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;

Mz = -11.11;

It

[IspawnOrientation = { // Backer should be laying on the ground
(Imat = {

MIImat[ 0] = {

MIIIX = 6.707107;

11Ty = -06. 707107,

(I1Tk = 6;

mnin;

MImatl 1] = {

MIIIX = 6. 707107;

Ty = 0. 767107;

(I1Tk = 6;

anin;

MIImat[ 2] = {

I = 6;

IITy = ©;

(IlITE = 1;



Tk

(It

[IrenderModelInfo = {
[TImodel
(IIscale = { // Do not change the scale, it will break collision
(11X = 0. 66;

(Il = ©. 66;

(IIIk = 0.5;

Tt

o
IrlipModelInfo = {

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

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

0

}

}

Emitter FX (Slayer Team)

entity {

(Layers {

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

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

[klass = "idEntityFx";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;
[MisableAIPooling = false;

[(edit = {

[MOftlags = {

[(ITkanBecomeDormant = 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;
M = -11.11;
iy

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

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

(Imat = {
(IIrmat[ 0] = {
[IITx = 1;
IITy = ©;
01Tk = ©;
nnnn;
(Irmat[ 1] = {
(IITx = ©;
Ty = 1;
01Tk = ©;
nnnn;
Imat[ 2] = {
(I = ©;
1Ty = ©;
(IITe = 1;
(I

(T

1N

[Ir enderModelInfo = {
[IIkcale = {
Ik = 1;
Iy = 1;
Ik = 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;
(IITe = ©;



Imat[ 2] = {

(IIIx = ©;

(IITy = ©;

IITe = 1;

(1T

il

i

[IrenderModelInfo = {

[Iscale = {

I = 1;

Iy = 1;

e = 1;

il

iy

[

}

}
Bouncepad

entity {

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

[poolCount = 0;

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

[(edit = {

Iflags = {

[(ITkanBecomeDormant = true;

il

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

X = -11.11;
Iy = -11.11;
Iz = -11.11;



n
[IrenderModelInfo = {

[IImodel NULL;
[IIkcale = {
Ik = 1;

Iy = 1;

Iz = 1;

(T

i
IrlipModelInfo = {

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

11X = 1.5;
My = 1.5;
Tz = 1;
[l
i

[playerCanActivate = false; // Slayer cannot activate

[IdemonPlayerCanActivate = true; // Demon players can activate

[Tdestination = "invasion_bouncepad _dest 1"; // Fly to this destination when activated
[IllaunchSpeed
[

}

}

32; // Speed demons will fly upwards

Destination

entity {

[layers {

[11'game/pvp/demon team" // Only demon players can be launched
[

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

[poolCount = 0;

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



[edit = {

[(IkpawnPosition = { // Increase z axis position close to the destination

Ix = -11.11;
Oy = -11.11;
IIr = -11.11;
It
[(IkpawnOrientation = { // Orientation does not matter
Imat = {
(Irmat[ 0] = {
(IITXx = 1;
Iy = 6;
Tz = 6;
(1T
Immat[1] = {
(11X = 6;
Iy = 1;
IITe = 6;
(1T
Immat[ 2] = {
(11X = ©;
IITy = 6;
Ik = 1;
(1T

il

(It
[(IrenderModelInfo = {
[IIkcale = {
Ik = 1;
iy = 1;
ke = 1;

(Th

i

[

}

}
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