iIdTrigger_TakeDamage & idTarget_Melee
An either shootable or punchable trigger activated when it takes damage.

Assets for both of these types of entities will not be present in all levels. You may need to use
assetsinfo to import a level that does, if you wish to use them in levels that originally did not have
one.

Generic crosshair-shaped shootable trigger.

entity {

[entityDef example shootable {
[Minherit = "func/shootable";
[klass = "idTrigger TakeDamage";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

[IrenderModelInfo = {

[(IImmodel = "art/kit/gameplay/breakable glow b. lwo";

[(IIkcale = {

[IIIx = 0.528155386;
[IITly = 6.528155386;
[IIIrz = 6.528155386;
aTh

i

[IklipModelInfo = {

[ITtype = "CLIPMODEL BOX";
[MIkize = {

[IIIXx = 3.5;

My = 2;

ITe = 3.5;

Tt

[MIbffset = {

[(IITrz = -0.899999976;



Hulig

(It

Iwait = 0;

[(ItriggerOnce = true;

[(ItriggerFor AllClients = true;

[IblayerCanActivate = false;

[[deadAiCanActivate = false;

[IkBllowZeroDamage = true;

[IsoundActivated = "play shootable activate";

[IsoundReady = "play shootable reset";

[If xDecl = "gameplay/shootable";

[IweaponDamageType = "PLAYER WEAPON SHOTGUN PLAYER WEAPON SHOTGUN FULL AUTO

PLAYER WEAPON SHOTGUN FULL AUTO MASTERY_ PLAYER WEAPON SHOTGUN STICKY BOMB

PLAYER WEAPON DOUBLE BARRELED SHOTGUN PLAYER WEAPON PLASMA PLAYER WEAPON PLASMA HEATWAVE
PLAYER WEAPON PLASMA SUPERCHARGE PLAYER WEAPON PLASMA ICE BOMB PLAYER WEAPON HAR
PLAYER WEAPON HAR SCOPE PLAYER WEAPON HAR MICROMISSLE PLAYER WEAPON ROCKETLAUNCHER
PLAYER WEAPON ROCKETLAUNCHER DETONATE PLAYER WEAPON ROCKETLAUNCHER LOCKON

PLAYER WEAPON BALLISTA PLAYER WEAPON BALLISTA ARBALEST PLAYER WEAPON BALLISTA DESTROYER
PLAYER WEAPON CHAINGUN PLAYER WEAPON CHAINGUN TURRET PLAYER WEAPON CHAINGUN GATLING
PLAYER WEAPON MEAT HOOK NAPALM PLAYER WEAPON BFG_PLAYER WEAPON FRAG

PLAYER WEAPON FRAG GRENADE PLAYER WEAPON FRAG GRENADE CLUSTER PLAYER WEAPON FLAME BELCH
PLAYER WEAPON FLAME BELCH NAPALM PLAYER WEAPON PISTOL PLAYER WEAPON PISTOL HAND CANNON
PLAYER WEAPON UNMAYKR PLAYER WEAPON MICROWAVE MOD ";

[(IkpawnPosition = {

[IIx = 69. 040596;
Ty = 231.581207;
Iz = -79. 0406036;
1
[(IkpawnOrientation = {
(Imat = {
(IIrmatf 0] = {
(I = ©;

Ty = ©;

(IITr = 6;

(1T

Immat[1] = {
(TIIx = ©;

(I1Ty = 6;

[IIII¥ = 6;



Imat[ 2] = {
(TIIx = ©;
(IITy = 6;
(IITr = ©;
(1T

il

iy

[Ittargets = {
(IThum = 1;
[(ITlitem[ 0] = "some movable gate";
i

(Idormancy = {

[(ITkllowDormancy = false;
[ITkllowPvsDormancy = false;
iy

[ITkeepAfter TriggerOnce = true;
i

}

}

Cultist-themed shootable.

entity {

[entityDef example cultist base shootable {
inherit = "func/shootable";

[klass = "idTrigger TakeDamage";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[disableAIPooling = false;

[edit = {

[IrenderModelInfo = {

[IImodel
[IIkcolor {

I1Tr 0. 282353014,
IITh = 6;

"art/kit/cultist/prop/shootable a. lwo";



Hih
[(ITxolorScale = 3;
[(IIemissiveColor = {

IITr = 0.282353014;
IITh = 6;

il

[IIemissiveScale = 2;
iy

[IklipModelInfo = {

[ITtype = "CLIPMODEL BOX";
[IIkize = {

11X = 2.75;

Iy = 1;

Iz = 2.75;

Tt

[MIbffset = {

Ik = -1.35000002;

OTh

(It

Mwait = 4;

[(ItriggerOnce = true;
[(triggerFor AllClients = true;
[(IblayerCanActivate = false;

[[deadAiCanActivate = false;

[TkBllowZeroDamage = true;

[IsoundActivated = "play shootable activate";

[IsoundReady = "play shootable reset";

[(IffxDecl = "gameplay/shootable";

[IweaponDamageType = "PLAYER WEAPON SHOTGUN PLAYER WEAPON SHOTGUN FULL AUTO

PLAYER WEAPON SHOTGUN FULL AUTO MASTERY_ PLAYER WEAPON SHOTGUN STICKY BOMB

PLAYER WEAPON DOUBLE BARRELED SHOTGUN PLAYER WEAPON PLASMA PLAYER WEAPON PLASMA HEATWAVE
PLAYER WEAPON PLASMA SUPERCHARGE PLAYER WEAPON PLASMA ICE BOMB PLAYER WEAPON HAR

PLAYER WEAPON HAR SCOPE PLAYER WEAPON HAR MICROMISSLE PLAYER WEAPON ROCKETLAUNCHER
PLAYER WEAPON ROCKETLAUNCHER DETONATE PLAYER WEAPON ROCKETLAUNCHER LOCKON

PLAYER WEAPON BALLISTA PLAYER WEAPON BALLISTA ARBALEST PLAYER WEAPON BALLISTA DESTROYER
PLAYER WEAPON CHAINGUN PLAYER WEAPON CHAINGUN TURRET PLAYER WEAPON CHAINGUN GATLING
PLAYER WEAPON MEAT HOOK NAPALM PLAYER WEAPON BFG_PLAYER WEAPON FRAG

PLAYER WEAPON FRAG GRENADE PLAYER WEAPON FRAG GRENADE CLUSTER PLAYER WEAPON FLAME BELCH
PLAYER WEAPON FLAME BELCH NAPALM PLAYER WEAPON PISTOL PLAYER WEAPON PISTOL HAND CANNON



PLAYER_WEAPON UNMAYKR PLAYER WEAPON MICROWAVE MOD ";

[(IkpawnPosition = {

0y = 1;

[Tl = 146. 950027,
Ik = 6.25000095;
i
[(IkpawnOrientation = {
dImat = {
(Irmat[ 0] = {
(IIITX = 6;

IIITy = 6;

Tz = 6;

(1T

Immat[1] = {
(11X = 6;

Ty = 6;

IITe = 6;

(1T

Immat[ 2] = {
T = 6;

IITy = 6;

Ik = 6;

(1T

aTh

(It

[[targets = {
(IThum = 1;
[(Tlitem[ 0] = "example relay";
i

[(ITkeepAfter TriggerOnce = true;
il

}

}

Cultist punchable

entity {
[(entityDef example target melee {
[inherit = "target/melee";

[class = "idTarget Melee";



[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[edit = {

[Oftlags = {

[IIhoFlood = true;

It

[TitakesDamageFromDamageTypes = "DAMAGETYPE DASH";

[[targetingDecl "target melee";

[(IkpawnPosition {
X = 1;

(It

[Ir enderModelInfo = {

[IImodel = "art/kit/cultist/prop/punch symbol. lwo";
[IIkcale = {

[IIIX = 0. 984000;
[IIIy = ©. 984000;
[IIIr = 0. 984000;
nnn

[IIemissiveScale = 6;
[ITcustomLodDistancel = 50;
[ITcustomLodDistance2 = 100;
[(ITxustomLodDistance3 = 125;
1N

IrlipModelInfo = {

(IIttype = "CLIPMODEL BOX";
[(ITrontentsFilter = {
IIplayerClip = false;

T

[IIkize = {

(11X = 2.20000005;
[IIly = 6.300000012;
[Ilrz = 2.20000005;
T

Ipffset = {

(IITly = -0.300000012;
[Tz = -1.20000005;

HiN;
[Tk lipModelName = "art/kit/gameplay/breakable glow a. lwo";



i

[IbindInfo = {

[(IIbindParent = "game punch block 1847259846";
[ITbindOriented = true;

iy

[(Idormancy = {
[ITkllowPvsDormancy = false;
iy

[Ir emoveOnDamage = false;
[(IffxDecl = "gameplay/pushable";
[+

}

}
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