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;

[MisableAIPooling = false;

[(edit = {

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

Oy = -11.11;

Iz = -11.11;

1N

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

IImatfe] = {

Ik = -1;

Iy = 6;

Ik = 6;

(1T

Imat[1] = {

IITXx = 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
(X = 1;

oy = 1;



[IkoundOcclusionBypass = true;

[[startEvents = {

(IThum = 1;

[(Tlitem[ 0] = "play pickup_ammo chainsaw";
il

[(IstopEvents = {

(Thum = 1;

[(Tiitem[ @] = "play pickup ammo chainsaw";
i

[

}

}

entity {

[(entityDef multiplayer chainsaw refill {

[class = "idTarget Command";

[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = false;

[MisableAIPooling = false;

[(edit = {

(Iftags = {

[IInhoFlood = true;

It

[IcommandText = "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;

- T"EEBBH

Removal 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 = {

(ftags = {

[IInhoFlood = true;

1N

[[hetworkSerializeTransforms = false;

[IkpawnPosition = {

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

[IcomponentTimeLine = {

[(ITentityEvents = {

IIThum = 2;

Iitem 0] = {

IITkntity = "coop pickup_ammo gas 1 fake remove"; // Remove relay
[(IIITevents = {

ITIThum = 1;

(IIITi tem[ 6] = {

[IIIIITeventTime = 100;

[(IIIT1TeventCall = {
ITITITeventDef = "activate";
(IIITThrgs = {
I Thum = 1;
QI i tem[ 0] = {
(IIITTentity = "";
(T

(I

(T

nnnnnny

(I



Imitem[1] = {

IITentity = "multiplayer chainsaw refill relay"; // SFX & give fuel relay
[(IIITEeVvents {

(IIIThum = 1;

[IIITitem 0] = {
[(IIITITeventTime = 100;
[(IIITITkeventCall {
ITIIITkeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;

(T s tem[ 0] = {

(I Tentity = "";
(T

ERRRRNNRY

(I

(ITH

I
[IellowClientsToStart = true;

[IrenderModelInfo = {
[IIkcale = {

TR

entity {

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

[class = "idTarget Remove";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;



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

[(edit = {

(ftags = {

[IIhoFlood = true;

i

[ThetworkSerializeTransforms = false;

[Tkount = 1;

[IkpawnPosition = {

Ix = 1;

oy = 1;

e = 1;

i

[[targets = {
IThum = 1;
[Ifitem[ 0] = "coop pickup ammo gas 1 fake"; // Removes the chainsaw canister model
i

[

}

}

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
[disableAIPooling = false;

(edit = {

Mflags = {

[(IIhoFlood = true;

iy

[ThetworkSerializeTransforms = false;
[(IkpawnPosition = {

X = 1;



Ty = 1;
Iz = 1,
I

[TkomponentTimeLine = {
IentityEvents = {

IIThum = 2;

dITitem[ 0] = {

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

(IIIThum = 2;

I temf 0] = {
[(IIITITeventTime = 100;
[IIITITkeventCall = {
[(IIIIIITeventDef = "activate";

(IMIITergs = {
(IIIIIIIhum = 1;
(IIIIIT i tem[ 0] = {
O entity = "";
(T

(I

(I

HRNnnN;

OIMTitem[1] = {

(IIITITkeventTime = 30000; // Show fuel cansiter render model after 30 seconds
IIITITkventCall = {

[IIIIIITeventDef = "activate";

[ITkrgs = {
[IIIIIIhum = 1;
(I i teml 0] = {
I Tentity = "";
(I

(I

(T

mannnn;

nannn;

nann;

[MTitem[ 1] = {

IITentity = "multiplayer chainsaw refill fuck you relay"; // SFX & give fuel relay

(IITevents = {
ITIThum = 1;



(MM tem[ 0] = {
IITITkeventTime = 100;
(IIIIITeventCall {
[IIIIIITeventDef "activate";
(IIITIThrgs = {

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

(IITIT®

(T

(1T

i
IkhllowClientsToStart = true;

[IrenderModelInfo = {
[IIkcale = {

=1;

=1;

=1;

© TFEOEE

entity {

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

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

[poolCount = 0;

[poolGranularity = 2;

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

[edit = {

[Mflags = {

[IIhoFlood = true;



It

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

[(IkpawnPosition = {

OIx = 1;

oy = 1;

(lrz = 1;

iy

[[targets = {
(IThum = 1;

[(ITlitem[ 0] = "coop pickup ammo gas 1 fake"; // Show/Hide fuel canister render model
i

[(Irepeat = true; // Must be true

il

}

}
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