IdInteractable

An entity that is interactable with a melee input.

Some of these entities only work in specific resources.
You will need to pull assets from other levels if you want to use them in a level where they
normally do not exist.

Skull Switch

entity {

[(entityDef interact use panel sentinel skull switch 1 {
[inherit = "interact/use panel/sentinel skull switch";
[class = "idInteractable";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {

[IWwhenToSave = "SGT_CHECKPOINT";

[IklipModelInfo = {

(ITitype = "CLIPMODEL BOX";

[IIkize = {

11X = 0.75;

[IIly = 1.20000005;

11z = 1.95000005;

(T

It

[Mlinteraction = {

[TlinitalState = "interactables/console/sentinel skull switch/sentinel skull idle";
[(ITlinteractionGraph = "interactables/console";

[IIstateData = {

(IIThum = 6;

dIitem[ 0] = {

[IIITstateName = "interactables/console/sentinel skull switch/sentinel skull activate";

01T



Imitem[1] = {

[(IIITstateName = "interactables/console/sentinel skull switch/sentinel skull activate repeat";
1T

ITitem[ 2] = {

[[I1TstateName = "interactables/console/sentinel skull switch/sentinel skull idle";

(1T

Iitem 3] = {

[(IIITstateName = "interactables/console/sentinel skull switch/sentinel skull idle repeat";
(1T

(ITHtem[ 4] = {

[(IITTktateName = "interactables/console/sentinel skull switch/sentinel skull used";

(1T

(ITitem 5] = {

[IITstateName = "interactables/console/sentinel skull switch/sentinel skull used repeat";
(11T

Tt

[(IIttransitionData = {

(IIThum = 6;

(IITH tem[ 0] = {

[(IIITitransitionName = "sentinel skull activate To sentinel skull idle";
[IIITkhdditionalWaitMs = 250;

(T

Imitem[1] = {

[IITitransitionName = "sentinel skull activate repeat To sentinel skull idle repeat";

[(II1TkdditionalWaitMs = 250;

(1T

dIitem[ 2] = {

[(IIITitransitionName = "sentinel skull usable To sentinel skull used";

(1T

Iitem[ 3] = {

[(IIITitransitionName = "sentinel skull usable repeat To sentinel skull used repeat";
(11T

dITitem[ 4] = {

[IITTitransitionName = "sentinel skull used To sentinel skull idle";

[(II1TkhdditionalWaitMs = 250;

(1T
[MTitem[ 5] = {
[(II1TitransitionName = "sentinel skull used repeat To sentinel skull idle repeat";

[IIITkhdditionalWaitMs = 2000;



(1T

(Tt

[IenimWebDecl = "animweb/interact/skull switch sentinel/skull switch sentinel interact";
It

[TitouchData = {

[(ITtriggerDef = "trigger/interact/use panel";

il

[ThctivateTargetsOnUse = false;

[[stateColors = {

[IThum = 6;

(Titemf 0] = {
[IIIxolor = {

[II1To = 0. 0588235036;
(II1Th = 0. 0588235036;
(11T

[IITkolorScale = 5;
[ITktate = "sentinel skull activate";

OTh

OTitem 1] = {
IITxolor = {

11T = 0. 6588235036;
(II1Th = 0. 0588235036;
(1T

[[ITkolorScale = 5;
[ITktate = "sentinel skull activate repeat";

1%

dTitemf 2] = {
[IITkolor = {

(II11r = 0.196078002;
(II1Th = 0. 0392156988;
nnnn;

[IITkolorScale = 5;

ITktate = "sentinel skull idle";
Tk

dTitemf 3] = {

[IITkolor = {

I11Tr 0.196078002;

I1Th = 0. 0392156988;

(1T



[[ITkolorScale = 5;
[(IIIstate = "sentinel skull idle repeat";

Tt

dritem[ 4] = {
[IITkolor = {
(I = 6;
(I = ©;
(IIIh = 6;
(1T

[IITkolorScale = 0;
ITktate = "sentinel skull used";

Tk

(dTitemf 5] = {
(IITxolor = {

11T = 0. 6588235036;
(II1Th = 0. 0588235036;
(1T

[[ITkolorScale = 5;

[(IITstate = "sentinel skull used repeat";
(T

iy

[ThctivateTargetsOnEndInteraction = true;
[IithirdPersonInteractionData = {
(ITthirdPersonInteractionType = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE BUTTON";
(It

[IrenderModelInfo = {

[IImodel = "md6def/objects/interact/skull switch sentinel/skull switch sentinel. md6";
1N

[(IkpawnPosition = {

X = 1;

oy = 1;

e = 1;

iy

[(IkpawnOrientation = {

Imat = {

Immat[e] = {

T = 6;

Ty = 1;

(1T



Imat[1] = {

[(Ittargets = { // activates these entities on interact
(Thum = 1;

(Titem[ @] = "activate something 1";

i

[

}

}

Weapon Mod Bot

entity {

[(entityDef game progress mod bot 1 {
[inherit = "progress/mod bot";

[klass = "idInteractable WeaponModBot";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = true;
[MisableAIPooling = false;

[edit = {

[IsoundOffset = {

Iz = 1.29999995;

(It

[TkaveType = "SGS GAME DATA";
[ThutomapPropertiesDecl = "mod bot";
[IrenderModelInfo = {

[IIMmodel = "md6def/objects/interact/mod bot/mod bot.md6";
[(IIlightRigDecl = "mod bot/mod bot default";
[(ITkontributesToLightProbeGen = false;
[(IImaterialRemapRT = {

IIThum = 3;

ITitem[ 0] = {



(IIITifrom = "art/pickups/mod bot/slayer mod bot 01";
[IIITfto = "art/pickups/mod bot/slayer mod bot 01 rt";
1T

ITitem[1] = {

[(IIITifrom = "art/pickups/mod bot/slayer modbot bag 01";
[II1Tto = "art/pickups/mod bot/slayer modbot bag 01 rt";
mnn;

T tem 2] = {

[IITfrom = "art/pickups/mod bot/slayer mod bot 01 used";
[IITito = "art/pickups/mod bot/slayer mod bot 01 used rt";
(1T

Tk

il

[IklipModelInfo = {

[ITtype = "CLIPMODEL CYLINDER";

[IIkize = {

IIIx = 1.5;

Iy = 1.5;

llr = 1;

(T

[[Ibffset = {

1Tk = 1. 04999995;

Tk

[IThumSides = 8;

(It

[Ispawn statIncreases = {

(IThum = 1;

(dTitemf 0] = {

ITktat = "STAT ITEMS SPAWNED";

[(IIIlincrease = 1;

(Th

iy

[IifxDecl = "gameplay/mod bot";

[Mlinteraction = {

[(IlinitalState = "interactables/progress/mod bot/idle mod";
[ITenimWebDecl = "animweb/interact/mod bot/mod bot interact";
[(IIlinteractionGraph = "interactables/progress";
[[IstateData = {

IThum = 4;



Iitem[ 0] = {

[(IIITstateName = "interactables/progress/mod bot/activate to use";
1T

dIitem[1] = {

[II1TstateName = "interactables/progress/mod bot/idle mod";

(1T

Iitem[ 2] = {

[(IIITstateName = "interactables/progress/mod bot/selection mod";
(1T

dIitem 3] = {

[(IIITktateName = "interactables/progress/mod bot/used mod";
[(IIITPbnEnterCodexEntry = "codex/tutorials/mod station";
[(IIIThideMeshOnEnter = {

ITIThum = 1;

[IIIIIhitem[ 0] = "crate";

(I

(1T

Hulis

I
[[ttouchData = {

[ITitriggerDef = "trigger/interact/use panel";
[(IItriggerDefOffset = {

[IITXx = 0. 25;

aTh

(I
[ThctivateTargetsOnUse = false;

[IstateColors = {

IThum = 4;

dIitemf 0] = {

(IIImaterialSwapList = {

(IIIThum = 2;

OITitem[ 6] = {

[(III1Tifrom = "art/pickups/mod bot/slayer mod bot 01";
[ITITto = "art/pickups/mod bot/slayer mod bot 01 used";
OTITh

OITitem[ 1] = {

IIITfrom = "art/pickups/mod bot/slayer modbot bag 01";
[IIITto = "art/pickups/mod bot/slayer modbot bag 01 used";
(TITH



(1T

[(IITstate = "selection mod";

(T

Oritem[1] = {

(IITmaterialSwapList = {

IIIThum = 2;

(IITitem[ 0] = {

(III1Tfrom = "art/pickups/mod bot/slayer mod bot 01 used";
[IIITto = "art/pickups/mod bot/slayer mod bot 01";

(I

OITitem[ 1] = {

[(IIIIIifrom = "art/pickups/mod bot/slayer modbot bag 01 used";
(IIIIItto = "art/pickups/mod bot/slayer modbot bag 01";
(11T

(11T

[ITktate = "idle mod";

Tk

dIitemf 2] = {

(IIImaterialSwapList = {

(IIIThum = 2;

OITitem[ 0] = {

[(IIITTifrom = "art/pickups/mod bot/slayer mod bot 01 used";
(IITITto = "art/pickups/mod bot/slayer mod bot 01";

(T

OITitem[ 1] = {

(IIIIifrom = "art/pickups/mod bot/slayer modbot bag 01 used";
[II11Ttto = "art/pickups/mod bot/slayer modbot bag 01";
(I

(1T

[[ITstate = "usable_mod";
0T

[MIfitem[ 3] = {
[([IImaterialSwapList = {
IIIThum = 2;

(IITitem[ 0] = {

[(IIIIIifrom = "art/pickups/mod bot/slayer mod bot 01";
[IIITito = "art/pickups/mod bot/slayer mod bot 01 used";
(I

OITitem[1] = {



IIITifrom = "art/pickups/mod bot/slayer modbot bag 01";

[IIIIItto = "art/pickups/mod bot/slayer modbot bag 01 used";

OTITh

(T

[MITstate = "used mod";

il

i

[TactivateTargetsOnEndInteraction = true;

[IprogressionCategory = "PROGRESSION CATEGORY MODBOT";

[IremoveForMasterLevels = true;

[ItthirdPersonInteractionData = {

[ITithirdPersonInteractionType = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE GENERIC";
[(ITIfirstPersonSyncEntityForInteractionToPositionOnUse = "interact/mod bot/mod bot sync";
[IIfirstPersonSyncAnimWebPath =
"animweb/interact/mod bot/mod bot syncanimweb/autoSyncAnim/mod bot";

i

[TuserMustBeInTouchTrigger = true;

[JuseCodex = "codex/tutorials/mod station";

[IkenterSound = "play ui mod bot entrance";

[IkpawnPosition = {

X = 1;

Iy = 1;

(lz = 1;

i

[IkpawnOrientation = {

Imat = {
(IITmat[ 6]
[T = ©;
Ty = 1;
(1T
(Inatl 1]
IITXx = -1;

Ty = ©;

(1T

Hulig

(It

[Qdormancy = {
[(ITkllowDistanceDormancy = false;

1
-~

Il
-~

(ITkllowPvsDormancy = false;



vvga

Rune Station

entity {

[(entityDef pickups progress rune 1 {
(inherit = "progress/rune";

[klass = "idInteractable Rune";
[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = true;
[MisableAIPooling = false;

[(edit = {

[(IkoundOffset = {

e = 1;

i

[[saveType = "SGS GAME DATA";
[ThutomapPropertiesDecl = "rune";
[IrenderModelInfo = {

[IImmodel = "md6def/objects/props/maykr rune interact/maykr rune interact. md6";

o
IrlipModelInfo = {

(ITitype = "CLIPMODEL CYLINDER";
(IIbkize = {

(IIIx = 1.5;

Iy = 1.75;

IIIe = 2.5;

Tk

[Ibffset = {

[IIIX = -0.600000024;
T

[IThumSides = 21;

iy

(Idormancy = {



(IIplayerDistance = 20;

i

[IIf xDecl = "gameplay/rune pickup";

[Mlinteraction = {

[(TlinitalState = "interactables/progress/rune/idle rune";
[ITunuseableState = "interactables/progress/rune/used rune";
[dTenimWebDecl = "animweb/interact/rune/rune_interact";
[(IIlinteractionGraph = "interactables/progress";
[[IstateData = {

(IThum = 3;

Iitem 0] = {

[(IIITstateName = "interactables/progress/rune/idle rune";
(1T

[Mitem[ 1] = {

[(II1TstateName = "interactables/progress/rune/ready rune";
(1T

MTitem 2] = {

[(IIITstateName = "interactables/progress/rune/used rune";

[(IIIIMmarkFor GameUsed = true;

(TTT

(1%

[IItransitionData = {

IIThum = 3;

Iitem 0] = {

[(IIITitransitionName = "open rune To ready rune";

[IIITplaySoundOnTransition = "play rune interact open";
(1T

MImitem[1] = {

[(IIITtransitionName = "closed rune To waiting rune";

IITplaySoundOnTransition = "play rune interact close";

(1T
dIitem[ 2] = {
[(IIITtransitionName = "selection rune To used rune";

[IIITplaySoundOnTransition = "play rune pickup";
T
1t

il
[TttouchData = {

[IIitriggerDef = "trigger/interact/progress rune";



[IIretouchDelaySec = 250;

(It

[ThctivateTargetsOnUse = false;

[TbonUseCodexEntry = "codex/tutorials/rune";

[IetateColors = {

IThum = 3;

(dTitemf 0] = {

IITmaterialSwapList = {

[(IIIThum = 1;

OITitem[ 0] = {

IITITfrom = "art/kit/maykr/prop/textures/maykr rune static";
[IIT1Tito = "art/kit/maykr/prop/textures/maykr rune interact 01";
(TITh

nnnn;

[(IIIstate = "ready rune";

Tt

dTitem[ 1] = {

(IIImaterialSwapList = {

IIThum = 1;

(IITitem[ 061 = {

[III1Tifrom = "art/kit/maykr/prop/textures/maykr rune interact 01";
[(II11Ttto = "art/kit/maykr/prop/textures/maykr rune static";
(I

(T

([IIktate = "selection_rune";
Tt

dlitem[ 2] = {
[([IImaterialSwapList = {
IIThum = 1;

(IITitem[ 0] = {

IIIIIfrom = "art/kit/maykr/prop/textures/maykr rune interact 01";
IIITto = "art/kit/maykr/prop/textures/maykr rune static";

(TITH

(1T

[(IITktate = "used rune";

(T

(It

[ThctivateTargetsOnEndInteraction = true;

[IpbrogressionCategory = "PROGRESSION CATEGORY RUNE";



[[removeForMasterLevels = true;
[[tthirdPersonInteractionData = {

[IItthirdPersonInteractionType = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE GENERIC";

[IIifirstPersonSyncEntityForInteractionToPositionOnUse = "interact/rune/use sync";
[(IIfirstPersonSyncAnimWebPath = "animweb/interact/rune/use sync/use sync/interact";
It

[TuserMustBeInTouchTrigger = true;
[IkpawnPosition = {

X = 1;

iy = 1;

Iz = 1;

i
[(IkpawnOrientation = {
(Imat = {
(IIrmat[ 0] = {
(IITx = ©;
Ty = 1;
(1T
Immatl1] = {
Ik = -1;
(II1Ty = 6;
(1T

il

i

[

}

}

Praetor Suit Token

entity {

[entityDef game progress praetor token 1 {
[inherit = "progress/praetor token";
[klass = "idInteractable GiveItems";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;



[(MisableAIPooling = false;

[(edit = {
[(IkoundOffset = {
lr = 2;

iy

[MkaveType = "SGS_GAME DATA";

[TautomapPropertiesDecl = "praetor token";

[IrenderModelInfo = {

[IImodel = "md6def/objects/interact/praetor suit token/praetor suit token. md6";
[IItightRigDecl = "soldier blaster/soldier blaster default";

[(IImaterialRemap = {

(IIThum = 6;

Iitem[ 0] = {

[IITfrom = "models/characters/sentinel knight/sentinel knight arm right";
(II1Tito = "models/characters/sentinel knight/ghost/sentinel knight arm right";
mnin;

ITitem[ 1] = {

(IIITifrom = "models/characters/sentinel knight/sentinel knight base";

[IIITito = "models/characters/sentinel knight/ghost/sentinel knight base";

(1T
(Iitem[ 2] = {
[(II1Tifrom = "models/characters/sentinel knight/sentinel knight base arm";

[(II1Tto = "models/characters/sentinel knight/ghost/sentinel knight base arm";
(T

1T tem 3] = {

[IIITfrom = "models/characters/sentinel knight/sentinel knight helmet";
[II1Tito = "models/characters/sentinel knight/ghost/sentinel knight helmet";
(1T

ITitem[ 4] = {

[IITifrom = "models/characters/sentinel knight/sentinel knight leg right";
[IIITtto = "models/characters/sentinel knight/ghost/sentinel knight leg right";
(11T

ITHitem[ 5] = {

[I1Tfrom = "models/characters/sentinel knight/sentinel knight torso";

[(IIITfto = "models/characters/sentinel knight/ghost/sentinel knight torso";
nnnn;

(T

I
drlipModelInfo = {



[(ITitype = "CLIPMODEL CONE";
[(IIbize = {

1T = 1.5;

My = 1.5;

IITr = 3;

Tk

(IThumSides = 8;

iy

[Idormancy = {

[(IIplayerDistance = 20;
[(IIplayerRearwardDistance = 30;
[(ITkllowDistanceDormancy = false;
[(ITkllowDormancy = false;

[ITkllowPvsDormancy = false;

i

[IIfxDecl = "gameplay/praetor token interact";
[Mlinteraction = {

[IIlinitalState = "interactables/progress/praetor/idle praetor";

[ITenimWebDecl = "animweb/interact/preator suit token/preator suit token interact";
[(IIlinteractionGraph = "interactables/progress";

[[IstateData = {

IThum = 3;

Iitem[ 0] = {

[(IIITstateName = "interactables/progress/praetor/activate praetor";
1T

Iitem[1] = {

[(II1TstateName = "interactables/progress/praetor/idle praetor";
[IIITplaySoundOnEnter = "play praetorsuittoken loop";

(1T

Iitem[ 2] = {

[IITstateName = "interactables/progress/praetor/used praetor";
[IIITktateStats = {

[IIIThum = 1;

(IIIITitem[ 0] = {

ITIITktat = "STAT _GAINED FIRST PRAETOR TOKEN";

(I

(1T
[IIITr emoveCollisionOnEnter = true;

[IIIThideMeshOnEnter = {



(IITThum = 1;
MIIItitem 0] = "coin";

OTITH

Nl

Tt

[IItransitionData = {

IIThum = 1;

(IITHi tem 6] = {

[(IIITitransitionName = "usable praetor To used praetor";

[III1TplaySoundOnTransition = "stop praetorsuittoken loop";
T
Hin

1l
[[ttouchData = {

[ITtriggerDef = "trigger/interact/use_panel";

iy

[(IctivateTargetsOnUse = false;

[IbnUseCodexEntry = "codex/tutorials/praetor suit perks";

[[stateColors = {

(IThum = 1;

OTitem[ 0] = {

(IITmaterialSwapList = {

[IIIThum = 6;

(IITitem[ 0] = {

IIITifrom = "models/characters/sentinel knight/ghost/sentinel knight arm right";
[IIITto = "models/characters/sentinel knight/ghost/sentinel knight arm right used";
(I

OITitem[ 1] = {

[IITITfrom = "models/characters/sentinel knight/ghost/sentinel knight base";
[III11tto = "models/characters/sentinel knight/ghost/sentinel knight base used";
OTITh

OITitem 2] = {

(IITITifrom = "models/characters/sentinel knight/ghost/sentinel knight base arm";
[(IIT1Tto = "models/characters/sentinel knight/ghost/sentinel knight base arm used";
OTITh

I tem 3] = {

IIITfrom = "models/characters/sentinel knight/ghost/sentinel knight helmet";
[IIIITito = "models/characters/sentinel knight/ghost/sentinel knight helmet used";
(TITH



(IITHitem[ 4] = {

[(IITITifrom = "models/characters/sentinel knight/ghost/sentinel knight leg right";
[IIITto = "models/characters/sentinel knight/ghost/sentinel knight leg right used";
(I

IITitem[ 5] = {

[(IITITfrom = "models/characters/sentinel knight/ghost/sentinel knight torso";

[III1Itto = "models/characters/sentinel knight/ghost/sentinel knight torso used";
(11T

(1T

[IITstate = "used praetor";

[l

i

[ThctivateTargetsOnEndInteraction = true;

[IprogressionCategory = "PROGRESSION CATEGORY ELITE";

[JuseStat = "STAT SUIT PAGE UNLOCKED";

[Ir emoveForMasterLevels = true;

[[ithirdPersonInteractionData = {

[(ITithirdPersonInteractionType = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE GENERIC";
(It

[TuserMustBeInTouchTrigger = true;

[QkurrencyList = {

IThum = 1;

(dIitem[ 0] = {

(IITkurrencyType = "CURRENCY_ PRAETOR UPGRADE";

(T

1N

[(IkpawnPosition = {

X = 1;

oy = 1;

x = 1;

(It

[IkpawnOrientation = {

Imat = {
(MITnat[ 6]
(11X = ©;
Iy = 1;
1T
(IITmat[ 1]
IITXx = -1;

1
-~

I}
-~



Argent Cell Crystal & Top Destructible

entity {

[entityDef game progress argent cell 1 {
[inherit = "progress/argent cell";
[klass = "idInteractable WorldCache";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;
[MisableAIPooling = false;

[edit = {

[(MkaveType = "SGS_GAME DATA";
[(TeutomapPropertiesDecl = "argent cell";
[IrenderModelInfo = {

[IImodel = "md6def/objects/interact/argent cell/argent cell. md6";
[IIkcale = {

(I = 1;
Iy = 1;
(IIr = 1;
1t
i

dxlipModelInfo = {

[(ITtype = "CLIPMODEL CYLINDER";
IkontentsFilter = {
[(IITmonsterClip = false;
[IITmoveableClip = false;
[(IITkhotClip = false;

ITikClip = false;
[IITpbpaqueClip = false;
[(IITkl1TeamsShotClip = false;



[(IIbize = {
MIIX = 1.25;
My = 1. 75;
e = 2;

Tk

[IThumSides = 8;
iy

[Mdormancy = {
[(ITdelay = 0;

[(IIdistance = 100;

(IIplayerDistance = 120;
[IIplayerRearwardDistance = 80;
[ITkllowPvsDormancy = false;

i

[IIfxDecl = "interact/argentcell/argent cell fx";
[Mlinteraction = {

[(IIlinitalState = "interactables/progress/argent cell/idle argent";

[(ITunuseableState = "interactables/progress/argent cell/used argent";
[(ITenimWebDecl = "animweb/interact/argent_cell/argent_cell_interact";
[(IIlinteractionGraph = "interactables/progress";

[IIstateData = {

IIThum = 3;

ITitem[ 0] = {

[(IIITstateName = "interactables/progress/argent cell/activate argent";
[IIIThideMeshOnEnter = {

(IIIThum = 1;

(1Tl tem[ 0] = "destroyed 2 ";

(TITh

(1T

[Mitem[ 1] = {

[(IIITstateName = "interactables/progress/argent cell/idle argent";
[IIIThideMeshOnEnter = {

(IIIIThum = 1;

(IIT1Tlitem[ 0] = "destroyed 2 “;

nannn;

1T

(ITitem[ 2] = {

[(IIITstateName = "interactables/progress/argent cell/used argent";
[IIITPknEnter CodexEntry = "codex/tutorials/argent cell";



[IIITmarkForGameUsed = true;
[(IIIThideMeshOnEnter = {
IMIThum = 1;

(IITITtitem[ 0] = "crystal 2 ";
(I

[(ITTstateActivateList = {
(IIIIThum = 1;

[(IITITtitem[ 0] = "game destructible interact argent cell 1 1313774949";
(I

(11T

Tt

i

[[ltouchData = {

[IIitriggerDef = "trigger/interact/use panel";
[(ITtriggerDefOffset = {

1T = 0. 25;

Tk

i

[ThctivateTargetsOnUse = false;

[IstateColors = {

IThum = 1;

dTitemf 0] = {

[IITmaterialSwapList = {

IIThum = 4;

(T tem[ 0] = {

[IITITifrom = "art/kit/sentinel/prop/argent cell bottom";
[IIIITtto = "art/kit/sentinel/prop/argent_cell_bottom_used";
(I

(IIitem[1] = {

IIIIIifrom = "art/kit/sentinel/prop/argent cell destroyed";
[IIITto = "art/kit/sentinel/prop/argent cell destroyed used";
(T

OITitem 2] = {

IIITfrom = "art/kit/sentinel/prop/argent cell bottom secretpath";
[IIIIItto = "art/kit/sentinel/prop/argent cell bottom used";
nannn;

(IITitem 3] = {

[IIITfrom = "art/kit/sentinel/prop/argent cell destroyed secretpath";
QIIlTto = "art/kit/sentinel/prop/argent cell destroyed used";
(T



(1T

[(IITstate = "used argent";

(T

i

[(IpbrogressionCategory = "PROGRESSION CATEGORY ARGENT";

[MuseStat = "STAT PROG_AMMO HEALTH ARMOR";

[I[removeForMasterLevels = true;

[IsecretMaterial = "art/objects/progression/temp progression items secret";
[[tthirdPersonInteractionData = {

[IItthirdPersonInteractionType = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE SENTINEL CRYSTAL";
[ITthirdPersonSyncEntityForInteractionStartPositionOnUse =
"interact/argent cell/argent cell sync 3p";
(ITthirdPersonSyncAnimWebPathForStartPositionOnUse =
"animweb/interact/argent cell/argent cell 3p/use sync/interact";

i

[TuserMustBeInTouchTrigger = true;

[(IkpawnOrientation = {

(Imat = {
Irmat[e] = {
(TIIx = ©;
Ty = -1;
Ik = 6;
(1T
Imat[1] = {
Ik = 1;
(IITy = ©;
(IITe = ©;
(1T
MIImatl 2] = {
11X = 0;
Iy = ©;
IIITe = 1;
(1T

[l

It

[itargets = {
(IThum = 1;

[Ifitem[ @] = "game destructible interact argent cell 1"; // removes the top part of the model

i}
[(IkpawnPosition = {



X = 1;
Iy = 1;
0 = 1;
i
[
}
}
entity {

[(entityDef game destructible interact argent cell 1 {
[inherit = "destructible/interact/argent cell";
[klass = "idDestructible";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {

[IwhenToSave = "SGT NORMAL";

flags = {
[(ITkkipRenderModelReplication = true;
i

[MkaveType = "SGS_GAME DATA";
[IrenderModelInfo = {

[IImodel
[Ikcale
Ik = 1;
Iy = 1;
e = 1;
1%

iy
[IrlipModelInfo = {

"art/kit/sentinel/prop/argent cell top. lwo
{

IkontentsFilter = {
ITplayerClip = false;
[(IITmonsterClip = false;
ITHikClip = false;
[IITpbpaqueClip = false;
ITellTeamsShotClip = false;
aThH

[(IIbize = {



Iy = 1;

Tz = 1;

(1%

[MIbffset = {
Ik = 1. 25;
il

[(IThumSides = 6;
i

[[destructible = {

[ITdecl = "destructible/interact/argent cell";
[ITfidleCommands = {

IIThum = 1;

[MTitem[ 0] = {

[IIIIttime = 10000;

[(II1Tkcommand = "IDLE COMMAND BECOME STATIC";

(1T

OTh

i

[TeffectiveDamageTypes = {
IThum = 1;

[(ITHitem[ 0] = "damage/special/no_damage";
It

[(IdemonPlayersPassThrough = false;
[IremoveForMasterLevels = true;

[IkpawnPosition = {

Ix = 1;

oy = 1;

e = 1;

il
[(IkpawnOrientation = {
OImat = {
(IIrmat[ 0] = {
IITx = 1;
OIITy = 6;
01Tk = ©;
1T
Irmat[1] = {
(I = ©;
Ty = 1;
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