Projectiles

gameresources\generated\decls\projectile\projectile\player\chaingun_turr
et.decl

Add the following to fix the Mobile Turret infinite sound loop bug.

{

[inherit = "projectile/base/bullet";

[edit = {

[[fireSoundStart = "play pistol hand cannon fire"; // fireSoundLoopStart & fireSoundStop are
replaced

[([limpactEffectTable = "impacteffect/projectiles/weapons/chaingun";

[IdamageDecl = "damage/firearm/chaingun_ turret";

4;

[IkpawnCount
[MlimpactEffectSpawnCount = 1;

{
[(ITtracerMtr = NULL;

[[ltracerInfo

[I[TdoRandomTracers = true;

[(IIr andomTracer Type = "TRACERRANDOM VARIABLE";
[IIrandomTracerNum = 2;

[(IItracerLength = 2. 477,

[(IIkndTracer = "projectile/mp bullet passby";
[IIribbon2Decls = {

(IIThum = 3;

(ITitem[ 6] = {

[(II1Tr ibbonDecl = "chaingun tracer base";
IIIpffset = {

(IIIITx = -0.324999988;

(T

[(IIITithirdPerson0ffset = {

[ITITx = -0.324999988;

(I

1T

Imitem[1] = {

[(III1r ibbonDecl = "chaingun tracer base 90";
IITbffset = {



[IIIIIx = -0.324999988;

(11T

[(IIITithirdPerson0ffset = {

[ITITx = -0.324999988;

(I

(1T

Iitem[ 2] = {

[(II11r ibbonDecl = "chaingun tracer base solid";

-e8gE

gameresources\generated\decls\projectile\projectile\player\double_barrel
_flame_meat_hook.decl

Add the following to enable a flame FX for the host player whenever they use the Meathook.

{

(inherit = "projectile/player/double barrel meat hook";

[(edit = {

[(IfireSoundStart = "play wpn shotgun double meathook master fire";
[[if xDecl = "weapon/meathook/meathook projectile mastery";
[[ThotHitscanInfo = {

[(ITkentityDef = "projectile ent/throwable/player/flaming meat hook";
[(ITklientAuthoritative = false; // set to false

1l
[(IprojectilePlaysFireSound = true; // set to true

0
}

gameresources\generated\decls\projectile\projectile\player\shotgun_pop__
rocket.decl

Add the following to fix some network issues with Sticky Bombs.

{

[inherit = "projectile/player/assault rifle assaultrifle secondary";



[(edit = {

[(IffireSoundStart = "play shotgun pop rocket fire";

[(MlimpactEffectTable = "impacteffect/projectiles/weapons/shotgun poprocket";
[[if xDecl = "weapon/combat shotgun/sticky bomb projectile";

[IhotHitscanInfo = {

[(ITkentityDef = "projectile ent/player/shotgun pop rocket";
[(IIphysicsProperties = {

[(IITbounciness = 0;

[IITkctorClipRadius = 0. 400000006;

Tt

[ITexplodeSound = "play sticky bomb explosion”;

[I0If LlySound = "play rocket fly loop";

[IIwhizBySound = "play sfx rocket passby";

[IIwhizByDist = 5. 71500015;

[ITisRetrievable = false;

[M[IkclientAuthoritative = true; // set to true

[(ITkdjustFireAngle = -4;

[(ITprenadeInfo = {
[(IITminDetonationDelay = 500;
[(IITmaxDetonationDelay = 500;

[IITkountDownOnThrow = false;
[IITbouncesBeforeDetonationTimerStart = 1;
[(IITwarningSound = "play cs sticky bomb timer 1 mono";
[(IITminSpeed = 52. 3880043;

[(IITmaxSpeed = 52. 3880043;

[(IITuseSimplePhysics = false;

Tt

[IIswallowInfo = {

[(IITkanBeSwallowed = true;

[(IITkexplodeDamageDelayMS = 1500;

[(IITswallowStat = "STAT WEAKPOINT CACODEMON MOUTH";
Tt

iy

[[damageDecl = "damage/firearm/pop rocket";
[(IsplashDamageDecl = "damage/firearm/pop rocket splash";
[(IsplashDoesntIgnoreDirectHitTarget = true;
[(IprojectilePlaysFireSound = true;

[

}
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