FX

All of these changes reduce lag for client players.

gameresources\generated\decls\fx\weapon\gauss cannon\projectile_des
troyer.decl

ditem[ 10] = {

[(IIThame = "rock debris";

[(IIThroup = "explosion";

(IITtype = "FX DESTRUCTIBLE";
[IIIktartCondition = {

[IIThum = 7;

[(IIITHitem[ 0] = "FX PROJECTILE EXPLODE DIRT";

(11T tem[ 1] = "FX PROJECTILE EXPLODE PLASTIC";
(IIITfitem[ 2] = "FX PROJECTILE EXPLODE WOOD";
(IIITtitem[ 3] = "FX PROJECTILE EXPLODE STONE";
(IITTtitem[ 4] = "FX PROJECTILE EXPLODE METAL";
[(IIITiitem[ 5] = "FX PROJECTILE EXPLODE DEFAULT";
(IITHtem[ 6] = "FX PROJECTILE EXPLODE ASPHALT";
(1T

IITktopCondition = {

[(IIIThum = 1;

[(IIITiitem[ @] = "FX NONE";

nnn;

[(IITrotationType = "FX ROT _EXPLICIT ANGLES";
[[IIdestructibleParms = {

[(IIITdestructible = "";

(1T

1%

gameresources\generated\decls\fx\weapon\gauss _cannon\projectile _des
troyer _charge level 3.decl

(Iitemf 0] = {

(IIThame = "rock debris";
[(IIThroup = "explosion";
[IITitype = "FX DESTRUCTIBLE";



[ITxolor = {
(IIIIy = 0.13013652;
(IIITz = 0. 06273208916;

(T
[IITktartCondition = {
IIThum = 7;

(IIITiitem[ 0] = "FX PROJECTILE EXPLODE DIRT";
dIITitem[ 1] = "FX PROJECTILE EXPLODE PLASTIC";
[IITitem[ 2] = "FX PROJECTILE EXPLODE WOOD";
(IIITitem[ 3] = "FX PROJECTILE EXPLODE STONE";
[(II1Tiitem[ 4] = "FX PROJECTILE EXPLODE METAL";
[(IIITiitem[ 5] = "FX PROJECTILE EXPLODE DEFAULT";
(IIITiitem[ 6] = "FX PROJECTILE EXPLODE ASPHALT";

(T
1Tk topCondition = {

(MIIThum = 1;
[MIITitem 6] = "FX NONE";
(T

[(IITrotationType = "FX ROT EXPLICIT ANGLES";
[(IITdestructibleParms = {

[IIITdestructible = "";
(T

Tk

dIitem[ 1] = {

[(IIThame = "explosion shake";
[(IIThroup = "explosion";

[ITitype = "FX SCREEN SHAKE";
[IITduration = 3;
[IITifadeStartDistance = 1. 90499997,
[IITdistance = 9. 52500057;

[(IITkolor = {

11Ty = 0.13013652;

11Tk = 0. 0273208916;

(I
[(IITstartCondition = {
(IIThum = 1;

(IIITtitem[ 0] = "FX PROJECTILE EXPLODE";
(1T

ITstopCondition = {

(IIThum = 1;



(QIITfitem[ 0] = "FX NONE";
(11
[(IITkcreenShakeParms = {

[(II1TedvancedShakeDecl = "advancedscreenviewshake/loadout/adv _shake 1";

(I

il

(dIitem[ 2] = {

[(IIThame = "explosion piece";

[(IIThroup = "explosion";
(IITitype = "FX PARTICLE";
[ITHuration = 1000;
[IITllooping = true;

[IIIxolor = {

Iy = 0.13013652;
[III1z = 0.0273208916;
nnn;
[(IITstartCondition = {
IIThum = 1;

(QIITtitem[ 0] = "FX PROJECTILE EXPLODE PIECE 1";
1T

1Tk topCondition = {
(IIIThum = 1;

(QIITH tem[ 0] = "FX NONE";
1T

(IITpbriginType = "FX ORG_TRACK P0S";
[IITrotationType = "FX ROT TRACK AXIS";
[(IITparticleParms = {

[IIITdeclPrt = "";

nnn;

ThH

gameresources\generated\decls\fx\weapon\plasma_rifle\plasma_rifle_mic
rowave_3rd.decl

OTitem[1] = {

IThame = "muzzle flash primary";
[(IIThroup = "fire microwave";
(IITitype = "FX PARTICLE";
[([ITduration = 500;
[IITifadeOutTime = 500;

[IITkolor = {



0. 0451862141;
0. 254152179;

(ITTTX
(I
I
[(IITitagNames
(IIIThum = 1;
[(IIITiitem[ 0] = "fx muzzle z barrel”;
mnn;

[IIIstartCondition = {

[(IIIThum = 1;

(IITitem 0] ="";

(1T

[ITstopCondition = {

IIThum = 1;

(IITitem 0] ="";

(11T

[MIIpriginType = "FX ORG_TRACK PO0S";

1l
-~

MIIrotationType = "FX ROT TRACK AXIS";

ITparticleParms = {
(III1declPrt = "";
1T

(1%
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