Playable Slayers

Replace Archvile actorModifier to Slayer

gameresources_patchl\generated\decls\actormodifier\actormodifier\pvp\
demon\archvile.decl

{
[(edit = {
[IdisplayName = "#str decl actormodifier become slayer name GHOST53519";

[Mdescription = "#str decl actormodifier become slayer desc GHOST53520";
dentityDef = "player";

[(IpvpNormalUpgrades = "slayer/normal upgrades";

[(IpvpPowerUpgrades = "slayer/normal_upgrades";

[quiSlot = "SLOT DEMON";

[MuiIcon = "art/ui/pvp playericons/ico pvp players doomguy hud";
[MuiIconAlt = "art/ui/pvp playericons/ico pvp players doomguy hud dead";
[MuiIconLarge = "art/ui/pvp_playericons/ico _pvp players doomguy";
[(IplayableCharacter = "slayer";

[IpvpTutorialCvarValue = 4;

[

}

Slayer entityDef
gameresources_patchl\generated\decls\entitydef\player.decl

{

[klass = "idPlayer";
[hetworkReplicated = true;
[MisableAIPooling = false;
[editorVars {

[[rotatable = false;
[[showOrientation = false;
[[EhowFixedBox = false;
[(IkkipRenderModelInEditor = false;
[(IkhowInRenderMode = false;



[Oplaceable = false;

[(Mkolor = ( 1, 1, 1, 1 );

[Mkize = ( 0, 0, 0 );

QpbriginOffset = ( 6, 0, 0 );
[[material = "";

[[itranslucent = false;

[[editorName = "";

[(Idescription = "";

[

[(edit = {

[ThutomapPropertiesDecl = "player";
Mflags = {

[(Tttakedamage = true;
[(ITkkipRenderModelReplication = true;
i

[Ir enderModelInfo = {

[IImodel = "md6def/characters/humans/male/base/doom marine 3p. md6";

[[Ibcale = {

Ix = 1;

Ty = 1;

Tz = 1;

Tt

[(ITtightRigbecl = "player/doom marine 3p";
il

[k lipModelInfo = {

[(ITitype = "CLIPMODEL CYLINDER";
[IIkize = {

Ik = 1;

iy = 1;

ke = 1;

(Th

[IThumSides = 6;

iy

[MvalidPlayerKillRecipient = true;

[[killerNames = {

IThum = 1;

(Tiitem[ @] = "#str decl damage self inflicted GHOST81048";
iy

[IitargetingDecl = "player/default";

[IIfxDecl = "player/player";
[TiforcedAdditionalSphereContents = "CONTENTS AIAWARE";



[IkactorConstants = {

[(IIperception = {

[IITkyeOffset = {

11Tk = 1.63800001;

(1T

[(IITkrouchedEyeOffset = {

[IIIIz = 0.610000014;

nnnny;

Tt

[ITlactorSounds = {

[(IITkndFootsteps = "play md6 editor footstep";

Tk

[(IIfootstepEffectTable = "impacteffect/footsteps/player";
[IifootstepEffectTable Sprint = "impacteffect/footsteps/player sprint";
[IifootstepEffectTable SlowWalk = "impacteffect/footsteps/player slowwalk";
[(IIifootstepEffectTable CrouchWalk = "impacteffect/footsteps/player slowwalk";
[(IIfootstepEffectTable Landing = "impacteffect/landings/player";
[(IIifootstepEffectTable HeavyLanding = "impacteffect/landings/player heavy";
dIwallClimbEffectTable AttachToWall Left = "impacteffect/wall climb/wall climb attach";
IwallClimbEffectTable AttachToWall Right = "impacteffect/wall
climb/wall climb attach righthand";

IwallClimbEffectTable JumpOffWall = "impacteffect/wall climb/wall climb jump off wall";
IIwallClimbEffectTable ClimbMoving Left = "impacteffect/wall climb/wall climb";
(IwallClimbEffectTable ClimbMoving Right = "impacteffect/wall climb/wall climb";
[(IImmonkeyBarEffectTable Start = "impacteffect/monkey bar/monkey bar on";
[(IImmonkeyBarEffectTable Stop = "impacteffect/monkey bar/monkey bar off";
[(ITweaponFolyForImpactList = {

IIThum = 7;

Iitem[ 0] = {

[IITTweaponFolyTable = "impacteffect/weapon foley player/chaingun";
[IITTweaponForFoly = "weapon/player/chaingun";

(11T

IThitem[1] = {

[(IIITweaponFolyTable = "impacteffect/weapon foley player/shotgun";
[(IIITweaponForFoly = "weapon/player/shotgun";

nnnn;

[MTitem[ 2] = {

[II1TweaponFolyTable = "impacteffect/weapon foley player/super shotgun";
[II1TweaponForFoly = "weapon/player/double barrel";

(1T

Iitem 3] = {



[(II1TweaponFolyTable

"impacteffect/weapon foley player/plasma";
(IIITweaponForFoly = "weapon/player/plasma rifle";

1T

(ITitem[ 4] = {

[(II1TweaponFolyTable = "impacteffect/weapon foley player/heavy cannon";
[(IITTweaponForFoly = "weapon/player /heavy cannon";

mnn;

T tem[ 5] = {

[(IIITweaponFolyTable = "impacteffect/weapon foley player/rocket launcher";
[(II1TweaponForFoly = "weapon/player/rocket launcher";

(1T

MITitem 6] = {

[IIITweaponFolyTable = "impacteffect/weapon foley player/gauss";
[(IITTweaponForFoly = "weapon/player/gauss rifle";

(11T

Tt

[IIifootstepEvents = "footstepevents/default";
[(IIwaterInteraction = {

[[IIemissionRate = 0.100000001;

(T

i

[(IkfProperties = {

[(ITkerticulatedFigure = "human/doom marine 3p";
i

[[ctorEditable = {
[(ITkentityDamageComponent = {
[(IITentityDamage = "entitydamage/player";

Tt

[(ITradiusDamageJoints = {
IIThum = 4;

[IITitem[ 0] = "head part06l md";
[(IITfitem[ 1] = "spine part04 md";
dITHitem 2] = "leg lower rt";
[(IITHitem[ 3] = "leg lower 1f";
Tk

(It

[[factionName = "player";
[(IstartingInventory = {

IThum = 11;

(dTlitem 0] = {

[(IITHinventoryDecl = "weapon/player/shotgun";



(T

OTitem 1] = {
[ITlinventoryDecl
Tt

(dTitemf 2] = {
[(IITiinventoryDecl
Tk

OTitem[ 3] = {
[(IITHinventoryDecl
Tt

(Titemf 4] = {
(IITtinventoryDecl
Tk

(IIlitem 5] = {
[(IITHinventoryDecl
Tt

(dTlitem 6] = {
(IITiinventoryDecl
(Th

(Ilitem 7] = {
[(IITinventoryDecl
Tt

(Titem[ 8] = {
[IITtinventoryDecl
(T

OTitem[ 9] = {
[IITfinventoryDecl
Tt

QIitem[ 10] = {
[IITiinventoryDecl
(Th

iy
[(ImasterWeaponList
(IThum = 9;

"weapon/player /rocket launcher";

"weapon/player/chaingun";

"weapon/player/double_barrel";

"weapon/player /heavy cannon";

"weapon/player/gauss rifle";

"weapon/player/plasma rifle";

"weapon/player /chainsaw";

"abilities/environmentsuit";

"abilities/grapplegloves";

"jumpboots/base";

=

(IIHitem[ 0] = "weapon/player/shotgun";

(Iitem[ 1] = "weapon/player/double barrel";

[(ITiitem[ 2] = "weapon/player/heavy cannon";

[(ITHitem[ 3] = "weapon/player/chaingun";

[(ITHitem[ 4] = "weapon/player/plasma rifle";

[(ITlitem[ 5] = "weapon/player/gauss rifle";

(IIiitem[ 6] = "weapon/player/rocket launcher";



(IIHitem[ 71 = "weapon/player/bfg";
[(IIHitem[ 8] = "weapon/player/chainsaw";
I

[MwalkIKDecl = "walkik/human player";
[Mlinventory = {

[(ITxonversionTable = "base";
[(ITeutoConvertSimpleltems = true;
[ITRautoConver tComplexItems = true;

It

[Iplayer AdditiveHandsAnims = {
[ITedditiveCrouch = "additive/crouch";
[ITedditiveUnCrouch = "additive/uncrouch";
il
[TithirdPersonBodyDefault

"player tp body praetor";
[(I[tthirdPersonBodyPraetor = "player tp body praetor";
[(IplayableCharacter = "slayer";

[ThandsModelDefault

"md6def/player /human/base/praetor. md6";

[ThandsModelPraetor = "md6def/player/human/base/praetor. mdé";
[ThandsModelDefault D1
[ThandsModelPraetor D1
[ThandsModelDefaultShowHideMeshInfo = {
[IImeshesToHide = {

"mdédef/player /human/base/praetor dl. md6";

"mdédef/player /human/base/praetor dl. md6";

IIThum = 1;
[(IIThitem[ 0] = "body";
(T
[IImeshesToShow = {
IIThum = 1;
[IITHitem[ 0] = "arms";
Tk

il

[ThandsModelPraetorShowHideMeshInfo = {
[IImeshesToHide = {

IThum = 1;

[(IIThitem[ 0] = "body";

Tk

[I[ImeshesToShow = {

IIThum = 2;

(IITiitem[ @] = "arm MESH";
ITHitem[ 1] = "knife base MESH";
Tk

i



[ThandsModelDefault D1ShowHideMeshInfo = {
[IImmeshesToHide = {

IIThum = 1;

[(IITHitem[ 0] = "body";
Tt

[IImeshesToShow = {
IIThum = 1;

[(IITfitem[ 0] = "arms";
Tt

iy

[ThandsModelPraetor D1ShowHideMeshInfo = {
[IImeshesToHide = {

IIThum = 1;

[(IITHitem[ 0] = "body";

Tt

[IImeshesToShow = {

IIThum = 2;

(IITHitem[ 0] = "arm_ MESH";
ITlitem[ 1] = "knife base MESH";
(T

iy

[Tithir dPersonModelDefaultShowHideMeshInfo = {
[IImeshesToHide = {

IIThum = 1;

[IITitem[ @] = "launcher low base";
1%

i

[ThandsAnimWeb = "animweb/player/fp hands";
[ThandsAnimWeb D1 = "animweb/player/fp hands dl1";
[ThandsFX = "player/fp_hands";

[ThelmetModel = "md6def/player/human/base/helmet. md6";
[(ThormalBFG = "weapon/player/bfg";

[ThiddenBFG = "weapon/player /unmaykr";
[ITweaponAutoSelectPriorityList = {

(IIhum = 8;

[(IIHitem[ 0] = "weapon/player/shotgun";

[(ITiitem[ 1] = "weapon/player/heavy cannon";
[(Tiitem[ 2] = "weapon/player/plasma rifle";
[(ITHitem[ 3] = "weapon/player/chaingun";

[(ITlitem[ 4] = "weapon/player/double barrel";
(IIfitem[ 5] = "weapon/player/gauss rifle";



(IIhitem[ 6] = "weapon/player/rocket launcher";
[(IIHitem[ 7] = "weapon/player/chainsaw";
I

[ThandsHitReactionData = {
[ITenimWebDecl = "animweb/player/fp hands hit reactions";
[ITdefaultAnimWebSubWeb = "default";
[[TdefaultAnimWebState = "idle";
[IIreactions = {

IThum = 13;

(ITitem[ 0] = {

[(IIIThame = "generic 1";
(IIITenimWebState = "generic 1";
[(IITTdescriptor = {

[(IIT1TkenglePer turbbDegs = 45;

(T

mnin;

ITitem[ 1] = {

(II1Thame = "generic 2";
[(IIITenimWebState = "generic 2";
[II1Tdescriptor = {

[(IITITkenglePer turbbDegs = 45;

(I

(1T

Iitem[ 2] = {

(IIThame = "melee 1";
(IITenimWebState = "melee 1";
[(IITTdescriptor = {

IT1Titype = "HANDSHITREACTION MELEE";
ITITkllowWeaponAlphaOverride = false;
(TITh

nnnn;

ITitem[ 3] = {

IIThame = "melee 2";
[(IIITenimWebState = "melee 2";
[(IITTdescriptor = {

IT1Ttype = "HANDSHITREACTION MELEE";
[IITITkllowWeaponAlphaOverride = false;
(I

(T

(1T tem[ 4] = {

(IIIThame = "explosive 1";



(IIITenimWebState = "explosive 1";
[II1Tdescriptor = {

[(IIT1Titype = "HANDSHITREACTION EXPLOSIVE";
[(IIT1TkenglePer turbbDegs = 45;
[(IITITktrengthTable = "player/handsanimation/hitdirection/explosive";
[(IITTTellowWeaponAlphalOverride = false;
(T

nnnny;

ITitem[ 5] = {

[(II1Thame = "explosive 2";
IITenimWebState = "explosive 2";
[(IITTdescriptor = {

(IIT1Ttype = "HANDSHITREACTION EXPLOSIVE";
[(IIT1TkenglePer turbbDegs = 45;
[(IIT1TstrengthTable = "player/handsanimation/hitdirection/explosive";
[IITTTellowWeaponAlphaOverride = false;
(I

(1T

(IITi tem 6] = {

[(IIIThame = "fire 1";

[(IIITenimWebState = "fire 1";
[(IITTdescriptor = {

ITITtype = "HANDSHITREACTION FIRE";
[(IIT1TkenglePer turbDegs = 45;
[IT1TkellowWeaponAlphaOverride = false;
(I

(11T

I tem[ 7] = {

(IIIThame = "fire 2";

(IIITenimWebState = "fire 2";
[(II1Tdescriptor = {

[(IIT1Titype = "HANDSHITREACTION FIRE";
[(IITITenglePer turbbDegs = 45;
[ITITkllowWeaponAlphaOverride = false;
OTITh

nnnn;

[MTitem[ 8] = {

[(II1Thame = "pushed";

[(IITenimWebState = "pushed";
[IIITlimpactReaction = "pushed impact";
[(IITTdescriptor = {



ITITitype = "HANDSHITREACTION PUSHED";
[(IIT1TkenglePer turbbDegs = 45;
[IITITkllowWeaponAlphaOverride = false;
[(IITTTmovementGraph = "player/handsanimation/hitdirection/pushed";
(T

(1T

ITitem[ 9] = {

[(II1Thame = "pushed impact";
[(IIITenimWebState = "pushed impact";
[(IITTdescriptor = {

[IITITitype = "HANDSHITREACTION NONE";
[ITITkellowWeaponAlphaOverride = false;
(TITh

nnnn;

[IIIHitem[ 10] = {

IIThame = "lunge";

[(IIITenimWebState = "pushed";
(IIITlimpactReaction = "lunge impact";
[II1Tdescriptor = {

IT1Ttype = "HANDSHITREACTION LUNGE";
IITITkllowWeaponAlphaOverride = false;
[(IITITmovementGraph = "player/handsanimation/hitdirection/pushed";
(I

(T

(IITfitem[ 11] = {

[(II1Thame = "lunge impact";
[(II1TenimWebState = "pushed impact";
[(IITTdescriptor = {

IIT1Ttype = "HANDSHITREACTION NONE";
[ITITkellowWeaponAlphaOverride = false;
OTITh

(11T

IITHitem[ 12] = {

[(IIIThame = "shotgunner knockback";
[(IITTdescriptor = {

IT1Ttype = "HANDSHITREACTION SHOTGUNNER KNOCKBACK";
[IITITkllowWeaponAlphaOverride = false;
[(IITITmovementGraph = "player/handsanimation/hitdirection/shotgunner knockback";
(I

(1T

Tk



i

[IplayerBodyReactionData = {

[ITitpBodyDefaultPath = "player/tp body/default/idle";
[IIreactionsBase = {

[(IIThum = 34;

MIitem[ 0] = {

[(IIIThame = "blastLarge";

(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;

[IIITuseDead = true;

[(IITithrowsPlayer = true;

[(IITTdontUseInWater = true;

[(IIIIEenable = false;

[(ITITr angeMax = 4. 76300001;

[(IITstate start = {

[(IIIIThame = "blastLarge start";

[(II11TttpBodyDestPath = "player/tp body/default/idle";
(IIT1TttpBodyViaPath = "player/tp body/blast/blastLargeFall";
nannn;

[IITstate impactGround = {

[(IITIThame = "blastLarge land";

[(IITITtpBodyDestPath = "player/tp body/default/idle";
[(IITITtpBodyViaPath = "player/tp body/blast/blastLargeLand";
(T

[IITstate impactGroundDead = {

[(IITIThame = "blastLarge landDead";

[(IITTTttpBodyDestPath = "player/tp body/blast/blastLargeLandDead";
(IIT1TttpBodyViaPath = "player/tp body/blast/blastLargeLandDead into";

(TITh
[(II1TreactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";

nnnn;

Iitem[1] = {

[(II1Thame = "blastLarge2";

[(ITITitype = "PLAYER BODY REACTION EXPLOSIVE";

[[IITuseAlive = true;
[I1Tusebead = true;
[(IITTithrowsPlayer = true;
[IIITdontUseInWater = true;
[(II1Tenable = false;
[(IIITrangeMax = 4. 76300001;
(IITktate start = {



[(IIIIThame = "blastLarge2 start";

(ITITtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/blast/blastLargeFall";
(I

[(IITTktate impactGround = {

(IIIIThame = "blastlLarge2 land";

[(III1TttpBodyDestPath = "player/tp body/default/idle";
[(IIIITtpBodyViaPath = "player/tp body/blast/blastLargeLand2";
(I

[(IITTstate impactGroundDead = {

IITIThame = "blastLarge2 landDead";

[(III1TttpBodyDestPath = "player/tp body/blast/blastLargeLandDead";
(T

[ITTTreactionNumDirs = "PLAYER_BODY REACTION_NUMDIRS 4";
1T
(IThitem 2] = {

[IIIThame = "blastSmall";

(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[(IIITuseAlive = true;

[(IIITdontUseInWater = true;

[IIITenable = false;

[IIITr angeMax = 9. 52500057;

IITktate start = {

[IIIIThame = "blastSmall start";

(III1TtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/blast/blastSmallFall";
(I

[(IIITktate impactGround = {

IITIThame = "blastSmall land";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/blast/blastSmallLand";
(T

[(II1Tr eactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";

(1T

Iitem 3] = {

[dIIThame = "blastSmall2";

(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;
[IIITdontUseInWater = true;
[(IITknable = false;

[(IIITr angeMax = 9. 52500057;



(IITktate start = {

[(IIIIThame = "blast";
[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[(IITTTttpBodyViaPath = "player/tp body/blast/blast";

(1T

[([II1reactionNumDirs = "PLAYER BODY REACTION NUMDIRS 4";
(1%

(Iiteml 4] = {

[(II1Thame = "death generic";

(II1Titype = "PLAYER BODY REACTION DEATH";

[IIITuseAlive = true;

[IIITusebDead = true;

[II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

IITktate start = {

(IITIThame = "death generic";

[(III1TttpBodyDestPath = "player/tp body/deaths/death generic";
[(IIT1TtpBodyViaPath = "player/tp body/deaths/death generic _into";
(I

(II1TreactionNumDirs = "PLAYER BODY REACTION NUMDIRS 4";
[(IIITreactionAlignToDir = false;

(1T

Iitem[ 5] = {

[(IIIIhame = "deadBlast";

[(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseDead = true;

[(IITithrowsPlayer = true;

[(IIITdontUseInWater = true;

[(IIIIenable = false;

IITstate start = {

[(IITIThame = "deadBlastLarge start";

[IITITtpBodyDestPath = "player/tp body/default/idle";
[(IITITtpBodyViaPath = "player/tp body/blast/deadblastLargeFall";
OTITh

[IITktate_impactGround = {

[IIIThame = "deadblastLarge land";

[(IITTTtpBodyDestPath = "player/tp body/blast/deadblastlargeland";
[(IIT1TttpBodyViaPath = "player/tp body/blast/deadblastlargeland into"

(I
[(II1TreactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";



1T

(Iitem 6] = {
(IIIhame = "fallDeath";
(II1Ttype = "PLAYER BODY REACTION FALL";

[IIITuseDead = true;

IITbffGroundOnly = true;

[(IIITdontUseInWater = true;

IITstate start = {

[IIIIThame = "fallDeath";

[(IITTTttpBodyDestPath = "player/tp body/fall/fallDeath";
[IITITtpBodyViaPath = "player/tp body/fall/fallDeath into";
(T

[(IIITreactionNumVariations = 6;

[(II1TreactionAlignToDir = false;

(11T

ITitem[ 7] = {

[(IIIThame = "poisonGasDeath";

OIITtype = "PLAYER BODY REACTION POISON GAS";
[(IIITusebDead = true;

[IIITPnGroundOnly = true;

[IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {

[(IIIIThame = "poisonGasDeath";

[(IIT1TtpBodyDestPath = "player/tp body/poisonGas/poisonGasDeath";
[(IITTTtpBodyViaPath = "player/tp body/poisonGas/poisonGasDeath into";
(I

[(II1Tr eactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";
[(IIITr eactionAlignToDir = false;

(1T

(MTitem[ 8] = {

[(II1Thame = "damage/stumble";

[II1Titype = "PLAYER BODY REACTION EXPLOSIVE";
[IIITuseAlive = true;

[IIITusebDead = true;

[(II1TithrowsPlayer = true;

[(IIITdontUseInWater = true;

[IIITenable = false;

[(II1TrangeMin = 4. 76300001;

[(IIITrangeMax = 9. 52500057;

(IITktate start = {



[(IIIIIhame = "stumble start";

(ITITtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/base/damage/stumble";

(I

[(IITTktate impactGround = {

IIIThame = "blastlLarge land";

[(III1TttpBodyDestPath = "player/tp body/default/idle";
(IIT1TtpBodyViaPath = "player/tp body/base/damage/stumble land";

(I

[(IITTstate impactGroundDead = {

[IIIIThame = "stumble death";

[IITITttpBodyDestPath = "player/tp _body/base/damage/knockdown dead idle";
[(IIT1TttpBodyViaPath = "player/tp body/base/damage/knockdown dead into";

(11T

[II1TreactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";
(1T

MTitem[ 9] = {

[(IIIThame = "damage/knockdown";

(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

(IIITuseAlive = true;
[IIITuseDead = true;
[(IITithrowsPlayer = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIIIenable = false;

[(ITITr angeMax = 2. 43799996;

[I1Tstate start = {

[IIIIThame = "knockdown start";

(III1TttpBodyDestPath = "player/tp body/base/default/idle";
[III1TttpBodyViaPath = "player/tp body/base/damage/knockdown";
OTITh

[(IITstate impactGround = {

[IIIIThame = "knockdown land";

(III1TttpBodyDestPath = "player/tp body/base/default/idle";
(III1TttpBodyViaPath = "player/tp body/base/damage/knockdown land";
nannn;

[IITstate impactGroundDead = {

[IIIIThame = "knockdown death";

[IITITitpBodyDestPath
(I

[(IIITr eactionNumDirs

"player/tp _body/base/damage/knockdown dead idle";

"PLAYER BODY REACTION NUMDIRS 4";



(1T

[(IITfitem[ 10] = {
IIThame
([IITtype
[IIITuseAlive = true;

"groundPound";

“"PLAYER BODY REACTION GROUND POUND";

[(IITithrowsPlayer = true;

[(IIITdontUseInWater = true;

[(IIIIEenable = false;

IITstate start = {

[(IIIIThame = "groundPound start";

[(IIT1TttpBodyDestPath = "player/tp body/default/idle";
[I11TitpBodyViaPath = "player/tp body/groundPound/groundPound";
(T

[(II1TreactionAlignToDir = false;

[IIITlinhibitView = false;

[IIITpitchConstraintDegs = 89;

[(IITlyawConstraintDegs = 45;

(1T

[(IITfitem[ 11] = {

[(IIIThame = "heavyLanding";

(IITitype = "PLAYER BODY REACTION HEAVY LANDING";
[IIITuseAlive = true;

[IIITdontUseInWater = true;

[(IIIIEenable = false;

IITstate start = {

[(IIIIThame = "heavyLanding";

[(IITTTttpBodyDestPath = "player/tp body/default/idle";
[(IITTTtpBodyViaPath = "player/tp body/land/land heavy";
(TITh

[(II1TreactionAlignToDir = false;

nnnn;

[MITHitem[ 12] = {

[IIIThame = "fireDeath";

([T1Titype
[IIITusebDead = true;

"PLAYER BODY REACTION FIRE";

[(IIITbnGroundOnly = true;
[(IIITdontUseInWater = true;
[(II1TheedsPhysics = true;
[IIITenable = false;
IITktate start = {
[(IIT1Thame = "fireDeath";



(IIT1TttpBodyDestPath = "player/tp body/deaths/death fire";

(T
[(II1TreactionAlignToDir = false;

(T

ITiitem 13] = {

[(IIIThame = "gibDeath";

[(IITTtype = "PLAYER BODY REACTION GIB";

[(IIITusebead = true;

[II1TPnGroundOnly = true;
[IIITdontUseInWater = true;
[(IITheedsPhysics = true;

[(IIIIEenable = false;

(IITktate start = {

[(IIIIThame = "blastDeath";
[II1TtpBodyDestPath = "player/tp body/deaths/death blast";
(I

[(IIITreactionAlignToDir = false;

(1T

[(IIThitem[ 14] = {

[(II1Thame = "gibDeathEasterEgg";
[II11Ttype = "PLAYER BODY REACTION GIB";
[IIITuseDead = true;

[(IIITonGroundOnly = true;

[(IITTdontUseInWater = true;

[(II1TheedsPhysics = true;

[IIITkchanceToOccur = 0;

[IIITenable = false;

IITktate start = {

[(IIITThame = "blastDeathEasterEgg";
[(IIT1TttpBodyDestPath = "player/tp body/deaths/death blast easter egg";
OTITh

[(II1TreactionAlignToDir = false;

(1T

[(IITHitem[ 15] = {

(IIIThame = "death gib lite";

OIITtype = "PLAYER BODY REACTION GIB LITE";
(IIITusebDead = true;

IIITPnGroundOnly = true;
[IIITdontUseInWater = true;
[(IITTheedsPhysics = true;
[(IIITenable = false;



(IITktate start = {

[(IIIIThame = "blastDeathLite";

[II1TtpBodyDestPath = "player/tp body/deaths/death gib lite";
(I

[(IIITreactionAlignToDir = false;

(1T

[(IIIitem[ 16] = {

(IIIThame = "gibFalling";

[(II1Ttype = "PLAYER BODY REACTION GIB FALLING";

[IIITuseDead = true;

OIITobffGroundOnly = true;

[(IITTdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIITEenable = false;

[(IITstate start = {

IITIThame = "gibFalling";

[(IITITtpBodyDestPath = "player/tp body/deaths/death air blast";
OTITh

[(II1TreactionAlignToDir = false;

1T

[MIIHitem 17] = {

[IIIThame = "massiveMeleeHitDeath";

[II1Ttype = "PLAYER BODY REACTION MASSIVE MELEE HIT";
[(IIITusebDead = true;

[II1TPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[IIITenable = false;

IITktate start = {

[IIIIThame = "massiveMeleeHitDeath";

(III1TtpBodyDestPath = "player/tp body/deaths/death massive melee hit";
(T

[(IIITreactionAlignToDir = false;

[IIITkclipCameraMovement
(1T
[(IITfitem[ 18] = {
[(IIIIhame = "sliceVerticalDeath";

[(IT1Titype = "PLAYER BODY REACTION SLICE VERTICAL";

false;

[IIITuseDead = true;
[(IIITobnGroundOnly = true;
[IIITdontUseInWater = true;



[(IITTheedsPhysics = true;

[(IIIIEenable = false;

[(IITstate start = {

[IIIIThame = "sliceVerticalDeath";

[(IIT1TttpBodyDestPath = "player/tp body/deaths/death slice vertical";
(I

[(II1TreactionAlignToDir = false;

nnnny;

[MIIHitem[ 19] = {

[IIIThame = "sliceHorizontalDeath";

[([TITitype
[IIITusebDead = true;

“PLAYER BODY REACTION SLICE HORIZONTAL";

[II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

[[IIIThame = "sliceHorizontalDeath";
[(IIT1TtpBodyDestPath = "player/tp body/deaths/death slice horizontal";
OTIT

[(II1TreactionAlignToDir = false;

(T

[(IITHitem[ 20] = {

(IIIThame = "death lava";

(I11Ttype = "PLAYER BODY REACTION DEATH LAVA";
[[IITuseDead = true;

[IIITenable = false;

IITktate start = {

(ITIThame = "death lava";

[(III1TttpBodyDestPath = "player/tp body/deaths/death lava";
OTITh

[(II1TreactionAlignToDir = false;

(1T

[(IITHitem 21] = {

(IIIThame = "death lava 2";

[TITitype "PLAYER BODY REACTION DEATH LAVA";
(IIITusebDead = true;

[IITstate start = {

[(IIIIThame = "death lava 2";

[(IITITtpBodyDestPath = "player/tp body/deaths/death lava 2";
(T



[(IIITreactionAlignToDir = false;

(T

(IIThitem 22] = {

[IIIThame = "airDeath";

[IIITtype = "PLAYER BODY REACTION DEATH";

[IIITusebDead = true;

IIITpffGroundOnly = true;

[(II1TheedsPhysics = true;

IITstate start = {

[(IIIIThame = "airDeath loop";

[IITITtpBodyDestPath = "player/tp body/deaths/death air loop";
[(III1TttpBodyViaPath = "player/tp body/deaths/death air into";
(TITh

[IITstate impactGround = {

[(IITIThame = "airDeath impact";

[(IITITtpBodyDestPath = "player/tp body/deaths/death air impact";
(I

[(IIITreactionAlignToDir = false;

(1T

(IIThitem 23] = {

[IIIThame = "landSlam";

[II1Tttype = "PLAYER BODY REACTION LAND SLAM";

[IIITuseAlive = true;

[(IIITdontUseInWater = true;

IITstate start = {

[IIIIThame = "landSlam";

[(IITTTttpBodyDestPath = "player/tp body/default/idle";
[IITITtpBodyViaPath = "player/tp body/land/land slam";
(TITh

[(II1TreactionAlignToDir = false;

nnnn;

[IIIHitem[ 24] = {

[IIIThame = "landSlamAlt";

([T1Titype
[(II1TuseAlive = true;
[[IITdontUseInWater = true;

IITstate start = {
[IIIIThame = "landSlamAlt";

"PLAYER BODY REACTION LAND SLAM ALT";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[IITITtpBodyViaPath = "player/tp body/land/land slam 2019";
(T



[(IIITreactionAlignToDir = false;

nnnn;

(IIThitem 25] = {

[IIIThame = "returnFromHell";

[II1Titype = "PLAYER BODY REACTION RETURN FROM HELL";
[IIITuseAlive = true;

[(IIITdontUseInWater = true;

[(IIIIEenable = false;

IITstate start = {

[IIIIThame = "landSlam";

[(IIT1TttpBodyDestPath = "player/tp body/default/idle";
[II11TitpBodyViaPath = "player/tp body/return from hell/return from hell";
(TITh

[(II1TreactionAlignToDir = false;

(11T

[MIThitem[ 26] = {

[(IIIThame = "death electricity";

(II1Ttype = "PLAYER BODY REACTION ELECTRICAL";
[(IIITusebDead = true;

[IIITPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IITheedsPhysics = true;

[IIITenable = false;

[(IIITstate start = {

IIIThame = "death electricity";

[(IIT1TtpBodyDestPath = "player/tp body/deaths/death electricity";
(I

[(IIITreactionAlignToDir = false;

(1T

[(IITHitem 27] = {

[(IIIThame = "death bite";

[(II1Titype = "PLAYER BODY REACTION DEATH BITE";
[IIITuseDead = true;

IITbnGroundOnly = true;

[(IITTdontUseInWater = true;

[(IIITEenable = false;

dIITstate start = {

(IIIThame = "death bite";

(IITTTtpBodyDestPath = "player/tp_body/deaths/death_bite";
(I

[(II1TreactionAlignToDir = false;



(1T

[(IITfitem 28] = {

[(IIIThame = "death acid";

[II1Titype = "PLAYER BODY REACTION ACID";
[IIITuseDead = true;

(IITonGroundOnly = true;

[(IIITdontUseInWater = true;

[(II1TheedsPhysics = true;

[IIITenable = false;

[I1Tstate start = {

(IITIThame = "death acid";

[IIIITtpBodyDestPath = "player/tp_body/deaths/death acid";
(TITh

[(II1TreactionAlignToDir = false;

(11T

[MIThitem[ 29] = {

[(II1Thame = "death decapitation";

(II1Ttype = "PLAYER BODY REACTION DEATH DECAPITATION";
[(IIITusebDead = true;

[IIITPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IITheedsPhysics = true;

[IIITenable = false;

[(IIITstate start = {

(IIT1Thame = "death decapitation";

(IIIITitpBodyDestPath = "player/tp body/base/deaths/death decapitation";
(I

[(IIITreactionAlignToDir = false;

(1T

[MIIHitem[ 30] = {

(IIIThame = "death run over";

[(II11Titype = "PLAYER BODY REACTION DEATH RUN OVER";
[IIITuseDead = true;

IITbnGroundOnly = true;

[(IITTdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIITEenable = false;

[IITstate start = {

IIIThame = "death run over";

[IITITtpBodyDestPath = "player/tp body/deaths/death run over";
OTITh



[(IIITreactionAlignToDir = false;

(T

(IIThitem 31] = {

[(II1Thame = "death hole in chest";

[II1Ttype = "PLAYER BODY REACTION DEATH HOLE IN CHEST";

[IIITusebDead = true;

[(IIITbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

(I1IThame = "death hole in chest";
(IIT1TtpBodyDestPath = "player/tp _body/deaths/death hole in chest";
(11T

[(IIITreactionAlignToDir = false;

(1T

[(IITHtem 32] = {

(IITThame = "death _argent arcs";

(IIITtype = "PLAYER BODY REACTION DEATH ARGENT ARCS";
[(IIITusebDead = true;

IIITPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIIIEenable = false;

IITstate start = {

(II1Thame = "death argent arcs";
[(IITTTtpBodyDestPath = "player/tp body/deaths/death argent arcs";
(I

[(IIITr eactionAlignToDir = false;

(1T

(IIThitem 33] = {

[(II1Thame = "death xenon";

(IITitype = "PLAYER BODY REACTION DEATH XENON";
[IIITuseDead = true;

[(II1TbnGroundOnly = true;

[[IITdontUseInWater = true;

[(IIITheedsPhysics = true;

[IIITenable = false;

IITktate start = {

(ITIThame = "death xenon";

(IIT1TttpBodyDestPath = "player/tp body/deaths/death xenon";



OTITh
[(IIITreactionAlignToDir = false;
I

Tt

iy
[IlignoreDirectionalDamageInPVP

true;
[[weaponTargetingHighlightDecl = "highlight outline";
[ThighlightLOSBoxDecl = "highlight los slayer";
[MkllowsSlayerHighlight = true;

[[doom5Melee = {

[(ITdoomBladeDecl = "weapon/player/doomblade";

[(IImeleelntervalMS = 500;

[(IImeleeProjectile Forward = "projectile/player/melee d5 forward";
[(IImeleeProjectile PowerStrike = "projectile/player/melee d5 power
[IThitAnimRateScale = 0. 75;

[ITdamageForwardForMeleelLevel = {

IIThum = 3;

[(IIThitem[ 0] = "damage/player/melee d5 forward";
[(IITitem[ 1] = "damage/player/melee d5 forward 2";
[(IITitem[ 2] = "damage/player/melee d5 forward 3";
Tt

[(ITereakEffectDelayMS = 200;

[(ITpowerStrikeLevels = {

IIThum = 1;

(IITHi tem[ 0] = {

[IIITkhargeLevel = 60;
[(II1TkchargeLevelSound = "play power strike ready full";
[(IITTdamageDecl = "damage/player/melee d5 power strike";

_strike";

[(IIITkreaEffectDecl = "projectile ent/player/melee d5 power strike aoe";

1T

T

[IIpowerStrikeChargeLevelSoundInterval = 500;
iy

[TsyncMelee = {

(IIkyncGroups = {

IIThum = 1;

(MIIitem 0] = {

[MIIIsyncInteractions = {

(IIIIThum = 1;

[([IIIIfitem 0] = "syncdeath/playerdeath/imp/front_armrip";
OTITh



1T

1t
[ITithirdPersonRemoteInstigatorStatusEffect =

"statuseffect/pvp/slayer/presentation gk invulnerability";
[(ITuseLights = true;

[(ITdefaultLightParms = {

[(IITtightDef = "1light/sync point";

Toffset = {
111z = 0.952000022;
1T

[IIIifadeInSec = 0.5;

[IIIfadeOutSec = 0. 5;

Tk

[(IIsoundParms = {

[(IITstartSound = "play glory kill duck";
[IITkendSound = "play glory kill off";
[(IITktartSoundBerserk = "play berserk kill duck";
[(IITkendSoundBerserk = "play berserk kill off";
[IITstartSoundCrucible = "play berserk kill duck";
[(IITkendSoundCrucible = "play berserk kill off";
[IIIifadeInSec = 0.5;

[IITifadeOutSec = 0. 5;

Tk

il

[(IminWeaponPoints = 7;

[IminPraetor Tokens = 6;
[IresetCheckpointDeathsWhenShown = false;
[IresetLevelDeathsWhenShown = false;
[ThumDeathsPerCheckpoint = 99999999;
[(IweaponPointTutorial = "tutorialevent/ingame tutorial/spend your points wp";
[Tpraetor TokenTutorial = "tutorialevent/ingame_tutorial/spend_your points pt";

[TweaponAndPraetor Tutorial = "tutorialevent/ingame tutorial/spend your points wp pt";

[IprogressionTutorialCodex = "codex/tutorials/progression";
[ImarauderKilledPlayer Tutorial = "tutorialevent/ingame tutorial/weak point marauder death";
[([tyrantCrucibleDef =

"cineractive/e2m2 base/tyrant crucible hammer/tyrant crucible hammer sync";
[TrchvileSyncDef = "cineractive/hammer trailer/archvile hammer sync";
[[itcamViewShake = "advancedscreenviewshake/trailercam shake";

[TuiResources = {

[ITdossierSuitBackground = "dossier/suit background";

[ITemberVideo = "dossier/ember";



[(ITdossierForegroundVideo = "dossier/foreground";
[(IIMmainObjectiveVideo = "video/main objective";

[(ITkolVideo = "dossier/ashforeground";

[IIprenadeArrow = "textures/guis/hud/interior damage/indicator n";
[ITbrenadeIcon = "textures/guis/hud/interior_damage/d_grenade";
It

[[waterValues = "slayer";
[[dashItemDecl = "ability dash";
[[dodgeStats = {
[(TlinitialSpeedDuration = 0. 0700000003;
[IImiddleDuration = 0. 0799999982;

[ITs lowDownDuration = 0. 100000001;
[(IIlinitialVerticalSpeed = 0. 0949999988;
[IIviewRollScalar = 4;

i

[IbreadCrumbs = {

[(IIribbonSplinePath = "spline/path";
[IIribbonEffect = "breadcrumb";
[(IIribbonSamples = 50;
[IIribbonInitialHeight = 0. 381000012;
iy
[Tdashboard
[I1radMeter
ITdecay = {

[II1TdecayRate = 1;

(1T

[TITradShieldItemDecl = "map_objects/rad_shield_damage_decreases_shield";

1l 1]
-~

[IITradShieldItemDecl2 = "map objects/rad shield time decreases shield";
[(IITradShieldRechargeItemDecl = "map objects/rad suit refill shield";
[(IIThazardInfoList = {

IIThum = 4;

OITitem[ 6] = {

[(IITTTdeclDamage = "damage/hazard/slime";

[ITTThobDamageTimeWithRadMS = 500;

[(IITITmmeterDecreasePerDamage = 0. 100000001;

nannn;

(MIITitem[ 1] = {

[(IITTTdeclDamage = "damage/hazard/water toxic";
[IITIThoDamageTimeWithRadMS = 500;

[(IITITmmeterDecreasePerDamage = 0. 0599999987,

OTITh



OTITitem[ 2] = {

[(III11TdeclDamage = "damage/hazard/slime _sac";
[IITIThoDamageTimeWithRadMS = 500;
[(IITITimeterDecreasePerDamage = 0. 0500000007;
(T

(TITitem 3] = {

[(III1TdeclDamage = "damage/hazard/poison bog";
[III1ThobamageTimeWithRadMS = 500;
[(IITTTmeterDecreasePerDamage = 0. 0799999982;
(I

(1T

[(IITif xDecl = "player/hazmat shield";

[Tk tar tHazardSoundDecl = "play rad suit 1p";
[(IITstopHazardSoundDecl = "play rad suit off";
[(IITieter25PercentSoundDecl = "play rad suit low warning loop";
[IITuiMeterScale = 100;

Tk

[ITdashMeter {

[IIIMmaxValue = 100;

[IITmmaxValueSound = "play dash recharge";
[IITplayMaxValueSoundOnInit = false;
ITpipMetering = {

(IITTmaxNumPips = 2;

(T

[[ITdeathBonus = 0;
[IITimaxValueSoundRechargedFromEmpty = "play dash recharge double";
Tt

[(ITpowerStrikeMeter = {

[IIImaxValue = 100;

[IITmmaxValueSound = "play power strike ready full";
[(IITregeneration = {

[(ITITr egenRate = 10;

(1T

[(IITdebugBar = {
[IIIIx = 0. 800000012;
[IIIIly = 0.300000012;

[MIIIwidth = 0.100000001;
[(II1Theight = 0. 00749999983;
[IIITiframeColor = {
[IIIITX = 6;

IIMTy = 6;



OTITh

[(IIIIbarColor = {
MIIIIX = 0. 75;
My = 0. 75;
1111k = 0. 75;
(T

(I

(T

[I1judgementMeter = {
[IIImaxValue = 3;
[IITmaxValueSound = "play power strike ready full";

[(IITpipMetering = {
[MITImaxNumPips = 3;
nnnn;

[(IITregeneration = {
[(II1TregenRate = 0. 699999988;

(1T

[(IITdebugBar = {
[IIIIx = 0. 300000012;
My = ©. 75;

(I width = 0.150000006;
[(II1Theight = 0. 0199999996;
[IIITiframeColor = {

(III1TX = 6;
IIMTy = 6;
ITITw = 0. 75;
(I
[IIITkarColor = {
IIITx = 0. 75;
My = 0. 75;
Ik = ©. 75;
ITITw = 0. 75;
(I

(1T

[IITdecayKillPips = 10;
[IITHdecayKillDemonCosts = {

(IIIThum = 6;

OITitem[ 0] = {

[(IITTTmonster Type = "AI MONSTER CUEBALL";
[IIIITvalue = 0;

(I



IITritem[ 1] = {

(IITTImonster Type = "AI MONSTER TENTACLE";

IIITvalue = 1;

(I

dIITitem 2] = {

[(IITTTmonster Type = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER IMP

AI_MONSTER STONE IMP AI MONSTER GARGOYLE AI MONSTER HELL SOLDIER AI MONSTER SHOTGUN SOLDIER
AI MONSTER LOSTSOUL AI MONSTER MARAUDER WOLF";

[IIIIIvalue = 1;

(I

(IIITitem 3] = {

[(IIIIImonster Type = "AI MONSTER ZOMBIE MAYKR AI MONSTER PROWLER AI MONSTER CURSED PROWLER
AI MONSTER CARCASS";

(IIITvalue = 1;

(T

(IITTHtem[ 4] = {

[(IITITmonster Type = "AI MONSTER HELLKNIGHT AI MONSTER DREADKNIGHT AI MONSTER PINKY

AI MONSTER_SPECTRE AI MONSTER CACODEMON AI MONSTER PAIN ELEMENTAL AI MONSTER_MANCUBUS

AI MONSTER_CYBER MANCUBUS AI MONSTER ARACHNOTRON AI MONSTER REVENANT AI MONSTER WHIPLASH
AI MONSTER BLOOD ANGEL";

[IIIITvalue = 1;

(I

(IITitem[ 5] = {

(IITITmonster Type = "AI MONSTER DOOM HUNTER AI MONSTER MARAUDER AI MONSTER BARON AI MONSTER _TYRA
AI MONSTER _ARCHVILE";

[IIIITvalue = 1;

(I

(1T

[IITuseDecayKillDemonCosts = true;

[(IITr egenRequiresInactive = true;

(Th

[ITbxygenMeter = {

[(IITregeneration = {

[(IT1TregenRate = 2;

(1T

[IITbxygenSuitItemDecl = "map objects/dive suit damage decreases oxygen";
[(IITbxygenSuitRechargeItemDecl = "map objects/dive suit refill oxygen";

[IIThazardInfolList = {

IIIThum = 4;

(IIITitem[ 0] = {

(III1TdeclDamage = "damage/hazard/water deep";



[(IITTThobamageTimeWithSuitMS

600;
0. 0500000007;

[(ITITTmeterDecreasePerDamage
OTITh

OIITitem[1] = {
[(IITTTdeclDamage = "damage/hazard/water deep increased";
500;

0.100000001;

[IITIThobDamageTimeWithSuitMS

[(ITITTmeterDecreasePerDamage
(11T

OITitem 2] = {
[(IITTTdeclDamage = "damage/hazard/water toxic";
500;

0. 6500000007;

[(IITIThoDamageTimeWithSuitMS

[(ITITTmeterDecreasePerDamage

(1T
(IITitem 31 = {
[(IITTTdeclDamage = "damage/hazard/water toxic increased";

[IITIThoDamageTimeWithSuitMS = 500;

[(IITITmeterDecreasePerDamage = 0. 0500000007,

OTITh

nnnn;

[IITif xDecl = "player/hazmat shield";

[(IITimeter25PercentSoundDecl = "play rad suit low warning loop";
[IITuiMeterScale = 100;

[(IITbxygenRegenDelay = {

[(IIIIvalue = 2;

1T

Tt

[(IThotificationManager = {

[IIThotificationDefs = {

[(IIIThum = 88;

[(IIIThitem[ 0] = "hud/codex";

(IIITHitem[ 1] = "hud/keycard";

(IIITiitem[ 2] = "hud/objective update";

I1THitem[ 3] = "hud/objective complete";

IITHitem[ 4] = "hud/mod acquired";

(I tem[ 5] = "hud/rune_acquired";

(IITfitem[ 6] = "hud/praetor acquired";

(IIITtitem[ 71 = "hud/weapon point";

(II1Tiitem[ 8] = "hud/collectible acquired";

[(II1THtem[ 91 = "hud/argentupgrade acquired";

[IIITntem[ 10]
[(IIIThitem[ 11]

"hud/callouts/generic callout";

"hud/callouts/round timer callout";



[(IIITntem[ 12]
[(IIITitem[ 13]
(IIIThitem] 14]
[IIITHtem[ 15]
[IIITntem[ 17]
[IIIT1ntem[ 18]
[(IIITthitem[ 19]
[(IIITHtem[ 20]
[IIIThtem[ 21]
[IIITHtem[ 22]
[IIITHtem[ 23]
[IIIT1tem[ 24]
[(IIIT1item[ 25]
[(IIITHtem] 26]
[IIITHtem[ 27]
[II1TH tem[ 28]
[IIITHtem[ 29]
[IT1Tt tem[ 30]
[(IIITitem] 31]
[(IIIThtem] 32]
[TIITHtem[ 33]
[IIITHtem[ 34]
[IT1Tt tem[ 35]
(IT1Tt tem[ 36]
[(IIIThitem[ 37]
[IIITHtem[ 38]
[IIITHtem[ 39]
[IIITHtem[ 40]
[(IIITntem[ 41]
[(IIIThtem[ 42]
[(IIIThitem[ 43]
[IIITHtem[ 44]
[IIITHtem[ 45]
[IIITHtem[ 46]
[(IIIT1ntem[ 47]
[(IIITHtem[ 48]
[(ITITH tem[ 49]
[TIIT1Htem[ 50]
[IIITHtem[ 51]
[IIITntem[ 52]
(ITTTti tem[ 53]

"hud/callouts/ally used card";
"hud/callouts/enemy used card";
"hud/callouts/match defeat";
"hud/callouts/match victory";
"hud/callouts/round start";
"hud/weapon broken";
"hud/invasion/incoming invader";
"hud/fast travel";
"hud/sentinel armor activated";
"hud/sentinel armor deactivated";
"hud/extra life activated";
"hud/extra life acquired";
"hud/secret found";

"hud/combat point";

"hud/bounty complete";
"hud/keycard";

"hud/slayer key";

"hud/slayer gate";

"hud/mission _challenge update";
"hud/mission challenge complete";

"hud/slayer encounter";

"hud/weapon mastery challenge update";

"hud/sentinel battery acquired";
"hud/slayer battery";
"hud/automap";

"hud/event/mission complete";
"hud/event/boss complete";
"hud/event/invasion complete";
"hud/event/master level complete";
"hud/event/pvp _match complete";
"hud/rune upgrade token acquired";
"hud/bounty spawned";

"hud/secret hint";
"hud/checkpoint";
"hud/weapon_mastery";

"hud/hint";

"hud/inventory acquired";
"hud/rad suit acquired";
"hud/equipment pickup acquired";
"hud/objective show last";

"hud/milestone complete";



[(IIIT1item[ 54]
[(IIITHtem[ 55]
[(IIIThtem[ 56]
[IIITHtem[ 57]
[IIIT1tem[ 58]
[ITTTt tem[ 59]
(IT1Tti tem[ 60]
[(IIIThitem] 61]
[IIITHtem[ 62]
[IIITHtem[ 63]
[IIITHtem[ 64]
[IT1Tt tem[ 65]
(IT1Tti tem[ 66]
[(IIIThitem] 67]
[IIITHtem[ 68]
[II1TH tem[ 69]
[IIIT1Htem[ 70]
[(IIITntem[ 71]
[(IIITitem] 72]
[(IIIThitem] 73]
[IIITHtem[ 74]
[IIITHtem[ 75]
[IIITntem[ 76]
[(IIITthitem[ 77]
[(IIIThitem[ 78]
[IIITHtem[ 79]
[IIIT1tem[ 80]
[IIITntem[ 81]
[IIIT1tem[ 82]
(IT1Tti tem[ 83]
[(IIITHtem] 84]
[TIIT1Htem[ 85]
[IIIT1tem[ 86]
[IIIT1ntem[ 87]
(1T

T

"hud/season_level up";
"hud/slayer gate e3";

"hud/weapon points";

"hud/level up";

"hud/secret encounter found";
"hud/milestone complete silent";
"hud/upgrade reminder";

"hud/secret _encounter failed";
"hud/secret encounter complete";
"hud/weapon mastery challenge complete";
"hud/upgrade reminder praetor";
"hud/objective pinned";

"hud/mission challenge intro";
"hud/gold boss start";
"hud/gold boss defeated";
"hud/extra life encounter complete";
"hud/extra life encounter failed";
"hud/extra life encounter found";
"hud/master level start";
"hud/slayer encounter no points";
"hud/extra lifed maxed";
"hud/extra life acquired 2";
"hud/extra life acquired 3";
"hud/dive suit acquired";
"hud/secret encounter dlc complete";
"hud/secret encounter dlc complete skin progress";
"hud/secret encounter dlc complete skin unlocked";
"hud/support rune acquired";
"hud/player cursed";
"hud/horde/timed bounty start";
"hud/horde/timed bounty completed";
"hud/horde/timed bounty failed";
"hud/horde/state share win";

"hud/horde/state share lose";

[ITweaponManager = {

[(IITimaster AllWeapons = "campaign/master all weapons";

[IITr equiredMaster edWeapons = {

(IIThum = 8&;

(IIITfitem[ 0] = "campaign/master ballista";



(IIITHitem[ 1] = "campaign/master chaingun";
(IIITfitem 2] = "campaign/master combat shotgun";
[(IIITtitem[ 3] = "campaign/master heavy cannon";
[(IIITiitem[ 4] = "campaign/master plasma rifle";
IITHtem[ 5] = "campaign/master rocket launcher";
(1Tl tem[ 6] = "campaign/master super shotgun";

(T
[(IITdossierOrderWeaponList = {
(IIIThum = 9;

(ITTHitem[ 0] = "weapon/player/shotgun";

(11Tl tem[ 1] = "weapon/player/heavy cannon";
(IIITfitem 2] = "weapon/player/plasma rifle";
(IIITtitem[ 3] = "weapon/player/rocket launcher";
[(IIITtitem 4] = "weapon/player/double barrel";
[(IIITiitem[ 5] = "weapon/player/gauss rifle";
[IIITHtem[ 6] = "weapon/player/chaingun";
[(IIITtitem[ 7] = "weapon/player/bfg";

II1THtem[ 8] = "weapon/player /unmaykr";

nnnn;

T
[ITruneManager = {

[IIImasterRuneList = {

[IIIThum = 9;

(IIITtitem[ 0] = "perk/player/runes/glory kill speed";

(QIITtitem[ 1] = "perk/player/runes/glory kill dash";

[(IIITiitem[ 2] = "perk/player/runes/speed boost on glory kill";
[(IIITiitem[ 3] = "perk/player/runes/double jump air control";
(IITHtem[ 4] = "perk/player/runes/modify enemy stagger duration";
(11T tem[ 5] = "perk/player/runes/activate focus on death blow";
(QIITiitem[ 6] = "perk/player/runes/target strike";

(IIITtitem[ 71 = "perk/player/runes/decrease equipment recharge";
[(IIIThitem[ 8] = "perk/player/runes/blood punch loot on damage";
(1T

[(IITrunePerkGroup = "perkgroups/runes";

[(IITkuppor tRunePerkGroup = "perkgroups/support runes";
[IITruneSlotReq = {

OITphtr = {

(IIITptri o] = 1;
IMITptrl1] = 2;
IMITptrl2] = 3;

OTITh



(1T

(Tt

[ITkuitManager = {

[(IITmasterSuitGroup = "perkgroups/suit";
[IITffundamentals = {

IITdisplay = "#str praetor fundamentals";
[(IIITdescription = "#str praetor fundamentals desc";

[IIITficonMaterial = "art/ui/dossier/icons/preator suit/category/fundamentals";
[(II1TkuitUpgrades = {

(IIIIThum = 4;

(IITITHtem[ 0] = "perk/player/suit/fundamentals/ledge grab speed";

(IIITtitem[ 1] = "perk/player/suit/fundamentals/weapon change speed";
(T3 tem[ 2]

"perk/player/suit/dash/dash regen delay";

(IIIITtitem 3] = "perk/player/suit/dash/dash gk restore dash";
(T

mnin;

ITextermination = {

[(IIITlindex = 1;

[(IIITdisplay = "#str praetor extermination";

[(IITTdescription = "#str praetor extermination desc";
[(IITTliconMaterial = "art/ui/dossier/icons/preator suit/category/extermination";
[ITTkuitUpgrades = {

(IIIIThum = 4;

(IIIITtitem[ 0] = "perk/player/equipment/frag reduce cooldown";
(QIIITtitem[ 1] = "perk/player/equipment/frag concussive blast";
[(IITITtitem[ 2] = "perk/player/equipment/frag max capacity";
[(IITTTtitem[ 3] = "perk/player/equipment/frag cluster bombs";
(I

(1T

[IIIselfPreservation = {

[(IIIIlindex = 2;

[(II1Tdisplay = "#str praetor self preservation";
[(IIITdescription = "#str praetor self preservation desc";

[(IIITliconMaterial = "art/ui/dossier/icons/preator suit/category/self preservation";
[(IITTsuitUpgrades = {

(MITIThum = 4;

[(IIIITtitem[ 0] = "perk/player/suit/self preservation/reduce hazard damage";
[(IIT1Ttitem[ 1] = "perk/player/suit/self preservation/reduce self weapon damage";
(ITITHitem[ 2] = "perk/player/suit/extermination/barrels respawn";

Q11T tem[ 3] = "perk/player/suit/extermination/barrels drop ammo";

OTITh



1T

[(IITpowerups = {

[(IIIIlindex = 3;

[(II1Tdisplay = "#str praetor powerups";

[(IITTdescription = "#str praetor powerups desc";

[(IIITliconMaterial = "art/ui/dossier/icons/preator suit/category/powerups”;
[(IITTsuitUpgrades = {

(ITIThum = 4;

[IITITtitem[ 0] = "perk/player/equipment/ice reduce cooldown";

[(IITITtitem[ 1] = "perk/player/equipment/ice extend duration";

[(IIT1Tlitem[ 2] = "perk/player/equipment/ice health drops";

ITITiitem 3] = "perk/player/equipment/ice melee shatter";

(TITh

nnnn;

IITexploration = {

[IIITlindex = 4;

[(IIITdisplay = "#str praetor exploration";

[(IITTdescription = "#str praetor exploration desc";

[IIITficonMaterial = "art/ui/dossier/icons/preator suit/category/navigation";
[IITTkuitUpgrades = {

(IIIIThum = 4;

Q11T tem[ 0] = "perk/player/suit/exploration/automap shows map station";
ITITlitem[ 1] = "perk/player/suit/exploration/automap shows progression_items";
IIITtitem 2] = "perk/player/suit/exploration/automap increased fog radius";
(IITITtitem[ 3] = "perk/player/suit/exploration/dossier shows progression items";
(I

(11T

[IITdash = {

[(IIITlindex = 5;

(IIITdisplay = "#str praetor dash";

[(IIITdescription = "#str praetor dash desc";

[(IIITliconMaterial = "art/ui/dossier/icons/preator suit/category/dash";

ITTkuitUpgrades = {

(IITThum = 4;
(ITITT% tem[ 0]
(TITIT3 tem 1]
(IITTTH tem[ 2]
(ITITT% tem[ 3]
(I

(1T

"perk/player/suit/self preservation/reduce hazard damage";
"perk/player/suit/self preservation/reduce self weapon damage";
"perk/player /suit/extermination/barrels respawn";

"perk/player/suit/extermination/barrels drop ammo";

[(IITergentCellPerkGroup = "perkgroups/argent cell";



[(IITkuitPerkGroup = "perkgroups/suit";
(IITkcheatcode = "CHEAT CODE TYPE QUAKECON MODE";
[IITkellAcqTutorial = "tutorialevent/ingame tutorial/quakecon mode";

(T
([TunlockableManager = {

[(IITmissionChallenges = "missionchallenge/main";
[IIIMmilestones = "milestonelist/main";

(T

[(IIstatManager = {

[(IITexplorationHintOptions = {

(IIThum = 3;

OTTitem[ 0] = {

[(II1ITrequiredRules = {

IITIThum = 1;

I temf 6] = {

11T Tktat = "STAT CHALLENGES COMPLETED";
[IIIIIITvalue = 0;

(IITTIITbperation = "RULE_OPERATION EQUALS";
(I

(I

[IIIIIresultbDataDecl = "hint/gameplay/mission challenge";
(I

OITitem[1] = {

[(II1ITrequiredRules = {

(I Thum = 1;

I temf 6] = {

ITITITktat = "STAT SECRETS FOUND";
[(IITTTITkecondStat = "STAT SECRETS";
[(IITITITkecondStatDuration = "DUR _LEVEL";
[IIIIIITvalue = 50;

(IIIIIITbperation = "RULE OPERATION LESS THAN PERCENTAGE";
(I

(T
[IIIITbonusRules = {
I Thum = 1;

(IIITTHi tem[ 0] = {

ITITITktat = "STAT _SECRETS FOUND";

[(IITTTITkecondStat = "STAT SECRETS";
[(IITITITkecondStatbDuration = "DUR LEVEL";

(IIIIIITvalue = 25;

ITIIITbperation = "RULE_OPERATION LESS THAN PERCENTAGE";



(I

(I

[(IITITresultDatabDecl = "hint/exploration/secrets";
(I

IITitem 2] = {

[(IITITrequiredRules = {

(MIIITThum = 1;

(IITITh tem[ 0] = {

(IIT1TITktat = "STAT SLAYER GATE USED";
[(IIITTITktatDuration = "DUR_GAME";
[IIIIIITvalue = 0;

IITIIITbperation = "RULE_OPERATION EQUALS";
(T

(T

[IIIIresultbDataDecl = "hint/exploration/slayer gate";
(I

(1T

(IITkombatHintOptions = {

[(IIIThum = 25;

(IITitem[ 061 = {

[(IITITrequiredRules = {

(T Thum = 1;

QI tem[ 0] = {

ITIIITktat = "STAT REVENANT KILLED";
(IIITIITktatDuration = "DUR_GAME";
[IIIIIIIvalue = 0;

(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I

[(IIIIIresultbDatabDecl = "hint/combat/revenant";
OTITh

OITitem[ 1] = {

[IIIITrequiredRules = {

(T Thum = 1;

I temf 0] = {

(IITITITktat = "STAT HELL MARINE KILLED";
[(IIITTITktatDuration = "DUR_GAME";
[IIIIIITvalue = 0;

[(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I



[(III1TresultDatabDecl = "hint/combat/soldier blaster";
(11T

(IITitem 21 = {

[(IITITrequiredRules = {

(T Thum = 1;

Tl tem[ 0] = {

OIIIIIIstat = "STAT PINKY KILLED";
(IIIITITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(T

(I

[(IITITresultDatabDecl = "hint/combat/pinky";
(11T

OITitem 3] = {

[(IIIITrequiredRules = {

(T Thum = 1;

OTITTTHi tem[ 0] = {

IIIIIIstat = "STAT BARON KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

[(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(T

(T

[(IIIITresultDataDecl = "hint/combat/baron";
(I

OITitem[ 4] = {

[IIIITrequiredRules = {

I Thum = 1;

OTITTTH tem[ 0] = {

(I Tktat = "STAT CACODEMON KILLED";
[(IITTTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE _OPERATION GREATER THAN VALUE";
(I

(T

[(IIIITresultbatabecl = "hint/combat/cacodemon";
(I

(IITitem[ 5] = {

[(IITITrequiredRules = {

(MITITThum = 1;



(I temf 0] = {

ITIIITktat = "STAT _MANCUBUS KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

IIIIITpperation = "RULE OPERATION GREATER THAN VALUE";
(I

nnnnnn;

[IITITresultDatabDecl = "hint/combat/mancubus fire";
(I

(IITitem[ 6] = {

[(IITITrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

(ITIIITktat = "STAT LOST SOUL KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

IITIIITbperation = "RULE _OPERATION GREATER THAN VALUE";
(IIITT

(I

(IIIIIresultDataDecl = "hint/combat/lost soul";
(I

(IITitem 7] = {

[(IITITrequiredRules = {

IIIIThum = 1;

(IIITTHi tem[ 0] = {

(IIIIITstat = "STAT HELL SHOTGUNNER KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(T

(I

[(IIT1TresultDatabDecl = "hint/combat/soldier shield";
(I

(IIITitem 8] = {

[(II1ITrequiredRules = {

MIIITThum = 1;

IITMITiteml 0] = {

(IIIIITstat = "STAT WEAPON SHOTGUN DAMAGE";
IITIIITktatburation = "DUR_GAME";

[IIIIIITvalue = 0;

(IITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";



(I

(I

[(IITITresultDatabDecl = "hint/combat/shotgun";
(I

IITitem[ 9] = {

[(IITITrequiredRules = {

(MIIITThum = 1;

I temf 6] = {

(ITITITktat = "STAT WEAPON DBL SHOTGUN DAMAGE";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(T

(T

[(IIT1Tr esultDatabDecl = "hint/combat/double barrel";
(I

OITitem[ 10] = {

[(II1ITrequiredRules = {

MIIITThum = 1;

IITITiteml 0] = {

[(IITTTTTktat = "STAT WEAPON ASS RIFLE DAMAGE";
ITIIITktatburation = "DUR_GAME";

[IIIIIITvalue = 0;

(ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(T

(I

[(IIT1Tr esultDatabDecl = "hint/combat/heavy cannon";
(I

OTTitem[11] = {

(II11TrequiredRules = {

IITIThum = 1;

I temf 6] = {

11T Tk tat = "STAT WEAPON PLASM RIFLE DAMAGE";
IITITITktatburation = "DUR_GAME";

[IIIIIIIvalue = 0;

(IIIIITpbperation = "RULE _OPERATION GREATER THAN VALUE";
(I

(I

[(IITITresultDatabDecl = "hint/combat/plasma rifle";
(I

OTTitem[12] = {



[(II1ITrequiredRules = {

MIIIIThum = 1;

IIMITiteml 0] = {

(ITIIITstat = "STAT WEAPON ROCKET LAUNCHER KILLS";
ITIIITktatburation = "DUR_GAME";

[IIIIIITvalue = 0;

(IITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(I

nnnnnny

[(IIT1TresultDatabDecl = "hint/combat/rocket launcher";
(I

(IITHitem[13] = {

[(II1ITrequiredRules = {

IITIThum = 1;

(I tem[ 0] = {

(IIIIITstat = "STAT WEAPON CHAINGUN KILLS";
IITIIITktatburation = "DUR_GAME";

[MIIIIIIvalue = 0;

IIIIITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(ITTIT%

[(III1TresultDataDecl = "hint/combat/chaingun";
(I

(IITHitem[14] = {

[(II11TrequiredRules = {

(IITIThum = 1;

(I tem[ 0] = {

IIIIITstat = "STAT WEAPON GAUSS KILLS";
(IITITI Tk tatburation = "DUR_GAME";

[IIIIIITvalue = 0;

[(IIIIIITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(ITIITT

[(IITITresultbatabecl = "hint/combat/gauss rifle";
(T

(TITitem[15] = {

[(IITITrequiredRules = {

[IITIThum = 1;

(I tem[ 0] = {

OIIIIITstat = "STAT WEAPON BFG KILLS";
(IITITITktatburation = "DUR_GAME";



[MIIIIIIvalue = 0;

IIIIITbperation = "RULE _OPERATION GREATER THAN VALUE";
(I

(ITTIT%

[(IIT1TresultDatabDecl = "hint/combat/bfg";

(T

(IITHitem[16] = {

[(IIT1TrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

ITIIITktat = "STAT WEAPON CHAINSAW KILLS";
(IITITI Tk tatburation = "DUR_GAME";

[IIIIIITvalue = 0;

IIIIIITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(ITIITT

[III11r esultDataDecl = "hint/combat/chainsaw";

(T

dIIitem(17] = {

[(IITITrequiredRules = {

[IITIThum = 1;

(I tem[ 0] = {

ITITITktat = "STAT SHOTGUN FULL AUTO EARNED";
(IITITITktatburation = "DUR_GAME";

[IIIIITvalue = 0;

(IIIIIITpperation = "RULE OPERATION GREATER THAN VALUE";
(I

(TIITT

(IITITresultbDatabecl = "hint/combat/shotgun full auto";
(T

(IITitem[ 18] = {

[(IITITrequiredRules = {

(IIIThum = 1;

IITITitemf 6] = {

(IITIIITktat = "STAT SHOTGUN STICKY BOMB EARNED";
(IIIITITktatDuration = "DUR_GAME";

IIIIIIvalue = 0;

(IIIIITpperation = "RULE OPERATION GREATER THAN VALUE";
(I

(T
[(IITITresultDataDecl = "hint/combat/shotgun _pop rockets";



OTITh

OITitem[ 19] = {

[(IITITrequiredRules = {

ITIThum = 1;

IIIIIHitem 0] = {

MIIIIIIstat = "STAT HAR SCOPE EARNED";
(IITITITktatburation = "DUR_GAME";

[IIIIITvalue = 0;

IIITIITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I

[II1IresultDataDecl = "hint/combat/heavy cannon bolt action";
(TITh

(IITitem 20] = {

[(IITITrequiredRules = {

T Thum = 1;

(IIIITiteml 0] = {

(1T Tktat = "STAT HAR MICROMISSILE EARNED";
(IIIITITktatDuration = "DUR_GAME";

IIIIITvalue = 0;

IITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I

[IIIIresultbDataDecl = "hint/combat/heavy cannon burst detonate";
OTIT

OITitem[ 21] = {

[(IITITrequiredRules = {

(T Thum = 1;

Tl tem[ 0] = {

ITITITktat = "STAT _CHAINGUN TURRET_ EARNED";
[(IIITIITktatDuration = "DUR_GAME";

[(IIIIIITvalue = 0;

[IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(T

(T

[(III1TresultDataDecl = "hint/combat/chaingun_ turret";
OTIT

O tem 22] = {

[IIIITrequiredRules = {

I Thum = 1;

OTITTTi tem[ 0] = {



1T Tk tat = "STAT PLASMA HEATWAVE EARNED";
[(IIIITITktatDuration = "DUR_GAME";

IIIIITvalue = 0;

(IITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I

[(IIIITresultDataDecl = "hint/combat/plasma rifle aoe";
(11T

O tem 23] = {

[(IITITrequiredRules = {

(T Thum = 1;

OTITTTH tem[ 0] = {

(IITITITktat = "STAT ROCKET LAUNCHER DETONATE EARNED";
[(IIITIITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(I

(I

[(IIIITresultDataDecl = "hint/combat/rocket launcher detonate";
OTIT

OTitem 24] = {

[IIIITrequiredRules = {

T Thum = 1;

OTITTT tem[ 0] = {

(ITITITktat = "STAT ROCKET LAUNCHER LOCKON EARNED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

[(IIITTITbperation = "RULE OPERATION GREATER THAN VALUE";
(T

(T

[IIIIresultbDataDecl = "hint/combat/rocket launcher lock mod";
(T

(1T

Tk

[ITkollectibleManager = {

[(IITkollectibleGroupUIData = "collectiblecategorydata";
(T

[(MTuiWalkthroughManager = {

[IITwalkthroughTutorials = {

[(IITpraetorSuitTutorial = "uiwalkthrough praetorsuit";
(IITTmodBotTutorial = "uiwalkthrough modbot";



(IIITergentCellTutorial = "uiwalkthrough argentcell";

[(IIITruneTutorial = "uiwalkthrough runes";

[(IIITruneTutoriallnteractState = "used rune";

(IITTsupportRuneTutorial = "uiwalkthrough supportrunes";

01T
(T

[(ITsoundPackManager = {
[(IITkoundPacks

(ITIThum = 1;

[(TIITH tem[ 0]
(T
(It

=1

"classic _doomguy sounds";

[(ITkcoreManager = {

[(IITrubric = "horde";

Tt

[IIviolenceKillEvents = {

IIThum = 18;

(I1TH tem[ 0] "violenceevent/weapon mastery/shotgun/full auto kill pinky";

QITitem[ 1] "violenceevent/weapon mastery/rocket launcher/lock on kill prowler";

[IITH tem[ 2] "violenceevent/weapon mastery/heavy cannon/piercing bolt headshot";

(I tem[ 3] "violenceevent/weapon mastery/ballista/arbalest kill cacodemons";

(IITH tem[ 4] "violenceevent/weapon mastery/ballista/destroyer kill n in one shot";
(IITiitem[ 5] "violenceevent/weapon mastery/chaingun/mobile turret kill n in one deployment";
(IITiitem[ 6] "violenceevent/weapon mastery/plasma rifle/heat blast kill n in one shot";
ITitem 7] "violenceevent/mission challenge/bfg kill doom hunter";

[IITHtem[ 8] "violenceevent/mission challenge/chapel of ghouls";

[IITiitem[ 9] = "violenceevent/mission challenge/balls to the wall";

[IITHitem[ 10] = "violenceevent/mission challenge/master of puppets";

[IITiitem[ 11] = "violenceevent/weapon mastery/plasma rifle/microwave kill n in one shot";
[(QITitem[ 12] = "violenceevent/mission challenge/bonded by blood";

[QITitem[ 13] = "violenceevent/mission challenge/external combustion";

[IITiitem[ 14] = "violenceevent/mission challenge/hammer smashed face";

[(IITHitem[ 15] = "violenceevent/mission challenge/kill n demons with one frag";
[(IITHitem[ 16] = "violenceevent/mission challenge/angel of death";

(QITiitem[ 17] = "violenceevent/pvp/timeout";

(T

[(IIviolenceHitEvents = {

[IIThum = 8;

[(IITHitem[ 0] = "violenceevent/weapon mastery/heavy cannon/micro missle kill n demons";
[(IITHitem[ 1] = "violenceevent/mission challenge/through the fire and flames";

(IThitem] 2]

= "violenceevent/dash into pinky";



(IITtitem[ 3] = "violenceevent/pvp/fire starter";

[(IITtitem[ 4] = "violenceevent/pvp/ignition";

[(IITiitem[ 5] = "violenceevent/pvp/wolf master";

[(IITiitem[ 6] = "violenceevent/pvp/dodge this";

[(IITHitem[ 7] = "violenceevent/pvp/punch drunk";

Tk

il

[(IplayerProps = "player/default";

[IplayerMechanicLedgeGrab = {

[ITenimAliases = {

[IITledgePullUp = "ledgeGrab/ledgePullUp";

[(IITledgePullUpMantle = "ledgeGrab/ledgePullUpMantle";
[IITledgePullUpRounded = "ledgeGrab/ledgePullUpRounded";
[(IITledgePullUpMantleRounded = "ledgeGrab/ledgePullUpMantleRounded";
[IITledgePullUpAngled = "ledgeGrab/ledgePullUpAngled";
[ITtedgePullUpMantleAngled = "ledgeGrab/ledgePullUpMantleAngled";
[(IITtedgeClimbUp = "ledgeGrab/ledgeClimbUp";

[IITledgeClimbUpMantle = "ledgeGrab/ledgeClimbUpMantle";
IITrailingPullUp = "ledgeGrab/railingPullUp";
[IITrailingPullUpMantle = "ledgeGrab/railingPullUpMantle";

Tt
[ITithirdPersonAnimIndex
[(IITtedgePullUpMantle = 1;
[IITledgePullUpMantleRounded = 1;
[IITledgePullUpMantleAngled = 1;
[(IITtedgeClimbUp = 4;
[IITledgeClimbUpMantle = 5;
ITrailingPullUp = 2;

1}
-~

[(IITrailingPullUpMantle = 3;
1l

(It
[(IpblayerMechanicWallGrab = {

[(ITlinitiateMaxAngle = 115;
(ImaxDeltaYaw = 115;
[(ITkonstrainedViewAnglesRate = 250;
[(IIkpeedNormal = 12.3820009;
[(IIkpeedSprint = 12.3820009;
[(ITkpeedDismountPerp = 5.71500015;
[ITkpeedDismountUp = 5. 90500021;
[(ITspeedDismountFwd = 9. 52500057;

(IIsound mount = "player/foley/wallgrab/player foley wallgrab mount";



[(IIsound move = "player/foley/wallgrab/player foley wallgrab move";
[(IIsound dismount = "player/foley/wallgrab/player foley wallgrab dismount";
(It

[IplayerMechanicWallClimb = {

[IIenims = {

[IITkclimb up cycle right = "wall climb/climb up cycle right";
ITklimb up cycle left = "wall climb/climb up cycle left";
[IITklimb _down cycle right = "wall climb/climb_down cycle right";
ITklimb down cycle left = "wall climb/climb down cycle left";
ITklimb right cycle = "wall climb/climb right cycle";
ITklimb left cycle = "wall climb/climb left cycle";
ITklimb into up right = "wall climb/climb up into right";
dITklimb into up left = "wall climb/climb up into left";
ITklimb_into down right = "wall climb/climb down into right";
ITklimb _into down left = "wall climb/climb down into left";
(IITklimb into right = "wall climb/climb right into";
[(MITkclimb into left = "wall climb/climb left into";
dITklimb out up right = "wall climb/climb up out right";
dITklimb out up left = "wall climb/climb up out left";
ITklimb out down right = "wall climb/climb down out right";
[ITklimb out down left = "wall climb/climb down out left";
IITkclimb out right = "wall climb/climb right out";
[MITkclimb out left = "wall climb/climb left out";
ITklimb out right mid = "wall climb/climb left out mid";
dITklimb out left mid = "wall climb/climb right out mid";
(IITlidle = "wall climb/idle";

[IITlto pointing = "wall climb/climb to pointing";

[IITifrom pointing = "wall climb/climb from pointing";
(IITmount air = "wall climb/mount _air";

(IITmount ground = "wall climb/mount ground";

[IITltook left = "wall climb/look left";

(IITtook left up 45 = "wall climb/look left up 45";
[(IITook left up 90 = "wall climb/look left up 90";

[IITtook right = "wall climb/look right";

[IITtook right up 45 = "wall climb/look right up 45";

[IITtook right up 90 = "wall climb/look right up 90";

[IITllook right idle = "wall climb/look right idle";
[IITlook left idle = "wall climb/look left idle";

Tt

[ITblobalTraceDistance = 10;

[IviewPitchTable = "wall climb view pitch";



[IIverticalMoveTable = "wall climb_slowmove";
[IThorizontalMoveTable = "wall climb horizontalmove";
[TattachToWallSoundDecl = "play climb hit";
[ITHumpOffWallSoundDecl = "play climb off";
[ITremoveHandFromWallSoundDecl = "play climb hand";
[(ITattachHandToWallSoundDecl = "play climb hand wall";
[(ITdistanceToWallToActivate = 7.5;
[(ITktartMoveDelaySec = 0;

[Tk lowMoveDelayBetweenSec = 0;
[(ThinitialMovementDelaySec = 0. 300000012;
[ITmaxDeltaYawViewAngle = 220;
[(IThoalSpeedVerticalAccelRate = 3;
[(IThoalSpeedHorizontalAccelRate = 5;
[(IThoalSpeedVerticalJumpAccelRate = 5;
[IThoalSpeedHorizontalJumpAccelRate = 5;
[IThoalSpeedVerticalDecelRate = 5;
[ITyoalSpeedHorizontalDecelRate = 5;
(IIjumpToWallSpeed = 40;

[[TpoverdriveDecl = "statuseffect/overdrive";
IIwallClimbText
iy
[IplayerMechanicGorillaBarJump = {

"#str climb_wall";

[(IIsbwingAnimation = "monkeyBar /grab";

[(IImaxLookAngleFromBar = 90;

[(IIscreenShakeDecl = "advancedscreenviewshake/monkey bar";
It

[(IplayerMechanicInteract = {

[ITenimbata = {

[(IITlinteractAnimDatas = {

[(IIIThum = 3;

(IITitem[ 0] = {

(IITITitype = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE GENERIC";

(I

(IIritem[ 1] = {

(IIT1Ttype = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE SENTINEL CRYSTAL";
[(IIIITenimIndex = 1;

OTIT

(IITitem[ 2] = {

(I11Titype = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE BUTTON";
(IIITenimIndex = 2;

(IITITpbutroAnimIndex = 1;



OTITh

(T

T

[(IIstatusEffect = "statuseffect/invasion/slayer/interact invulnerability";
iy

[(Iblayer AbilityFuelRate = 3;
[IplayerHealth = {
[(ITkomponents = {
[IITkomponents[ 0] = {
[IIITregenInterval = {
[MIIITvalue = 0.0299999993;
(T

[(II1TregenDelay = {
[(IIIITvalue = 12;

(T

(1T

[IITkomponents[1l] = {
(IITmax = {
[([IIITdefaultValue = 50;
OTIT

[IIIIdrainLimit = 50;
IITktarting = {
[IIIITdefaultValue
(T
[II1TregenInterval = {
[(IIT1Tvalue = 0. 0299999993;
(I

[(II1TregenDelay = {
[(IIIITvalue = 12;

(T

nnnn;

1%

iy
[TkenergyShellDecl = "pickup/energy shell";

Il
&

[(IkenergyShellDeclMP = "pickup/energy shell mp";

[(IplayerHealthRTPC = "player health";

{

[I[koundResetStates
(IThum = 3;
[IIitem[ 0]
IIitem[ 1]
[ITfitem[ 2] = "curse/none";

"swimming/none";

"cinematic/none";



It
[ThoreComponent = {
[(IThoreContainer = "player";

i

[THdamageScaleTableComponent = {
MIlist = {

IIThum = 7;

(IITHi tem 6] = {

[IITTHeclDamage = "damage/special/ability_dash";
[MITTHeclTable = "player/damage_volume_test";
(1T

MIitem[1] = {

[(II1TdeclbDamage = "damage/hazard/bio";
[(II1TdeclTable = "player/bio hazard damage";
(11T

(ITHitem[ 2] = {

[(IITTdeclDamage = "damage/hazard/lava";
[(IIITdeclTable = "player/lava _hazard damage";
nnnn;

[MTitem[ 3] = {

[(IITTdeclDamage = "damage/hazard/slime";
[IIITdeclTable = "player/slime hazard damage";
[IIITresetTableOnExitTimeMS = 2000;

(T

T tem[ 4] = {

[(II1TdeclDamage = "damage/hazard/water toxic";
[IITTHeclTable = "player/slime_hazard_damage";
[IIITresetTableOnExitTimeMS = 2000;

(1T

(Iitem[ 5] = {

[(II1TdeclDamage = "damage/hazard/slime _sac";
[IIITdeclTable = "player/slime sac hazard damage";
[IIITresetTableOnExitTimeMS = 2000;

(1T

ITitem 6] = {

[(IITTdeclDamage = "damage/hazard/poison_bog";
[(II1TdeclTable = "player/poison bog hazard damage";
[IIITresetTableOnExitTimeMS = 2000;

(T

Tk

i



(IplayerHud = {

[[TdeclHUD = "default";

(It

[(IplayerDemoHud = {

[ITdeclHUD = "demo";

i

[(IdemonPlayerHud = {

[(ITdeclHUD = "demon";

It

[(ITbodyAnimWeb = "animweb/player/doom marine 3p";
[MkuffocationDamage = "damage/base/suffocation”;
[[waterBoostScaleMax = 4. 75;

[[waterBoostSound = "play swish frantic";
[(IplayerRevive = "play player revive";
[TdoubleJumpSound = "play double jump";
[ThudioLogComponent = {

[IIktories = {

IIThum = 1;

[(IITitem[ 0] = "dev _story/attack of the jeff";

Tt

i

[IkcreenFXDecl = "player/screen damage";

[(Ipblayer AimEventDecl = "base/misc/playeraim”;
[(IplayerInteractionEventDecl = "base/misc/playerinteraction";

[(IbodyEventDecl = "base/misc/body";
[IithirdPersonFXDecl = "player/tp body";

[TkombatEncounterScoringDecl = "base";

[ThightmareMarkerDef = "interact/nightmaremarker/public";
[(IThightmareMarkerDefFriends = "interact/nightmaremarker/public";
[ThightmareMarkerDefBestRun = "interact/nightmaremarker /furthest";

[ThightmareMarkerDefPublic = "interact/nightmaremarker/public";
[ITmaxNumMarkersLvl = 30;

[TbamePauseSound = "play game pause";

[TbameUnpauseSound = "play game resume";

[(IklayerInvasionData = "default";

[[weaponFists = "weapon/player/fists";

[[weaponFistsBerserk = "weapon/player/fists berserk";
[IweaponFistsDoom5Melee = "weapon/player/fists doom5Smelee";
[[weaponFistsSwim = "weapon/player/fists swim";
[[weaponPointingArm = "weapon/player/pointing arm";

[[weaponCrucible = "weapon/player/crucible";



[TequipmentLauncherLeftDecl = "equipmentlauncher/equipmentlauncherleft";
[TequipmentLauncherRightDecl = "equipmentlauncher/equipmentlauncherright";
[IweaponFlameBelchLeft = "weapon/player/equipment flame belch";
[[weaponFlameBelchRight = "weapon/player/equipment flame belch right";

[[weaponChainsaw = "weapon/player/chainsaw";

[[weaponPlasma = "weapon/player/plasma rifle";
[IweaponChaingun = "weapon/player/chaingun";
[IweaponHammer = "weapon/player/hammer";
Touilnfo = {

[Ilicon = "art/ui/pvp playericons/ico pvp players doomguy hud";
[TliconAlt = "art/ui/pvp playericons/ico pvp players doomguy hud dead";
i

[[lockonData = {

[IIlockon acquiringSound = "play revenant lock warning";
[IIockon lockedSound = "play demonplayer missileslocked";
[ITlockon broken = "play rocket lockon break alert";

i

[(IfriendlyRepulsorRadius = 0. 25;

[TenemyRepulsorRadius = 0. 25;

[TkontrolRespawnedFromDeath = true;

[TkanRespawn = true;

[

}
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