IdProp2

An entity that will spawn a pickup or barrel.

Health

entity {
[(entityDef pickups pickup health large 1 {
inherit = "pickup/health/large";

[klass = "idProp2";

[(expandInheritance = false;

[pboolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;
[MisableAIPooling = false;

[(edit = {

[Ir enderModelInfo

{

[IImmodel = "art/pickups/health/health pack big a. lwo";
[(ITkontributesToLightProbeGen = false;
[(ITtignoreDesaturate = true;

[(ITkmissiveScale = 0.5;

[dIscale = {

(IIx = 1.75;

Iy = 1.75;

Iz = 1.75;

il

iy

[Mkpawn statIncreases = {
(Thum = 1;

Iitem 0] = {

ITktat = "STAT ITEMS SPAWNED";
[(IIIlincrease = 1;

(T

i

[MTkequipOnPickup = true;

[MlootStyle = "LOOT TOUCH";
[IttriggerDef = "trigger/props/pickup";



[[lisStatic = true;

[[kcanBePossessed = true;

[(IremoveFlag = "RMV_CHECKPOINT ALLOW MS";
[qdifficultyScaleType = "DST PICKUP";

[(Ipickup statIncreases = {

IThum = 1;

(dTitemf 0] = {

(ITktat = "STAT HEALTH PICKUP";

[IIIlincrease = 1;

1%

i

[MuseableComponentDecl = "health/sp health large";
[(IkpawnPosition = {

X = 1;

ary = 1;

Ir = 1;

i

[(IkpawnOrientation = {

Imat = {
(ITTnat[ 0]
(I = ©;
Iy = 1;
(1T
(IIImat[1]
X = -1;

IITy = ©;

(1T

[l

It

[(Idormancy = {
[(IIplayerDistance = 20;

1}
-~

Il
-~

[(IIplayerRearwardDistance = 20;
iy

[

}

}

Armor




entity {

[(entityDef pickups pickup _armor large 1 {
inherit = "pickup/armor /large";

[klass = "idProp2";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = true;

[MisableAIPooling = false;
[edit = {
[Ir enderModelInfo = {

[IImodel = "art/pickups/armor/pickup armor 01. lwo";
[(IIkontributesToLightProbeGen = false;

[[TlignoreDesaturate = true;

[(IIkcale = {

IITx = 2;

Ty = 2;

e = 2;

Tk

[(ITkmissiveScale = 0.5;
It

[Ispawn statIncreases = {
IThum = 1;

dIitemf 0] = {

(IITktat = "STAT ITEMS SPAWNED";
[(IIIfincrease = 1;

Tt

iy

[TequipOnPickup = true;

[MlootStyle = "LOOT TOUCH";

[IitriggerDef = "trigger/props/armor large";
[[lisStatic = true;

[TkcanBePossessed = true;

(IremoveFlag = "RMV CHECKPOINT ALLOW MS";
[(MdifficultyScaleType = "DST PICKUP";
[(Ipickup statIncreases = {

IThum = 1;

dTitemf 0] = {

[(IITktat = "STAT ARMOR PICKUP";



[(IIIlincrease = 1;
T
il

[TuseableComponentDecl = "armor/sp armor 50";
(MspawnPosition = {

IIx = 1;

aly = 1;

e = 1;

It

[MkpawnOrientation = {

Imat = {
(IIImat[ 6]
(IIIXx = ©;
Iy = 1;
(11T
(ITmat[ 1]

]
-~

I
-~

Qdormancy = {
[(IIplayerDistance = 20;
[(IIplayerRearwardDistance = 20;
It

[

}

}

Ammo

entity {

[(entityDef pickups pickup ammo shells 1 {
inherit = "pickup/ammo/shells";

[klass = "idProp2";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;



[(hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

[IrenderModelInfo = {

[IImodel = "art/pickups/ammo/ammo shotgun 01. lwo";
[ITrontributesToLightProbeGen = false;
[(ITlignoreDesaturate = true;

[(IIemissiveScale = 0. 2;

[dIscale = {

IITx = 1.39999998;

1Ty = 1.39999998;

1Tz = 1.39999998;

il

iy

[Mkpawn statIncreases = {
Thum = 1;

[(IIhiteml 0] = {

ITktat = "STAT ITEMS SPAWNED";
[[IIfincrease = 1;

(T

iy

[ITequipOnPickup = false;

[MlootStyle = "LOOT TOUCH";
[IitriggerDef = "trigger/props/pickup";
[[lisStatic = false;

[[kcanBePossessed = true;

[IremoveFlag = "RMV_CHECKPOINT ALLOW MS";

(ftags = {
[ITkanBecomeDormant = true;
i

[IIfxDecl = "pickups/ammo_shotgun";
[qdifficultyScaleType = "DST PICKUP";
[TupdateFX = true;

[(Ipickup statIncreases = {

(IIhum = 2;

(Titem[ 0] = {

[(ITktat = "STAT_AMMO PICKUP";
[IIIlincrease = 1;

Tt



dIitem[ 1] = {
(IITktat = "STAT PLACED AMMO PICKUP";
[(IIIfincrease = 1;

(1%

i}
[TuseableComponentDecl = "propitem/ammo/shotgun 10";
[(IkpawnPosition = {
X = 1;

oy = 1;

Ir = 1;

i

[IspawnOrientation = {
(Imat = {

Immatfe] = {
(11X = 6;

Iy = 1;

(1T

Irmat[1] = {
Ik = -1;

OITy = 6;

(T

1%

It

[(Idormancy = {
[IIplayerDistance = 20;

[(IIplayerRearwardDistance = 20;
iy

[

}

¥

Extra Life

entity {

layers {

[11'game/sp/extralives/extralives many" // the layer prevents it from spawning in Ultra
Nightmare difficulty

i



[(entityDef pickups pickup extra life extra life 1 {
[inherit = "pickup/extra life/extra life 1";
[klass = "idProp2";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {

[IwhenToSave = "SGT NORMAL";

[IkaveType = "SGS GAME DATA";

[(IremoveFlag = "RMV_IMMEDIATE ALLOW MS";
[TeutomapPropertiesDecl = "extra life";
[(IrenderModelInfo = {

[IImmodel = "art/pickups/extralLife. lwo";
[(ITkontributesToLightProbeGen = false;

[ITtignoreDesaturate = true;

[[Ibcale = {

[IIIx = 1.75;

Moy = 1. 75;

1Tk = 1.75;

Tt
[IIemissiveColor = {
I = o;

[IITp = 0.68235302;
Tt
[IIemissiveScale = 1;
1N

IrlipModelInfo = {

(ITitype = "CLIPMODEL BOX";

(It

[Tif xDecl = "pickups/ammo extralife";
[(IphysicsAttributes = "lootdrop/health";
[TuseableComponentDecl = "sp extra life 1";
[[thinkComponentDecl = "bobthink";
[IitriggerDef = "trigger/props/pickup large";
[MupdateFX = true;

[TkcanBePossessed = true;

[(IkendNotableltemTelemetryEvent = true;



[(IkpawnPosition = {
X = 1;

oy = 1;

Ir = 1;

i}

[IkpawnOrientation = {
(IImat = {
(IITnatl 0]
(11X = 6;

Il
-~

Q
—+
-
=
—

]
-~

[l

i

[[Oflags = {

[(ITkanBecomeDormant = true;
[(IIIforcePhysicsUpdate = true;
[IIfforceFXThink = true;

i}

IbindInfo = {

[(ITpbindParent = "movers func_mover 1"; // bind it to an idMover
[(IIbindOriented = true;
[ITlockLocalOffset = true;

i

Qdormancy = {
[(IIplayerDistance = 30;
[IIplayerRearwardDistance = 30;
(It

[

}

}

Barrel




entity {

[(entityDef game_envhazard barrels red 1 {
Oinherit = "envhazard/barrels/red";
[klass = "idProp2";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = true;
[MisableAIPooling = false;

[(edit = {

[TremoveFlag = "RMV CHECKPOINT ALLOW MS";
[Mftags = {

[(ITiforcePhysicsUpdate = true;
[(ITltakedamage = true;

(It

[IrenderModelInfo = {

[IImmodel = "art/breakable/barrel/barrel explode a. lwo";
i

[IklipModelInfo = {

(ITitype = "CLIPMODEL CYLINDER";
[IIkontentsFilter = {

IITplayerClip = false;

Tt

[IThumSides = 10;

i

[[hetworkSerializeTransforms = true;
[TkillerNames = {

IThum = 1;

[(Tlitem[ 0] = "#str decl damage hazard explosive barrel GHOST53200";
i

[(IfxDecl = "breakable/barrel 01";
[(IpbhysicsAttributes = "barrels";
[[lisStatic = false;

[[damageComponentDecl = "barrel/default";
[IMlootDrop = {

[(IIlootDropDataDecl = "barrels/rune";

(0t

[[kcanBePossessed = true;

[(IkpawnPosition = {



T T FEBHEE

Key Card

entity {

[(entityDef pickups keycard uac red 1 {
[Jinherit = "pickup/keycard/uac red";
[klass = "idProp2";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = true;

[MisableAIPooling = false;
[edit = {
[IrenderModelInfo = {

[(IIMmodel = "art/pickups/keycard pickup r. lwo";
[(ITkontributesToLightProbeGen = false;
[(MImaterialRemap = {

IIThum = 1;

Imitem 0] = {

(II1Tfrom = "art/pickups/keycard r";

(IIITfto = "art/pickups/keycard r dlc";

nnnn;

1%

[IIemissiveColor = {

(1T = 6. 0333333015;

(IIh = 0;

nin;

It

[Mkpawn statIncreases = {
Thum = 1;

[IIhiteml 0] = {

([IIstat = "STAT ITEMS SPAWNED";
[([IIfincrease = 1;



Hulig

(It

[TkequipOnPickup = true;

[MlootStyle = "LOOT TOUCH";

[TitriggerDef = "trigger/props/progression small";
[MlisStatic = true;

[[kcanBePossessed = true;

[IwhenToSave = "SGT CHECKPOINT";

[(IremoveFlag = "RMV_CHECKPOINT ALLOW MS";

(Iftags = {
[ITkanBecomeDormant = true;
il

[k lipModelInfo = {

(ITitype = "CLIPMODEL BOX";

i

[TuseableComponentDecl = "propitem/keycard/uac red";
[[thinkComponentDecl = "bob rotate";
[(IkendNotableItemTelemetryEvent = true;
[IkpawnPosition = {

0Ix = 1;

ary = 1;

e = 1;

i

[(IkpawnOrientation = {

dImat = {
(IITmat[ 6]
(I = ©;
Ty = 1;
(1T
(IITmat[1]

1}
-~

Il
-~

[IifxDecl = "dlcl/ed4ml rig/red keycard";
il

}

}
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