Shootables

Shootable

Disable network replication

entity {

[(entityDef funky shootable 1 {
[linherit = "func/shootable";
[class = "idTrigger TakeDamage";
[expandInheritance = false;
[poolCount = 0;

[(poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;

[edit = {

[IrenderModelInfo = {

[(IImodel = "art/kit/gameplay/breakable glow b. lwo";
[IIbcale = {

(111X = 0. 25;

Iy = ©. 25;

1Tk = 0. 25;

Hlig

i

[IklipModelInfo = {

[ITitype = "CLIPMODEL BOX";
[IIkize = {

11X = 1.5;

Iy = 1.5;

Ik = 1.5;

Tt

i

[IspawnPosition = {
IIx = -11.11;

Moy = -11.11;

Mk = -11.11;



i

[(IkpawnOrientation = {

Imat = {
(IIrmat[ 0] = {
(I = ©;
Ty = -1;
(I1Ir = ©;
(1%
Irmat[1] = {
I = 1;
IITy = ©;
01Tk = ©;
(1T

1%

i

[Mwait = 0;

[IitriggerOnce = true;

[(IitriggerForAllClients = true;

[IplayerCanActivate = false;

[[deadAiCanActivate = false;

[TkBllowZeroDamage = true;

[IkoundActivated = "play shootable activate";

[IkoundReady = "play shootable reset";

[IIf xDecl = "gameplay/shootable";

[[weaponDamageType = "PLAYER WEAPON SHOTGUN PLAYER WEAPON SHOTGUN FULL AUTO

PLAYER WEAPON SHOTGUN FULL AUTO MASTERY PLAYER WEAPON SHOTGUN STICKY BOMB

PLAYER WEAPON DOUBLE BARRELED SHOTGUN PLAYER WEAPON PLASMA PLAYER WEAPON PLASMA HEATWAVE
PLAYER WEAPON PLASMA SUPERCHARGE PLAYER WEAPON PLASMA ICE BOMB PLAYER WEAPON HAR

PLAYER WEAPON HAR SCOPE PLAYER WEAPON HAR MICROMISSLE PLAYER WEAPON ROCKETLAUNCHER
PLAYER WEAPON ROCKETLAUNCHER DETONATE PLAYER WEAPON ROCKETLAUNCHER LOCKON

PLAYER WEAPON BALLISTA PLAYER WEAPON BALLISTA ARBALEST PLAYER WEAPON BALLISTA DESTROYER
PLAYER WEAPON CHAINGUN PLAYER WEAPON CHAINGUN TURRET PLAYER WEAPON CHAINGUN GATLING
PLAYER WEAPON MEAT HOOK NAPALM PLAYER WEAPON BFG PLAYER WEAPON FRAG

PLAYER WEAPON FRAG GRENADE PLAYER WEAPON FRAG GRENADE CLUSTER PLAYER WEAPON FLAME BELCH
PLAYER WEAPON FLAME BELCH NAPALM PLAYER WEAPON PISTOL PLAYER WEAPON PISTOL HAND CANNON
PLAYER_ WEAPON UNMAYKR PLAYER WEAPON MICROWAVE MOD ";

[[targets = {

(IThum = 1;

[(Titem[ 0] = "funky shootable 1 timeline";



i

[(Idormancy = {
[(ITkllowDormancy = false;
[ITkllowPvsDormancy = false;
iy

[ITkeepAfter TriggerOnce = true;
i

}

}

Replication

entity {

[(entityDef funky shootable 1 timeline {
Oinherit = "target/timeline";

[class = "idTarget Timeline";
[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = true;
[disableAIPooling = false;

(edit = {

Mflags = {

[IThoFlood = true;

i}

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Oy = 1;
Iz = 1;
iy

[TcomponentTimeLine = {

(ITkntityEvents = {

IThum = 2;

[IIThiteml 0] {

QITentity = "funky_shootable_1 relay";
[([IITkevents = {

I Thum = 1;

MIIITitem 0] = {



[(IIITITeventTime = 250;

IIITITkeventCall = {
[(IIIIIITkeventDef = "activate";
(IIITThrgs = {
(T Thum = 1;
(I s tem[ 0] = {
(I ITentity = "";
(T

(IITIT®

(I

(I

(T

(1T

[Mitem[ 1] = {

(IIITentity = "funky shootable 1 remove";
[IIITevents {

(IIIIThum = 1;

QI tem[ 0] = {
II1ITkeventTime = 250;
(IIIIITeventCall {
[IIIIIITeventDef = "activate";
(IIITIThrgs = {

(I Thum = 1;
(I s tem[ 0] = {

(I entity = "";
(I

(T

(I

ninY

i}
IkhllowClientsToStart = true;

[IrenderModelInfo = {

[IIbcale = {
OImx = 1;
Ty = 1;
Ik = 1;



vvga

entity {

[(entityDef funky shootable 1 relay {
[inherit = "target/relay";

[klass = "idTarget Count";
[(expandInheritance = false;
[poolCount = 0;

[poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;

[(edit = {

(Mflags = {

[IIhoFlood = true;

(It

[ThetworkSerializeTransforms = false;
[Tkount = 1;

[(IkpawnPosition = {

X = 1;

oy = 1;

e = 1;

iy

[Titargets = {

[(IThum = 1;
[IThitem[ 0]
(It
[Mdormancy = {
[(ITkllowPvsDormancy = false;
i

[Idelay = 0;

i

}

}

"something to activate";

entity {
[(entityDef funky shootable 1 remove {

(inherit = "target/remove";



[klass = "idTarget Remove";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[disableAIPooling = false;
(edit = {

Mflags = {

[IThoFlood = true;

i
[ThetworkSerializeTransforms
[Tkount = 1;
[(IkpawnPosition = {

= false;

X = 1;

ary = 1;

Ir = 1;

i

[(Ittargets = {

IThum = 1;

[(IIitem[ @] = "funky shootable 1";
iy

Qdormancy = {

[ITkallowPvsDormancy = false;
i

[Idelay = 0;

[

}

}
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