC namepos = 30, // Wcnonb3yinte 310 none, 4Tobbl
YCTAHOBUTb BBLICOTY NosioxeHus uMenu NPC Hap ero rosioBou sequence = "name of the animation",
// id aHuMauuu, ucnonb3yinte Tabnuuy (npm.: {"idl1l", "id2"}) pns Bocnpou3BemeHWs Cy4YanHow

aHuMauum random dialog = {dialogue id, dialogue id}, // Wcnonb3yite 3Ty Tabnuyy 4TOOHI


http://info.macnco.one/uploads/images/gallery/2020-05/image20.png

HayaTb AManor co cny4anWHoro, w3 cnucka (npM: {1, 3} HauyHeT puanor cny4auHo nubo ¢ 1, nubo c 3

ouanora)
dialogs = {
[id puanora, HauuHaeTtca c 1] = { ["Line"] = "TekcT, KoTopbii NPC rosoput
urpoky", ["Sound"] = "MyTb K 3ByKy. OCTaBbTe ero nycTbiM, ecnu Bbl He xoTute

umcnonb3oBaTb 3BYK",

["Answers"] = { {"TekcTt otBeTa", id pgna cnepyiwuwen cTpoku, "close"
4yT0bbl 3aKpbITb guanor wunu tabnuuy { id, id } pna cnyyanHoro pguanora, ¢yHkuums Bo3BpaTa function
, OyHKumua nposepku function },

}’

3

HacTtpouka nosuuum NPC

YT106bI co30aTb cBoero NPC Ha HECKONbKMX KapTaX B pa3HbiX MecTax, Bbl 4o/mKHbI 06aBUTb
HOBOEe 3Ha4YeHue A5 KaXX40M KapTbel B Tabnnue pos. K4yoM K 3HaYeHUIo SBASETCA UMSA KapThl,
caMo 3Ha4veHue - 3To Tabnumua c nosuuymen n yrnom NPC. Ecnm Bel xoTute co3paTtb NPC Ha KapTax,

KOTOPbIX HET B CMUCKE, ncnonb3ynte “all” BMecTto nMeHun KapThbl.

3ameTka. Ecnu Bbl co3paante ase nnum 6onee pasHbiX NO3ULUA NOSBAEHNA ONS OOHOW KapThl,
6yneT paboTaTb TO/IbKO OAHa. Bbl He cMOXXeTe co3aaTb 0A4HOIr0 1 Toro e NPC B HECKOTbKNX

MecTaX Ha O4HOWN KapTe.

Mpumep:
pos = { ["gm atomic"] = {Vector(570.41230,760.10539,-3123), Angle(0,90,0)}, // co3paet NPC
Ha KapTe gm_atomic ["rp_evocity2 v2p"] = {Vector(4213,5345,621), Angle(0,180,0)}, //

co3paeT NPC Ha kapTe rp_evocity2 v2p ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // co3paert

NPC Ha BCex OCTaslbHbIX KapTax},

HacTtpo#“ka ckuHa m “6oaurpynn”

YT106bI YCTaHOBWUTb CKNH, eCJZin NCnoJibdyemMmad Mmoaesib MMeeT HeECKOJIbKO CKUHOB, MPOCTO

nobasbTe skin = skin_id, cTpoky K Tabnuue NPC, rae skin_id 3To HoMep Ballero cKuHa.



Ona “6ogunrpynn” - pobasutb Tabnuuy bgr = {[1] = 2,[2] = 0,}, CTpykTypa Tabnmuu:

[MWoeHTndmnkaTop bodygroup, KOTOpYto Bbl yCTaHaBAMBaeTe. HavynHaeTcsa ¢ 0] =3HaveHue,

KOTOpoe Bbl ycTaHaBnuBaeTe ans bodygroup. HaunHaeTcsa c 0

3ameTka. Mbl pekoMeHayto ncnonb3oBaTh Easy Bodygroup Tool gns 6bICTpOn HaCTPONKK
Mpumep:

Haavite gaanm kavnbopa Ap. KnaviHepy

model = "models/kleiner.mdl",

bgr = {[1] = 1}, sequence = "lineidle03",
imagel4.png
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CnyyaMHas aHMMaumnA

YT06bI Baw NPC npourpbiBan Ciy4aHyo aHUMAaLUIO KaXKAbIA pa3, KOrha OH NOsIBJSIETCS, NPOCTO

co3panTe Tabnumuy Ha CTpoyKe sequence.

Mpumep:

NPC 6ynet rnosaBasaTbCSA C 0AHOW M3 3TUX 3 aHUMaL U
sequence = {"scaredidle","lineidle02","lineidle@1"},

imagell.png

Image not found or type unknown

KoppekTuposka umeHu NPC


https://steamcommunity.com/workshop/filedetails/?id=104604943
https://steamcommunity.com/workshop/filedetails/?id=104604943
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Y1066l HACTPOUTL BbICOTY UMeHU Hag NPC, nobaBbTe namepos = number, CTPoYKy B Tabnuuy ¢

NPC. 2To MoXeT 6biTb N0JIE3HO, €C/IN Bbl UCMOb3yeTe 6onblune nan MmaaeHbKne Mogenn.
Mpumep:
NPC ncrionb3yeT aHuMauuio npucenaHvs, U Mbl HEMHOIro CABUIraeM UM
namepos = 30,
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Hauyano cayyanHoro guanora

YT106bl HaYaTb AManor Co Cay4YamHOro npepnoxxeHus Bol MoxeTe nobaBuTb NnapameTp
random_dialog = {Homep id, Homep id, Homep id}, B Tabnmuuy NPC nocse Toro, Kak 3akoH4uTe
OCHOBHYIO HacTponky. Korga urpok HaymHaeT guanor ¢ NPC, B cny4anHoMm nopsigke BbibnpaeTcs
ID NnpeonoxeHna ona Havana Ananora BMeCTo MCMNOJIb30BaHWSA NMepBOro npensioxXeHns B

YyCTaHOBJ/IEHHOM MNopsiaKe.
MonesHo ona BapnaTUBHOCTU YacTo ncrnosbsyemblx NPC.

Mpumep:

lNapameTp cay4aviHo BblibepeT repBoe, BTOPOe UJIN MATOE NpeasoXeHNE Ha MECTO rNepBoro

random dialog = {1, 2, 5},

Cny4yauHbIX gumanor nocJsie orseTa

YT106bl HaYaTb CAyYalHbIA AManor Nocae KOHKPEeTHbIX OTBETOB, Bbl MOXXeTe caenaTtb Tabnuyy
BMeCTO HanucaHusa ID cnepytouwero npeanoxeHnsa {Homep id, Homep id, Homep id},. Korga nrpok

BbIOpas 3TOT OTBET, CAy4YalHbIn ID n3 cnucka byneT BoibpaH Kak OTBET..
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Mpumep:
lNMapameTp cny4aviHo BoibepeT 4oe, 50e, 60e, nan 70e npeaioxeHne Kak OTBET

["Answers"] = {

{"Tell me a joke!", {4, 5, 6, 7} },},

DononHuTenbHblie PYHKUUMN ONA TaONAMLUbl OTBETOB:

dDyHKLUUA BO3BpaTa

OnucaHme: OTa hyHKLUMS BbI3bIBAETCS HA CTOPOHE KJIMEHTA, KOorga Urpok BblbvpaeT oTBET,

BbICTaBuTe 3Ha4eHwue nil, 4Tobbl UITHOpUpPOBaTHL ee.
Mpumep 1:
OTnpassisieT ceTeBoe coobLyeHne Ha cepeep

["Answers"] = {  {"Show me what you got", "close", function() net.Start(“Open_some menu”)

net.SendToServer() end},},
Mpumep 2:
UrHopupyeT ¢pyHKUNIO 06paTHOro Bbi30Ba fMpuv UCroJib30BaHUM QYHKLINN rTPOBEPKU

["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100

end}, },

dyHKumua npoBepku ( Entity npc)

OnucaHme: KnneHTckas (hyHKUMS, KOTopasa ynpaenseT fobaBseHNeM OTBeTa B CMMUCOK UM HET.

JlofKeHa BO3BpalllaTh JIOrMYeCcKoe 3HaYeHne
ApryMeHTbl: O6beKT 0TKyAa 3Ta pyHKUMs Oblsia Bbi3BaHa

Mpumep 1:



OTrpaB/seT ceTeBoe CoobLeHneE Ha cepBep Mpu YCa0BUMN €C/IN Y nrpoka MmeHbLlue 100 340p0BbS

["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100
end}, {"I'm injured", "close", function() net.Start(“Buy Health”) net.SendToServer() end,

function() return LocalPlayer():Health() < 100 end},},

LLIabnoH pnsa Bbibopa pabotbl yepe3 NPC:

MeHseT paboTy Ha “I'pakgaHCKyto 0b6opoHy”.

3ameTka: Ecnn Bbl XOTUTE HavYaTb FOJIOCOBaHME 3a CMeHy O0J/KHOCTU, nobaBbTe “vote” nepen

KoMaHaon paboTbl (CM.CTPOKY 3)

["Answers"] = { {"I want to become a CP", "close", function() RunConsoleCommand("darkrp",

"cp" ) end}, {"I want to be a mayor", "close", function() RunConsoleCommand("darkrp",

"votemayor" ) end},},



MAC's NPCs v1.2
Documentation (ESP)
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Configuracion basica

1. Para instalar este complemento en su servidor simplemente descomprimalo en su carpeta

garrysmod / addons
2. Dentro de "mc_simple_npcs/lua/mcs_npcs" abra sh_config.lua y configure el complemento
Config:

MCS.Config.UseDelay = 2[IT]// 3apepxka Mexgy HaxaTuamum kKHonku "Wcnonb3oBaTtb" Ha NPC
MCS.Config.TextSpeed = 3[I1)// CkopoCTb aHuMauuum Habopa TekcTa (1 - camas GebicTpas, 10 - camas
MepgneHHasn )MCS.Config.DebugMode = false // DebugMode BkmoY4aeT KHOMKW 3aKPbITUS MEHI0
guanora B npaBoM BepxHeM yrnayMCS.Config.NPCTextColor = Color(255,255,255)[1)// UBet Tekcta NPC's
MCS.Config.TextColor = Color(255,255,255)[]// LUBeT TekcTa OoTBeTa U KHOMKM MNponycka
MCS.Config.HighlightColor = Color(217,170,0)[1l// UBeT TekcTa oTBeTa npu Bbibope
MCS.Config.LinesColor = Color(155,155,155)[1)// UBeT KoHTypa uHTeppent® S.Config.HLLinesColor =
Color(255,255,255)[)// UBeT yrnos uHtepdpentLS.Config.EnableBlur = true[l[1)// 3¢deKkT pa3mbiTusa
UHTepdencalll

MCS.Config.SkipButton = "Press LMB to skip"[J// TekcT kHonku nponyck#CS.Config.AnswersFont =
"MCS Arial32"(Tl// WpupTt cTpok oTBeMLS.Config.NPCFont = "MCS Arial24"[T1// WpupTt cTpok NPC
MCS.Config.AnswersAlign = TEXT ALIGN LEFT[}// HanpaBnexnune TekcTa ovBeTa - TEXT ALIGN LEFT TEXT A

3. Para comenzar a configurar un NPC, ingrese al servidor. Abra la consola de juegos y escriba el

comando mcs_setup para abrir el menu de configuracién.
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Nota: para abrir debe tener privilegio superadmin en su servidor

Este menu presentara algunas cosas como, guardar automaticamente al cerrar y cargar
automaticamente el Ultimo NPC editado y una barra de menu con opciones para cargar y guardar

el NPC actual como plantilla
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También puede comenzar una nueva configuracion seleccionando New opcién
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Configuracion de NPC

Nombre unico
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En este cuadro de texto, debe ingresar el nombre Unico para el NPC. Solo lo usa el servidor y debe

ser Unico para cada NPC que cree. También se usard como nombre para guardar el archivo.

Nombre de NPC
image2.png
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El nombre del NPC se mostrard encima y dentro del cuadro de didlogo. Ejemplo:
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Posicion del nombre del NPC
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Este control deslizante ajustara la altura del nombre del NPC que se muestra sobre su cabeza. Esto
puede ser util si usa modelos mas grandes o mas pequefios. Lea méas sobre esto en la

configuraciéon avanzada

Limitacion de uso
image6.png
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Al marcar esta opcién, solo un jugador podra usar el npc. Esta opcidén es necesaria si desea utilizar

la reproduccién de animacién en el cuadro de didlogo. Ver méas en 4.8 La configuraciéon de Didlogo

Tema de didlogo
imagel9.png
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Aqui puede cambiar el tema de la interfaz de usuario del didlogo de la lista de temas compatibles.
Esto afectard solo el npc que esta editando. Nota: Temas soportados actualmente -

Predeterminado, Retro, Hollow Knight

Configuracion de modelo y animacién
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Para establecer un modelo para su NPC, copie y pegue la ruta al modelo dentro del cuadro de

texto.
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Puede obtener una vista previa del modelo en el panel lateral, rotarlo y hacer zoom haciendo

doble clic en él. Si su modelo admite grupos de
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Para animar su NPC, ingrese el nombre de la animacién dentro del cuadro de texto "Animacion". Al
presionar Get Anim. vera una lista de todas las animaciones para el modelo que usa. Al presionar

uno de ellos, podra obtener una vista previa y se configurara automaticamente
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Para obtener mas informaciéon sobre cémo obtener las animaciones, puede mirar dentro del

Posicion de desove

Para agregar la posicién de generacién para cada mapa que desee, haga clic en el botén Add Map

imagel.png
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La posiciéon de generacién para el mapa actual se creard automaticamente si no hay nadie.
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Dentro del cuadro de texto puede ingresar o modificar el nombre del mapa. Si desea generar el

NPC en mapas que no estdn en la lista, use "todos" en lugar del nombre del mapa.
Para editar la posicién de generacién, presione el botén Editar:

En el menu abierto, puede escribir el vector de generaciéon y el angulo o presionar el botén Player
Pos para copiar su propia posicidon y el botén Ent Pos para obtener la posicién de la entidad que

estd mirando. Para las correcciones manuales posteriores, ver configuracién avanzada
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La configuracion del didlogo

Para una nueva linea de didlogo, presione el botén "Agregar linea". Esto agregara un nuevo panel

a la lista a continuacién.
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Cada linea tendra su propia ID que se mostrara en la esquina superior izquierda. La linea con ID 1

se abrird primero cada vez que el jugador hable con el NPC.

En el primer cuadro de texto, puede ingresar el discurso de NPC, es compatible con el operador de

nueva linea (\ n).

Dentro del cuadro de texto "Sonido:" puede ingresar opcionalmente la ruta al sonido que se

reproducira automaticamente cuando el jugador abra esta linea de didlogo. Ejemplo en el video

Para agregar mas respuestas que el jugador pueda elegir, presione el botén "Agregar respuesta".
Para eliminar la respuesta, presione el botén "Del". Si no hay ninguna respuesta, la respuesta "..."

con opcién de cierre se agregara automaticamente.
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Cada respuesta que cree puede hacer dos cosas basicas, cerrar el didlogo o abrir la linea con la ID

gue elegira en el menu desplegable (presionando el botén Cerrar).

Si su servidor utiliza complementos compatibles con "NPC simples", vera el nombre del
complemento en la lista. Al seleccionar un complemento de la lista, la respuesta abrird el menu

del complemento que elija.

Para agregar una animacién de reproduccién, cuando elige una respuesta (como en este video)
puede ingresar el nombre de la animacién en el cuadro de texto después del botén Supr. Para
explorar rdpidamente todas las animaciones disponibles para el modelo, presione Obtener. Anim.
botén, que abrira una lista de todas las animaciones. Nota: La casilla de verificacién de limitacién

de uso debe estar activada (consulte el paso 4.4).

Consejo: para didlogos grandes y complicados, recomiendo crear un archivo doc con estructura de

didlogo antes de comenzar a configurar los NPC

Puede probar rapidamente el didlogo presionando el botén "Probar los didlogos". Util para didlogos

grandes y complicados.

Guardar NPC

Para guardar el NPC presione el botén "Copiar al portapapeles y cerrar" en la parte inferior o

seleccione la opcién "Copiar cédigo lua" en el menu Editar en la barra de mend.
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Luego abra sh_npcspawn.lua dentro de "MC Simple NPCs / lua / mcs_npcs" y pegue el cédigo de

NPC en la parte inferior de los archivos.

Para reemplazar o eliminar un NPC existente, simplemente seleccione la tabla NPC completa y

eliminela.
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Los NPC se generardn automaticamente al iniciar el servidor, o puede reaparecerlos escribiendo el

comando mcs_npcrespawn en la consola.

cuerpo o mascaras, vera los controles deslizantes para el ajuste.

Configuracion avanzada

Nota. En la configuracion avanzada, trabajaremos principalmente con una tabla NPC existente y

necesitara conocimientos de lua para hacerlo correctamente.

Estructura de la tabla de NPC:

MCS.Spawns["uid"] = { // uid - the unique id for an NPC name = "Name", // NPC's name will
be shown to players above the NPC and via the dialogue. model = "models/path/npc.mdl", //
Path to the model uselimit = false, // Allow only one player to speak to the npc at the
same time theme = "Theme Name", // Dialogue theme. Currently supported themes - Default,
Retro, Hollow Knight
pos = { ["map_name"] = {Vector(0,0,0), Angle(0,0,0)}, // spawn position filter by
maps ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // use 'all' to spawn npc any way, even
if there is no map in this table
}
bgr = {
[1]
[2] = 0, }, // Table of bodygroups [The id of the bodygroup you're setting. Starts

2,

from 0] = The value you're setting the bodygroup to. Starts from 0 skin = 1, // Sets the
skin of the entity namepos = 30, // Use this field to set up the hight position of NPC's
name above his head random_dialog = {dialogue id, dialogue id}, // Use this table to start

dialogue form a random position (ex.: {1, 3} will randomly start from 1 or 3 dialogue

line) sequence = "name of the animation", // id for sequence animation, use table (ex.:
{"id1l", "id2"}) to play random animation
dialogs = {

[dialogue id, start from 1] = {

["Line"] = "Text that NPC tells you", ["Sound"] = "Path to sound, keep it
empty or nil value if you do not want use any sfx",

["Answers"] = { {"Answer text", id for next line, "close" to close the
dialogue, or { id, id } for random line, callback function , check function, "playback

animation"},



}}

Personalizacion de posicion de NPC

Para generar su NPC en multiples mapas en diferentes ubicaciones, debe agregar un nuevo valor,
para cada mapa que necesite, dentro de la tabla de pos. La clave para el valor es el nombre del
mapa, el valor en si es una tabla con la posicién y el angulo del NPC. Si desea generar el NPC en

mapas que no estan en la lista, use "todos" en lugar del nombre del mapa.

Nota. Si va a crear dos o0 mas posiciones de generacién diferentes para un mapa, solo una

funcionara. No puede generar el mismo npc mas de una vez en el mismo mapa.

Ejemplo:
pos = { ["gm atomic"] = {Vector(570.41230,760.10539,-3123), Angle(0,90,0)}, // spawn npc on
gm_atomic map ["rp_evocity2 v2p"] = {Vector(4213,5345,621), Angle(0,180,0)}, // spawn npc
on rp_evocity2 v2p map ["all"] = {Vector(0,0,0), Angle(0,0,0)}, // spawn npc on all other
maps},

Configuracion de skin y bodygroup

Para establecer la piel, si el modelo que usa presenta varias piel, simplemente agregue skin =

skin_id, linea a la tabla NPC, donde skin_id es el niumero de ID de su mascara.
Para los grupos del cuerpo: agregue la tabla bgr = {[1] = 2, [2] = 0,}, Estructura de la tabla:

[La identificacion del grupo del cuerpo que estd configurando. Comienza desde 0] = El valor en el

que esta configurando el grupo de cuerpo. Comienza desde 0
Propina. Recomiendo usar Easy Bodygroup Tool para esto

Example:


https://steamcommunity.com/workshop/filedetails/?id=104604943
https://steamcommunity.com/workshop/filedetails/?id=104604943

Démosle el portapapeles al Dr. Kleiner

model = "models/kleiner.mdl",

bgr = {[1] = 1}, sequence = "lineidle03",
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Animacion al azar

Para hacer que tu NPC reproduzca una animacién aleatoria cada vez que se genera, simplemente

crea una tabla para la linea de secuencia.

Example:

El NPC aparecera con una de estas 3 animaciones.
sequence = {"scaredidle","lineidle02","lineidle@1"},
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Ajuste de nombre de NPC

Para ajustar la altura del nombre del NPC después de que se realizé la configuracién principal,
edite namepos = number, linea dentro de la tabla NPC. Esto puede ser (til si usa modelos mas

grandes o mas pequenos.
Ejemplo:
El NPC usa animacién agachada y deslizamos el nombre un poco hacia abajo

namepos = 30,
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Inicio de dialogo aleatorio

Para iniciar el didlogo desde una linea aleatoria, puede agregar este parametro random_dialog = {
number id, number id, number id}, a la tabla npc, después de realizar la configuracién principal.
Cuando el jugador inicia un dialogo con el npc, uno de los identificadores de linea de didlogo se

elegira aleatoriamente para comenzar como primera linea, en lugar de abrir el primero.

Esto puede ser util para hacer que los dialogos con npcs de uso frecuente sean menos aburridos.
Ejemplo:

Esto abrird aleatoriamente el primer, segundo o quinto didlogo como el primero

random dialog = {1, 2, 5},

Didlogo aleatorio sobre respuesta

Para iniciar un didlogo aleatorio sobre cierta respuesta al azar, puede crear una tabla en lugar de
una identificacidén para la siguiente linea. Cuando el jugador elige esta respuesta, uno de los

identificadores de la linea de didlogo se elegira aleatoriamente como la siguiente respuesta.
Ejemplo:
Esto abrird aleatoriamente el 42, 52, 62 o 72 dialogo tan aleatoriamente como una respuesta

["Answers"] = {

{"Tell me a joke!", {4, 5, 6, 7} },},

Funciones adicionales para la tabla de respuestas:

Funcion de respaldo
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Descripcion: Esta funcién se llama el cliente cuando el jugador elige la respuesta, manténgala

nula para ignorarla.
Ejemplo 1:
Envia un mensaje neto al servidor

["Answers"] = { {"Show me what you got", "close", function() net.Start(“Open some menu”)

net.SendToServer() end},},
Ejemplo 2
Ignora la funcién de devolucidon de llamada mientras usa la funcidn de verificacion

["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100

end}, },

Funcion de verificacion (Entidad npc)

Descripcion: funcion del lado del cliente que controla si se agrega la respuesta a la lista o no.

Debe devolver boolean

Argumentos: entidad desde donde se llamé esta funcién
Ejemplo 1:

Envia un mensaje neto al servidor

["Answers"] = { {"I'm fine", "close", nil ,function() return LocalPlayer():Health() >= 100
end}, {"I'm injured", "close", function() net.Start(“Buy Health”) net.SendToServer() end,

function() return LocalPlayer():Health() < 100 end},},

Plantilla para elegir trabajo a través de NPC:

Cambiar de trabajo a Proteccién Civil a través del didlogo.



Nota: Si desea comenzar a votar para cambiar de trabajo, agregue "votar" antes del comando de

trabajo (consulte la linea 3)

["Answers"] = { {"I want to become a CP", "close", function() RunConsoleCommand("darkrp",
"cp" ) end}, {"I want to be a mayor", "close", function() RunConsoleCommand("darkrp",

"votemayor" ) end},},



