IdTrigger_Teleporter_Fade

The idTrigger_Teleporter_Fade entity defines the location where the player can teleport from
with the fade effect.

entity {

[(entityDef trigger teleport fade 1 {
[inherit = "trigger/teleport fade";
[class = "idTrigger Teleporter Fade";
[expandInheritance = false;
[poolCount = 0;

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

[(edit = {

[TkillerNames = {

IThum = 1;

(QIlitem[ 0] = "#str decl damage the void GHO0ST81052"; // damage name
iy

[IdemonPlayerCanActivate = true; // should a Demon player activate
[IklientCanActivate = true;

[IrchooseAASDestination = false;

[(IkonservePlayerSpeed = false;

[[IfadeOut {

[IIifadeMS = 250; // fade out duration

[IIifadeSound = "play stinger falling damage";
iy

[[ifadeIn = {

[(ITifadeMS = 250; // fade in duration

iy

[IifadeInDelayMS = 750;

[IkontrolDelayMS = 250;

[TdamageDecl = "damage/triggerhurt/triggerhurt25"; // damage dealt
[(IkpawnPosition = {

X = 1;

oy = 1;

e = 1;



n
[IrenderModelInfo = {

[IImodel = NULL;

It

[Tk lipModelInfo = {

[Tk lipModelName = "maps/game/sp/elml intro/elml intro/trigger teleport fade 1";
il

[Tdormancy = {

[IkellowbistanceDormancy = false;

ITkllowPvsDormancy = false;

i

[Qdestination = "falling info teleport destination 1"; // destination entityDef
i

}

}

See Also

e idTrigger Teleporter & idinfo_TeleportDestination
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