Playable Demons

Info

¢ entityDef decl locations for each demon:
gameresources patchl\generated\decls\entitydef\player\demonplayer ar
chvile. decl
gameresources patchl\generated\decls\entitydef\player\demonplayer dr
eadknight. decl
gameresources patchl\generated\decls\entitydef\player\demonplayer pa
inelemental. decl
gameresources_patchl\generated\decls\entitydef\player\demonplayer re
venant. decl
gameresources_patchl\generated\decls\entitydef\player\demonplayer ma
ncubus. decl
gameresources_patch2\generated\decls\entitydef\player\demonplayer ma
rauder. decl

e Damage decl locations for each demon:
gameresources_patchl\generated\decls\damage\damage\demonplayer \pvp\a
rchvile
gameresources_patchl\generated\decls\damage\damage\demonplayer\pvp\m
ancubus
gameresources_patchl\generated\decls\damage\damage\demonplayer\pvp\r
evenant
gameresources_patch2\generated\decls\damage\damage\demonplayer \pvp\a
rchvile
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\m
ancubus
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\m
arauder
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\p
ainelemental
gameresources patch2\generated\decls\damage\damage\demonplayer\pvp\r
evenant
pvp laser patchl\generated\decls\damage\damage\demonplayer\pvp\dread
knight
warehouse patchl\generated\decls\damage\damage\demonplayer \pvp\marau
der



Most of the Dread Knight's damage decls are located in each of the patchl Battlemode
resources, except pvp_sideswipe (Stronghold). The Dread Knight's berserk damage decls are
located in warehouse_patch1.

Co-op

e Set pvpPlayerDamageScale & demonPlayerDamageScale to 0 for all damage decls.

e Set demonPlayerCanActivate to true for all idTrigger & idEncounterTrigger_Commit
entities.

e Set demonPlayersPassThrough to false for all idinteractable_Obstacle entities.

Invasion

e Set demonPlayersPassThrough to false for any idInteractable Obstacle or idMover
entities that should be walled-off for all players.

e Set demonPlayersPassThrough to true & allowDemonplayerProjectilePassThrough to
false for all "combat barrier" entities. These are the idDynamicEntity and would include
either mystical_combat_barrier.lwo / gameplay_energyBarrier_a.lwo /
gameplay_energyBarrier_b.lwo as the clipmodel.
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