IdTrigger _BouncePad & idinfo_BounceDestination

Entities that propel a player to a target destination.

A bounce pad consists of either three or four entities:
e A trigger that actually launches the player.
¢ A destination for the trigger to target.

e A particle emitter.

e Dynamic entities to render the pad on the ground. Some pads might be made of multiple
models spread across multiple dynamic entities, other pads instead are rendered by the map
geometry itself and have no dynamic entities at all, and therefore cannot entirely be visually
removed.

Each map has specific models available for rendering a jump pad.

Hell Pad

entity {

[entityDef blood swamps trigger bouncepad {
[inherit = "trigger/bounce pad";
[klass = "idTrigger BouncePad";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

[Mflags = {

[(ITkcanBecomeDormant = true;

iy

[MlaunchFX = "fx/bounce pad/basic";
[(IkpawnPosition = {

11X - 48. 06;

Iy = 307.64;


https://wiki.eternalmods.com/books/5-level-modding/page/idparticleemitter

IIe = 7. 36;

(It

[IrenderModelInfo = {

[TIMmodel = NULL;

iy

[IrlipModelInfo = {

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

X =
Iy =
Mk =
Tk
[(IThumSides = 10;

w w w

[Tk lipModelName = NULL;

i

[Mdestination = "blood swamps bounce destination 3";
[MlaunchSpeed = 27; //if the destination is too far away from the trigger, try increasing this.
[TuseLowArcInsteadOfHigh = true;

[[itriggerFirst = false;

i

}

}

entity {

[(entityDef blood swamps bounce destination {
[inherit = "info/bounce destination";

[class = "idInfo BounceDestination";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

[(IkpawnPosition = {

-44, 92;
302. 67;
14. 35;

" T"S8EBH



}

entity {

[(entityDef blood swamps bouncepad platform {
(inherit = "func/dynamic";

[klass = "idDynamicEntity";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;
[edit = {

[(IkpawnPosition = {

[IIXx = -48. 06;

Iy = 307. 64;

Ik = 7. 06;

iy

[IrenderModelInfo = {
[IImodel = "art/kit/hell/medallion pad a. lwo$uvlayout lightmap=1";
[Ikcale = {

(IIIXx = 0.5;

1Ty = 0.5;

0Tz = 0.5;

Tk

il

[k lipModelInfo = {

[IIkontentsFilter = {

(IITplayerClip = true;

Tt

[ITklipModelName = "art/kit/hell/medallion pad a. lwo$uvlayout lightmap=1";
il

il

}

}

entity {

[(entityDef blood swamps bouncepad emitter {
(inherit = "func/emitter";

[class = "idParticleEmitter";
[(expandInheritance = false;

[poolCount = 0;



[(poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;
[(edit = {

flags = {
[ITkanBecomeDormant = true;

i

[(Idormancy = {

[Idelay = 5;
[[Idistance = 78. 029007;
i

[[ifadeIn = 0;

[[ifadeOut = 0;
[IkpawnPosition = {
[IIx = -48. 06;

Iy = 307. 64;

IIe = 7. 36;

i

[IkpawnOrientation = {
Imat = {

(IIrmat[ 0] = {

[I1Tx = 0. 52760612965;
11Ty = -0.82817548513;
M1z = -06.18909542263;
1T

Irmat[ 1] = {

[II1Tx = 0. 84339135885;
[IITly = 0. 53729975224,
Tz = 6;

(1T

Immat[ 2] = {

(111X = 0.10160092264;
11Ty = -0.15948145092;
({111 = 0. 98195868731,
(1T

(T

(It

[Ir enderModelInfo = {
[IIkolor = {



(I = ©.301961005;
[IITg = ©.650979996;
(T

[ITemissiveColor = {

[IIIr = ©.301961005;
[MITo = ©.650979996;
i
g

[IparticleSystem = "gameplay/bounce pad hell 01";
[
}
}

Sentinel Pad

entity {

[(entityDef world spear example trigger bounce pad
[inherit = "trigger/bounce pad";

[class = "idTrigger BouncePad";
[expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {
[(IdemonPlayerCanActivate = true;
[Mflags = {

[(IIkanBecomeDormant = true;

(It

[MlaunchFX = "fx/bounce pad/basic";
[(IkpawnPosition = {

[IIx = 6.29999733;

My = 179. 149979;
Iz = 11.1000032;
iy

[IrenderModelInfo = {
[IImodel = NULL;
o



[IklipModelInfo = {

[(IIklipModelName = "maps/game/dlc2/e5ml spear/e5ml spear/village trigger bounce pad 17";
(It
[Tdestination
[IllaunchSpeed
[

}

}
entity {

"village info bounce destination 17";

18;

[entityDef world spear example func emitter {
inherit = "func/emitter";
[class = "idParticleEmitter";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;
(edit = {

Iflags = {
[(ITkcanBecomeDormant = true;
i

Qdormancy = {

[(ITdelay = 5;

[IIdistance = 78. 029007;

(It

[[ifadeIn = 0;

[[ifadeOut = 0;

[(IkpawnPosition = {

[IIx = 6.28446245;
Iy = 179. 249954;
Ik = 9.95248413;

iy

[IrenderModelInfo = {
[IIkolor = {

[II1r = 6.301961005;
(M1 = 6. 650979996;
(T

[ITemissiveColor = {
(II1r = 0. 301961005;



[IIp = 6.650979996;

(Tt

(It

[IparticleSystem = "gameplay/bounce pad sentinel";

[

}

}

entity {

[(entityDef world spear example info bounce destination {
[inherit = "info/bounce destination";

[klass = "idInfo BounceDestination";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[edit = {

[(IkpawnPosition = { // these should be different from that of all the other entities in this
example

[IIX = 17.3500271;

Iy = 179.149948;
Iz = 13.7500429;
i

[+

}

}

entity {

[(entityDef world spear example hell chunk 2 func dynamic 906 799096957 {
inherit = "func/dynamic";
[klass = "idDynamicEntity";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[(MisableAIPooling = false;
[(edit = {

[IkpawnPosition = {

[ITx = -18. 8634968;

Tl = 3106.511993;



Iz = -18.1249714;

il
[IkpawnOrientation = {
dImat = {
(MITmat[ 6] = {
(II1Tx = 0. 06;
IIITy = 0. 0;
(1% = 0. 6;
(1T
Irmat[ 1] = {
(I = 0.0;
(1Y = 0. 6;
([I1Tr = 0.06;
(T
(Irmatl[ 2] = {
(11X = 0. 0;
Iy = 6. 6;
([I1Tr = ©.06;
(1T

T

iy

[IrenderModelInfo = {
[(IImodel = "art/kit/sentinel/sentinelSmallKit/sentinelSmallKit jumpPad b 1p5x1p5. lwo";
[TemissiveColor = {

I = o;

(1T = 0. 647059023;
1%

[IIemissiveScale = 0.5;
It

[k lipModelInfo = {

[(ITitype = "CLIPMODEL NONE";

[ITxlipModelName = "art/maps/user/souders/mars core/uac jump pad bs. lwo";
iy

[

}

}

entity {

[entityDef world spear example chunk 1 func dynamic {

(inherit = "func/dynamic";



[klass = "idDynamicEntity";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;

[(edit = {
[IkpawnPosition = {
[IIx = -18. 8633633;
Ty = 3106.511993;
Iz = -18.1230907;
i
[(IkpawnOrientation = {
(Imat = {
(IIrmat[ 0] = {
(IIITx = ©. 0;

(IITy = ©.0;

(11T = 0.0;

nnnn;

Imat[1] = {
(IIITx = ©.0;

(IITy = ©.0;

01Tk = ©.6;

(I

Imat[ 2] = {
(IIITx = ©.0;

(IITy = ©.0;

(IIITe = ©.0;

(1T

il

(It

[Ir enderModelInfo = {

[IImodel = "art/kit/sentinel/sentinelSmallKit/sentinelSmallKit jumpPad b glow 1p5x1p5. lwo";
[IIemissiveColor = {

IITr = 6;

[IIIp = 6.7806391991;

T

[ITemissiveScale = 1.5;

iy



[IklipModelInfo = {

[(ITitype = "CLIPMODEL NONE";

[TxlipModelName = "art/maps/user/souders/mars core/uac jump pad bs. lwo";
It

[

}

}

entity {

[(entityDef world spear example chunk 2 func dynamic {
(inherit = "func/dynamic";

[klass = "idDynamicEntity";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[edit = {
[(IkpawnPosition = {
[IIx = -18. 8635921;
Ty = 3106.511993;
Ik = -18.1262989;
i}
[(IkpawnOrientation = {
(Imat = {
Irmat[e] = {
(IIITx = ©.0;

1Ty = 0.06;

(IIITe = ©.0;

(1T

ITmat[1] = {
[II1Ix = 0.6;

Iy = 0. 6;

(IIITe = ©.0;

(1T

MIImatl 2] = {
(IIITx = 0. 0;

(IIITy = 0. 6;

(IIITe = ©.0;



(T

i
[IrenderModelInfo = {

[IImodel = "art/kit/sentinel/sentinelSmallKit/sentinelSmallKit jumpPad b glow2 1p5x1p5. lwo";

[IIemissiveColor = {

IITr = 6;

(M1 = 0. 498039067;
T

[[IkemissiveScale = 1;
iy

IrlipModelInfo = {

[(ITitype = "CLIPMODEL NONE";

[(IIklipModelName = "art/maps/user/souders/mars core/uac_jump pad bs. lwo";
(It

[

}

}

entity {

[(entityDef world spear example chunk 3 func_dynamic{
(inherit = "func/dynamic";

[klass = "idDynamicEntity";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[edit = {
[MspawnPosition = {
[IIXx = -18. 8634968;
Iy = 310.511993;

Iz = -18.1249714;

iy

[[spawnOrientation = {
dImat = {

(IIImat[ 6] = {

(IIITx = 0. 0;

OIITy = 0. 6;

111z = 0. 0;



IImat[1] = {
(IIITx = 0. 0;
(IIITy = 0. 0;
Ik = ©.6;
(1T
Irmat[ 2] = {
I = 0. 6;
Iy = 0. 0;
111k = ©.6;
(1T
[l
i

[I[renderModelInfo = {
[Imodel = "art/kit/sentinel/sentinelSmallKit/sentinelSmallKit jumpPad b glow3 1p5x1p5. lwo";
[ITemissiveColor = {

IIIr = ©;

Mg = 0. 882353008;
Hulis

[[IemissiveScale = 7;
(It

[IklipModelInfo = {

[ITitype = "CLIPMODEL NONE";

[Tk lipModelName = "art/maps/user/souders/mars core/uac_jump pad bs. lwo";
i

il

}

}

Celestial Pad

A jump pad on the Urdak-themed BattleMode map, Celestial. In this case, multiple particle emitters are
used, one visible to only the slayer, the other to only the demon team indicating that demon players
cannot activate this. The cooldown of this jump pad is imposed by a logic entity, which is beyond the
scope of this page.

entity {

[(entityDef game func dynamic 3 {
inherit = "func/dynamic";
[klass = "idDynamicEntity";
[(expandInheritance = false;

[poolCount = 0;



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

[edit = {
(MspawnPosition = {
[IIXx = 6.0999999;

Ly = -14;

Ik = -3.60000014;

(It

[[spawnOrientation = {
Imat = {

(IIImat[ 0] = {

[IIIIX = - 0. 999998212;
IITy = - 6. 00189458777;
01T

Irmat[1] = {

[IIITx = 0. 00189458777,

[IIIIy = -6.999998212;

nnnn;

(T

iy

[IrenderModelInfo = {

[(IImodel = "art/kit/maykr/exterior/facade pad a low. lwo";
[(ITheoDecalMaterial = "art/tile/maykr/floats";
[(ITheoDecalTint = {

[ITh = 0. 756862938;
[IIb = 6.270588011,;
Tt

[IIkcale = {

IIIXx = 0.5;

1Ty = 0.5;

0Tz = 0.5;

Tt

[IIkcolorScale = 6;
[[TemissiveColor = {

MIIr = 0.376471013;
(IITh = 0. 878431022;
(1%

[IIemissiveScale = 8;
It

[JklipModelInfo = {



(ITitype = "CLIPMODEL NONE";
[(IIklipModelName = "art/kit/maykr/exterior/facade pad a low. lwo";
(It

[

}

}

entity {

[layers {
[11'game/pvp/slayer team"

[

[(entityDef game gameplay bounce pad uac 3 {
inherit = "func/emitter";
[klass = "idParticleEmitter";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[(MisableAIPooling = false;
[(edit = {

(Mflags = {
[ITkanBecomeDormant = true;
iy

(Idormancy = {

[(IIdelay = 5;

[[Tdistance = 78. 029007;

It

[[ifadeIn = 0;

[[ifadeOut = 0;
[(IkpawnPosition = {

[IIXx = 6.0999999;
Iy = -13.6999979;
Iz = - 3. 49999976;
i}
[MkpawnOrientation = {
[Imat = {

Immat[1] = {

1Ty = 0.258819342;
Iz = 6. 965925753;
(1T

MImatl 2] = {

[Ty = - 0. 965925753;



Iz = 0. 258819342;

nnnn;

(T

i

[IrenderModelInfo = {
[IIkolor = {

MIIr = 0.376471013;
[IIIb = 0. 878431022;
1%

[IIemissiveColor = {

(IITr = 0.0784313753;
1T = 0.694117665;
Tk

[(IIemissiveScale = 3;
i

[(IparticleSystem = "gameplay/bounce pad uac";
i

}

}

entity {

layers {

(11 game/pvp/demon_team"

i

[(entityDef game gameplay bounce pad uac 10 {
inherit = "func/emitter";
[class = "idParticleEmitter";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;
[(edit = {

(ftags = {
[ITkanBecomeDormant = true;
i

[Idormancy = {

[IIdelay = 5;

[[Tdistance = 78. 029007;

iy

[[ifadeIn = 0;

[[ifadeOut = 0;



[(IkpawnPosition = {

[IIx = 6.10000038;

Ty = -13.6999998;
[Tk = -3.49999976;

i}

[(IkpawnOrientation = {
(IImat = {

Imat[1] = {

(II1Tly = 0. 258819044,
11Tk = 0.965925813;
(1T

MImat[ 2] = {

(Il = -0.965925813;
[MIIIz = 0.258819044;
(1T

[l

i

[IparticleSystem = "gameplay/bounce pad uac pvp_demon";
il

}

}
entity {

[(entityDef game trigger bounce pad 3 {
(inherit = "trigger/bounce pad";
[klass = "idTrigger BouncePad";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

(Oftags = {

[ITkanBecomeDormant = true;

iy

[QlaunchFX = "fx/bounce pad/basic";
[IkpawnPosition = {

[IIx = 6. 0999999;

[Ty = -15.6999998;
[(IIz = -3.20000005;
il

[I[renderModelInfo = {



[[Imodel = NULL;

(It

[IklipModelInfo = {

[ITxlipModelName = "maps/game/pvp/pvp _bronco/pvp bronco/game trigger bounce pad 3";
iy

[(IitriggerFor AllClients = true;

[[destination = "game_info bounce destination 2";
[[failedTrajectoryBehavior = "FTB_TOWARDS TARGET";
[[llaunchSpeed = 25;

[

}

}

entity {

[(entityDef game info bounce destination 2 {
[inherit = "info/bounce destination";

[klass = "idInfo BounceDestination";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[edit = {

[(IkpawnPosition = {

[IIx = 5.99995661;
Iy = -42.9999695;
Ik = -2.79999995;
i
[[kpawnOrientation = {
Imat = {
(ITmat[ 6] = {
(11X = 0. 6;

(IITy = ©.6;

(01T = 0. 0;

(1T

MIImatl 1] = {
(111X = 0. 6;

(IITy = ©.6;

(11T = 0. 0;

(1T

MImatl 2] = {

(IIIIx = ©.0;



0. 0;
0. 0;
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