idTrigger_Teleporter Fade

The idTrigger_Teleporter_Fade entity defines the location where the player can teleport from
with the fade effect.

entity {

OentityDef trigger teleport fade 1 {
Oinherit = "trigger/teleport fade";
Oclass = "idTrigger Teleporter Fade";
OexpandInheritance = false;
OpoolCount = 0;

OpoolGranularity = 2;
OnetworkReplicated = false;

(JdisableAIPooling = false;

Jedit = {

O0killerNames = {

000num = 1;

000item[0] = "#str decl damage the void GHOST81052"; // damage name
ao}

O0demonPlayerCanActivate = true; // should a Demon player activate
OdclientCanActivate = true;

[0chooseAASDestination = false;

O0conservePlayerSpeed = false;

O0fadeOut = {

donfadeMS = 250; // fade out duration

J00fadeSound = "play stinger falling damage";

a0}

O0fadeIn = {

OOo0fadeMS = 250; // fade in duration

ao}

O0fadeInDelayMS = 750;

OdcontrolDelayMS = 250;

O0damageDecl = "damage/triggerhurt/triggerhurt25"; // damage dealt
OdspawnPosition = {

goox = 1;

gogy = 1;

000z

1;



oo
O0renderModelInfo = {

000Omodel = NULL;

ao}

O0clipModelInfo = {

O0dclipModelName = "maps/game/sp/elml intro/elml intro/trigger teleport fade 1";
ao}

O0dormancy = {

O00allowDistanceDormancy = false;

O00allowPvsDormancy = false;

ao}

O0destination = "falling info teleport destination 1"; // destination entityDef
0}

}

}

See Also

e idTrigger Teleporter & idinfo TeleportDestination

Created 2023-03-29 21:01:37 PDT by Velser
Updated 2026-09-12 09:07:58 PDT by Velser


https://wiki.eternalmods.com/books/eternal-level-modding/page/idtrigger-teleporter-idinfo-teleportdestination

