iIdProp_Coop

An entity that can create a physical obstruction for all players.

Usage

entity {

[(entityDef prop barrier 1 {
[klass = "idProp_ Coop";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;

[(edit = {
[IkpawnPosition = {
Ix = 1;

Iy = 1;

lr = 1;

It
[IkpawnOrientation = {
Imat = {
(IIrmat[ 0] = {
(IIITX = 6;
Ty = -1;
Ik = o;
1T
Irmat[ 1] = {
I = 1;
IITy = ©;
01Tk = ©;
(1T
Immat[ 2] = {
(I = ©;
1Ty = ©;
(IITe = 1;
(1T



n
[IrenderModelInfo = {

[(IImmodel = "art/gameplay/gameplay energyBarrier a. lwo";

create an invisible barrier

[IIkcale = {
Ik = 1;
Iy = 1;
Ik = 1;
1%
i

IrlipModelInfo = {
[(ITklipModelName = NULL;
(ITitype = "CLIPMODEL BOX";

[(IIkize = {
I = 1;
Iy = 1;
e = 1;
Hulis

IkontentsFilter = {
[(IITplayerClip = false;
Tt

[IIforceObstacle = true;
i

[IshowOnStart = true;
[[lisSolid = true;
[[forceContentSolidOnSpawn
[

}

}
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= true;

// render model can be set to "NULL"

to



