Lootdrops

The lootdropcomponent decls would need to be adjusted.

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_a
mbient.decl

{

[finherit = "ai/default";
[(edit = {
[(Idroppableltems = {
[(IThum = 28;

[(ITHitem[ 0] = "lootdrop/health/health low kill";

[Titem[ 1] = "lootdrop/health/health low gk";

[(ITitem 2] = NULL;

[ITfitem[ 3] = NULL;

(IThitem[ 4] = NULL;

[IIitem[ 5] = NULL;

[IIiteml 6] = NULL;

[ITitem[ 7] = NULL;

[(ITitem[ 8] = NULL;

[ITfitem[ 9] = NULL;

[(Titem[10] = "lootdrop/health/health low crucible";

[Titem[ 11] = "lootdrop/health/health med crucible";

[(ITHitem[ 12] = "lootdrop/health/health high crucible";

[(QTitem[ 13] = "lootdrop/extra life/extra life refund";

(Ititem[ 14] = "lootdrop/ammo/hammer /weakpoint drop";

(Ifitem[ 15] = "lootdrop/ammo/hammer /headshot drop";

[(ITfitem[ 16] = "lootdrop/ammo/heavy cannon/bullets hammer slam";
(Tlitem[ 17] = "lootdrop/ammo/plasma rifle/cells hammer slam";
[(ITlitem[ 18] = "lootdrop/ammo/rocket launcher/rockets hammer slam";
Ifitem[ 19] = "lootdrop/ammo/shotgun/shells hammer slam";

(IIhitem[ 20] = "lootdrop/armor/hammer slam";

(Tfitem[ 21] = "lootdrop/health/health hammer slam";

[Thitem[ 22] = "lootdrop/armor/hammer slam upgraded";

[(ITHitem[ 23] = "lootdrop/health/health hammer slam upgraded";
[(ITHitem[ 24] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
(IIfitem[ 25] = "lootdrop/ammo/plasma rifle/cells hammer slam _upgraded";



(IIfitem[ 26] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
(Iiitem[ 27] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

(It

[TbnlyDropOnce = true;

[

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_fo
dder.decl

{

[finherit = "ai/default";
[(edit = {
[(Idroppableltems = {
(IIhum = 30;

[Titem[ 0] = "lootdrop/health/health low kill";

[Ifitem[ 1] = "lootdrop/health/health low gk";

[IIitem[ 2] = NULL;

[MIitem 3] = NULL;

[ITiteml 4] = NULL;

[(ITitem[ 5] = NULL;

[(ITfitem[ 6] = NULL;

(ITnitem[ 7] = NULL;

[ITitem[ 8] = NULL;

[IIitem[ 9] = NULL;

[(ITlitem[ 10] = "lootdrop/health/blood punch splash";

[(qIfitem[ 11] = "lootdrop/ammo/shotgun/shells full auto giveback fodder";
[Iiitem[ 12] = "lootdrop/health/health low crucible";

[Tiitem[ 13] = "lootdrop/health/health med crucible";

[(ITiitem[ 14] = "lootdrop/health/health high crucible";

[THitem[ 15] = "lootdrop/extra life/extra life refund";

[(Ihitem[ 16] = "lootdrop/ammo/hammer /weakpoint drop";

(Ititem[17] = "lootdrop/ammo/hammer /headshot drop";

[IItitem[ 18] = "lootdrop/ammo/shotgun/shells hammer slam";
[(Titem[ 19] = "lootdrop/ammo/rocket launcher/rockets hammer slam";
[(ITHitem[ 20] = "lootdrop/ammo/plasma rifle/cells hammer slam";
[(ITHitem[ 21] = "lootdrop/ammo/heavy cannon/bullets hammer slam";
(IIhitem[ 22] = "lootdrop/armor/hammer slam";

dTiitem[ 23] = "lootdrop/health/health hammer slam";

[(IThitem[ 24] = "lootdrop/armor/hammer slam upgraded";



(QIfitem[ 25] = "lootdrop/health/health hammer slam upgraded";

[(ITtitem[ 26] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[Iiitem[ 27] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";
[(Tiitem[ 28] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
[(ITHitem[ 29] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

i

[(IbnlyDropOnce = true;

[

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_h
eavy.decl

{

[linherit = "ai/default";
[(edit = {
[(Idroppableltems = {
[IThum = 30;

[Iitem[ 6] = NULL;

[IIitem[ 1] = NULL;

[(ITitem[ 2] = NULL;

[ITfitem[ 3] = NULL;

[(ITiitem[ 4] = "lootdrop/health/health high kill";

[Tiitem[ 5] = "lootdrop/health/health low gk";

[IIitem 6] = NULL;

[IIitem[ 7] = NULL;

[(ITitem[ 8] = NULL;

[ITfitem[ 9] = NULL;

[Tiitem[ 10] = "lootdrop/health/blood punch splash";

[Tiitem[ 11] = "lootdrop/ammo/shotgun/shells full auto giveback heavy";
[(ITlitem[ 12] = "lootdrop/health/health low heavy crucible";
(Iiitem[ 13] = "lootdrop/health/health med heavy crucible";
(QIiitem[ 14] = "lootdrop/health/health high crucible";

[Iitem[ 15] = "lootdrop/extra life/extra life refund";

[Ttitem[ 16] = "lootdrop/ammo/hammer /weakpoint drop";

[(Iitem[ 17] = "lootdrop/ammo/hammer /headshot drop";

[(ITlitem[ 18] = "lootdrop/ammo/shotgun/shells hammer slam";
dTiitem[ 19] = "lootdrop/ammo/rocket launcher/rockets hammer slam';
[(IItitem[ 20] = "lootdrop/ammo/plasma rifle/cells hammer slam";
[QIfitem[ 21] = "lootdrop/ammo/heavy cannon/bullets hammer slam";



(IIhitem[ 22] = "lootdrop/armor/hammer slam";

dTiitem[ 23] = "lootdrop/health/health hammer slam";

[(IThitem[ 24] = "lootdrop/armor/hammer slam upgraded";

[(Tiitem[ 25] = "lootdrop/health/health hammer slam upgraded";

[(ITHitem[ 26] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[(ITlitem[ 27] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";
[(IIfitem[ 28] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
(Ititem[ 29] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

It

[IpbnlyDropOnce = true;

[+

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_s
uperheavy.decl

{

[finherit = "ai/default";
[edit = {
[(Idroppableltems = {
[(IIhum = 28;

[(ITfitem[ 6] = NULL;

Ititem[ 1] = "lootdrop/health/health low kill";

Tiitem[ 2] = "lootdrop/health/health low gk";

[IIiteml 3] = NULL;

[ITiteml 4] = NULL;

[(IIitem[ 5] = NULL;

[ITfitem[ 6] = NULL;

[Tiitem[ 71 = "lootdrop/health/blood punch splash";

[(Tiitem[ 8] = "lootdrop/ammo/shotgun/shells full auto giveback superheavy";
[(Titem[ 9] = "lootdrop/health/health superheavy kill";

(Ifitem[ 10] = "lootdrop/health/health low heavy crucible";

(ITitem[ 11] "lootdrop/health/health _med heavy crucible";

(IIfitem[ 12] "lootdrop/health/health high crucible";

[ITitem[ 13] "lootdrop/extra life/extra life refund";

[ITitem[ 14] "lootdrop/ammo/hammer /weakpoint drop";

[(ITtitem[ 15] "lootdrop/ammo/hammer /headshot drop";

(IT1item[ 16] "lootdrop/ammo/shotgun/shells hammer slam";

Ititem[ 17] "lootdrop/ammo/rocket launcher/rockets hammer slam";
(ITtitem[ 18] "lootdrop/ammo/plasma rifle/cells hammer slam";
[ITitem[ 19] "lootdrop/ammo/heavy cannon/bullets hammer slam";



(IIhitem[ 20] = "lootdrop/armor/hammer slam";

[dTiitem[ 21] = "lootdrop/health/health hammer slam";

[(Thitem[ 22] = "lootdrop/armor/hammer slam upgraded";

[(Tiitem[ 23] = "lootdrop/health/health hammer slam upgraded";

[(ITlitem[ 24] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[(ITHitem[ 25] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";
(IIfitem[ 26] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
(Ititem[ 27] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

It

[IpbnlyDropOnce = true;

[+

}
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