Pickups

Pickup

For non-respawning pickups, only use the idProp2/idMover entities.

idProp2

Remove the bindInfo if this is a self-respawning pickup.

entity {

[entityDef deathmatch pickup mega health 1 {

[inherit = "pickup/health/large";

[(class = "idProp2";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

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

[edit = {

(IbindInfo = { // remove if self-respawning pickup
[IIbindParent = "deathmatch pickup mega health 1 offset mover"; // fixes entity offset
(It

[IrenderModelInfo = {

[IImmodel = "art/pickups/health/megaHealth head a. lwo";
[(ITkontributesToLightProbeGen = false;

[(IThoAmbient = true;

dIscale = {
I = 1;
Ty = 1;
Ile = 1;
[l

[ITemissiveColor = {
(II1r = o;



[Ty = ©. 913725619;

Tt

[[TkemissiveScale = 3;

It

[Ispawn_statIncreases = {
Thum = 1;

[(IIhiteml 0] = {

(ITktat = "STAT ITEMS SPAWNED";
[IIIlincrease = 1;

Tt

i

[IequipOnPickup = true;

[[llootStyle = "LOOT _TOUCH";
[IitriggerDef = "trigger/props/megahealth";
[[lisStatic = true;

[TkcanBePossessed = true;

[[f xDecl = "pickups/megahealth head";
[JuseableComponentDecl = "mega health";
[Isound spawn = "play pickup loop 05";
[(Isound stop = "stop pickup loop 05";
[Ipickup statIncreases = {

IThum = 1;

(dIitem[ 0] = {

(IITktat = "STAT HEALTH PICKUP";
[([IIfincrease = 1;

T

1l

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

My = -11.11;

Mz = -11.11;

1l

[IkpawnOrientation = { // Be sure to set the spawn orientation

(Imat = {

(IITmat[ 0] = {
X = -1;
Iy = ©;
01Tk = ©;



Imat[1] = {

:

il

i

[[targets = {

(Thum = 1;

[IIlitem 0] = "deathmatch pickup mega health 1 respawn relay"; // Activates relay to start
respawn process

i

(IlisLootDrop = true; // Must be true
il

}

}

idMover

Optional, but will fix the entity offset for the pickup. However, the pickup's spawn orientation will
revert to its default value.

entity {

[(entityDef deathmatch pickup mega health 1 offset mover {
[linherit = "func/mover";

[class = "idMover";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[hetworkReplicated = true;

[MisableAIPooling = false;

[(edit = {

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

Iy = -11.11;

Iz = -11.11;

i

[(IkpawnOrientation = { // The spawn orientation does not matter



(Irmat[ 0] = {
IIx = -1;
(IITy = 6;
01Tk = ©;
(1T
IImat[1] = {
(I = ©;
Ty = -1;
[Tk = o;
(1T

il

i

[(IrenderModelInfo = {
[TIMmodel = NULL;

iy

IrlipModelInfo = {
[IIklipModelName = NULL;
i

0

}

}

Respawning Pickups

Target Spawn

entity {

[(entityDef deathmatch pickup mega health 1 respawn {
(inherit = "target/spawn";

[klass = "idTarget Spawn";

[expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

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

[edit = {



MIflags = {

[I[IhoFlood = true;

(It

[IkpawnConditions = {

[IImaxCount = 0O;

[ITreusebDelaySec = 0;

[[TdoBoundsTest = false;
[(ITboundsTestType = "BOUNDSTEST NONE";
[IIffovCheck = 0;

[IIminDistance 0;
o;

[IImaxDistance

[(ITheighborSpawnerDistance = -1;
[ITL0S Test = "LOS NONE";
[(IIplayerToTest = "PLAYER SP";
[(ITkonditionProxy = "";

iy

[(IkpawnEditableShared = {
(IToroupName = "";
[(ITdeathTrigger = "";
[(ITxoverRadius = 0;
[(IImaxEnemyCoverDistance = 0;
iy

[MentityDefs = {

(hum = 1;

Mitem[ 0] = {

[(IIhame = "deathmatch pickup mega health 1"; // Activates respawning pickup
iy

}

[(TkonductorEntityAIType = "SPAWN AI TYPE ANY";
[MinitialEntityDefs = {

(IThum = 0;

iy

[(IkpawnEditable = {

[MIspawnAt = "";

[(ITkopyTargets = false;
[(ITkdditionalTargets = {

(IIThum = 0;

Tt

[TbverwriteTraversalFlags = true;



[IIitraversalClassFlags = "CLASS A";
[(ITkombatHintClass = "CLASS ALL";
IIkpawnAnim = "";

[(ITpiStateOverride = "AIOVERRIDE TELEPORT";
[(ITlinitialTargetOverride = "";

i

[Iportal ="";

[[ttargetSpawnParent = "";

[[disablePooling = false;

[(IspawnPosition = { // Be sure to set the spawn position

MIX = -11.11;
Moy = -11.11;
Mk = -11.11;
It

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

OImat = {

(IIImat[ 0] = {
X = -1;
(IITy = ©;
(I1Te = ©;
(T
Irmat[1] = {

AL

Relay

entity {

[(entityDef deathmatch pickup mega health 1 respawn relay {
[inherit = "target/relay";

[klass = "idTarget Count";

[(expandInheritance = false;



[poolCount = 0;

[poolGranularity = 2;

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

[(edit = {

[Mftags = {

[I[IhoFlood = true;

iy

[ThetworkSerializeTransforms = false;

[Tkcount = 1; // Activates on one count

[IspawnPosition = { // Spawn position is not important

Ix = 1;

aly = 1;

e = 1;

i

[[targets = {

IThum = 1;

(Ifitem[ 0] = "deathmatch pickup mega health 1 respawn"; // Activates target spawn
(It

delay = 15; // Must have a delay
[Irepeat = true; // Can activate again
[
}
}
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