IdGuIENtity Text

An entity that displays text in the world.

Example

entity {

[(entityDef sample text { // name of the entity
[inherit = "gqui/text";

[class = "idGuiEntity Text";
[(expandInheritance = false;

[pboolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[MisableAIPooling = false;

[(edit = {

(Mftags = {

[IThoknockback = false;

It

[I[renderModelInfo = {

[(IImmodel = "editors/models/gui text. lwo";
(Iscale = { // size of the entity

IIIx = 10;
Iy = 10;
1Tz = 10;
il
iy

[IklipModelInfo = {

[ITtype = "CLIPMODEL NONE";

i

Obkwf = "swf/guientity/generic_text. swf";

[(IkpawnPosition = { // location of where the entity will appear
Ik = 1;

oIy = 1;
0¥ = 1;
il

[(IspawnOrientation = { // direction the entity will face



(Irmat[e] = {
I = 1;
(IITy = 6;
(IITr = ©;
(1T
Imat[1] = {
(I1TX = 0;
01Ty = 1;
(IITe = ©;
(1T
MImat[ 2] = {
(111X = 0;
(IITy = ©;
IIITe = 1;
(1T

Hnlis

1N

[(Idormancy = {

[(ITkllowDistanceDormancy = false;
[(ITkellowDormancy = false;

TkellowPvsDormancy
iy

[(IdynamicMoveActive = true;

false;

[IswfScale = 0.02; // size of the string

[ITbodyText = {
[(IItext = "Sample Text"; // the string itself
o

[TheaderText = { // Use if using generic_ text. swf and without bodyText
[(IItext = "Text\nWith\nLine\nBreaks"; // enter text here

[(IIxolor = {
II1r = 1;
Mo = 1;
I = 1;
Hulig

[(IIrelativeWidth = 1; // the width of the text relative to the swf (eg. generic text = 1.0,
generic text wide = 1. 95)

[MIklignment = "SWF ET ALIGN CENTER"; // Text alignment; SWF ET ALIGN LEFT, SWF ET ALIGN RIGHT,
SWF ET ALIGN CENTER, or SWF ET ALIGN JUSTIFY

It



[(Ibillboard = true; // if true, the text entity will always face the player

0
}
}

String customization applies to both BLANG files and idGuiEntity_Text entities.

See Also

e String Customization
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