Entities

This chapter contains required and recommended changes to entities.

Game Challenges

Pickups

Chainsaw Pickups

Resetting Encounter Managers

Music

Doors

Shootables

Breakable Walls

Bounce Pads

Teleporters

e Triggers

e Gorilla Bars

e Startup Commands



Game Challenges

Co-op

entity {

[(entityDef coop game challenge {

[inherit = "info/game challenge/battlearena";
[klass = "idGameChallenge PVP";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[edit = {

[ThetworkSerializeTransforms = false;
[(ImodeFlags = {

[(ITkllowRespawning = true;
[(ITkllowBulletPenetration = false;

iy

QUifficultySettings = {
[(IIplayerIncomingDamageScale = "campaign/playerincomingdamage";
[(ITkiIncomingDamageScale = "campaign/aiincomingdamage";
[(IThealthPickupScale = "campaign/healthpickup";
[(ITlrmorPickupScale = "campaign/armorpickup";
[(ITemmoPickupScale = "campaign/ammopickup";
[ITbfgAmmoPickupScale = "campaign/bfgammopickup";
[(IThealthDropScale = "campaign/healthdrop";
[(ITkrmorDropScale = "campaign/armordrop";
(ITemmoDropScale = "campaign/ammodrop";
[(ITbfgAmmoDropScale = "campaign/bfgammodrop";
iy

[IecoreLimit = 99;

[ThumLives = 0;

[[ThumRounds = 99;

[TactorModifierListDecl = "actormodifiers pvp";
[ThcGameEventCallouts = {

[ITk layerPower Weapon = "pvp/combat events/slayer power weapon";



[(ITdemonSummonedCallout = "pvp/combat events/general card event";
[ITdemonEffectCallout = "pvp/combat events/general card event";
[ITdemonEffectStatusTimer = "pvp/status_timers/demon_effect";
[ITdemonQuickUselCallout

"pvp/combat_events/general _card_event";
[ITdemonQuickUse2Callout = "pvp/combat events/general card event";
[ITdamageBoostCallout = "pvp/combat events/general card event";
[ITdamageBoostStatusTimer = "pvp/status timers/timer damage boost";
[ThasteCallout = "pvp/combat events/general card event";
[IThasteStatusTimer = "pvp/status timers/timer haste";
[MImitigationCallout = "pvp/combat events/general card event";
[MImitigationStatusTimer = "pvp/status timers/timer damage mitigation";
(IIfinvulnerableCallout = "pvp/combat events/general card event";
(IIlinvulnerableStatusTimer = "pvp/status timers/timer invulnerable";
[IperserkCallout = "pvp/combat events/general card event";
[IIperserkStatusTimer = "pvp/status timers/timer berserk";
[IIregenCallout = "pvp/combat events/general card event";
[(ITregenStatusTimer = "pvp/status timers/timer regeneration";
[IIlootBlockedCallout = "pvp/voiced/loot blocked";
[ITlootBlockedStatusTimer = "pvp/status timers/timer loot blocked";
[IextraLifeCallout = "pvp/combat events/general card event";
[ITdemonCriticalHealth = "";

[(ITdemonCriticalRecovery = "pvp/voiced/demon healed";
[(ITklayerCriticalHealth = "pvp/voiced/slayer health critical";
[(ITkeveryoneCritical = "main_heavy";

(It

[ThitConfirmSoundsInfo = "default";

[[characterStatusEventText = {

[IIinvulnerableText = {

[IITitextId = "#str decl powerup statuseffect GHOST45053";

[IIIkolor = {

[IIIIF = 0. 87450999;
M1l = 0. 87450999;
[IIIIb = 0. 87450999;
T
nnn;

[(ITltoughenedText = {

[IITitextId = "#str decl powerup statuseffect GHOST45054";
[IITkolor = {

I1Tr = 0. 87450999;



[IIIy = 0. 87450999;
[IIIIb = 0.87450999;
nnnny
T

[IIvulnerableText = {

[ITtextId = "#str decl powerup statuseffect GHOST45055";
[IIIxolor = {

[IIIIr = 0.87450999;

(II1To = 0. 87450999;
(IIITb = 0.87450999;
01T
(T

[(IIstrengthenedText = {
[IITitextId = "#str decl powerup statuseffect GHOST45056";
ITkolor = {

[IIIIF = 0.87450999;
[IIIy = 0. 87450999;
[I[IIb = ©. 87450999;
(T
T

[IThastedText = {
[IITitextId = "#str decl powerup statuseffect GHOST45057";
(MTkolor = {

[IIIIF = 0.87450999;
[III[y = 0.87450999;
[IIITb = 0. 87450999;
[y
T

[IIslowedText = {
[ITitextId = "#str decl powerup statuseffect GHOST45058";

[(IITkolor = {

[(II11r = 0. 87450999;
({111 = 0. 87450999;
[(II1Th = 0. 87450999;
1T
T

IberserkingText = {
[ITitextId = "#str decl powerup statuseffect GHOST45059";
IITkolor = {



[IIIIF = ©.87450999;
[III[y = 0.87450999;
[IIITb = 0. 87450999;
T
nnn

[IIlootBlockedText = {
[IITitextId = "#str decl powerup statuseffect GHOST45060";
(ITkolor = {

(I1Tr = 6. 87450999;

11T = 0. 87450999;

IITh = 0. 87450999;

(1T

Tk

(It

[TeiSpawnPoolDecl = "maps/game/pvp/battlemode";
[TenableBrinkOfDeath = true;

[IdesummonKillDamage = "damage/hazard/pvp round kill";
[IslayerHighlightDecl = "pvp/demon view slayer outline";
[IdemonHighlightDecl = "pvp/demon view slayer outline";
[[lteammateHighlightDecl = "pvp/demon view slayer outline";
[IslayerHighlightLOSBoxDecl = "highlight los slayer";
[IdemonSpawnTargetEntity = "online/summon_ target";
[ITdemonSpawnTargetEntityOneHit = "online/summon_target onehit";
[(IplayerSpawnDef = "player";

[[lteamSuperSettings = {

[ITdamageFactor Al = 9. 99999975e- 05;

[(ITitickFactor = 0.00329999998;

1N

[(Iplayer AlwaysFullBodyGibs = true;

[ImaxPlayersPer Team = {

OIbtr = {
(ITptriO] = 1;
OIIptri1] = 2;
(Tt

(Tt

[[demonOutlineColor = {
Iy = 0. 501960993;

I
[(IdemonAllyOutlineColor = {



arr = 1;

Mg = 0.501960993;
(IIh = 0;
Hii;

[MifillColorDemonSees = {

[IIF = 0.199999988;
(I = 0.199999988;
[IIb = 0.199999988;
I = 0.850000024;
o

[MfillColorSlayerSees = {

(I = 0.199999988;

(Mg = 0.199999988;

IIb = 0.199999988;

[Tk = 0.850000024;

iy

[OfillColorHitFlash = {
Iy = 6;

OIb = 6;

Tk = 0.501960993;

iy

[IklayerHighlightOptions = {
[(ITkllyDemon = "EHM ALWAYS";
[(ITenemyDemon "EHM_ALWAYS";
TkllySlayer "EHM_ALWAYS";
[(ITkenemySlayer = "EHM ALWAYS";
iy

[TdemonHighlightOptions = {

[ITkallyDemon = "EHM ALWAYS";
"EHM ALWAYS";
"EHM_ALWAYS";

[(ITenemyDemon
[ITkllySlayer
[(ITkenemySlayer = "EHM ALWAYS";

o
[(IraceToStyle = true;

[IpvpGameEventCallouts = {
[ITroundOne = "";
(ITroundTwo = "";
[IIroundThree = "";
(ITroundFour = "";



[IIroundFinal = "";
[(IIpreMatchFiveSecondsRemaining = "";
[(IIpreMatchFourSecondsRemaining = "";
[(IIpreMatchThreeSecondsRemaining = "";
[(IIpreMatchTwoSecondsRemaining = "";
[(ITpreMatchOneSecondRemaining = "";
(ITroundStart = "";

(IfinalRound = "";

[(ITdemonsRoundLost = "";

[IIs layerRoundLost = "";

[IIklayerKilled = "pvp/voiced/slayer killed";
[[IxemonKilled = "pvp/voiced/slayer killed";
[TTHemonsKilled = "pvp/voiced/slayer killed";
[Tk layerVictory = "";

(ITdemonVictory = "";

[(ITdemonRespawningSoon = "";

[IITrespawnFiveSecondsRemaining = "";
[IIr espawnFourSecondsRemaining = "";
[[ITespawnThreeSecondsRemaining = "";
[IIrespawnTwoSecondsRemaining = "";

[[IF espawnOneSecondRemaining = "";

[(ITdemonRespawned = "pvp/voiced/demon resurrected";
[(ITdelaybDuringSync = {
IThum = 1;

[ITtitem[ 0] = "pvp/voiced/slayer killed";
T

iy

[I1jockeyTimeDuration = {
[IIvalue = 0;

il

[IroundCalloutTimeDuration = {
[MIvalue = 0.1;

iy

[IroundStar tCalloutDelaySec = {
[[Tivalue = 0;

(It

[IroundEndCalloutDelaySec = {
[IIvalue = 0;

i



[IupgradeUIDelaySec = {
[IIvalue = 0;

(It

[MupgradeUIDuration = {
[IIvalue = 0;

i

[(ImatchEndCalloutDelaySec = {
[IIvalue = 0;

It

[(ImatchEndResultsDelaySec = {
[IIvalue = 0;

i
[(IpvpProgressionScoringDecl = "battle arena";

[IpvpLifecycleManager = {
[(ITpodiumAvatarEntDefs = {

IThum = 7;

[(IITtitem[ 0] = "podiums/avatars/archvile";
(IITHitem[ 1] = "podiums/avatars/doom marine";
[(IITHitem[ 2] = "podiums/avatars/mancubus";

[(IITtitem[ 3] = "podiums/avatars/pain_elemental";
[(IITHitem 4] = "podiums/avatars/revenant";
[(IITtitem[ 5] = "podiums/avatars/marauder";

[(IITHitem[ 6] = "podiums/avatars/dreadknight";

aTh

[(IIpodiumLayers = {

IThum = 1;

[(IITiitem[ @] = "game/pvp/podium stage";
Tt

[IIklayerPodiumEntities = "pvp match slayer podium ";
[(ITdemonPodiumEntities = "pvp match demon podium slot ";
[(ITIxcharacter AnimBlendMS = 0;

[(IIplayerAppearSound = "play pvp staging spawnin";
iy

Ik layerPVPLoadoutDecl = "pvploadout/default";
[(IdemonPVPLoadoutDecl = "pvpdemonloadout/default";
[(IrespawnTimeSec = {

[(IIbranchPairs = {

IThum = 1;

dIitem[ 0] = {



(IIITbranchKey = "CONTROLLERPAD DECL";
[(IIIIbranchResult = {

[IIIITvalue = 0.1;

(I

(1T

Tk

il

[IrespawnTimeCapSec = {
[[TdefaultValue = {

[IITlvalue = 0.1;

Tt

[(IIbranchPairs = {

IIThum = 1;

[MTitem[ 0] = {

[(IIITpranchKey = "CONTROLLERPAD DECL";
[IIITkranchResult = {

IIIITvalue = 0.1;

OTITh

nnnn;

(T

iy

[(IrespawnStatusEffects = {

IIhum = 0;

il

[[lidealRespawnDistanceFromSlayer = 0;

[IklayerLayersToActivate = {

(IThum = 1;

[(ITlitem[ 0] = "game/pvp/slayer team";
i

[(IdemonLayersToActivate = {

Thum = 1;

(Ttitem[ @] = "game/pvp/demon team";
iy

[IlayersToDeactivate = {

IThum = 1;

(QIitem[ 0] = "game/pvp/permanently hidden";
iy
[ImusicWinState = "music ghost states/pvp lose";

[ImusicLoseState = "music ghost states/pvp lose";



[[MmusicHealthCriticalState

"music_ghost states/main heavy";
[IkloseCallHealthThreshold = 50;
[(IxlutchThreshold = 5;

[TkcomebackThreshold

B5
{

[(QburpriseTimeLimit
[IIvalue = 3;

i
[([burviveThreshold = 4;

[(IrequiredPlayerCount = 2;

[IrespawnHealthScalar 0. 5;

[IpowerUpgradeRound = 99;
[(IkoundOcclusionBypass = false;
[(MTgameDifficulty = "DIFFICULTY NIGHTMARE";
[IkpawnPosition = {

=1;

=1;

=1;

- T TEBBH

Slayer vs Slayer

entity {

[(entityDef deathmatch game challenge {
[inherit = "info/game challenge/battlearena";
[class = "idGameChallenge PVP";
[(expandInheritance = false;

[poolCount = 0;

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

[(edit = {

[IhetworkSerializeTransforms = false;
[(ImodeFlags = {

[(ITkllowRespawning = true;
[(ITkellowBulletPenetration = false;

i



[[bcoreLimit = 3;

[(ThumLives = 0;

[ThumRounds = 5;

[TactorModifierListDecl = "actormodifiers pvp";

[TbcGameEventCallouts = {

[ITk layerPower Weapon = "pvp/combat events/slayer power weapon";
[ITdemonSummonedCallout = "pvp/combat events/general card event";
[ITdemonEffectCallout = "pvp/combat events/general card event";

[ITdemonEffectStatusTimer = "pvp/status_timers/demon_effect";
[ITdemonQuickUselCallout = "pvp/combat events/general card event";
[ITdemonQuickUse2Callout = "pvp/combat events/general card event";
[ITdamageBoostCallout = "pvp/combat events/general card event";
[ITHdamageBoostStatusTimer = "pvp/status timers/timer damage boost";
[ThasteCallout = "pvp/combat events/general card event";
[IThasteStatusTimer = "pvp/status timers/timer haste";
[IImitigationCallout = "pvp/combat events/general card event";
[IImitigationStatusTimer = "pvp/status timers/timer damage mitigation";
(IIlinvulnerableCallout = "pvp/combat events/general card event";
(QIlinvulnerableStatusTimer = "pvp/status timers/timer invulnerable";
[IperserkCallout = "pvp/combat events/general card event";
[(IIberserkStatusTimer = "pvp/status timers/timer berserk";
[IIregenCallout = "pvp/combat events/general card event";
[(ITregenStatusTimer = "pvp/status timers/timer regeneration";
[IIootBlockedCallout = "pvp/voiced/loot blocked";
[IIlootBlockedStatusTimer = "pvp/status timers/timer loot blocked";
[IextraLifeCallout = "pvp/combat events/general card event";
[ITdemonCriticalHealth = "pvp/voiced/demon health critical";
[(ITdemonCriticalRecovery = "pvp/voiced/demon healed";
[(ITklayerCriticalHealth = "pvp/voiced/slayer health critical";

il

[ThitConfirmSoundsInfo = "default";

[TcharacterStatusEventText = {

[IIinvulnerableText = {

[ITtextId = "#str decl powerup statuseffect GHOST45053";

[IIIxolor = {

(ITITr = 0.87450999;
(II1T = 0. 87450999;
(IIITb = 0. 87450999;
1T



[(ITttoughenedText = {
[IITitextId = "#str decl powerup statuseffect GHOST45054";

IITxolor = {

[(II11r = 0. 87450999;
({111 = 0. 87450999;
[(II1Th = 0. 87450999;
1T
T

[IIvulnerableText = {
[(IITitextId = "#str decl powerup statuseffect GHOST45055";
(ITkolor = {

[IIIIF = 0. 87450999;
Il = ©. 87450999;
[I[IIb = ©.87450999;
(T
T

[(IIstrengthenedText = {
[ITitextId = "#str decl powerup statuseffect GHOST45056";
(IITkolor = {

(II11r = 0. 87450999;
({111 = 0. 87450999;
(IIITb = 0.87450999;
1T
il

[(IThastedText = {
[(IITitextId = "#str decl powerup statuseffect GHOST45057";
ITkolor = {

[IIIIF = 0.87450999;
[IIIy = 0. 87450999;
[IIIIb = 0.87450999;
(T
(T

[IIslowedText = {
[ITtextId = "#str decl powerup statuseffect GHOST45058";

[IIIxolor = {

(ITITr = 0.87450999;
(II1T = 0. 87450999;
(IIITb = 0. 87450999;
1T



[(ITberserkingText = {
[IITitextId = "#str decl powerup statuseffect GHOST45059";

IITxolor = {

[(II11r = 0. 87450999;
({111 = 0. 87450999;
[(II1Th = 0. 87450999;
1T
T

[[TlootBlockedText = {
[IITitextId = "#str decl powerup statuseffect GHOST45060";
(ITkolor = {

[IIIIF = 0. 87450999;
Il = ©. 87450999;
[I[IIb = ©.87450999;
(T

T

o

[(ThiSpawnPoolDecl = "maps/game/pvp/battlemode";

[(IkenableBrinkOfDeath = false;

[[desummonKillDamage = "damage/hazard/pvp round kill";
[IslayerHighlightDecl = "pvp/slayer view demon outline";
[TdemonHighlightDecl = "pvp/demon view teammate outline";
[[lteammateHighlightDecl = "pvp/demon view teammate outline";
[(IslayerHighlightL0OSBoxDecl = "highlight los slayer";
[IdemonSpawnTargetEntity = "online/summon_ target";
[ITdemonSpawnTargetEntityOneHit = "online/summon target onehit";
[(IplayerSpawnDef = "player";

[[lteamSuperSettings = {

[ITdamageFactor AI = 9. 99999975e- 05;

[[[tickFactor = 0.00329999998;

(It

[Iplayer AlwaysFullBodyGibs = true;

[(ImaxPlayersPer Team = {

OIbtr = {
[MIIptrl 0] = 1;
OIIptri1] = 2;
(Tt

(Tt

[IdemonOutlineColor = {
(Mg = 0.501960993;



It
[TdemonAllyOutlineColor = {

Ior = 1;

I = 0.501960993;
(Ib = 6;

It

[[ifillColorDemonSees = {
[IIr = 0.199999988;

(Tl = 06.199999988;

[IIb = 0.199999988;

Tk = 0. 850000024;

i
[OfillColorSlayerSees = {
(ITr = 0.199999988;

(Tl = 6.199999988;

[IIb = 0.199999988;

Ik = 0.850000024;

1N

[MfillColorHitFlash = {
Ig = 6;

OIb = 0;

[k = 0. 501960993;

It

Ik layerHighlightOptions = {
(dTkallyDemon = "EHM NONE";

[ITkenemyDemon = "EHM NONE";
[ITellySlayer = "EHM ALWAYS";
[(ITkenemySlayer = "EHM NONE";
i

[(IdemonHighlightOptions = {
(ITellyDemon = "EHM ALWAYS";
[(ITkenemyDemon = "EHM ALWAYS";

(MIkllySlayer = "EHM_ALWAYS";
[(ITenemySlayer = "EHM ALWAYS";
il

[(IraceToStyle = true;
[(IpbvpGameEventCallouts = {
[ITroundOne = "pvp/voiced/round_one";
[IIroundTwo = "pvp/voiced/round two";
[(ITroundThree = "pvp/voiced/round three";



(ITroundFour = "pvp/voiced/round four";
[(IIroundFinal = "pvp/voiced/final round";

[(IIpreMatchFiveSecondsRemaining = "pvp/chimes/five";

[(IIpreMatchFourSecondsRemaining = "pvp/chimes/four";
[IIpreMatchThreeSecondsRemaining = "pvp/chimes/three";
[(ITpreMatchTwoSecondsRemaining = "pvp/chimes/two";
[(ITpreMatchOneSecondRemaining = "pvp/chimes/one";
[IIroundStart = "pvp/voiced/fight";

[dIfinalRound = "pvp/voiced/final round";
[ITdemonsRoundLost = "pvp/voiced/demons round lost";
[ITklayerRoundLost = "pvp/voiced/slayer round lost";
[IIslayerKilled = "pvp/voiced/slayer killed";
[[TdemonKilled = "";

[ITdemonsKilled = "pvp/voiced/demons killed";

[(IIslayerVictory = "pvp/voiced/slayer won the match";

[ITdemonVictory = "pvp/voiced/demons won the match";
[ITHdemonRespawningSoon = "pvp/voiced/demon resurrecting soon";
[(ITrespawnFiveSecondsRemaining = "pvp/chimes/resurrect five";

[IIr espawnFour SecondsRemaining

"pvp/chimes/resurrect four";

[(IIr espawnThreeSecondsRemaining = "pvp/chimes/resurrect three"
[IIr espawnTwoSecondsRemaining = "pvp/chimes/resurrect two";
[(ITrespawnOneSecondRemaining = "pvp/chimes/resurrect one";
[(ITdemonRespawned = "pvp/voiced/demon resurrected";
[IIdelayburingSync = {

IIThum = 3;

[(IITiitem[ 0] = "pvp/voiced/slayer killed";

[(MITiitem[ 1] = "pvp/voiced/demons won the match";

[(IITHitem[ 2] = "pvp/voiced/slayer round lost";

Tk

il

[IjockeyTimeDuration = {

[IIvalue = 5;

iy

[IroundCalloutTimeDuration = {

[[Tvalue = 3;

(It

[IroundStartCalloutDelaySec = {

[MIvalue = 2;

iy

[TupgradeUIDelaySec = {



[[Tvalue = 0;

(It

[(ImatchEndCalloutDelaySec = {

[IIvalue = 0;

iy

[(ImatchEndResultsDelaySec = {

[[Tvalue = 0;

iy

[(IpvpProgressionScoringDecl = "battle arena";

[IpbvpLifecycleManager = {
[(ITpodiumAvatarEntDefs = {

IIThum = 7;

[(IITHitem[ 0] = "podiums/avatars/archvile";
[(IITtitem[ 1] = "podiums/avatars/doom marine";
[(IITHitem[ 2] = "podiums/avatars/mancubus";
[IITHitem 3] = "podiums/avatars/pain elemental";
[(IITtitem[ 4] = "podiums/avatars/revenant";
[(IITtitem[ 5] = "podiums/avatars/marauder";

[(IITtitem[ 6] = "podiums/avatars/dreadknight";

(T

[(IIpodiumLayers = {

IThum = 1;

[(IITHitem[ 0] = "game/pvp/podium stage";
aTh

[IIslayerPodiumEntities = "pvp match slayer podium ";
[(ITdemonPodiumEntities = "pvp match demon podium slot ";
[IIcharacter AnimBlendMS = 0;

[IIplayer AppearSound = "play pvp staging spawnin";
i

[(IklayerPVPLoadoutDecl = "pvploadout/default";
[(ITdemonPVPLoadoutDecl = "pvpdemonloadout/default";
[IrespawnTimeSec = {

[IIbranchPairs = {

IIThum = 1;

Iitem[ 0] = {

(IIITpbranchKey = "CONTROLLERPAD DECL";
(IIITbranchResult = {

[IIIITvalue = 0;

(I

(1T



Tk

(It

[IrespawnTimeCapSec = {
[ITdefaultValue = {
[IITvalue = 0;

Tk

[(IIbranchPairs = {

IIThum = 1;

(ITitem[ 6] = {
[(II1TpranchKey = "CONTROLLERPAD DECL";
[IIITkranchResult = {
[IIIITvalue = 0;

(TITh

nnnn;

Tt

iy

[(IrespawnStatusEffects = {
(IIhum = 0;

(It
[[lidealRespawnDistanceFromSlayer = 100;
[IklayerLayersToActivate = {

[(Thum = 1;

[(ITlitem[ 0] = "game/pvp/slayer team";
i

[(IdemonLayersToActivate = {

(IThum = 1;

(Tiitem[ @] = "game/pvp/demon team";
1

[IlayersToDeactivate = {

IThum = 1;

(IIitem[ @] = "game/pvp/permanently hidden";

iy

[(ImusicWinState = "music ghost states/pvp win";
[[musicLoseState = "music _ghost states/pvp lose";
[IkloseCallHealthThreshold = 50;
[IklutchThreshold = 5;

[ITcomebackThreshold = 3;

[MburpriseTimeLimit = {

[IIvalue = 3;

i



[[burviveThreshold = 4;
[(IrequiredPlayerCount = 2;
[IkoundOcclusionBypass = false;
[

}

}



Pickups

Pickup

For non-respawning pickups, only use the idProp2/idMover entities.

iIdProp2

Remove the bindInfo if this is a self-respawning pickup.

entity {

[(entityDef deathmatch pickup mega health 1 {

inherit = "pickup/health/large";

[klass = "idProp2";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true; // Must be true
[MisableAIPooling = false;

[(edit = {

(IbindInfo = { // remove if self-respawning pickup
[(IIbindParent = "deathmatch pickup mega health 1 offset mover"; // fixes entity offset
(It

[IrenderModelInfo = {

[IImodel = "art/pickups/health/megaHealth head a. lwo";
[ITrontributesToLightProbeGen = false;

[(IThoAmbient = true;

[(IIkcale = {
IImx = 1;
Iy = 1;
Mz = 1;

[l
[ITemissiveColor = {
I = o;

(11T = 6. 913725019;



(T

[(ITkemissiveScale = 3;

It

[Mkpawn statIncreases = {
Thum = 1;

[(IIhiteml 0] = {

(ITktat = "STAT ITEMS SPAWNED";
ITlincrease = 1;

1%

i

[IequipOnPickup = true;

[[lootStyle = "LOOT TOUCH";
[(ItriggerDef = "trigger/props/megahealth";
[[lisStatic = true;

[TkcanBePossessed = true;

[Tif xDecl = "pickups/megahealth head";
[TuseableComponentDecl = "mega health";
(Isound spawn = "play pickup loop 05";
[Isound stop = "stop pickup loop 05";
[(Ipickup statIncreases = {

IThum = 1;

dTitemf 0] = {

ITktat = "STAT HEALTH PICKUP";
[(IIIlincrease = 1;

Tt

il

[(IspawnPosition = { // Be sure to set the spawn position
IIx = -11.11;

My = -11.11;

Mk = -11.11;

iy

[IspawnOrientation = { // Be sure to set the spawn orientation

OImat = {

IImat[ 0] = {
Ik = -1;
Iy = ©;
(I1Te = ©;
(1T

Imat[1] = {



:

:

Tt

i

[Ittargets = {

IThum = 1;

(dTtitem[ @] = "deathmatch pickup mega health 1 respawn relay"; // Activates relay to start
respawn process

i

[IlisLootDrop = true; // Must be true
i

}

}

idMover

Optional, but will fix the entity offset for the pickup. However, the pickup's spawn orientation will
revert to its default value.

entity {

[(entityDef deathmatch pickup mega health 1 offset mover {
(inherit = "func/mover";

[class = "idMover";

[expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

edit = {

[(IspawnPosition = { // Be sure to set the spawn position
MIX = -11.11;

My = -11.11;

Mz = -11.11;

il

[(IkpawnOrientation = { // The spawn orientation does not matter

OImat = {



Imatf 6] = {

(IITXx = -1;
(IITy = ©;
11Tk = 6;
(1T
IImat[1] = {
(IIIx = ©;
0Ty = -1;
IIITE = ©;
(1T

[l

i

[I[renderModelInfo = {
[IImodel = NULL;

i

IxlipModelInfo = {
[Tk lipModelName = NULL;
i

il

}

}

Respawning Pickups

Target Spawn

entity {

[(entityDef deathmatch pickup mega health 1 respawn {
[inherit = "target/spawn";

[class = "idTarget Spawn";
[expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;

[hetworkReplicated = false; // Must be false
[MisableAIPooling = false;

[(edit = {

Iflags = {



[[IThoFlood = true;

i

[(IkpawnConditions = {

[IImaxCount = 0O;

[IIreusebDelaySec = 0;

[ITdoBoundsTest = false;
[(ITboundsTestType = "BOUNDSTEST NONE";
[IIifovCheck = 0;

[IIminDistance 0;
0;

[IIMmaxDistance

[(ITheighborSpawnerDistance = -1;
[IT10S Test = "LOS NONE";
[(IIplayerToTest = "PLAYER SP";
[(ITkonditionProxy = "";

i

[(IkpawnEditableShared = {
(IToroupName = "";

(TdeathTrigger ="";
[[TcoverRadius = 0;
[IImaxEnemyCoverDistance = 0;

iy

IentityDefs = {

(Thum = 1;

Mitem[ 0] = {

[IThame = "deathmatch pickup_mega_health 1"; // Activates respawning pickup
It

}

[TconductorEntityAIType = "SPAWN AI TYPE ANY";
[MlinitialEntityDefs = {

(IIhum = 0;

(It

[IkpawnEditable = {

[(ITspawnAt = "";

[(ITropyTargets = false;
[(ITkdditionalTargets = {

(IIThum = 0;

(T

[(ITbverwriteTraversalFlags = true;

[(ITtraversalClassFlags = "CLASS A";



[ITkombatHintClass

"CLASS ALL";
IIkpawnAnim = "";
[(ITpiStateOverride

" ALOVERRIDE TELEPORT";
[(ITlinitialTargetOverride = "";

i}

(Tportal = "";

(TltargetSpawnParent = "";

[IdisablePooling = false;

[(IspawnPosition = { // Be sure to set the spawn position

X = -11.11;
oy = -11.11;
Mx = -11.11;
1l

[IspawnOrientation = { // Be sure to set the spawn orientation

dImat = {

(IIrmatfe] = {
IIIx = -1;
IITy = 6;
111k = ©6;
(TTT
Immat[1] = {

Relay

entity {

[entityDef deathmatch pickup mega health 1 respawn relay {
(inherit = "target/relay";

[klass = "idTarget Count";

[(expandInheritance = false;

[poolCount = 0;



[(poolGranularity = 2;
[hetworkReplicated = false; // Must be false
[MisableAIPooling = false;
[(edit = {
flags = {
[IInhoFlood = true;
il
[[hetworkSerializeTransforms = false;
[[kount = 1; // Activates on one count
[(IspawnPosition = { // Spawn position is not important
OIx = 1;
oy = 1;
Iz = 1;
(It
[[targets = {
IThum = 1;
[(ITlitem[ 0] = "deathmatch pickup mega health 1 respawn";
i
delay = 15; // Must have a delay
[Irepeat = true; // Can activate again
[
}
}

// Activates target spawn



Chainsaw Pickups

Info

Chainsaw fuel pickups cannot be picked-up after a client has already picked-up 2 of them in the
same map.

This method will give ALL Slayers +1 fuel pickup when one Slayer tries to pickup a fuel canister.

idDynamicEntity

entity {

[(entityDef coop pickup ammo gas 1 fake {

(inherit = "func/dynamic";

[klass = "idDynamicEntity"; // This is the fuel canister model
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[disableAIPooling = false;

[(edit = {

[(IspawnPosition = { // Be sure to set the spawn position
Ix = -11.11;

0Ty = -11.11;

Ir = -11.11;

i

[I[spawnOrientation = { // Be sure to set the spawn orientation
Imat = {

(IIrmat[ 0] = {

I = -1;

[Ty = 6;

11Tk = ©6;

nnnn;

Imat[1] = {

(11X = 6;



;

(T

o
[IrenderModelInfo = {

[(IImmodel = "art/pickups/ammo/ammo_chainsaw_01. lwo";
[(ITkontributesToLightProbeGen = false;
[(ITlignoreDesaturate = true;

[ITemissiveScale = 0. 2;

[IIkcale = {
00X = 2;
Iy = 2;
Iz = 2;
1%
i

IrlipModelInfo = {
(ITitype = "CLIPMODEL NONE";

i

[(Idormancy = {
[ITkanBecomeDormant = true;
iy

i

}

}

idTrigger

entity {

[entityDef coop pickup ammo gas 1 trigger {
(inherit = "trigger/trigger";

[klass = "idTrigger";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[disableAIPooling = false;

[(edit = {



[(IkpawnPosition = { // Set the spawn position to same as the idDynamicEntity

X = -11.11;
oy = -11.11;
I = -11.11;
o

[IrenderModelInfo = {
[IImodel = NULL;

iy

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

[IIkize = {

I = 2;

Ty = 2;

Iz = 2;

1%

i

[(Ittargets = {

IThum = 1;

(Ititem[ @] = "coop pickup ammo gas 1 fake timeline"; // Targets the removal or respawn timeline
(It

[(IplayerCanActivate = true;

[TkclientCanActivate = true;

[(ItriggerFor AllClients = true;

[(ItriggerOnEnter = true;

[IitriggerOnce = true; // Set to false for respawning pickup
[(Qwait = 0; // Add a wait timer for respawning pickup

[

}

}

Global SFX / Give Fuel

A separate relay entity must exist once to activate the sound effect & give fuel ammo command.

entity {

[(entityDef multiplayer chainsaw refill relay {
(inherit = "target/relay";

[class = "idTarget Count";



[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false; // Must be false
[MisableAIPooling = false;

[edit = {

[Oftlags = {

[IIhoFlood = true;

It

[ThetworkSerializeTransforms = false;
[(Ikount = 1;

[(IkpawnPosition = {

X = 1;

oy = 1;

e = 1;

iy

[(Ittargets = {

IIhum = 2;

Ttitem @] = "multiplayer chainsaw refill"; // Ammo refill
dTtitem 1] = "multiplayer chainsaw refill sfx"; // Sound effect
iy

[Irepeat = true; // Must be true

i

}

}

entity {

[entityDef multiplayer chainsaw refill sfx {
Oinherit = "sound/soundentity";

[klass = "idSoundEntity";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[MisableAIPooling = false;

[(edit = {

[IttemporarySoundEvent = true;

[(IkpawnPosition = { // The spawn position does not matter

IIx = 1;



Ty = 1;
Iz = 1,
I

[IkoundOcclusionBypass = true;

[I[startEvents = {

IThum = 1;

(QIlitem[ 0] = "play pickup_ammo _chainsaw";
iy

[IktopEvents = {

(IThum = 1;

Tlitem[ 0] = "play pickup_ammo chainsaw";
i

i

}

}

entity {

[(entityDef multiplayer chainsaw refill {

[class = "idTarget Command";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

(Iflags = {

[[IThoFlood = true;

il

[TcommandText = "give ammo/sharedammopool/fuel"; // Be sure to set the ammo count to 1 for this
decl

[(IspawnPosition = { // The spawn position does not matter
=1;

=1;

1

T T PEBHEE



Removal Timeline / Relay

entity {

[(entityDef coop pickup _ammo gas 1 fake timeline {
inherit = "target/timeline";

[klass = "idTarget Timeline";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true; // Must be true
[disableAIPooling = false;

(edit = {

[Mflags = {

[IThoFlood = true;

1N

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Iy = 1;
oIz = 1;
(T

[(IkomponentTimeLine = {
[(ITkentityEvents = {

IIThum = 2;

[MTitem[ 0] = {

[(IIITentity = "coop pickup ammo gas 1 fake remove"; // Remove relay
[IIITevents = {

(IIIIThum = 1;

I tem[ 0] = {
IIIITkeventTime = 100;
[IIIIITeventCall {
[IIIIIITEeventDef = "activate";
IIITIThrgs = {

(I Thum = 1;
I T tem[ 0] = {

(I entity = "";
(T

(T

(I



(TTIT®

(11T

1T

dIitem[1] = {

(IIITentity = "multiplayer chainsaw refill relay"; // SFX & give fuel relay
[IIITevents = {

(IIIIThum = 1;

I temf 0] = {
[IIIIITeventTime = 100;
[IIITITeventCall {
ITIIITkeventDef = "activate";
IIIITergs = {

(I Thum = 1;

I tem[ 0] = {

(I entity = "";
(I

(T

(IIITT

T

1l
IkllowClientsToStart = true;

[IrenderModelInfo = {
[IIkcale = {

=1;

=1;

=1;

~ TFHOES

entity {
[(entityDef coop pickup ammo gas 1 fake remove {
(inherit = "target/remove";

[klass = "idTarget Remove";



[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false; // Must be false
[MisableAIPooling = false;

[edit = {

[Oftlags = {

[IIhoFlood = true;

It

[ThetworkSerializeTransforms = false;
[(Ikount = 1;

[(IkpawnPosition = {

X = 1;

oy = 1;

e = 1;

i

[(Ittargets = {
IThum = 1;
[(IItitem[ @] = "coop pickup ammo gas 1 fake"; // Removes the chainsaw canister model
(It

[

}

}

Respawn Timeline / Relay

entity {

[(entityDef coop pickup ammo gas 1 fake timeline {
(inherit = "target/timeline";

[class = "idTarget Timeline";
[expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;

[hetworkReplicated = true; // Must be true
[MisableAIPooling = false;

[(edit = {

Iflags = {

[IThoFlood = true;

I



[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Oy = 1;
Ik = 1;
It

[TkomponentTimeLine = {

[dIkentityEvents = {

[IThum = 2;

dIitem 0] = {

IITkntity = "coop pickup _ammo gas 1 fake relay"; // Respawn relay
[(IIITevents = {

IIIThum = 2;

(IT1Ti tem[ 0] = {

[IIIIITeventTime = 100;

[IIIIITeventCall = {
[IIIITITeventDef = "activate";

(ITITITergs = {
[IIIIIThum = 1;
(I tem{ 0] = {
I Tentity = "";
(IR

I

(TR

(T

OITitem[ 1] = {
[(IIIIITkventTime = 30000; // Show fuel cansiter render model after 30 seconds
[IIIIITeventCall = {
ITIIITeventDef = "activate";
(IMIITergs = {

I Thum = 1;

O i tem[ 0] = {
(IIITITentity = "";
(T

(TR

(T

(T

(I

(T

ITitem[1] = {



IITentity = "multiplayer chainsaw refill fuck you relay";

[(IIITevents = {
IMIThum = 1;
OITitemf 6] = {
[IIIIITeventTime = 100;
[IIITTTeventCall {
[(IIII1ITeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;
O i tem[ 0] = {
(I ITentity = "";
(I

(I

(T

(T

(I
[IkhllowClientsToStart = true;

[Ir enderModelInfo = {
[IIkcale = {

=1;

=1;

=1;

- TFHOES

entity {

[(entityDef coop pickup ammo gas 1 fake relay {

[inherit = "target/relay";
[class = "idTarget Count";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;

[hetworkReplicated = false; // Must be false

// SFX & give fuel relay



[(MisableAIPooling = false;

[(edit = {

(Mflags = {

[IThoFlood = true;

iy

[ThetworkSerializeTransforms = false;
[Qkount = 1;

[IkpawnPosition = {

0Ix = 1;

Iy = 1;

Ir = 1;

i

(Ittargets = {
Thum = 1;

(ITiitem[ 0] = "coop_pickup_ammo_gas_1 fake"; // Show/Hide fuel canister render model
iy

[Irepeat = true; // Must be true

i

}

}



Resetting Encounter Managers

If you want Encounter Managers to reset when a round ends (all players die on either team), you
will need to setup a unique exit trigger for every idEncounterManager entity. The round_end
entity must target the exit trigger.

IdEncounterTrigger Exit

entity {

[(entityDef multiplayer reset encounter on round end {
[inherit = "encounter/trigger/exit";

[klass = "idEncounterTrigger Exit";
[(expandInheritance = false;

[boolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

[(IspawnPosition = { // The spawn position does not matter
Ik = 0;

Ly = ©;

Tk = 0;

i

[IitriggerOnce = false; // Must be false
[(IresetScriptOnExit = true; // Must be true
[

}

}

round_end

This entity will always activate so long as the entityDef name is unchanged.

entity {
[(entityDef round end { // Do not change the entityDef name



(inherit = "target/relay";
[class = "idTarget Count";
[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false; // Must be false
[MisableAIPooling = false;

[(edit = {

(Iftags = {

[IIhoFlood = true;

i

[Tkount 1;

[(Idelay = 0;

[Mkall = "";

[(Irepeat = true; // Must be true

[IcheckLiveActivator = false;
[IkhdjustForléemsFrames = false;
[(IkelfActivateDelay = -1;
[[waitInterval = 0;

[IdelayMin -1;

[ddelayMax = -1;

[(IspawnPosition = { // The spawn position does not matter
OIx = 1;

aly = 1;

Il = 1;

1N

[[targets = {

IThum = 2;
[IThiteml 0]

[(JTlitem[1] = "invasion ambient music 1 new"; // Recommended to target a new ambient music

"multiplayer reset encounter on round end"; // Exit trigger

timeline
iy

[

}

}

IdEncounterManager



entity {

[(entityDef coop_encounter manager test 1 {

inherit = "encounter/manager";

[klass = "idEncounterManager";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

[TknableAIHighlightOnFinish = false;

[MdisabledAITypeForHighlight = "AI MONSTER SPECTRE AI MONSTER BUFF POD AI MONSTER TENTACLE";
[(IplayerMetricDef = "encounter/player metrics";
[(IkhargeCombatGrouping = "encounter/combat role/charge command";
[MiTypeDefAssignments = "actorpopulation/default/default no bosses";

[(IspawnPosition = { // The spawn position does not matter

(X = 6;
00y = 0;
Iz = 6;
iy

[TcombatRatingScale = "COMBAT RATING SCALE IGNORE";

[Iencounter Component = {

IentityEvents = {

IIThum = 1;

Iitemf 0] = {

[IITentity = "coop encounter manager test 1"; // Must match the entityDef name
[IIITevents = {

(IIIThum = 1;

I temf 0] = {

IIITITkventCall = {

(IIIITITeventDef = "designerComment";

(IIITThrgs = {
(T Thum = 2;
(TTTITTTS tem[ 0]
OIIIIII 1Tk tring
(T
(TITITITH temf 1]
[(IIIIIIIIIpbool = true;
(T

{

"This is a test encounter";

I}
-~



Tk

il

[IkexitTriggers = {

Ihum = 1; // Must be present in addition to the encounter's normal exit trigger
[(ITiitem[ @] = "multiplayer reset encounter on round end";

i

[

¥

}



Music

Event Call

item[ 0] = {

[(eventCall = {

[TkeventDef = "activateTarget";
[Thrgs = {
IThum = 2;
(111 tem[ 0]
ITentity
T
OTitem[1] = {

[IITktring = "activate heavy music";

{

"heavy music timeline 1";

Entities

entity {

[(entityDef heavy music timeline 1 {
[inherit = "target/timeline";
[class = "idTarget Timeline";
[(expandInheritance = false;
[poolCount = 0;

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

(edit = {

(Oftags = {

[(IIhoFlood = true;

i

[ThetworkSerializeTransforms = false;
[(IkpawnPosition = {

X = 1;



Ty = 1;
Iz = 1,
I

[TkomponentTimeLine = {
IentityEvents = {

IIThum = 1;

dITitem[ 0] = {

(IIITentity = "heavy music relay 1";
[IIITevents = {

(IIIThum = 2;

I temf 0] = {
[(IIITITeventTime = 250;
IIITITkeventCall {
[(IIIIIITkeventDef "activate";
(IIITThrgs = {

(I Thum = 1;

I s tem[ 0] = {
(IMIITITentity = "";
(T

OO

(I

i

I
[TellowOnClients = true;

[IellowClientsToStart = true;
[IrenderModelInfo = {
[IIkcale = {

=1;

=1;

=1;

© TFEOES



entity {

[(entityDef heavy music relay 1 {
[inherit = "target/relay";
[class = "idTarget Count";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

(ftags = {

[IInhoFlood = true;

1N

[[hetworkSerializeTransforms = false;
(Ikount = 1;

[(IkpawnPosition = {

OIx = 1;

Iy = 1;

(lz = 1;

(It

[[targets = {
(IThum = 1;
(dTfitem[ 0] = "heavy music 1";
i

[repeat = true;
il

}

}

entity {

[entityDef heavy music 1 {
inherit = "sound/musicentity";
[klass = "idMusicEntity";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;
(edit = {



[(IkpawnPosition = {

X = 1;

oy = 1;

Iz = 1;

iy

[MinitialState = "music ghost states/main heavy";
[MinitialSwitchGroup = "music ghost switch";
[MinitialSwitchState = "doom hunter music";

[

}

}



Doors

Door

entity {

[entityDef interact doors cultist wide 01 1 {
[inherit = "interact/doors/cultist wide 01";
[klass = "idInteractable Obstacle";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[MisableAIPooling = false;

[edit = {

[IeoundOffset = {

Iz = 1.5;

(It

[IwhenToSave = "SGT CHECKPOINT";

(ftags = {

[ITskipRenderModelReplication = true;

iy

[(Idormancy = {

[(IIdistance = 100;

[(IIplayerDistance = 120;
[(IIplayerRearwardDistance = 80;

iy

[IfxDecl = "gameplay/invasion/demon door";
[Mlinteraction = {

[(IIfinitalState = "interactables/door/normal/locked";
[(IIlinteractionGraph = "interactables/door";
[[IstateData = {

IIThum = 1;

Iitem[ 0] = {

[(IIITktateName = "interactables/door/normal/locked";
nnnn;

T
[IItransitionData = {



IIThum = 12;

(M1 tem 0] = {

[(IIITitransitionName = "needs key To unlocked open";
[IIITkhdditionalWaitMs = 1000;

[IITplaySoundOnTransition = "play doomhunter widedoor open unlocked";
(1T

Iitem[1] = {

[IITitransitionName = "unlocked To unlocked open";
[IITplaySoundOnTransition = "play doomhunter widedoor open";
(11T

1T tem[ 2] = {

(IIITitransitionName = "unlocked open To unlocked";
(IITplaySoundOnTransition = "play doomhunter widedoor close";
nnnn;

ITitem[ 3] = {

[(IIITtransitionName = "locked To locked open";
[(IITTplaySoundOnTransition = "play doomhunter widedoor open";
(1T

(1T tem[ 4] = {

[IIITitransitionName = "locked open To locked";
[(IIITplaySoundOnTransition = "play doomhunter widedoor close";
(T

Iitem[ 5] = {

[(IIITitransitionName = "unlocked open To locked";
[IITplaySoundOnTransition = "play doomhunter widedoor close";

1T

dIitem 6] = {

[(IIITitransitionName = "locked To locked fail";
(1T

Imitem[ 7] = {

[(IIITitransitionName = "needs key To needs key failed";
(1T

(ITHitem[ 8] = {

[IIITtransitionName = "locked To unlocked";
(1T

1T tem[ 9] = {

[(IIITitransitionName = "unlocked To locked";
(11T

Iitem[10] = {



(IITTtransitionName
nnnn;

(IIThitem[ 11] = {
[IIITftransitionName
(1T

il

(ITenimWebDecl = "animweb/interact/doors/cultist wide 01";

It
[[ttouchData = {

"start locked To locked";

"locked To stay open";

[I1retouchDelaySec = 0.5;
[ITitriggerDef
i
[IktateColors
(IThum = 8;
OTitem[ 0] = {
[IITkolorScale = 5;

"trigger/interact/cultist wide 01 square";

I}
-~

(ITmaterialSwapList = {

[(IIIThum = 2;

T tem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITito = "art/tile/glow/doorglow red";
(I

OIIritem[ 1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IITIItto = "art/tile/glow/doorglow red";

(I

(1T

[ITktate = "start locked";
Hlis

dTitem[ 1] = {

[(IITkolorScale = 5;

ITmaterialSwapList = {

(IIThum = 2;

(IIITitem[ 0] = {

(IIIITifrom = "art/tile/glow/doorglow a";
[IIIIItto = "art/tile/glow/doorglow red";
OTIT

OITitem[ 1] = {

(III1Tffrom = "art/tile/glow/doorglow b";



[IIIIItto = "art/tile/glow/doorglow red";
(I

I

[IITstate = "activate to unlock";
Tt

(dIitemf 2] = {

[IITkolorScale = 5;

IITmaterialSwapList = {

[(IIIThum = 2;

OITitem[ 0] = {

IIITfrom = "art/tile/glow/doorglow a";
(IIIIItto = "art/tile/glow/doorglow red";
(TITh

(IITitem[ 1] = {

(IIIIifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow red";
(I

(1T

[[ITstate = "locked";
Tt

dritem 3] = {

[IITkolorScale = 5;

[IITmaterialSwapList = {

[(IIIThum = 2;

(T tem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITito = "art/tile/glow/doorglow red";
(I

(IIitem[1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
IIITito = "art/tile/glow/doorglow red";
(T

(1T

[(ITktate = "needs key";
Hulig

dTitemf 4] = {

[(IITkolorScale = 5;
ITmaterialSwapList = {
IIThum = 2;



(IITitem 0] = {

(IIIITifrom = "art/tile/glow/doorglow a";
[II1IItto = "art/tile/glow/doorglow green";
(I

IIritem 1] = {

IIITfrom = "art/tile/glow/doorglow b";
[IIIIItto = "art/tile/glow/doorglow blue";

(11T

(1T

[IITktate = "unlocked";
Tt

(dTitem[ 5] = {

[[ITkolorScale = 5;

IITmaterialSwapList = {

(IIIThum = 2;

OITitem[ 0] = {

IIITfrom = "art/tile/glow/doorglow a";
[IIIIItto = "art/tile/glow/doorglow green";
nannn;

(IITitem[ 1] = {

(IIITifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow blue";
(I

(I

[(IITstate = "locked open";
1%

(ditem[ 6] = {

[IITkolorScale = 5;

(IITmaterialSwapList = {

[(IIIThum = 2;

(IIThitem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITto = "art/tile/glow/doorglow green";
(TITh

(IIritem[1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow blue";
(I

(1T



[MIIstate = "unlocked open";

(Tt

(Ilitem 7] = {

[IITkolorScale = 5;

(IITmaterialSwapList = {

IIIThum = 2;

(IITitem[ 0] = {

IIIIifrom = "art/tile/glow/doorglow a";
[IIIITto = "art/tile/glow/doorglow_green";
(I

OITitem[ 1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IIIIItto = "art/tile/glow/doorglow blue";
(11T

(11T

[(IITstate = "stay open";

Tk

i

[[kollisionPieces = {

(IThum = 4;

OTitem[ 0] = {

[IITmeshName = "collision";
[IITfjointName = "collision joint";

aTh

OTitem 1] = {

[IITImeshName = "collisionl";
[IITjointName = "collisionl joint";

Tt

dTitemf 2] = {

[(IITmeshName = "collision2";
[IITjointName = "collision2 joint";

Tt

OTitem[ 3] = {

[(IITmeshName = "collision3";
[IITjointName = "collision3 joint";

(T

il
[IblockerBoundsExpandDists = {

[IIx = 0.100000001;



aly = 1;

[IIr = 0.100000001;

(It

[[etateObstacleData = {

[(IThum = 16;

(dTitemf 0] = {

[(IIIstatePath = "interactables/door /normal/activate to unlock";

[IITbbstacleReachability = true;

1%

dTitem[ 1] = {

[IITstatePath = "interactables/door/normal/locked";
[IITbbstacleReachability = true;

il

(Ilitem 2] = {

[(IITstatePath = "interactables/door /normal/locked fail";
[(IITbbstacleReachability = true;

Hnlis

dTitemf 3] = {

[(IITstatePath = "interactables/door /normal/locked open";
(T

dTitem[ 4] = {

[IITktatePath = "interactables/door /normal/needs key";
[(IITpbbstacleReachability = true;

aTh

(T tem[ 5] = {

[MITstatePath = "interactables/door/normal/needs key failed";
[(IITpbbstacleReachability = true;

Tt

(dTitemf 6] = {

[ITstatePath = "interactables/door /normal/start locked";
[IITbbstacleReachability = true;

Tt

Oritem[ 7] = {

[(IITktatePath = "interactables/door/normal/stay open";
Tk

(Titem[ 8] = {

[(IITstatePath = "interactables/door /normal/unlocked";
Tt

dTitem[ 9] = {



[TITstatePath
Tt

(Thitem[ 10] = {
[IITktatePath

"interactables/door /normal/unlocked open";

"interactables/door /oneWay/oneWay closed";
[(IITbbstacleReachability = true;

Tk

Iitem[ 11] = {

[ITktatePath = "interactables/door/oneWay/oneWay lock fail";
[(IITbbstacleReachability = true;

Tt

Iitem[ 12] = {

[(IIIstatePath = "interactables/door /oneWay/oneWay locked";
[(IITbbstacleReachability = true;

(T

Iitem[ 13] = {

[(IITktatePath = "interactables/door /oneWay/oneWay open";
Hnlis

(Iitem[14] = {

[(IITstatePath = "interactables/door /oneWay/oneWay open fail";
[IITbbstacleReachability = true;

(1%

[IIitem[ 15] = {

[(IITktatePath = "interactables/door /oneWay/oneWay opened";
il

(It

[[dissolveDistance = 20;

[Ir enderModelInfo = {

[IImmodel = "md6def/objects/doors/cultist wide door 01/cultist wide door 01
i

[(MuibData = {

[IswfFile = "swf/worldgui/guientity/1 interact lock default.swf";

[(IIkcale = 0. 0850000009;

[IIinitialCommands = {

IIThum = 1;

(Iitem 0] = {

(IIITxcommandType = "SPRITE HIDE";
(1T

(1%

[(IIpositionOffset = {

. md6";



Tz = 25;

(T

i

[TumbraVisBlocking = "CAN BLOCK";

[TumbraSoundBlocking = "CAN_ BLOCK";

[IdemonPlayerRenderModel = "art/objects/door /demon/cultist wideDoor 01 demon. lwo";

[IkpawnPosition = {

Ix = -11.11;
My = -11.11;
Mz = -11.11;
i
[(IdemonPlayersPassThrough = false;
il
}
}
Open
entity {

[entityDef interact doors cultist wide 01 1 open {
[inherit = "target/interact action door";

[class = "idTarget InteractionAction";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = false;

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

[MImaterialRemap = {

IThum = 1;

[Mitem[ 0] = {

[[I[Ito = "art/tile/common/nodraw";
(11T

(1%

i

[(TctionFilter = "interactionAction/door";



[(IkpawnPosition = {

MIX = -11.11;
Moy = -11.11;
Iz = -11.11;
iy

[(Ittargets = {
IThum = 1;

[Ilitem[ @] = "interact doors cultist wide 01 1";
It

[Mhction = "IA DOOR OPEN";

[+

}

}

Replication

entity {

[(entityDef interact doors cultist wide 01 1 timeline
(inherit = "target/timeline";

[klass = "idTarget Timeline";
[expandInheritance = false;
[poolCount = 0;

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

[edit = {

[Mflags = {

[I[IhoFlood = true;

(It

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Iy = 1;
r = 1;
It

[TromponentTimeLine = {
(IIentityEvents = {
IThum = 2;

(Mitem[ 0] = {



(IIITentity = "interact doors cultist wide 01 1 relay";
[(IIITevents = {

IMIThum = 1;

OITitemf 6] = {
[IIIIITeventTime = 250;
[IIITTTeventCall {
[(IIII1ITeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;

O i tem[ 0] = {

(I ITentity = "";
(I

(TTTTTT)

(T

(I

(I

(1T

MImitem[1] = {

IITentity = "interact doors cultist wide 01 1 remove";
[(IIITevents = {

(IIIThum = 1;

(I i tem[ 6] = {
[IIIIITeventTime = 2500;
IIITITkventCall = {
IIITITeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;

IIITITI T tem[ 0] = {

(I Tentity = "";
(T

(T

(I

(ITH

I
[IellowClientsToStart = true;

[IrenderModelInfo = {
[IIkcale = {



I = 1;
Iy = 1;
0ITE = 1;
(1%

i}

[

}

}

entity {

[entityDef interact doors cultist wide 01 1 relay {
(inherit = "target/relay";

[class = "idTarget Count";
[expandInheritance = false;
[poolCount = 0;

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

[(edit = {

flags = {

[IIhoFlood = true;

i

[[hetworkSerializeTransforms = false;
[Tkount = 1;

[(IkpawnPosition = {

OIx = 1;
Iy = 1;

(Il = 1;

(It

[[targets = {
(IThum = 1;

[(ITlitem[ 0] = "interact doors cultist wide 01 1 open";
i

[Irepeat = true;

[

}

}



entity {

[(entityDef interact doors cultist wide 01 1 remove
(inherit = "target/remove";

[class = "idTarget Remove";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

(ftags = {

[IInhoFlood = true;

1N

[[hetworkSerializeTransforms = false;
(Ikount = 1;

[(IkpawnPosition = {

OIx = 1;

Iy = 1;

(lz = 1;

(It

[[targets = {
(IThum = 1;

[(ITlitem[ 0] = "interact doors cultist wide 01 1";
It

[repeat = true;

il

}

}



Shootables

Shootable

Disable network replication

entity {

[(entityDef funky shootable 1 {
[finherit = "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 = {

1T = 0. 25;

My = ©. 25;

0Tz = 0. 25;

Tk

il

[IklipModelInfo = {

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

IIIx = 1.5;

Iy = 1.5;

Ik = 1.5;

(T

iy

[(IkpawnPosition = {
MIX = -11.11;

My = -11.11;

Mz = -11.11;



[(IkpawnOrientation = {

Imat = {
(IIrmat[ 0] = {
111X = ©;
Ty = -1;
(IIIr = 6;
(I
Irmat[1] = {
IITXx = 1;
1Ty = ©;
[Tk = ©;
(1T

il

iy
[Mwait = 0;

[(ItriggerOnce = true;

[(ItriggerFor AllClients = true;

[(IplayerCanActivate = false;

[[deadAiCanActivate = false;

[TkBllowZeroDamage = true;

[IsoundActivated = "play shootable activate";

[IkoundReady = "play shootable reset";

[IIfxDecl = "gameplay/shootable";

[[weaponDamageType = "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 ";

[([targets = {

(IThum = 1;

[(Tfitem[ @] = "funky shootable 1 timeline";

i}



[(Idormancy = {
[(ITkllowDormancy = false;
[ITkllowPvsDormancy = false;
It

[TkeepAfterTriggerOnce = true;
i

}

}

Replication

entity {

[(entityDef funky shootable 1 timeline {
(inherit = "target/timeline";

[klass = "idTarget Timeline";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

[MOftlags = {

[IIhoFlood = true;

It

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
ay = 1;
e = 1;
i

[(IomponentTimeLine = {

TentityEvents = {

IIThum = 2;

(IITH tem[ 6] = {

(IIITentity = "funky shootable 1 relay";
[IIITevents {

(IIIThum = 1;

(IMThtem[ 0] = {

[(IIITITeventTime = 250;



IIITITEeventCall {
IIIIITeventDef = "activate";

(IIITThrgs = {
(IIIIIIThum = 1;
(IIIIIIfitem 0] = {
(IIITITentity = "";
(T

(IITIT®

(I

(I

(T

(1T

ITitem[ 1] = {

(IIITentity = "funky shootable 1 remove";
[IIITevents = {

(IITThum = 1;

I temf 0] = {
[(IIITITeventTime = 250;
[IIITITkeventCall {
[(IIIIIITkeventDef = "activate";
(IIITTRrgs = {

(T Thum = 1;
(I s tem[ 0] = {

(I ITentity = "";
(T

(IITIT®

(I

(ITH

I
[IellowClientsToStart = true;

[IrenderModelInfo = {

[[Ibcale = {
Ix = 1;
Ty = 1;
0Tk = 1;

T
il



entity {

[(entityDef funky shootable 1 relay {
(inherit = "target/relay";

[klass = "idTarget Count";
[expandInheritance = false;
[poolCount = 0;

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

[edit = {

[Mftags = {

[[ThoFlood = true;

iy

[[hetworkSerializeTransforms = false;
[Tkount = 1;

[IkpawnPosition = {

OIx = 1;

ly = 1;

e = 1;

iy

[([targets = {

IThum = 1;
(111 tem[ 0]
il
[Mdormancy = {
[IkellowPvsDormancy = false;
iy

[(Idelay = 0;

[+

}

}

"something to activate";

entity {
[(entityDef funky shootable 1 remove {

[inherit = "target/remove";



[klass = "idTarget Remove";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;
(edit = {

Mflags = {

[IThoFlood = true;

i
[ThetworkSerializeTransforms
[(Ikount = 1;
[(IkpawnPosition = {

= false;

X = 1;

ary = 1;

Ir = 1;

i

[(Ittargets = {

IThum = 1;

[(IIitem[ @] = "funky shootable 1";
iy

Qdormancy = {

[(ITkellowPvsDormancy = false;
i

[Idelay = 0;

[

}

}



Breakable Walls

Breakable Wall

entity {

[entityDef destructible mall wall b 1 {
(inherit = "destructible/e2ml_nest/mall_wall_b";
[class = "idDestructible";
[expandInheritance = false;
[poolCount = 0;

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

[edit = {

[IwhenToSave = "SGT CHECKPOINT";
[MOflags = {
[(IIskipRenderModelReplication = true;
(It

[[soundOffset = {

Ik = 1.5;

iy

[IrenderModelInfo = {
[IIemissiveColor = {

I = o;

(IITh = 0. 0470587984,

Hil
[(ITEemissiveScale = 6;

[(IIMmodel = "art/kit/hell earth/walls/crack mall b whole. lwo";
[ITkcceptsDecals = true;

iy

IrlipModelInfo = {

[Ttype "CLIPMODEL BOX";

Ikize = {

[IIIXx = 7.19999981;

Ty = 1;

Il = 7.0999999;



[IThumSides = 6;

(It

[IkoundOcclusionBypass = true;
[[targetingDecl = NULL;

[TifxDecl = "gameplay/invasion/demon_door";
[[destructible = {

[ITfidleCommands = {

IIThum = 1;

(ITitem[ 6] = {

[IIIIitime = 10000;

[(II1Tkommand = "IDLE COMMAND BECOME STATIC";
(1T

Tk

[MTdecl = "destructible/e2ml_nest/mall_wall_b";
i

[MeffectiveDamageTypes = {

IThum = 1;

(IIlitem[ 0] = "damage/special/no_damage";

(It

[ImeleeOnDash = false;

[[dissolveDistance = 20;

[TdemonPlayerRenderModel = "art/kit/hell_earth/walls/crack_mall_a_demon.

[TumbraVisBlocking = "CAN BLOCK";
[TumbraSoundBlocking = "CAN BLOCK";
[IkpawnPosition = {

X = -11.11;
oy = -11.11;
Iz = -11.11;
il

[(Idormancy = {

[(IIplayerDistance = 20;

[(IIplayerRearwardDistance = 20;
TkellowDistanceDormancy = false;

[(ITkellowDormancy = true;

[(ITkllowPvsDormancy = false;

(It

[Titargets = {

(IThum = 1;

[(ITHitem[ 0] = "destructible mall wall b 1 timeline";

lwo";



It

[(IdemonPlayersPassThrough = false;
{0

}

}

Replication

entity {

[(entityDef destructible mall wall b 1 timeline {
[inherit = "target/timeline";

[class = "idTarget Timeline";
[(expandInheritance = false;
[poolCount = 0;

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

[(edit = {

(ftags = {

[IIhoFlood = true;

1N

[[hetworkSerializeTransforms = false;

[IkpawnPosition = {

X = 1;
Iy = 1;
Ik = 1;
i

[(TkcomponentTimeLine = {

[(ITkentityEvents = {

IIThum = 1;

ITitem 0] = {

OIITkentity = "destructible mall wall b 1 relay";
[(IIITevents = {

ITIThum = 1;

(ITTTii tem 0] = {
[(IIIIITeventTime = 250;
[IIIIITeventCall {
[IIIITITeventDef = "activate";

(ITITITergs = {



(I ITThum = 1;
(IITITITTt tem 0]
(MMM I Tentity = "";

I}
-~

Tt

i

IkllowClientsToStart = true;
[I[renderModelInfo = {
[(IIkcale = {

=1;

=1;

=1;

© TFHOEBS

entity {

[(entityDef destructible mall wall b 1 relay {
[inherit = "target/relay";

[klass = "idTarget Count";
[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;

[(edit = {

[MDflags = {

[(IIhoFlood = true;

i

[ThetworkSerializeTransforms = false;
[(Ikount = 1;

[(IkpawnPosition = {



1l
=

Ly
(IT¥
It
[[targets = {

IThum = 1;

[(QIfitem[ 0] = "destructible mall wall b 1";
iy

[Irepeat = false;

[

}

}

]
=



Bounce Pads

Dynamic Entity (Backer)

entity {

[(entityDef invasion bouncepad back 1 {
(inherit = "func/dynamic";

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

[poolCount = 0;

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

[edit = {

[(IkpawnPosition = { // Set the position roughly -0.2 (on the z axis) behind the emitter FX

MIX = -11.11;
My = -11.11;
Iz = -11.11,

i
[(IkpawnOrientation = { // Backer should be laying on the ground
(Imat = {
Imat[e] = {
(111X = 6. 707107,
11Ty = -06. 707107,
Ik = 6;
(1T

Irmat[1] = {
MIIIXx = 0. 707107;
11Ty = 6. 707107,
(IITe = ©;

(1T

MImatl 2] = {
11X = 0;

(IIITy = ©;

IIITe = 1;

(1T



n
[IrenderModelInfo = {

[IImodel
[(IIscale = { // Do not change the scale, it will break collision

[IITx = 0. 66;

(Il = 0. 66;

Ik = 0.5;

(T

It

IrlipModelInfo = {

[Tk lipModelName = "art/kit/hell/bridge/bridge archPillar a divider. lwo"; // Adds collision
i

i

}

}

"art/kit/hell/bridge/bridge archPillar a divider. lwo";

Emitter FX (Slayer Team)

entity {

Mlayers {

[II'game/pvp/slayer team" // Only the Slayer can see this FX
il

[entityDef invasion bouncepad fx slayer 1 {
(inherit = "func/fx";

[klass = "idEntityFx";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[MWisableAIPooling = false;

[(edit = {

[Mflags = {

[IIkanBecomeDormant = true;

(It

[(Idormancy = {

[(ITdelay = 5;

[IIdistance = 78. 029007;

i



[(IkpawnPosition = { // Position should be identical to the FX on the demon team

X = -11.11;
oy = -11.11;
I = -11.11;
o

[IfxEffect = "gameplay/invasion/bounce pad slayer"; // Emitter is red

[(IkpawnOrientation = { // Orientation should not be changed

Imat = {
(Irmat[ 0] = {
I = 1;
IITy = ©;
01Tk = ©;
(1T
Immat[1] = {
(IITx = ©;
Ty = 1;
(IITr = ©;
(1T
Imnat[ 2] = {
(TIIx = ©;
(II1Ty = 6;
(IITe = 1;
(1T

il

It
[IrenderModelInfo = {
[IIkcale = {
I = 1;
Iy = 1;
IIr = 1;
1%

i

[

}

}

Emitter FX (Demon Team)



entity {
[(Layers {

[1I'game/pvp/demon team" // Only Demon Players

0

[entityDef invasion bouncepad fx slayer 1 {

(inherit = "func/fx";
[klass = "idEntityFx";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;
[(edit = {

[Mftlags = {
[(ITkcanBecomeDormant = true;
It

Qdormancy = {

[(ITdelay = 5;

[IIdistance = 78. 029007;

(It

[IspawnPosition = { // Position should be

identical to

can see this FX

the FX on the slayer team

OIx = -11.11;
Iy = -11.11;
OIr = -11.11;
i
automapPropertiesDecl = "invasion bounce demon";

[IfxEffect = "gameplay/invasion/bounce pad demon";

// Emitter is purple

[(IkpawnOrientation = { // Orientation should not be changed

Imat = {
(IImat[ 0] = {
(I = 1;
Iy = ©;
(IITe = ©;
(1T
IImat[1] = {
I = ©;
Iy = 1;

(I1Tk = 6;



Imat[ 2] = {

(IIIXx = 6;

(IITy = 6;

(IITe = 1;

(1T

il

iy

[IrenderModelInfo = {

[IIkcale = {

Ik = 1;

Iy = 1;

e = 1;

(T

i

[

}

}
Bouncepad

entity {

[(entityDef invasion bouncepad from 1 {
[inherit = "trigger/bounce pad";
[klass = "idTrigger BouncePad";
[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false;
[MWisableAIPooling = false;

[(edit = {

[Mflags = {

[IIkanBecomeDormant = true;

(It

[IlaunchFX = "fx/bounce pad/basic";
[IkpawnPosition = { // Position should be roughtly +1 (z axis) above the FX
MIx = -11.11;

My = -11.11;



Mk = -11.11;
(It

[IrenderModelInfo = {
[TImodel NULL;
[IIkcale = {

Ik = 1;

Iy = 1;

llr = 1;

Tt

o
IrlipModelInfo = {

[Tk lipModelName = "maps/game/sp/elm3 cult/elm3 cult/invasion x bouncepad from 1";
(dIkize = {

MIIX = 1.5;
Ty = 1.5;
IlTr = 1;
Hnlis
1N

[IplayerCanActivate = false; // Slayer cannot activate

[IdemonPlayerCanActivate = true; // Demon players can activate

[Tdestination = "invasion_bouncepad_dest_1"; // Fly to this destination when activated
[IllaunchSpeed
i

}

}

32; // Speed demons will fly upwards

Destination

entity {

Mlayers {

[1]'game/pvp/demon_ team" // Only demon players can be launched
[+

[(entityDef invasion bouncepad dest 1 {
[inherit = "info/bounce destination";
[class = "idInfo BounceDestination";
[(expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;
[hetworkReplicated = false;



[(MisableAIPooling = false;

[(edit = {
[IspawnPosition = { // Increase z axis position close to the destination
Ix = -11.11,
Iy = -11.11,;
Ir = -11.11;
il
[(IspawnOrientation = { // Orientation does not matter
(Imat = {
(IIrmat[ 0] = {
[IITx = 1;
OIITy = 6;
01Tk = ©;
nnnn;
(Irmat[ 1] = {
(IITx = ©;
Ty = 1;
01Tk = ©;
nnnn;
Imat[ 2] = {
(I = ©;
1Ty = ©;
(IITe = 1;
(T
(T
It
[Ir enderModelInfo = {
[IIkcale = {

=1;

=1;

=1;
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Teleporters

Timeline

The timeline is only required for teleporter cooldowns.

entity {

layers {

[11'game/pvp/demon team" // Applies only to Demon Players
[

[(entityDef invasion portal timeline 1 {

[inherit = "target/timeline";

[class = "idTarget Timeline";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false; // Must be false so cooldown is not shared globally
[MisableAIPooling = false;

[(edit = {

(ftags = {

[IIhoFlood = true;

i

[[hetworkSerializeTransforms = false;

[IkpawnPosition = {

X = 1;
iy = 1;
Ik = 1;
i

[(TkomponentTimeLine = {

[(ITkentityEvents = {

IThum = 2;

(ITitem[ 0] = {

(IIITentity = "invasion portal fx demon 1";
[(IIITevents = {

(IIIIThum = 2;

(ITTTii tem 0] = {



IIITITEeventCall {

[(IITITITeventDef = "hide"; // Hide 1lst effect upon activation
(IIITThrgs = {
(I Thum = 0;
(TS

(I

(I
OIIThitem[ 1] = {
[IIIIITeventTime
[IIITITeventCall
IIITITEeventDef
IIIITergs = {
I Thum = ©;
OO

(I

(I

(I

(1T

ITitem[ 1] = {
(IIITentity = "invasion portal fx demon 2";

[IIITevents {

(IIIIThum = 2;

QI tem[ 0] = {

IIITITkventCall = {

[(IITITITeventDef = "hide"; // Hide 2nd effect upon activation

5000;

{
"show"; // Show 1lst effect after 5 seconds

ITITITergs = {
(I Thum = 6;
O
(I

(TTTTH

IIITiitem 1] = {
[IIIIITeventTime = 5000;

[IIIIITeventCall = {

[(IIIIIITkeventDef = "show"; // Show 2nd effect after 5 seconds
(IIIITergs = {

I Thum = ©;

OO

(T

(T



(1%

Tt

i

[[BllowClientsToStart = true; // Must be true
[(IkhouldForceTimelineFinish = true; // Must be true
[

}

}

Dynamic Entity (Backer)

entity {

[entityDef invasion portal back 1 {
inherit = "func/dynamic";

[klass = "idDynamicEntity";
[(expandInheritance = false;
[poolCount = 0;

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

(edit = {

[(IspawnPosition = { // Set the spawn position roughly -0.2 (on the x or y axis) behind the

portal FX
MIx = -11.11;
My = -11.11;
Mz = -11.11;
i
[(IspawnOrientation = { // Backer should be standing upright
(Imat = {
MIImat[ 0] = {
I = 6;
(IIly = 0;
(IITE = -1;
(11T
Irmat[1] = {
I = -1;



Immat[ 2] = {
(11X = 6;
Iy = 1;
Tz = 6;

(I

(T

i

[Ir enderModelInfo = {
[ITmodel
[(IIkcale = { // Do not change the scale, it will break collision
[IIIXx = 0. 66;

Iy = 0. 66;

0Tz = 0.5;

[l

i
[JklipModelInfo = {

"art/kit/hell/bridge/bridge archPillar a divider. lwo";

[Tk lipModelName = "art/kit/hell/bridge/bridge archPillar a divider. lwo"; // Adds collision
i

[

}

}

Portal FX (Slayer Team)

entity {

layers {

[II'game/pvp/slayer team" // Only the Slayer can see this FX
[

[(entityDef invasion portal fx slayer 1 {
(inherit = "func/fx";

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

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[(MisableAIPooling = false;



[(edit = {

(Mftags = {

[(ITkcanBecomeDormant = true;

It

Qdormancy = {

[(ITdelay = 5;

[IIdistance = 78. 029007;

iy

[(IkpawnPosition = { // Position should be identical to the FX on the demon team
IIx = -11.11;

My = -11.11;

(1k
il

[(IspawnOrientation = { // Orientation should be identical to the FX on the demon team

dImat = {

-11.11;

(IIrmat[ 0] = {
(IITx = ©;
Iy = 1;
01Tk = ©;
(TTT
(Irmat[1] = {
Ik = -1;
IITy = 6;
(I1Ie = ©;
(11T
(Irmatl 2] = {
(I = ©;
Iy = 6;
(IIIe = 1;
(1T

1%

i
[IrenderModelInfo = {
[IIkcale = {
Il = 1;
Iy = 1;
Tz = 1;

(T
il



[MOflags = {

[IThide = false;

(It

[IffxeEffect = "gameplay/invasion/teleporter flat demon"; // FX is red
[

}

}

Portal FX (Demon Team)

entity {

Layers {

[11'game/pvp/demon team" // Only Demon Players can see this FX

[

[(entityDef invasion portal fx demon 1 {

[inherit = "func/fx";

[klass = "idEntityFx";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

(ftags = {

[ITkanBecomeDormant = true;

i

[(Idormancy = {

[Idelay = 5;

[[Tdistance = 78. 029007;

iy

[IkpawnPosition = { // Position should be identical to the FX on the slayer team
([T
Ly
(IIF
It
[IkpawnOrientation = { // Orientation should be identical to the FX on the slayer team
(Imat = {

MIImat[ 0] = {

-11.11;
-11.11;

= dLdlg dLILE



1l
=

iy
(TIT¥
(T
MIImat[ 1] = {
Ik = -1;

I
&

Tt

iy

[IrenderModelInfo = {
[[Ibcale = {

Ik = 1;

Ty = 1;

Tz = 1;

Tt

i

(Iflags = {

[(IThide = false;

It

[[fxEffect = "gameplay/invasion/teleporter flat slayer"; // FX is blue
[

}

¥

Teleporter

entity {
layers {
[1]'game/pvp/demon_team" // Only demon players can use the teleporter

i
[(entityDef invasion portal from 1 {



(inherit = "trigger/teleporter";

[klass = "idTrigger Teleporter";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false; // Must be false so cooldown is not shared globally
[MisableAIPooling = false;

[(edit = {

[[kclientCanActivate = true; // Must be true

[[If xExtraCondition = "FX EXTRA COND MAX";

[Ikounds = {

[IIkctivated = "play arena_teleporter use";

il

[(IspawnPosition = { // Position should be close to the idDynamicEntity backer
Ix = -11.11;

Iy = -11.11;

Mk = -11.11;

i

[IrenderModelInfo = {

[IImodel = NULL;

i

[Tk lipModelInfo = {

[ITtype = "CLIPMODEL CYLINDER";

[(IIkize = { // Scale based on portal size

Ik = 1;

Ty = 3;

ITr = 2;

Tt

[Tk lipModelName = NULL;
il

[([targets = {

Thum = 1;

[(IIlitem[ 0] = "invasion portal timeline 1"; // Activate the timeline to show and hide FX

i
[(Idormancy {
[IplayerDistance = 6;

[IIplayerRearwardDistance = 6;
i
[Mftags = {



[[Thide = false;

(It

[Mwait = 5; // Deactivate both teleporters for 5 seconds

[IplayerCanActivate = false; // Slayer cannot activate

[IdemonPlayerCanActivate = true; // Demon players can activate

[TbotherTeleporter = "invasion portal from 2"; // Deactivate this teleporter
[Mdestination = "invasion portal dest 1"; // Go to this destination when activated
[

}

}

Destination

entity {

[(entityDef invasion portal dest 1 {
[inherit = "info/teleport destination";
[klass = "idInfo TeleportDestination";
[(expandInheritance = false;

[poolCount = 0;

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

[(edit = {

[IspawnPosition = { // Position should be just foward of the opposing idTrigger Teleporter
MIx = -11.11;

My = -11.11;

Mz = -11.11;

i

[(IspawnOrientation = { // Orientation should be identical to the opposing idEntityFx
(IImat = {

MIImat[ 0] = {
(11X = ©;
Iy = 1;
(IITe = ©;
(1T
Irmat[1] = {
OIIx = -1;
(IITy = 6;



1T

(MITmat[ 2] = {
= 0;

CTFEEEES



Triggers

Trigger

entity {

[(entityDef trigger volume 1 {
(inherit = "trigger/trigger";
[klass = "idTrigger";
[expandInheritance = false;
[poolCount = 0;

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

[edit = {
[(IdemonPlayerCanActivate = true;
[(IremoveFlag = "RMV_CHECKPOINT ALLOW MS";
[(IkpawnPosition = {

Mx = -11.11;
Moy = -11.11;

Iz = -11.11;

It

[IrenderModelInfo = {
[IImodel = NULL;
[IIkcale = {

X = 1;

Ty = 1;

Iz = 1;

il

iy

[TklipModelInfo = {
(ITittype = "CLIPMODEL BOX";

Ikize = {
[ITx = 5;
Iy = 5;
Ik = 5;

(T
il



[(Ittargets = {

Thum = 1;

(Ititem[ @] = "trigger volume 1 timeline";
It

[Mwait = 0;

[(IitriggerOnce = true;

i

}

}

Replication

entity {

[(entityDef trigger volume 1 timeline {
Oinherit = "target/timeline";

[class = "idTarget Timeline";
[(expandInheritance = false;
[poolCount = 0;

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

(edit = {

Mflags = {

[IThoFlood = true;

i}

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Oy = 1;
Iz = 1;
iy

[TcomponentTimeLine = {
(ITkntityEvents = {

IThum = 1;

[IIThiteml 0] {

OIITentity = "trigger_volume_1 relay";
[IITevents = {

I Thum = 1;

MIIITitem 0] = {



[(IIITITeventTime = 250;
IIITITkeventCall {
[(IIIIIITkeventDef = "activate";
(IIITThrgs = {

(T Thum = 1;

(I s tem[ 0] = {

(I ITentity = "";
(T

(IITIT®

(I

(ITH

I
[IellowClientsToStart = true;

[IrenderModelInfo = {
[[Ibcale = {

=1;

=1;

=1;

~ TFHOES

entity {

[(entityDef trigger volume 1 relay {
(inherit = "target/relay";
[klass = "idTarget Count";
[expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;
[edit = {

[Mflags = {

[I[IhoFlood = true;



It

[[hetworkSerializeTransforms = false;
[(Ikount = 1;

[(IkpawnPosition = {

OIx = 1;

oy = 1;

(lrz = 1;

iy

[[targets = {
(IThum = 1;

[(ITlitem[ 0] = "something to activate";
i

[Irepeat = true;

il

}

}



Gorilla Bars

Entity

Disable network replication.

entity {

[(entityDef game interact vault pipe 1 {
[inherit = "interact/vault/pipe";
[klass = "idTrigger GorillaBar";
[expandInheritance = false;

[poolCount = 0;

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

[edit = {

[(IremoveFlag = "RMV_CHECKPOINT ALLOW MS";
[IrenderModelInfo = {

[IImmodel = "art/test/monkey bar a. lwo";
iy

[ThetRelevancyFlags = "";

[ItriggerOnce = false;

[(ItriggerOnEnter = true;
[[ttestForValidGrab = true;

[IkpawnPosition = {

Ix = -11.11;
My = -11.11;
Mk = -11.11;
N
[(IkpawnOrientation = {
dImat = {
(IIrmat[ 0] = {
(I = ©;
Ty = 1;
(1T
Imat[1] = {



rlipModelInfo = {

[(ITklipModelName = "art/test/monkey bar a. lwo";
il

[MenimOffsetAdjust = {

OIx = -1;

iy

[+

}

}



Startup Commands

Add this to "shell.entities" and trigger with a logic entity

entity {

[(entityDef mapstart commands {

[class = "idTarget Command";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

(Mflags = {

[IIhoFlood = true;

il

[TcommandText = "pvp lobby showFullMapList 1; net gameserver enable 0; net maxRate 100;
g havokHeapLimitMB 200; g damageScaleAItoDP 4; g damageScaleSlayertoSlayer 0;

g damageScaleSlayertoDP 0; g damageScaleDPtoSlayer 0; pm disableWalkingOnTheEdgeOfLedge 0;
warning disable general; warning disable anim";

[(IkpawnPosition = {

=1;

=1;

=1;

T T TEBHEE

Command details

pvp_lobby showFullMapList 1 - Shows entire map list if non PVP maps are added

net_gameserver_enable 0 - Enables local hosting

net_maxRate 100 - Reduces likelihood of crashes

g_havokHeapLimitMB 200 - Reduces likelihood of crashes



g_damageScaleAltoDP 4 - Multiplies Al damage to Demon Players by x4 (x2 more than
Nightmare difficulty, remove for Invasion/SVS)

g_damageScaleSlayertoSlayer 0 - Slayers cannot damage other Slayers (remove for
Invasion/SVS)

g_damageScaleSlayertoDP 0 - Slayers cannot damage other Demon Players (remove for
Invasion/SVS)

g_damageScaleDPtoSlayer 0 - Demon Players cannot damage other Slayers (remove for
Invasion/SVS)

pm_disableWalkingOnTheEdgeOfLedge 0 - Movement is no longer negated when moving
off a ledge

warning_disable general - Removes warning spam in the console

warning_disable anim - Removes warning spam in the console



