Sync Melee

gameresources_patchl\generated\decls\entitydef\syncmelee\pinky 3p.d
ecl

Pinky Spectres need to be added as a third-person participant.

{

(inherit = "syncmelee/base";

[editorVars {

[(Ipblaceable = false;

i

[(edit = {

[(IrenderModelInfo = {

[(IImmodel = "md6def/objects/syncentities/3p syncentityll. md6";
iy

[(IkyncAnim = "animweb/syncmelee/pinky 3p/null/null”;
[(TenimWeb = "animweb/syncmelee/pinky 3p";
[(IthirdPersonParticipants = {

(IThum = 6;

OTitem[ 0] = {

[IIIlinstance = "";

(IITkentityDef = "player";

[IIThttachJointName = "attach00";

[(IITttarget = "";

[(IITspawnAction = "SPAWN NEVER";

[IITettachAction = "ATTACH SIMULATE BIND";

[IITJfinishAction
[(IITklearWhenFinished = true;

“FINISHACTION UNBIND";

[(IITenimSetName = "thirdPerson _instigator";
(Th

dIitem[ 1] = {

[IIIlinstance = "";

[(IITentityDef = "objects/gore/gorekit/gorekit";
[(IITettachJointName = "attach02";

(ITTltarget = "";

(IITkpawnAction = "SPAWN IF HAS ANIMATION";



(IITkhowAction = "SHOW WITH ANIM";
[(IITkettachAction = "ATTACH SIMULATE BIND";
[(IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson helper";
(ITitype = "HELPER";

il

doitem[ 2] = {

[IIIfinstance = "";

[(IITentityDef = "ai/heavy/pinky";
[IIThttachJointName = "attach0l";
(IITltarget = "";

ITkpawnAction = "SPAWN NEVER";
(IITkhowAction = "SHOW WITH ANIM";
“ATTACH_SIMULATE BIND";
"FINISHACTION UNBIND";

[(IITkttachAction
[IIIfinishAction
[IITklearWhenFinished = true;

[[Iltype = "TARGET";

[(IITlenimSetName = "thirdPerson target";

(Th

(Ilitem[ 3] = {

[IIIlinstance = "";

[(IITkentityDef = "objects/weapons/melee/chainsaw 3p";

[IIThttachJointName = "attach03";

[(IITttarget = "";

[IIIspawnAction = "SPAWN IF HAS ANIMATION";
[(IITkhowAction = "SHOW WITH ANIM";

" ATTACH SIMULATE BIND";
"FINISHACTION UNBIND AND HIDE";

[IIThttachAction
[IIIfinishAction
[(IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson _helper";
[(I1Titype = "HELPER";

1%

dTitem[ 4] = {

[IIIlinstance = "";

[IITentityDef = "objects/weapons/melee/crucible 3p";
[[ITkttachJointName = "attach04";
(IITttarget = "";

(IITkpawnAction = "SPAWN IF HAS ANIMATION";
[IITkhowAction = "SHOW WITH ANIM";
[(IITkttachAction = "ATTACH SIMULATE BIND";



(IITfinishAction = "FINISHACTION UNBIND AND HIDE";
[(IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson helper";
(IITltype = "HELPER";

[l

(Iitem[ 5] = {

[(IIIlinstance = "";

[(IITentityDef = "ai/heavy/pinky spectre";
[[ITkhttachJointName = "attach0l";
(IITitarget = "";

ITkpawnAction = "SPAWN NEVER";
[(IITkhowAction = "SHOW WITH ANIM";
“ATTACH_SIMULATE BIND";
"FINISHACTION UNBIND";

[(IITettachAction
[(IITifinishAction
[IITklearWhenFinished = true;

(IITitype = "TARGET";

[(IITenimSetName = "thirdPerson target";
OTh

(It
[(IfirstPersonModelOverride = "objects/syncentities/syncentityll. md6";

[([thirdPersonSyncEntityAnimSetName = "thirdPerson";
[M[tthirdPersonFallbackAnim = "animweb/syncmelee/pinky 3p/kill front head";
i

}

gameresources_patchl\generated\decls\entitydefisyncmelee\soldier blas
ter 3p.decl

Riot Soldiers need to be added as a third-person participant.

{

(inherit = "syncmelee/base";

[editorVars {

[Iplaceable = false;

[

[(edit = {

[Ir enderModelInfo = {

[IImodel = "md6def/objects/syncentities/3p syncentityll. md6";
1N

[(IsyncAnim = "animweb/syncmelee/soldier blaster 3p/null/null";



[TenimWeb = "animweb/syncmelee/soldier blaster 3p";
[([thirdPersonParticipants = {

(IIhum = 7;

(dritem 0] = {

[IIIlinstance = "";

[(IITkentityDef = "player";
[(IIThttachJointName = "attach00";
[(IITtarget = "";

[(IITspawnAction = "SPAWN NEVER";

" ATTACH SIMULATE BIND";
"FINISHACTION UNBIND";

[IITkhttachAction
[IITJfinishAction

[(IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson _instigator";
(T

dIitem[ 1] = {

[IIIlinstance = "";

[(IITentityDef = "objects/gore/gorekit/gorekit";
[(IITettachJointName = "attach02";
(ITTtarget = "";

(IITkpawnAction = "SPAWN IF HAS ANIMATION";
[(IITkhowAction = "SHOW WITH ANIM";
[ITkttachAction = "ATTACH SIMULATE BIND";
[(IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson_helper";
[(IITitype = "HELPER";

1%

dTitemf 2] = {

[IIIlinstance = "";

[(IITkentityDef = "ai/fodder/soldier blaster";
[(IIThttachJointName = "attach0l";
([ITftarget = "";

[(IITspawnAction = "SPAWN NEVER";
[(IITkhowAction = "SHOW WITH ANIM";

[(IITettachAction
(IITfinishAction

“ATTACH SIMULATE BIND";
"FINISHACTION UNBIND";

[(IITklearWhenFinished = true;

[IITttype = "TARGET";

[(IITenimSetName = "thirdPerson target";
Tt

dTlitem[ 3] = {

[IIIlinstance = "";



(IITentityDef = "ai/fodder/soldier shield";
[([ITkttachJointName = "attach0l";
(IITttarget = "";

[(IITspawnAction = "SPAWN NEVER";
[IITkhowAction = "SHOW WITH ANIM";

“ATTACH SIMULATE BIND";
"FINISHACTION UNBIND";

[(IITettachAction
[(IITfinishAction

[(IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson target";

(IITitype = "TARGET";

[l

(item[ 4] = {

[(IIIlinstance = "";

[IITentityDef = "objects/weapons/melee/chainsaw 3p";
[IIThttachJointName = "attach03";

(IITitarget = "";

[(IITkpawnAction = "SPAWN IF HAS ANIMATION";
[(IITkhowAction = "SHOW WITH ANIM";

[IITkettachAction = "ATTACH SIMULATE BIND";
[(IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson helper";

(ITtype = "HELPER";

il

(doitem[ 5] = {

[IIIfinstance = "";

[IITentityDef = "objects/weapons/melee/crucible 3p";
[IIThttachJointName = "attach04";

(IIlltarget = "";

[(IITkpawnAction = "SPAWN IF HAS ANIMATION";
[(IITkhowAction = "SHOW WITH ANIM";

“ATTACH _SIMULATE BIND";
"FINISHACTION UNBIND AND HIDE";

[(IITkttachAction
[IIIfinishAction
[IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson helper";
MIItype = "HELPER";

(T

(Ilitem 6] = {

[IIIlinstance = "";

[(IITentityDef = "ai/fodder/soldier chaingun";
[(IITkettachJointName = "attach0l";

(IITltarget = "";



[(IITkpawnAction = "SPAWN NEVER";
[(IITshowAction = "SHOW WITH ANIM";
(ITkttachAction = "ATTACH SIMULATE BIND";
[IIIfinishAction
[IITklearWhenFinished = true;

“FINISHACTION UNBIND";

[(IITenimSetName = "thirdPerson target";

[ITitype = "TARGET";

(T

It

[OfirstPersonModelOverride = "objects/syncentities/syncentityll. md6";
[ItthirdPersonSyncEntityAnimSetName = "thirdPerson";

[IithirdPersonFallbackAnim = "animweb/syncmelee/soldier blaster 3p/kill front upper";
i

}
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