Damage

gameresources_patch2\generated\decls\damage\damage\firearm\chaing
un.decl

Apply changes to any desired damage decl.

{

[(edit = {

[TdamageParms = {

[ITweaponDamageType = "PLAYER WEAPON CHAINGUN";
[(ITbulletPenetrationData = {

[(IITdemonPlayerBlocksPenetration = true;

(T

[[TdamageName = "chaingun";

[ITdamageSource = "DAMAGESRC BULLET";

[(ITkiDamageMitigation = {

IIThum = 2;

(IITH tem[ 6] = {

[MIIImonster Type = "AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL";
(ITTTmaxbamage = -1;

[(IITTdamageScalar = 0. 600000024;

1T

Iitem[1] = {

[(IITTmonster Type = "AI MONSTER SAMUEL BO0SS";

(ITTTmaxDamage = -1;

[(IITTdamageScalar = 0. 439999998;

nnn;

Tk

[ITdamageSoundWhenLocalDemonPlayerIsHit = "play bullet damage demon";
[ITknocksOffArmor = false;

[(ITdamageIcon = "textures/guis/hud/damage icons/slayer /weapon/weapon chaingun";
[(ITdeclGoreBehavior = "gorebehavior/firearm/chaingun";
[IIkkillshotHighlightInfo = {

[IIIfadeTime = 300;

[(IIIxolor = {
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[ImaxDamage = {
[ITdefaultValue = 20;
i

[(IminDamage = {
[(ITdefaultValue = 20;
It

[(IpbvpPlayerDamageScale = 0.5; // slayer damage scale, set to 0@ for co-op

[IdemonPlayerDamageScale = 0.5; // overrall demon player damage scale,
demonPlayerDamageMitigation = { // remove for co-op

(IIThum = 6;

(MIlitem 0] = {

(IITmonster Type = "AI MONSTER PLAYER ARCHVILE";

[(IITdamageScalar = {

[IIITdefaultValue = 0.75; // 75% on PC

[(IIITkranchPairs = {

(MIIIThum = 1;

(IT1Ti tem[ 0] = {

(IIIITbranchKey = "CONTROLLERPAD DECL";

[(IIITITbranchResult = 0.75; // 75% damage on console

(TIITT

(T
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driteml 1] = {

(IITmonster Type = "AI MONSTER PLAYER MANCUBUS";

[(IITdamageScalar = {

[[IITdefaultValue = 0. 75;

[(IIITbranchPairs = {

IITThum = 1;

(ITITitem[ 0] = {

IIIIThranchKey = "CONTROLLERPAD DECL";

[IIIIIIbranchResult = 0. 75;
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(dmitem[ 2] = {

(IITmonster Type = "AI MONSTER PLAYER MARAUDER";

set to 0 for co-op



(IITdamageScalar = {

[(IIITdefaultValue = 0. 75;
[(IIIIbranchPairs = {

(IIIThum = 1;

[IIITitem 0] = {

ITTIThranchKey = "CONTROLLERPAD DECL";
[(IIIIIIbranchResult = 0. 75;
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dIitemf 3] = {

[(IITmonster Type = "AI MONSTER PLAYER PAIN ELEMENTAL";
[(IITdamageScalar = {

[IIITdefaultValue = 0. 75;
[IIITkranchPairs = {

(IIIIThum = 1;

(IMThtem[ 0] = {

[(IIITITpranchKey = "CONTROLLERPAD DECL";
[(IIIIIIbranchResult = 0. 75;

(I
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(OTitem[ 4] = {

[(ITTmonster Type = "AI MONSTER PLAYER REVENANT";
[(IITdamageScalar = {

[IIITdefaultValue = 0. 75;
[(IIITkranchPairs = {

(MITIThum = 1;

(IT1Tii tem 0] = {

[(IIITIThranchKey = "CONTROLLERPAD DECL";
[IIIIITbranchResult = 0. 75;

(T

OTITh

nnnn;
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OTitem[ 5] = {

[IITmonster Type = "AI MONSTER PLAYER DREADKNIGHT";
[(IITdamageScalar = {

[[IITdefaultValue = 0. 75;



[(IIITkranchPairs = {

(MIIIThum = 1;

(ITTTii tem 0] = {

[(IITTIThranchKey = "CONTROLLERPAD DECL";
[IIIIITbranchResult = 0. 75;
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