IdDestructible

An entity that can be destroyed by certain actions.

Breakable Concrete Wall

entity {

[(entityDef game destructible e2ml nest breakable concrete wall 1 {
[inherit = "destructible/e2ml nest/breakable concrete wall";
[class = "idDestructible";

[(expandInheritance = false;

[pboolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {

[(IwhenToSave = "SGT CHECKPOINT";

(Iftags = {

[(ITkkipRenderModelReplication = true;

It

[[koundOffset = {

Iz = 1.5;

i

[IrenderModelInfo = {

[ITemissiveColor = {

I = o;
IITh = 6;
(Mo = ©;
Tk = 0;

Tt
[ITemissiveScale = 6;
[(IIMmodel = "art/kit/hell earth/walls/crack concrete a whole. lwo";
[(IIkcale = {

[IITx = 0.699999988;
1Tl = 0.699999988;
1Tk = 0.699999988;

(T
i



[IklipModelInfo = {
(IIitype = "CLIPMODEL BOX";

(Ikize = {
IITx = 7;

1Ty = 0.5;
llx = 7;

Tk

[(IThumSides = 6;
[[Ibffset = {
1Ty = ©. 25;
Tt

i

[IkoundOcclusionBypass = true;

[IttargetingDecl = "destructible wall";

[IIfxDecl = "gameplay/invasion/demon door";
[[destructible = {

[ITidleCommands = {

IIThum = 1;

(IITH tem[ 0] = {

[(IIIitime = 10000;

[(II1Tcommand = "IDLE COMMAND BECOME STATIC";

(T

Tk

[IIdecl = "destructible/e2ml nest/breakable concrete wall";
(It

[TeffectiveDamageTypes = {

(IThum = 5;

[(ITlitem[ 0] = "damage/player/melee d5 forward";
[(Tlitem[ 1] = "damage/player/melee d5 blood punch";
(Ihitem[ 2] = "damage/special/ability dash";
[(ITHitem[ 3] = "damage/player/crucible";

[(Ttitem[ 4] = "damage/firearm/melee d5 crucible projectile";
iy

[ImeleeOnDash = true;

[(IdissolveDistance = 20;

[IdemonPlayerRenderModel = "art/kit/hell earth/walls/crack concrete a demon

[TumbraSoundBlocking = "CAN BLOCK";
[(IkpawnPosition = {

. Llwo";



i

[(IkpawnOrientation = {

Imat = {
(IIrmat[ 0] = {
(IIITX = 6;
Ty = 1;
(I
Imat[1] = {
IIIx = -1;
(II1Ty = 6;
(1T

il

i

[[targets = {
IThum = 1;
[(ITlitem[ @] = "game target secret 1"; // targets a secret
i

[(Idormancy = {

[(IIplayerDistance = 20;
[(IIplayerRearwardDistance = 20;
[(ITkllowDistanceDormancy = false;
TkellowDormancy = true;
[(ITkellowPvsDormancy = false;

i

[[disableTargetsOnReload = true;
[

}

}
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