Decls

This chapter contains required and recommended changes to decl files.

Playable Slayers

e Playable Demons

e Projectiles

« Damage

e Chainsaw

e Lootdrops

e RenderParms

e FX

e Cursed Prowlers

e Screechers

e Tyrants

e Cueballs

e Bullet Casing Collision

e Sync Melee

e Lobby map list

o Interactable switch fix.



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";

[[description = "#str decl actormodifier become slayer desc GHOST53520";
[IentityDef = "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";
[QuiIconLarge = "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;
[disableAIPooling = false;
[editorVars {

[[rotatable = false;
[[showOrientation = false;
[IshowFixedBox = 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";



[([forcedAdditionalSphereContents = "CONTENTS AIAWARE";
[[ctorConstants = {

[(IIperception = {
[IITkyeOffset = {
[Tz = 1.63800001;
(1T

[(IITkrouchedEyeOffset = {

[II11Zz = 0.610000014;

(1T

Tt

[ITectorSounds = {

[IIIsndFootsteps = "play md6_editor footstep";

Tk

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

[(IIwallClimbEffectTable JumpOffWall = "impacteffect/wall climb/wall climb jump off wall";
[IwallClimbEffectTable ClimbMoving Left = "impacteffect/wall climb/wall climb";
dIwallClimbEffectTable 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] = {

[(II1TweaponFolyTable = "impacteffect/weapon foley player/chaingun";
[(IIITweaponForFoly = "weapon/player/chaingun";

(1T

ITitem[ 1] = {

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

1T

(ITitem[ 2] = {

[(II1TweaponFolyTable = "impacteffect/weapon foley player/super shotgun";
[(IITTweaponForFoly = "weapon/player/double barrel”;



(T
(ITT5i tem[ 3]

{

[(IIITweaponFolyTable = "impacteffect/weapon foley player/plasma";

[(IITTweaponForFoly = "weapon/player/plasma rifle";

nnnny
MIitem[ 4] = {
[(IIITweaponFolyTable = "impacteffect/weapon foley player/heavy cannon";

[(IIITweaponForFoly = "weapon/player /heavy cannon";

(T
(QITitem[ 5] = {
[(IITTweaponFolyTable = "impacteffect/weapon foley player/rocket launcher";

[(IIITweaponForFoly = "weapon/player/rocket launcher";

(I
(1T tem[ 6]

{

[(II1TweaponFolyTable = "impacteffect/weapon foley player/gauss";

[IIITweaponForFoly = "weapon/player/gauss rifle";

(1T
(T

[(IIfootstepEvents = "footstepevents/default";

[(IIwaterInteraction = {
[IITkemissionRate = 0.100000001;

1%

It

[(IfProperties = {

(ITerticulatedFigure = "human/doom marine 3p";
1N

[I[actorEditable = {

[(ITkentityDamageComponent = {

[(IITentityDamage = "entitydamage/player";

il

[(ITradiusDamageJoints = {

IThum = 4;
[IITHtem[ O]
[IITHtem[ 1]
[(IITHtem[ 2]
[(IIThtem[ 3]
T

iy

"head part0l md";
"spine part04 md";
"leg lower rt";

"leg lower 1f";

[([ifactionName = "player";

[(IktartingInventory = {



IThum = 11;

(Titem[ 0] = {
[ITlinventoryDecl
Tt

dTitem 1] = {
[(IITiinventoryDecl
Tk

OTitem[ 2] = {
[(IITHinventoryDecl
Tt

Titemf 3] = {
[(IITHinventoryDecl
Tk

(Titem[ 4] = {
[(IITHinventoryDecl
Tt

(Titem[ 5] = {
(IITiinventoryDecl
(Th

(Ilitem 6] = {
[(IITinventoryDecl
Tt

dTitem[ 7] = {
[IITtinventoryDecl
(T

(Titem 8] = {
[IITfinventoryDecl
Tt

dTitem[ 9] = {
[IITiinventoryDecl
(Th

[MIitem[10] = {
[IITtinventoryDecl
Tk

i

[(Iaster WeaponList
(IThum = 9;

"weapon/player/shotgun";

"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";

=1

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

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

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



(IIHitem[ 3] = "weapon/player/chaingun";
[(IItitem[ 4] = "weapon/player/plasma rifle";
[(ITitem[ 5] = "weapon/player/gauss rifle";
[Tiitem[ 6] = "weapon/player/rocket launcher";
[(ITHitem[ 71 = "weapon/player/bfg";

[(ITtitem[ 8] = "weapon/player/chainsaw";

il

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

[IIkconversionTable = "base";
ThutoConvertSimpleltems = true;
[ITutoConvertComplexItems

i
[Iplayer AdditiveHandsAnims = {

true;

[[ThdditiveCrouch = "additive/crouch";

[[TkrdditiveUnCrouch = "additive/uncrouch";

i

[(IthirdPersonBodyDefault = "player tp body praetor";
[([thirdPersonBodyPraetor = "player tp body praetor";
[IplayableCharacter = "slayer";

[ThandsModelDefault = "md6def/player/human/base/praetor. mde";
[ThandsModelPraetor
[ThandsModelDefault D1

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

"md6def/player/human/base/praetor dl.md6";
[ThandsModelPraetor D1
[ThandsModelDefaultShowHideMeshInfo = {

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

[IImeshesToHide = {

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

iy

[[ThandsModelPraetorShowHideMeshInfo = {
[[ImmeshesToHide = {

IThum = 1;
[(IITHitem[ 0] = "body";
(It

[IImeshesToShow = {



(IIThum = 2;

(QITtitem[ @] = "arm MESH";
[(IITitem[ 1] = "knife base MESH";
Tt

iy

[ThandsModelDefault D1ShowHideMeshInfo = {
[IImeshesToHide = {

IIThum = 1;

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

[IImeshesToShow = {
IIThum = 1;

[(IITitem[ 0] = "arms";
(T

i

[ThandsModelPraetor D1ShowHideMeshInfo = {
[IImeshesToHide = {

IIThum = 1;

[(IITHitem[ 0] = "body";

(T

[IImeshesToShow = {

[(IIThum = 2;

(IITHitem[ 0] = "arm MESH";
[(MITiitem[ 1] = "knife base MESH";
(T

It

[Tithir dPersonModelDefaultShowHideMeshInfo = {
[IImeshesToHide = {

IIThum = 1;

(IITiitem[ 0] = "launcher low base";
(Th

i

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

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

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

IIhum = 8;



(IIHitem[ 0] = "weapon/player/shotgun";
[(IItitem[ 1] = "weapon/player/heavy cannon";
[(ITtitem[ 2] = "weapon/player/plasma rifle";
[(ITHitem[ 3] = "weapon/player/chaingun";
[(ITlitem[ 4] = "weapon/player/double barrel";
[(ITHitem[ 5] = "weapon/player/gauss rifle";
[IIiitem[ 6] = "weapon/player/rocket launcher";
dTiitem[ 71 = "weapon/player/chainsaw";

It

[ThandsHitReactionData = {

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

IIThum = 13;

(ITitem[ 0] = {

[(II1Thame = "generic 1";

[(II1TenimWebState = "generic 1";
[II1Tdescriptor = {

[(IIT1TkenglePer turbbDegs = 45;

(I

(T

Imitem[1] = {

(II1Thame = "generic 2";

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

[(IITITenglePer turbbDegs = 45;

(I

(1T

Iitem 2] = {

(IIThame = "melee 1";

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

[IITITitype = "HANDSHITREACTION MELEE";
[IT1TkellowWeaponAlphaOverride = false;
nannn;

1T

(ITitem[ 3] = {

IIThame = "melee 2";

[(IIITenimWebState = "melee 2";



[(IITTdescriptor = {

IT1Titype = "HANDSHITREACTION MELEE";
[IITITkllowWeaponAlphaOverride = false;
(I

(1T

MIitem[ 4] = {

(IIIThame = "explosive 1";
[(IIITenimWebState = "explosive 1";
[(IIITdescriptor = {

[IIT1Titype = "HANDSHITREACTION EXPLOSIVE";
[(IITITenglePer turbbDegs = 45;
[(IIIITktrengthTable = "player/handsanimation/hitdirection/explosive";
[IITITkh1lowWeaponAlphaOverride = false;
(11T

(11T

ITHitem[ 5] = {

[(IIIThame = "explosive 2";
[(IIITenimWebState = "explosive 2";
[II1Tdescriptor = {

(IIT1Ttype = "HANDSHITREACTION EXPLOSIVE";
[(IITITkenglePer turbbDegs = 45;
[IITITktrengthTable = "player/handsanimation/hitdirection/explosive";
[ITITkllowWeaponAlphaOverride = false;
(T

1T

(ITitem[ 6] = {

(IIIThame = "fire 1";

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

(IITITtype = "HANDSHITREACTION FIRE";
[(IIT1TkenglePer turbbDegs = 45;
[IITITkllowWeaponAlphaOverride = false;
(TITH

(1T

Imitem[ 7] = {

(IIIThame = "fire 2";

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

[IT1Titype = "HANDSHITREACTION FIRE";
[(IITTTenglePer turbDegs = 45;



ITTTellowWeaponAlphaOverride = false;
(11T

1T

(ITitem[ 8] = {

(IIIThame = "pushed";

[(IITenimWebState = "pushed";
[(IIITlimpactReaction = "pushed impact";
[II1Tdescriptor = {

[IIT1Titype = "HANDSHITREACTION PUSHED";
[(IITITenglePer turbbDegs = 45;
[IITITkllowWeaponAlphaOverride = false;
[(IITTTmovementGraph = "player/handsanimation/hitdirection/pushed";
(TITh

nnnn;

ITlitem[ 9] = {

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

[(IIT1Ttype = "HANDSHITREACTION NONE";
ITITkllowWeaponAlphaOverride = false;
(I

(T

[(IITHitem 10] = {

[IIThame = "lunge";

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

IT1Titype = "HANDSHITREACTION LUNGE";
ITITkllowWeaponAlphaOverride = false;
[(IITTTmovementGraph = "player/handsanimation/hitdirection/pushed";
OTITh

(11T

[IITHitem[ 11] = {

[(II1Thame = "lunge impact";
(IIITenimWebState = "pushed impact";
[II1Tdescriptor = {

[(IIT1Ttype = "HANDSHITREACTION NONE";
IITITkllowWeaponAlphaOverride = false;
(I

(1T



(IITitem[ 12] = {

[IIThame = "shotgunner knockback";

[IIITdescriptor = {

[IT1Titype = "HANDSHITREACTION SHOTGUNNER KNOCKBACK";
[ITTTellowWeaponAlphalOverride = false;

[(IITTTmovementGraph = "player/handsanimation/hitdirection/shotgunner knockback";
(T

nnnny;

Tt

iy

[IplayerBodyReactionData = {

[IItpBodyDefaultPath = "player/tp _body/default/idle";
[(IIreactionsBase = {

(IIThum = 34;

(ITitem[ 6] = {

[II1Thame = "blastLarge";

[IIITtype = "PLAYER BODY REACTION EXPLOSIVE";

[(II1TuseAlive = true;

[(IIITusebDead = true;

[(IITTthrowsPlayer = true;

[IIITdontUseInWater = true;

[IIITenable = false;

[(IIITr angeMax = 4. 76300001;

[(IIITstate start = {

(IIIIThame = "blastLarge start";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[(IIT1TtpBodyViaPath = "player/tp body/blast/blastLargeFall";
(I

[(IIITktate impactGround = {

[(IIIIThame = "blastLarge land";

[(III1TtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/blast/blastLargeLand";
(TITH

[(IITTstate impactGroundDead = {

[(IIIIThame = "blastLarge landDead";

[(IIT1TtpBodyDestPath = "player/tp body/blast/blastLargeLandDead";
(IITITitpBodyViaPath = "player/tp body/blast/blastLargeLandDead into";
(I

[(II1Tr eactionNumbDirs = "PLAYER BODY REACTION NUMDIRS 4";
(1T



Imitem[1] = {

[(II1Thame = "blastLarge2";

(IITTitype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;

[IIITuseDead = true;

[(IITithrowsPlayer = true;

[(IIITdontUseInWater = true;

[(IIIIEenable = false;

[(IT1Tr angeMax = 4. 76300001;

[I1Tstate start = {

[(IITIThame = "blastLarge2 start";

[(III1TttpBodyDestPath = "player/tp body/default/idle";
(IITITtpBodyViaPath = "player/tp body/blast/blastLargeFall";
(11T

[(IITstate impactGround = {

[(IIIIThame = "blastLarge2 land";

[(II11TttpBodyDestPath = "player/tp body/default/idle";
[(III1TttpBodyViaPath = "player/tp body/blast/blastLargeLand2";
nannn;

[IITstate impactGroundDead = {

[(IITIThame = "blastLarge2 landDead";

[(IITITtpBodyDestPath = "player/tp body/blast/blastLargeLandDead";

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

1T

ITitem[ 2] = {

[IIIThame = "blastSmall";

[I1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;

[(IIITdontUseInWater = true;

[(IIITEenable = false;

[(ITITr angeMax = 9. 52500057;

IITktate start = {

[IIIIThame = "blastSmall start";

[(III1TttpBodyDestPath = "player/tp body/default/idle";
[IIT1ItpBodyViaPath = "player/tp body/blast/blastSmallFall";
OTIT

[(ITTstate impactGround = {

ITIThame = "blastSmall land";

[(III1TttpBodyDestPath = "player/tp body/default/idle";



(IIT1TttpBodyViaPath = "player/tp body/blast/blastSmallLand";

(11T
[IITreactionNumDirs = "PLAYER BODY REACTION NUMDIRS 4";

1T

[MTitem 3] = {
[IIIThame = "blastSmall2";
(II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[(IIITuseAlive = true;

[IIITdontUseInWater = true;

[IIITenable = false;

[(IITTr angeMax = 9. 52500057;

IITktate start = {

[(IIIIThame = "blast";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[(IITTTtpBodyViaPath = "player/tp body/blast/blast";
(I

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

(1T tem[ 4] = {

[(II1Thame = "death generic";

[(II1Ttype = "PLAYER BODY REACTION DEATH";
[IIITuseAlive = true;

[IIITusebDead = true;

(II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[I1Tstate start = {

[(IIIIThame = "death generic";

[(IITITtpBodyDestPath = "player/tp body/deaths/death generic";
[(IIT1TttpBodyViaPath = "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";

[(IITTTtpBodyDestPath = "player/tp body/default/idle";
[IITITtpBodyViaPath = "player/tp body/blast/deadblastLargeFall";
(I

[(IITTktate impactGround = {

[(IIIIThame = "deadblastLarge land";

[(IIT1TtpBodyDestPath = "player/tp body/blast/deadblastlargeland";
(IIT1TitpBodyViaPath = "player/tp body/blast/deadblastlargeland into";

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

(1T

(MTitem[ 6] = {

[IIIThame = "fallDeath";

[II1Titype = "PLAYER BODY REACTION FALL";

[IIITuseDead = true;

IIITpffGroundOnly = true;

[[IITdontUseInWater = true;

IITstate start = {

[IIIIThame = "fallDeath";

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

[(IIIIreactionNumVariations = 6;

[(IIITreactionAlignToDir = false;

(1T

MImitem[ 7] = {

[(IIIThame = "poisonGasDeath";

IITtype = "PLAYER BODY REACTION POISON GAS";

[(IIITusebDead = true;

[IITTPnGroundOnly = true;

[IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {

[(IIIIThame = "poisonGasDeath";

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

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



[(IIITreactionAlignToDir = false;

nnnn;

[MTitem[ 8] = {

[(II1Thame = "damage/stumble";

[I1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;
[(IIITuseDead = true;
[(IIITithrowsPlayer = true;
[IIITdontUseInWater = true;
[IIITenable = false;

[II1Tr angeMin
[(IIITr angeMax = 9. 52500057;

(IITktate start = {

[(IIIIThame = "stumble start";

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

4.76300001;

[(IITTTtpBodyViaPath = "player/tp body/base/damage/stumble";
(I

[(IITTktate impactGround = {

[(IIIIThame = "blastLarge land";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[(IITTTtpBodyViaPath = "player/tp body/base/damage/stumble land";
(I

[(IITTstate impactGroundDead = {

[IIIIThame = “stumble death";

[IITITtpBodyDestPath = "player/tp body/base/damage/knockdown dead idle";
[(IITTTtpBodyViaPath = "player/tp body/base/damage/knockdown dead into";
(I

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

(1T

Iitem[ 9] = {

(II1Thame = "damage/knockdown";

[II1Titype = "PLAYER BODY REACTION EXPLOSIVE";

[IIITuseAlive = true;

[IIITuseDead = true;

[(IIITithrowsPlayer = true;

[[IITdontUseInWater = true;

[(IIITheedsPhysics = true;

[IIITenable = false;

[(IIITr angeMax = 2. 43799996;

IITktate start = {



[(IIIIThame = "knockdown start";

[IITITtpBodyDestPath = "player/tp body/base/default/idle";
[(IITITttpBodyViaPath = "player/tp body/base/damage/knockdown";
(I

[(IITTktate impactGround = {

[IIIIThame = "knockdown land";

[(IIT1TttpBodyDestPath = "player/tp body/base/default/idle";
(III1TtpBodyViaPath = "player/tp body/base/damage/knockdown land";
(I

[(IITTstate impactGroundDead = {

[IIIIThame = "knockdown death";

[IITITttpBodyDestPath = "player/tp _body/base/damage/knockdown dead idle";

(TITh
[(IIIIreactionNumDirs
(11T
MIThitem 10] = {
[(IIIThame = "groundPound";

"PLAYER BODY REACTION NUMDIRS 4";

(II1Ttype = "PLAYER BODY REACTION GROUND POUND";
[(IIITuseAlive = true;

[(IITTthrowsPlayer = true;

[IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {

[(IITTThame = "groundPound start";

(III1TtpBodyDestPath = "player/tp body/default/idle";
[(IITTTttpBodyViaPath = "player/tp body/groundPound/groundPound";
(I

[(IIITreactionAlignToDir = false;

[(IITfinhibitView = false;

(IIITpitchConstraintDegs = 89;

[(IITTlyawConstraintDegs = 45;

(11T

[IITHitem[ 11] = {

[(II1Thame = "heavyLanding";

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

[(IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {
(IITIThame = "heavyLanding";



[(II11TttpBodyDestPath = "player/tp body/default/idle";
[(III1TtpBodyViaPath = "player/tp body/land/land heavy";
OTITh

[(II1TreactionAlignToDir = false;

(1T

IITHitem[ 12] = {

(II1Thame = "fireDeath";

(II1Ttype = "PLAYER BODY REACTION FIRE";

[[IITuseDead = true;

(IIITonGroundOnly = true;

[IIITdontUseInWater = true;

[(II1TheedsPhysics = true;

[(IIIIEenable = false;

IITstate start = {

[IIIIThame = "fireDeath";

[(IITTTtpBodyDestPath = "player/tp body/deaths/death fire";
(I

[(IIITreactionAlignToDir = false;

(1T

(IIThitem[ 13] = {

[(IIIThame = "gibDeath";

[II1Ttype = "PLAYER BODY REACTION GIB";

[IIITusebDead = true;

(II1TbnGroundOnly = true;
[(IIITdontUseInWater = true;
[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

[(IIIIThame = "blastDeath";
(IIT1TttpBodyDestPath = "player/tp body/deaths/death blast";
OTITh

[(II1TreactionAlignToDir = false;

(1T

[(IITHitem[ 14] = {

[(IIIThame = "gibDeathEasterEgg";
[TITitype "PLAYER BODY REACTION GIB";
(IIITusebDead = true;

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



[IIITxhanceToOccur = 0;

[(IIIIEenable = false;

[(IITstate start = {

[(IITIThame = "blastDeathEasterEgg";

[(IITTTttpBodyDestPath = "player/tp body/deaths/death blast easter egg";
(I

[(II1TreactionAlignToDir = false;

nnnny;

[MIIHitem[ 15] = {

[(II1Thame = "death gib lite";

[([TITitype
[IIITusebDead = true;

"PLAYER BODY REACTION GIB LITE";

[II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

[(II1IThame = "blastDeathLite";

(IIT1TtpBodyDestPath = "player/tp body/deaths/death gib lite";
OTIT

[(II1TreactionAlignToDir = false;

(T

[(IITitem[ 16] = {

(IIIThame = "gibFalling";

(IITTtype = "PLAYER BODY REACTION GIB FALLING";
[[IITuseDead = true;

IITbffGroundOnly = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIIIenable = false;

IITstate start = {

[(IIIIThame = "gibFalling";

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

[(IIITreactionAlignToDir = false;

nnnn;

(IIThitem[ 17] = {

[IIIThame = "massiveMeleeHitDeath";

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



(IIITbnGroundOnly = true;

[([IITdontUseInWater = true;

[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

[IIIIThame = "massiveMeleeHitDeath";

[(IIT1TttpBodyDestPath = "player/tp body/deaths/death massive melee hit";

(1T
[(IIITreactionAlignToDir

false;
[(IIITkclipCameraMovement = false;

(1T

[(IITHitem[ 18] = {

[IIThame = "sliceVerticalDeath";

[(TITitype "PLAYER BODY REACTION SLICE VERTICAL";
[IIITuseDead = true;

IITobnGroundOnly = true;

[IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[(IIITEenable = false;

IITstate start = {

[IIIIThame = "sliceVerticalDeath";

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

(T
[(IIITreactionAlignToDir = false;

1T

[MIIHitem[ 19] = {

[IIIThame = "sliceHorizontalDeath";

[II1Titype = "PLAYER BODY REACTION SLICE HORIZONTAL";

[IIITusebDead = true;
[II1TbnGroundOnly = true;
[([IITdontUseInWater = true;
[(IITTheedsPhysics = true;
[IIITenable = false;

IITktate start = {

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

[(II1TreactionAlignToDir = false;
(T

[(IITHitem[ 20] = {



(IIIThame

(IIITitype
[(IIITusebDead = true;

"death lava";

"PLAYER BODY REACTION DEATH LAVA";

[IIITenable = false;

IITktate start = {

(IITIThame = "death lava";

(IIT1TttpBodyDestPath = "player/tp body/deaths/death lava";
(11T

[(IIITreactionAlignToDir = false;

(11T

[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";
OTITh

[(II1TreactionAlignToDir = false;

1T

[IITHitem 22] = {

[IIIThame = "airDeath";

(II1Ttype = "PLAYER BODY REACTION DEATH";

[(IIITusebDead = true;

IITbffGroundOnly = true;

[(IITTheedsPhysics = true;

[I1Tstate start = {

(IIIThame = "airDeath loop";

(IITITtpBodyDestPath = "player/tp body/deaths/death air loop";
(III1IttpBodyViaPath = "player/tp body/deaths/death air into";
OTITh

[(IITstate impactGround = {

IIIThame = "airDeath impact";

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

[(II1TreactionAlignToDir = false;

1T

[IITHitem[ 23] = {

[IIIThame = "landSlam";

[IIITitype = "PLAYER BODY REACTION LAND SLAM";



[[IITuseAlive = true;

[([IITdontUseInWater = true;

[(IITstate start = {

[IIIIThame = "landSlam";

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

(T

[(IIITreactionAlignToDir = false;

(1T

[IITHitem 24] = {

[IIIThame = "landSlamAlt";

(IIITtype = "PLAYER BODY REACTION LAND SLAM ALT";

[(IIITuseAlive = true;

[(IIITdontUseInWater = true;

[(IITstate start = {

[IIIIThame = "landSlamAlt";

[(II11TttpBodyDestPath = "player/tp body/default/idle";
(IIT1TttpBodyViaPath = "player/tp body/land/land slam 2019";
nannn;

[(II1TreactionAlignToDir = false;

(11T

[IITHitem 25] = {

[IIIThame = "returnFromHell";

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

[IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {

[(IIIIThame = "landSlam";

[(IIT1TtpBodyDestPath = "player/tp body/default/idle";
[II1TtpBodyViaPath = "player/tp body/return from hell/return from hell";
(T

[(IIITreactionAlignToDir = false;

(1T

[(IITHitem 26] = {

[IIThame = "death electricity";

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

(IITobnGroundOnly = true;
[IIITdontUseInWater = true;



[(IITTheedsPhysics = true;

[(IIIIEenable = false;

[(IITstate start = {

[(III1Thame = "death electricity";

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

[(II1TreactionAlignToDir = false;

nnnny;

[MIIHitem[ 27] = {

[(II1Thame = "death bite";

[([TITitype
[IIITusebDead = true;

“PLAYER BODY REACTION DEATH BITE";

[II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[IIITenable = false;

IITktate start = {

(IITIThame = "death bite";

[III1TtpBodyDestPath = "player/tp_body/deaths/death bite";
nannn;

[(II1TreactionAlignToDir = false;

(11T

[IITHitem 28] = {

(IITThame = "death acid";

(II1Titype = "PLAYER BODY REACTION_ ACID";

[I1Tusebead = true;

[IITTPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[IIITenable = false;

(IITktate start = {

[(III1Thame = "death acid";

[III1TtpBodyDestPath = "player/tp body/deaths/death acid";
(TITH

[(IIITreactionAlignToDir = false;

(1T

[(IITfitem[ 29] = {

[(IIIThame = "death decapitation";

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

[(IIITobnGroundOnly = true;



[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

(IIITEenable = false;

[(IITstate start = {

[IIIIThame = "death decapitation”;
[(IIT1TtpBodyDestPath = "player/tp body/base/deaths/death decapitation”;
(T

[(IIITreactionAlignToDir = false;

(1T

[IITHitem[ 30] = {

[(IITThame = "death run over";

(IITtype = "PLAYER BODY REACTION DEATH RUN OVER";
[(IITTuseDead = true;

[II1TPnGroundOnly = true;

[IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[IIITenable = false;

(IITktate start = {

(III1Thame = "death run over";

[II1TtpBodyDestPath = "player/tp body/deaths/death run over";
(I

[(IIITreactionAlignToDir = false;

(1T

[(IITHitem 31] = {

[IIThame = "death hole in chest";

(I11Ttype = "PLAYER BODY REACTION DEATH HOLE IN CHEST";
[IIITuseDead = true;

IITobnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IIITheedsPhysics = true;

[(IIITEenable = false;

[(IITstate start = {

IIIThame = "death hole in chest";
[(IIT1TtpBodyDestPath = "player/tp body/deaths/death hole in chest";
(T

[(II1TreactionAlignToDir = false;

1T

[(MITHitem 32] = {

[(IIIThame = "death argent arcs";

(IIITtype = "PLAYER BODY REACTION DEATH ARGENT ARCS";



[IIITusebDead = true;

(II1TbnGroundOnly = true;

[(IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[IIITenable = false;

IITktate start = {

(IITIThame = "death _argent arcs";
[(IIT1TtpBodyDestPath = "player/tp body/deaths/death argent arcs";
(I

[(IIITreactionAlignToDir = false;

(1T

[MITritem[ 33] = {

(II1Thame = "death xenon";

[T1Titype "PLAYER BODY REACTION DEATH XENON";
[IIITuseDead = true;

IITobnGroundOnly = true;

[IIITdontUseInWater = true;

[(IITTheedsPhysics = true;

[(IIITEenable = false;

IITstate start = {

[(III1Thame = "death xenon";

[(IITTTtpBodyDestPath = "player/tp body/deaths/death xenon";
(I

[(IIITreactionAlignToDir = false;

1T

Tt

iy

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

[[doom5Melee = {

[(ITdoomBladeDecl = "weapon/player/doomblade";
[IImeleeIntervalMS = 500;

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

[ITdamageForwardForMeleelLevel = {

IThum = 3;

[(IITHitem[ 0] = "damage/player/melee d5 forward";

_strike";



[(IITiitem[ 1] = "damage/player/melee d5 forward 2";
[(IITitem[ 2] = "damage/player/melee d5 forward 3";
(T

[ITkreakEffectDelayMS = 200;

[(ITpowerStrikeLevels = {

IIThum = 1;

dITitem[ 0] = {

[(IIITkhargeLevel = 60;

[(IIITkhargeLevelSound = "play power strike ready full";
[IIITdamageDecl = "damage/player/melee d5 power strike";
[(IIITkreakEffectDecl = "projectile ent/player/melee d5 power strike aoe";
(1T

Tk

[(ITpowerStrikeChargelLevelSoundInterval = 500;

i

[(IkyncMelee = {

[(IIkyncGroups = {

IIThum = 1;

(IITH tem[ 0] = {

[IIITkyncInteractions = {

(IIIThum = 1;

Q1T tem[ 0] = "syncdeath/playerdeath/imp/front armrip";
(I

(T

T
[ITithirdPersonRemoteInstigatorStatusEffect =

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

[(ITdefaultLightParms = {

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

[(IITpffset = {
({111 = 0. 952000022;
T

[IIIifadeInSec = 0.5;

[IITfadeOutSec = 0. 5;

(T

[IIsoundParms = {

[IITktartSound = "play glory kill duck";
[IITkendSound = "play glory kill off";
[IITstartSoundBerserk = "play berserk kill duck";



[(IITkendSoundBerserk = "play berserk kill off";

[Tk tartSoundCrucible = "play berserk kill duck";

[(IITendSoundCrucible = "play berserk kill off";

[IIIfadeInSec = 0.5;

[IITifadeOutSec = 0. 5;

Tk

il

[IninWeaponPoints = 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";

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

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

"cineractive/e2m2 base/tyrant crucible hammer/tyrant crucible hammer sync";
[TrchvileSyncDef = "cineractive/hammer trailer/archvile hammer sync";
[[ltcamViewShake = "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/quis/hud/interior damage/d grenade";
il

[[waterValues = "slayer";

[[dashItemDecl = "ability dash";

[[HodgeStats = {

[TinitialSpeedDuration = 0. 0700000003;

[[ImiddleDuration = 0. 0799999982;

[ITs lowDownDuration = 0. 100000001;

[(IIlinitialVerticalSpeed = 0. 0949999988;

[IIviewRollScalar = 4;

iy

[TbreadCrumbs = {



[IIribbonSplinePath = "spline/path";
[(IIribbonEffect = "breadcrumb";
[IIribbonSamples = 50;
[(IIribbonInitialHeight = 0. 381000012;
iy
[ITdashboard
[(ITradMeter
(IITHecay = {

[II1TdecayRate = 1;

(11T

[IITradShieldItemDecl = "map objects/rad shield damage decreases shield";

Il 1]
-~

[IITradShieldItemDecl2 = "map objects/rad shield time decreases shield";
[IITr adShieldRechargeItemDecl = "map objects/rad suit refill shield";
[(IIThazardInfolList = {

(IIThum = 4;

OITitem[ 0] = {

[(IITTTdeclDamage = "damage/hazard/slime";
[IITTThobamageTimeWithRadMS = 500;

[(IITITmmeterDecreasePerDamage = 0.100000001;

OTIT

OITitem[ 1] = {

[(IIT1TdeclDamage = "damage/hazard/water toxic";
[IITTThoDamageTimeWithRadMS = 500;

[(IITTTmmeterDecreasePerDamage = 0. 0599999987,

OTIT

OITitem 2] = {

[(IITTTdeclDamage = "damage/hazard/slime sac";
[IITIThoDamageTimeWithRadMS = 500;

[(IITITmmeterDecreasePerDamage = 0. 0500000007,

(TITh

(IIThitem[ 3] = {

[(IIT1TdeclDamage = "damage/hazard/poison bog";
[IITIThoDamageTimeWithRadMS = 500;

[(IITTTmeterDecreasePerDamage = 0. 0799999982;

OTITh

nnnn;

[ITfxDecl = "player/hazmat shield";

[Tk tar tHazardSoundDecl = "play rad suit 1p";
[IITktopHazardSoundDecl = "play rad suit off";
[(IITmeter25PercentSoundDecl = "play rad suit low warning loop";



[(IITuiMeterScale = 100;
(Tt

[(ITdashMeter {
[IIImaxValue = 100;

[IITmaxValueSound = "play dash recharge";
[IITplayMaxValueSoundOnInit = false;

[(IITpipMetering = {

IITmaxNumPips = 2;

(1T

[IITdeathBonus = 0;
[IITmaxValueSoundRechargedFromEmpty = "play dash recharge double";
Tk

[(ITpowerStrikeMeter = {

[(IITMmaxValue = 100;

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

[(IT1TregenRate = 10;

(1T

[(IITdebugBar = {
[IIIIX = 0. 800000012;
11Ty = 0. 800000012;

IIIwidth = 0.100000001;
[IIITheight = 0. 00749999983;
[([IITiframeColor = {

IIIIx = 6;
Iy = 6;
(I
[IIITkarColor = {
IIITx = 0. 75;
My = 0. 75;
Ik = ©. 75;
(I

(1T

[l

[(ITfjudgementMeter = {

[IIIMmaxValue = 3;

[IITmmaxValueSound = "play power strike ready full";
ITpipMetering = {

ITTmMmaxNumPips 3;

(1T



[(IITregeneration = {
[(ITITr egenRate = 0. 699999988;

I

[IITdebugBar = {
[III1Xx = 0. 300000012;
11Ty = 0.75;

IITwidth = 0.150000006;
[II1Theight = 0. 0199999996;
[IIIIiframeColor = {

(IIIITX = 6;
[Ty = 0;
(IIITw = 0. 75;
(TITh
[(IIITbarColor = {
[IIIIIx = 0. 75;
Iy = 6. 75;
11Tk = 0. 75;
(11w = 0. 75;
nannn;

1T

[(IITdecayKillPips = 10;
[IITdecayKillDemonCosts = {
[IIIThum = 6;
(IITitem 0] = {
[(IITITmonster Type
[IIIITvalue = 0;
(I
QIITitem[ 1] = {
[(IITTTmonster Type
[(IIIITvalue = 1;
(I
(IITitem[ 2] = {
(IITIImmonster Type = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER IMP

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

[(IIIITvalue = 1;

(I

(IITitem[ 3] = {

[IIIIImmonster Type = "AI MONSTER ZOMBIE MAYKR AI MONSTER PROWLER AI MONSTER CURSED PROWLER

AI MONSTER CARCASS";

"AI MONSTER CUEBALL";

"AI MONSTER TENTACLE";



[IIIIIvalue = 1;

(I

(IITitem[ 4] = {

(IITIImmonster 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";

[(IIITvalue = 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;

Hulis

[IIbxygenMeter = {

[(IITregeneration = {

[(ITITr egenRate = 2;

(1T

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

[(IIIThum = 4;

(ITitem 0] = {

[(IITTTdeclDamage = "damage/hazard/water deep";

600;

0. 0500000007;

[IITIThobamageTimeWithSuitMS

[(ITITTmmeterDecreasePerDamage
OTITh

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

0.100000001;

[IITTThobDamageTimeWithSuitMS

[(ITTTTmmeterDecreasePerDamage

(T
(IITitem 21 = {
[(IITTTdeclDamage = "damage/hazard/water toxic";

[(IITIThoDamageTimeWithSuitMS 500;

0. 0500000007;

[(ITTTTmeterDecreasePerDamage



OTITh

OITitem 3] = {

[IITTdeclDamage = "damage/hazard/water toxic increased";
500;

0. 6500000007;

[(IITIThoDamageTimeWithSuitMS

[(IITITimeterDecreasePerDamage

OTITh
1T

[IITif xDecl = "player/hazmat shield";

[(IITieter25PercentSoundDecl = "play rad suit low warning loop";

[IITuiMeterScale = 100;

[(IITbxygenRegenDelay = {

(IITvalue = 2;

1T
T

[(IThotificationManager = {

[IIThotificationDefs = {

[(IIIThum = 88;

[(IIIT1tem[ O] "hud/codex";

[(IIITitem[ 1] "hud/keycard";

[(IIIThtem 2] "hud/objective update";

[IIITHtem[ 3] "hud/objective complete";
[IIITHtem[ 4] "hud/mod acquired";

[IIITHtem[ 5] "hud/rune_acquired";

(ITTITtH tem[ 6] "hud/praetor _acquired";

QIITtitem 7] "hud/weapon point";

[(IIITHtem[ 8] "hud/collectible acquired";
[IIITHtem[ 9] "hud/argentupgrade acquired";
[IITTH tem[ 10] "hud/callouts/generic callout";
IITTH tem[ 11] "hud/callouts/round timer callout";
QITThitem[ 12] "hud/callouts/ally used card";
[(IIITitem] 13] "hud/callouts/enemy used card";
[IIITHtem[ 14] "hud/callouts/match defeat";
[IIITHtem[ 15] "hud/callouts/match victory";
[IIITntem[ 17] "hud/callouts/round start";
(ITTTH tem[ 18] "hud/weapon_broken";

(QIITtitem[ 19] "hud/invasion/incoming invader";
[(ITITH tem] 20] "hud/fast travel";

[IIITHtem[ 21] "hud/sentinel armor activated";
[ITTTH tem[ 22] "hud/sentinel armor deactivated";

(TITTH tem[ 23]

"hud/extra life activated";



[(IIIT1tem[ 24]
[(IIITHtem[ 25]
[(IIIThtem] 26]
[IIITHtem[ 27]
[IIITHtem[ 28]
[IIIT1tem[ 29]
[IT1Tt tem[ 30]
[(IIIThitem[ 31]
[IIITHtem[ 32]
[IIITHtem[ 33]
[IIITHtem[ 34]
[IT1Tt tem[ 35]
(IT1Tt tem[ 36]
[(IIITitem] 37]
[TIITHtem[ 38]
[TIITH tem[ 39]
[IIITHtem[ 40]
[(IIITrntem[ 41]
[(IIITitem[ 42]
(IIIThtem[ 43]
[IIITHtem[ 44]
[IIITHtem[ 45]
[IIITHtem[ 46]
[(IIITthitem[ 47]
[(IIIThtem[ 48]
[IIIT1Htem[ 49]
[IIITHtem[ 50]
[IIITHtem[ 51]
[IIIT1Htem[ 52]
(IT1Tti tem[ 53]
[(IIITHitem] 54]
[IIIT1Htem[ 55]
[IIIT1tem[ 56]
[IIITntem[ 57]
[IT1Tti tem[ 58]
[(IIITHitem[ 59]
[(IIIThtem] 60]
[IIITHtem[ 61]
[IIITHtem[ 62]
[IITTt tem[ 63]

"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";
"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"



[IIIT1tem[ 64]
[(IIITHtem[ 65]
[IIIThtem] 66]
[IIITHtem[ 67]
[IIITHtem[ 68]
[ITTTt tem[ 69]
[(IIIT1item[ 70]
[(IIITitem] 71]
[IIITHtem[ 72]
[IIITHtem[ 73]
[IIITntem[ 74]
[IIIT1tem[ 75]
[(IIIT1item[ 76]
(IIITitem] 771
[IIITHtem[ 78]
(IIITH tem[ 79]
[IT1Tti tem[ 80]
[(IIIT1tem[ 81]
[(IIIThitem[ 82]
[(IIIThtem[ 83]
[IIIT1Htem[ 84]
[IIIT1tem[ 85]
[ITTTt tem[ 86]
[(IIIT1item[ 87]
1T

Tt

"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 = {

[IITmaster ALlWeapons = "campaign/master all weapons";

[(IITr equiredMaster edWeapons = {

(IIIThum = 8§;
[(IIIThtem[ 0]
[IIITHtem[ 1]
[IIITHtem[ 2]
[IIITHtem[ 3]
[(IIITHtem[ 4]
[(IIIThtem[ 5]
(IIIThtem 6]
(11T

"campaign/master ballista";
"campaign/master chaingun";
"campaign/master combat shotgun";
"campaign/master heavy cannon";
"campaign/master plasma rifle";
"campaign/master rocket launcher";

"campaign/master super shotgun";

[(IITdossierOrderWeaponList = {

(IIThum = 9;



IITHtem[ 0] = "weapon/player/shotgun";

[(IIITfitem[ 1] = "weapon/player/heavy cannon";

[(IIITfitem[ 2] = "weapon/player/plasma rifle";

[(IIITiitem[ 3] = "weapon/player/rocket launcher";

[IITHitem[ 4] = "weapon/player/double barrel”;

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

(11Tl tem[ 6] = "weapon/player/chaingun";

[(IIITHtem[ 71 = "weapon/player/bfg";

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

(11T

Tt

[IIruneManager = {

[(IIImasterRuneList = {

(IIIThum = 9;

[(IIITiitem[ 0] = "perk/player/runes/glory kill speed";
IITHitem[ 1] = "perk/player/runes/glory kill dash";

[(III1THtem[ 2] = "perk/player/runes/speed boost on glory kill";
(IIIThitem 3] = "perk/player/runes/double jump air control";
(IIITiitem 4] = "perk/player/runes/modify enemy stagger duration";
[IIIThitem[ 5] = "perk/player/runes/activate focus on death blow";
[(IIITiitem[ 6] = "perk/player/runes/target strike";

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

[ITrunePerkGroup = "perkgroups/runes";

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

OIITptr = {
IIITptrf 6] = 1;
OIMITptr(1] = 2;
OIIITptri2] = 3;
OTITh

1T

(T

[(ITkuitManager = {

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

[(II1Tdisplay = "#str praetor fundamentals";
[(IIITdescription = "#str praetor fundamentals desc";

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



[(IITTsuitUpgrades = {

(IITIThum = 4;

[(IITITtitem[ 0] = "perk/player/suit/fundamentals/ledge grab speed";
[(IITITtitem[ 1] = "perk/player/suit/fundamentals/weapon change speed";
(IIITitem[ 2] = "perk/player/suit/dash/dash regen delay";

[(IITITH tem[ 3] = "perk/player/suit/dash/dash gk restore dash";
(T

nnnny;

[IITextermination = {

[IIITlindex = 1;

[(IITTdisplay = "#str praetor extermination";

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

(IIIThum = 4;

(1Tl tem[ 0] = "perk/player/equipment/frag reduce cooldown";
ITITHitem[ 1] = "perk/player/equipment/frag concussive blast";
(QIIITtitem[ 2] = "perk/player/equipment/frag max capacity";
(ITITtitem 3] = "perk/player/equipment/frag cluster bombs";

OTIT

(11T

[IITkelfPreservation = {

[IIITlindex = 2;

[(IIITdisplay = "#str praetor self preservation";

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

[IIITiconMaterial = "art/ui/dossier/icons/preator suit/category/self preservation";
[ITTkuitUpgrades {

(IITThum = 4;

(ITITHitem[ 0] = "perk/player/suit/self preservation/reduce hazard damage";

(IITITtitem[ 1] = "perk/player/suit/self preservation/reduce self weapon damage";
[(IITITtitem[ 2] = "perk/player/suit/extermination/barrels respawn";

(IITITtitem 3] = "perk/player/suit/extermination/barrels drop ammo";

(TITH

(1T

[(IITpowerups = {

[([IIIlindex = 3;

[(III1Tdisplay = "#str praetor powerups";

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

[IIITHconMaterial
[(IITTsuitUpgrades

"art/ui/dossier/icons/preator suit/category/powerups";

{



(II1Thum = 4;
(TITIT1 tem[ 6]
(IITTT3 teml 1]
(ITITT% tem[ 2]
(ITITT% tem[ 3]
(I

(1%

[IITkexploration

(IITindex = 4;
[(II1Tdisplay = "#str praetor exploration";

"perk/player /equipment/ice reduce cooldown";
"perk/player/equipment/ice extend duration";
"perk/player /equipment/ice health drops";

"perk/player/equipment/ice melee shatter";

=1

[IITTdescription = "#str praetor exploration desc";

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

ITIThum = 4;

[IITITtitem[ 0] = "perk/player/suit/exploration/automap shows map station";

11T tem[ 1] = "perk/player/suit/exploration/automap shows progression items";
[(IITITH tem[ 2] = "perk/player/suit/exploration/automap increased fog radius";
(IIT1Ttitem 3] = "perk/player/suit/exploration/dossier shows progression_items";
nannn;

1T

[IITdash = {

[IIITlindex = 5;

[(IITdisplay = "#str praetor dash";

[(II1Tdescription = "#str praetor dash desc";

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

(IIIIThum = 4;

(IITITHitem[ 0] = "perk/player/suit/self preservation/reduce hazard damage";
ITITHitem[ 1] = "perk/player/suit/self preservation/reduce self weapon_ damage";
[(QIIITtitem 2] = "perk/player/suit/extermination/barrels respawn";

[(IITITtitem[ 3] = "perk/player/suit/extermination/barrels drop ammo";

(T

(1T

[IITkrgentCellPerkGroup = "perkgroups/argent cell";

[(IITkuitPerkGroup = "perkgroups/suit";

[ITkheatcode = "CHEAT CODE TYPE QUAKECON MODE";

[(IITellAcqTutorial = "tutorialevent/ingame tutorial/quakecon _mode";

(T

([TunlockableManager = {

[IITmissionChallenges = "missionchallenge/main";



[(IITmilestones = "milestonelist/main";
(Tt

[(IIktatManager = {
[(IITkexplorationHintOptions = {
[(IIThum = 3;

(TTitem[ 0] = {

[(II11TrequiredRules = {

(I Thum = 1;

I temf 6] = {

ITITITktat = "STAT CHALLENGES COMPLETED";
[IIIIIITvalue = 0;

IITIIITbperation = "RULE_OPERATION EQUALS";
(T

(T

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

OITitem[ 1] = {

[(II1ITrequiredRules = {

MIIITThum = 1;

IITITiteml 0] = {

ITITITktat = "STAT SECRETS FOUND";
[(IITTTITkecondStat = "STAT SECRETS";
[(IITITITkecondStatbDuration = "DUR LEVEL";
[IIIIIIIvalue = 50;

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

[Tk
[IIIITbonusRules = {
(I Thum = 1;

(I temf 0] = {

MIIIIIIstat = "STAT SECRETS FOUND";
(ITIIITkecondStat = "STAT SECRETS";
[(IITITITkecondStatbDuration = "DUR LEVEL";
IIIIIITvalue = 25;

ITIIITbperation = "RULE_OPERATION LESS THAN PERCENTAGE";
(I

(I

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

OIIritem[ 2] = {



[(II1ITrequiredRules = {

MIIIIThum = 1;

IIMITiteml 0] = {

[(ITTTITktat = "STAT SLAYER GATE USED";
ITIIITktatburation = "DUR_GAME";

[IIIIIITvalue = 0;

(IITTIITbperation = "RULE_OPERATION EQUALS";

(T

(I

[(IIT1TresultDatabecl = "hint/exploration/slayer gate";

01T

(1T
[MITkombatHintOptions = {
(IIIThum = 25;

(IITitem[ 0] = {

[(IIIITrequiredRules = {

(IIIIThum = 1;

(I temf 0] = {

(ITITITktat = "STAT REVENANT KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

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

nnnnnn;

[(IIIIIresultDatabDecl = "hint/combat/revenant";

(I

OITitem(1] = {

[IIIITrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

(IIITIITktat = "STAT HELL MARINE KILLED";
[(IITTTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

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

(T

[(III1TresultDatabDecl = "hint/combat/soldier blaster";
(I

(IITitem[ 2] = {

[(IITITrequiredRules = {



(I Thum = 1;

I temf 0] = {

ITITITktat = "STAT PINKY KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(I

(T

[(IITITresultDataDecl = "hint/combat/pinky";
(I

I tem 3] = {

[(IIIITrequiredRules = {

MITITThum = 1;

IITitem[ 0] = {

11T Tk tat = "STAT BARON KILLED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

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

(I

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

(OTITitem[ 4] = {

[(II1ITrequiredRules = {

(I Thum = 1;

I temf 6] = {

I Tktat = "STAT CACODEMON KILLED";
ITIIITktatburation = "DUR_GAME";

[(IIIIIITvalue = 0;

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

(I

[IIIIIresultDataDecl = "hint/combat/cacodemon";
(TITh

(IITitem[ 5] = {

[(III1TrequiredRules = {

(MIIIIThum = 1;

I temf 6] = {

11T Tktat = "STAT MANCUBUS KILLED";
IITIIITktatburation = "DUR_GAME";



[MIIIIIIvalue = 0;

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

(ITTIT%

[IITITresultbDatabecl = "hint/combat/mancubus fire";
(T

(IITitem 6] = {

[(IIT1TrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

[(IITITITktat = "STAT LOST SOUL KILLED";
(IITITI Tk tatburation = "DUR_GAME";

[IIIIIITvalue = 0;

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

(ITIITT

[(IITITresultDatabecl = "hint/combat/lost soul";

(T

(IITitem[ 7] = {

[(IITITrequiredRules = {

[IITIThum = 1;

(I tem[ 0] = {

ITIIITktat = "STAT HELL SHOTGUNNER KILLED";
(IITITITktatburation = "DUR_GAME";

[IIIIITvalue = 0;

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

(TIITT

[IITITresultbDatabecl = "hint/combat/soldier shield";
(T

(IITitem[ 8] = {

[(IITITrequiredRules = {

(IIIThum = 1;

IITITitemf 6] = {

11T Tktat = "STAT WEAPON SHOTGUN DAMAGE";
(IIIITITktatDuration = "DUR_GAME";

IIIIIIvalue = 0;

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

nnnnnn;



[(IIIITresultbatabDecl = "hint/combat/shotgun";

(11T

(IITitem[ 91 = {

[(IITITrequiredRules = {

(T Thum = 1;

Tl tem[ 0] = {

OIIIIIIktat = "STAT WEAPON DBL SHOTGUN DAMAGE";
(IIIITITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

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

(I

[III1resultbDataDecl = "hint/combat/double barrel";
(11T

OITitem(10] = {

[(IIIITrequiredRules = {

(T Thum = 1;

OTITTTHi tem[ 0] = {

OIIIIIIktat = "STAT WEAPON ASS RIFLE DAMAGE";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

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

(T

[(IITITresultDataDecl = "hint/combat/heavy cannon";
(I

OITitem[11] = {

[IIIITrequiredRules = {

I Thum = 1;

OTITTTH tem[ 0] = {

(11T Tk tat = "STAT WEAPON PLASM RIFLE DAMAGE";
[(IITTTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

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

(T

[(IIT1Tr esultDataDecl = "hint/combat/plasma rifle";
(I

OITitem(12] = {

[(IITITrequiredRules = {



(I Thum = 1;

I temf 0] = {

1T Tk tat = "STAT WEAPON ROCKET LAUNCHER KILLS";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(I

(T

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

OTTHitem[ 13] = {

[(IIIITrequiredRules = {

MITITThum = 1;

IITitem[ 0] = {

(I Tk tat = "STAT WEAPON CHAINGUN KILLS";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

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

(I

[(III11TresultDataDecl = "hint/combat/chaingun";

(I

dTTitem[14] = {

[(II1ITrequiredRules = {

(IIIIIThum = 1;

I temf 6] = {

I Tktat = "STAT WEAPON GAUSS KILLS";
ITIIITktatburation = "DUR_GAME";

[(IIIIIITvalue = 0;

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

(I

[(IIT1TresultDataDecl = "hint/combat/gauss rifle";
(TITh

OTMTitem[15] = {

[(III1TrequiredRules = {

(MIIIIThum = 1;

I temf 6] = {

1T Tktat = "STAT WEAPON BFG KILLS";
IITIIITktatburation = "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

nnnnnn;



II1IresultbDataDecl = "hint/combat/shotgun pop rockets";
(11T

(IITitem[ 19] = {

[(IITITrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

(IIIIIIktat = "STAT HAR SCOPE EARNED";
(IIIITITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

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

(TIIT®

[II1IresultbataDecl = "hint/combat/heavy cannon bolt action";
(11T

(I tem[ 20] = {

[(IIIITrequiredRules = {

(IIIIThum = 1;

(I temf 0] = {

(IITIIITktat = "STAT HAR MICROMISSILE EARNED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIIIvalue = 0;

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

nnnnnn;

[(III1TresultDataDecl = "hint/combat/heavy cannon burst detonate";
(I

(dIITitem 21] = {

[IIIITrequiredRules = {

(IITIThum = 1;

(I temf 0] = {

(ITITITktat = "STAT _CHAINGUN TURRET EARNED";
[(IITTTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

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

(T

[(III1TresultDatabDecl = "hint/combat/chaingun turret";
(I

(IITHtem[ 22] = {

[(IITITrequiredRules = {



(IITIThum = 1;

I temf 0] = {

(IIIIITstat = "STAT PLASMA HEATWAVE EARNED";
[(IIITTITktatDuration = "DUR_GAME";

[IIIIIITvalue = 0;

ITIIITbperation = "RULE_OPERATION GREATER THAN VALUE";
(I

(T

[IIT1TresultDataDecl = "hint/combat/plasma_rifle_aoe";
(I

(I tem[ 23] = {

[(IIIITrequiredRules = {

MITITThum = 1;

IITitem[ 0] = {

ITIIITstat = "STAT ROCKET LAUNCHER DETONATE EARNED";
IIIIITstatDuration = "DUR GAME";

[IIIIIITvalue = 0;

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

(I

[IIIIIresultDataDecl = "hint/combat/rocket launcher detonate";
(I

(TIThi tem[ 24] = {

[(II1ITrequiredRules = {

(I Thum = 1;

(IIITTHi tem[ 0] = {

ITIIITstat = "STAT ROCKET LAUNCHER LOCKON EARNED";
ITIIITktatburation = "DUR_GAME";

[(IIIIIITvalue = 0;

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

(IIIT%

[(IIT1TresultDatabecl = "hint/combat/rocket launcher lock mod";
(T

(1T

(o
[(IIkollectibleManager = {

[IITkollectibleGroupUIData = "collectiblecategorydata";

Hih
[(QTuiwWalkthroughManager = {



IITwalkthroughTutorials

{

[(IIITpraetorSuitTutorial = "uiwalkthrough praetorsuit";
[IITTmodBotTutorial = "uiwalkthrough modbot";
[II1TergentCellTutorial = "uiwalkthrough argentcell";
[(IIITruneTutorial = "uiwalkthrough runes";
[IITruneTutoriallnteractState = "used rune";
(IIITsupportRuneTutorial = "uiwalkthrough supportrunes";
nnnny;

1%

[ITsoundPackManager = {

[IITkoundPacks = {

(IIIThum = 1;

(IIITfitem[ 0] = "classic_doomguy sounds";
nnnn;

1%

[(ITkcoreManager = {
[(IIIrubric = "horde";

OTh

[(ITlviolenceKillEvents = {

(IIThum = 18;

[(IITiitem[ 0] = "violenceevent/weapon mastery/shotgun/full auto kill pinky";

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

[(IITHitem[ 2] = "violenceevent/weapon mastery/heavy cannon/piercing bolt headshot";

[(IITiitem[ 3] = "violenceevent/weapon mastery/ballista/arbalest kill cacodemons";

[ITlitem[ 4] = "violenceevent/weapon mastery/ballista/destroyer kill n in one shot";
[(IITitem[ 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";

[(IITHitem[ 7] = "violenceevent/mission challenge/bfg kill doom hunter";

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

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

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

[(IITritem[ 11] = "violenceevent/weapon mastery/plasma rifle/microwave kill n in one shot";

ITHitem[ 12] = "violenceevent/mission challenge/bonded by blood";

[(IITHitem[ 13] = "violenceevent/mission challenge/external combustion”;
(QITiitem[ 14] = "violenceevent/mission challenge/hammer smashed face";
[ITHitem[ 15] = "violenceevent/mission challenge/kill n demons with one frag";

[(IITtitem[ 16] = "violenceevent/mission challenge/angel of death";
[(IITHitem[ 17] = "violenceevent/pvp/timeout";

N
[[IviolenceHitEvents = {



(IIThum = 8;

(IITitem[ 0] = "violenceevent/weapon mastery/heavy cannon/micro missle kill n_demons";

[IITiitem[ 1] = "violenceevent/mission challenge/through the fire and flames";
[(IITiitem[ 2] = "violenceevent/dash into pinky";

[IITHitem[ 3] = "violenceevent/pvp/fire starter";

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

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

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

[(IITiitem[ 71 = "violenceevent/pvp/punch drunk";

Tt

i

[(IplayerProps = "player/default";

[(IplayerMechanicLedgeGrab = {

[(ITkenimAliases = {

[(IITledgePullUp = "ledgeGrab/ledgePullUp";

[IITledgePullUpMantle = "ledgeGrab/ledgePullUpMantle";
[(IITtedgePullUpRounded = "ledgeGrab/ledgePullUpRounded";
[(IITledgePullUpMantleRounded = "ledgeGrab/ledgePullUpMantleRounded";
[IITledgePullUpAngled = "ledgeGrab/ledgePullUpAngled";
[IITledgePullUpMantleAngled = "ledgeGrab/ledgePullUpMantleAngled";
[(IITedgeClimbUp = "ledgeGrab/ledgeClimbUp";

[IITledgeClimbUpMantle = "ledgeGrab/ledgeClimbUpMantle";

[IITrailingPullUp = "ledgeGrab/railingPullUp";

[(IITrailingPullUpMantle
(T
[ITthirdPersonAnimIndex
[(IITledgePullUpMantle = 1;
[IITledgePullUpMantleRounded = 1;
[(IITtedgePullUpMantleAngled = 1;
[(IITledgeClimbUp = 4;
[IITledgeClimbUpMantle = 5;

"ledgeGrab/railingPullUpMantle";

Il
-~

MITrailingPullUp = 2;
[ITrailingPullUpMantle = 3;

Tk

i

[(IplayerMechanicWallGrab = {
[ITlinitiateMaxAngle = 115;
[IImaxDeltaYaw = 115;
[(ITkonstrainedViewAnglesRate = 250;
[(ITspeedNormal = 12. 3820009;



[[IspeedSprint = 12.3820009;

[(IIkpeedDismountPerp = 5.71500015;

[(IIkpeedDismountUp = 5.90500021;

[(ITkpeedDismountFwd = 9. 52500057;

[IIsound mount = "player/foley/wallgrab/player foley wallgrab mount";
[ITkound move = "player/foley/wallgrab/player foley wallgrab move";
[(IIsound dismount = "player/foley/wallgrab/player foley wallgrab dismount";
iy

[IplayerMechanicWallClimb = {

[IIenims = {

[MITkclimb up cycle right = "wall climb/climb up cycle right";
IITklimb up cycle left = "wall climb/climb up cycle left";
ITklimb 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";
(IITkclimb left cycle = "wall climb/climb left cycle";
[MITklimb 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";
ITklimb into right = "wall climb/climb right into";
IITkclimb into left = "wall climb/climb left into";
[IITkclimb out up right = "wall climb/climb up out right";
dITklimb out up left = "wall climb/climb up out left";
dITklimb out down right = "wall climb/climb down out right";
ITklimb out down left = "wall climb/climb down out left";
ITklimb out right = "wall climb/climb right out";
(IITkclimb out left = "wall climb/climb left out";
[IITkclimb out right mid = "wall climb/climb left out mid";
dITklimb out left mid = "wall climb/climb right out mid";
[ITlidle = "wall climb/idle";

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

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

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

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

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

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

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



[IITtook right up 90 = "wall climb/look right up 90";
[ITltook right idle = "wall climb/look right idle";
[IITltook left idle = "wall climb/look left idle";

Tt

[ITblobalTraceDistance = 10;

[ITviewPitchTable = "wall climb view pitch";
[IIverticalMoveTable = "wall climb_slowmove";
[IThorizontalMoveTable = "wall climb horizontalmove";
[(ITettachToWallSoundDecl = "play climb hit";
[ITfumpOffWallSoundDecl = "play climb off";
[ITremoveHandFromWallSoundDecl = "play climb hand";
[TettachHandToWallSoundDecl = "play climb hand wall";
[ITdistanceToWallToActivate = 7.5;

[Tk tartMoveDelaySec = 0;

[ITk LlowMoveDelayBetweenSec 0;

[(TiinitialMovementDelaySec 0. 300000012;

[(IImaxDeltaYawViewAngle = 220;
[IThoalSpeedVerticalAccelRate = 3;
[(IThoalSpeedHorizontalAccelRate = 5;
[(IThoalSpeedVerticalJumpAccelRate = 5;
[IThoalSpeedHorizontalJumpAccelRate = 5;
[IThoalSpeedVerticalDecelRate = 5;
[ITpoalSpeedHorizontalDecelRate = 5;
(IIjumpToWallSpeed = 40;

[[IpoverdriveDecl = "statuseffect/overdrive";
IwallClimbText = "#str climb wall";
o

[IplayerMechanicGorillaBarJump = {
[(IIswingAnimation = "monkeyBar /grab";

[ITmaxLookAngleFromBar = 90;

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

[IplayerMechanicInteract = {

(TenimData = {

[(IITlinteractAnimDatas = {

(IIIThum = 3;

(IITitem[ 6] = {

[([I[IItype = "PLAYER MECHANIC THIRD PERSON INTERACT TYPE GENERIC";
NN
IITitem[ 1] = {



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

OTITH

OITitem 2] = {

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

(ITITpbutroAnimIndex = 1;

OTITH

(1T

Tt

[(TktatusEffect = "statuseffect/invasion/slayer/interact invulnerability";
i

[Iplayer AbilityFuelRate = 3;

[(IplayerHealth = {

[(ITkomponents = {

[IITkomponents[ 0] = {

[(IIITregenInterval = {

[MIIIIvalue = 0.0299999993;

OTITH

[II1TregenDelay = {

[(IIIITvalue = 12;

(I

(1T

[(IITkomponents[1l] = {
dITmax = {
[IIIITdefaultValue = 50;
(I

[IIIIdrainLimit = 50;
IITktarting = {

[(IIIITdefaultValue = 0;
OTITh
[IIITregenInterval = {
[(IIT1Tvalue = 0. 0299999993;
(TITh

[(II1TregenDelay = {
[(IIIITvalue = 12;
OTIT

(1T

Hlis

It



[(IkenergyShellDecl = "pickup/energy shell";
[(TkenergyShellDeclMP = "pickup/energy shell mp";
[IplayerHealthRTPC

"player health";

[TsoundResetStates = {

(IThum = 3;

[(ITtitem[ 0] = "swimming/none";
[(IIitem[ 1] = "cinematic/none";
[IIfitem[ 2] = "curse/none";

i

[(ThoreComponent = {

[IThoreContainer = "player";

i

[IdamageScaleTableComponent = {
dIist = {

IThum = 7;

dIitem[ 0] = {

[(IITTdeclDamage = "damage/special/ability dash";
[I1TdeclTable = "player/damage volume test";
nnnn;

[MTitem[ 1] = {

[(IITTdeclDamage = "damage/hazard/bio";
[II1TdeclTable = "player/bio hazard damage";
(1T

[MTitem 2] = {

[IITTdeclDamage = "damage/hazard/lava";
[(IITTdeclTable = "player/lava hazard damage";
(1T

MImitem 3] = {

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

(1T

dITitem[ 4] = {

[(IITTdeclDamage = "damage/hazard/water toxic";
(IIITdeclTable = "player/slime hazard damage";
[IIIIresetTableOnExitTimeMS = 2000;

1T

dIitem 5] = {

[II1TdeclDamage = "damage/hazard/slime sac";
[(IITTdeclTable = "player/slime sac _hazard damage";



[IIIIresetTableOnExitTimeMS = 2000;

nnnn;

[MTitem[ 6] = {

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

mnn;

(T

It

[IplayerHud = {

[ITdeclHUD = "default";

i

[(IplayerDemoHud = {

[(ITdeclHUD = "demo";

i

[(IdemonPlayerHud = {

[ITdeclHUD = "demon";

i

[(IbodyAnimWeb = "animweb/player/doom marine 3p";
(JsuffocationDamage = "damage/base/suffocation";
[IwaterBoostScaleMax = 4. 75;

[[waterBoostSound = "play swish frantic";
[(IblayerRevive = "play player revive";
[(JdoubleJumpSound = "play double jump";
[ThudioLogComponent = {

[[Iktories = {

IIThum = 1;

ITHitem[ 0] = "dev _story/attack of the jeff";
Tk

il

[IscreenFXDecl = "player/screen_damage";

[(Iplayer AimEventDecl = "base/misc/playeraim";
[(IplayerInteractionEventDecl = "base/misc/playerinteraction";
[(IbodyEventDecl = "base/misc/body";

[([tthirdPersonFXDecl = "player/tp _body";

[TkombatEncounterScoringDecl = "base";

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

[(IThightmareMarkerDefPublic = "interact/nightmaremarker /public";



[ImaxNumMarkersLvl = 30;

[TgamePauseSound = "play game pause";

[TbameUnpauseSound = "play game resume";

[IklayerInvasionData = "default";

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

[[weaponFistsBerserk = "weapon/player/fists berserk";
[[weaponFistsDoom5Melee = "weapon/player/fists doomSmelee";
[[weaponFistsSwim = "weapon/player/fists swim";

[TweaponPointingArm = "weapon/player/pointing arm";

[TweaponCrucible = "weapon/player/crucible";

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

[IweaponChainsaw = "weapon/player/chainsaw";
[[weaponPlasma = "weapon/player/plasma rifle";
[TweaponChaingun = "weapon/player/chaingun";
[[weaponHammer = "weapon/player/hammer";
ouilnfo = {

[IIficon = "art/ui/pvp _playericons/ico pvp players doomguy hud";
[IliconAlt = "art/ui/pvp playericons/ico pvp players doomguy hud dead";
iy

[IlockonData = {

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

iy

[(IIfriendlyRepulsorRadius = 0. 25;

[TkenemyRepulsorRadius = 0. 25;

[(IkontrolRespawnedFromDeath = true;

[TkcanRespawn = true;

[

}



Playable Demons

Info

¢ entityDef decl locations for each demon:
gameresources patchl\generated\decls\entitydef\player\demonplayer ar
chvile. decl
gameresources patchl\generated\decls\entitydef\player\demonplayer dr
eadknight. decl
gameresources patchl\generated\decls\entitydef\player\demonplayer pa
inelemental. decl
gameresources_patchl\generated\decls\entitydef\player\demonplayer re
venant. decl
gameresources_patchl\generated\decls\entitydef\player\demonplayer ma
ncubus. decl
gameresources_patch2\generated\decls\entitydef\player\demonplayer ma
rauder. decl

¢ Damage decl locations for each demon:
gameresources_patchl\generated\decls\damage\damage\demonplayer\pvp\a
rchvile
gameresources_patchl\generated\decls\damage\damage\demonplayer\pvp\m
ancubus
gameresources_patchl\generated\decls\damage\damage\demonplayer\pvp\r
evenant
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\a
rchvile
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\m
ancubus
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\m
arauder
gameresources _patch2\generated\decls\damage\damage\demonplayer\pvp\p
ainelemental
gameresources_patch2\generated\decls\damage\damage\demonplayer\pvp\r
evenant
pvp laser patchl\generated\decls\damage\damage\demonplayer\pvp\dread
knight
warehouse_patchl\generated\decls\damage\damage\demonplayer \pvp\marau
der



Most of the Dread Knight's damage decls are located in each of the patchl Battlemode
resources, except pvp_sideswipe (Stronghold). The Dread Knight's berserk damage decls are
located in warehouse_patch1.

Co-op

e Set pvpPlayerDamageScale & demonPlayerDamageScale to 0 for all damage decls.

e Set demonPlayerCanActivate to true for all idTrigger & idEncounterTrigger_Commit
entities.

e Set demonPlayersPassThrough to false for all idinteractable_Obstacle entities.

Invasion

e Set demonPlayersPassThrough to false for any idInteractable Obstacle or idMover
entities that should be walled-off for all players.

e Set demonPlayersPassThrough to true & allowDemonplayerProjectilePassThrough to
false for all "combat barrier" entities. These are the idDynamicEntity and would include
either mystical_combat_barrier.lwo / gameplay_energyBarrier_a.lwo /
gameplay_energyBarrier_b.lwo as the clipmodel.



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 = {

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

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

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

[(IkpawnCount = 4;

[MlimpactEffectSpawnCount = 1;

{
[(ITtracerMtr = NULL;

[[itracerInfo

[[TdoRandomTracers = true;

[(IIrandomTracer Type = "TRACERRANDOM VARIABLE";
[IIrandomTracerNum = 2;

[(IItracerLength = 2. 477,

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

IIThum = 3;

[MTitem[ 0] = {

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

[IIIITx = -0.324999988;

(T

[(IIITthirdPerson0ffset = {
[IITIIX = -0.324999988;

(I

(1Tt

MIitem[1] = {

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

[IITITX = -0.324999988;



OTITh
[(IIITthirdPerson0ffset = {
[MIIIIX = - 0. 324999988;
(I

nnn;

Imitem 2] = {

[(III1r 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 = {

[[fireSoundStart = "play wpn _shotgun double meathook master fire";
[IIfxDecl = "weapon/meathook/meathook projectile mastery";
[(ThotHitscanInfo = {

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

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

O+
}

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 = {



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

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

[[ThotHitscanInfo = {

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

[IITbounciness = 0;

[MIThctorClipRadius = 0. 400000006;

Tt

[ITkexplodeSound = "play sticky bomb explosion";

[IIJf lySound = "play rocket fly loop";

[(IIwhizBySound = "play sfx rocket passby";

[(ITwhizByDist = 5. 71500015;

[(IItisRetrievable = false;

[MIxlientAuthoritative = true; // set to true

[(ITkdjustFireAngle = -4;

[(ITprenadeInfo = {
[(IITminDetonationDelay

500;
500;
[(IITkountDownOnThrow = false;

[(IITmaxDetonationDelay

[I[ITbouncesBeforeDetonationTimerStart = 1;
[IITwarningSound = "play cs sticky bomb timer 1 mono";
[(IITminSpeed = 52. 3880043;

[(IITMmaxSpeed = 52. 3880043;

[IITuseSimplePhysics = false;

Tt

[MIswallowInfo = {

[IITkanBeSwallowed = true;

[IITkexplodeDamageDelayMS = 1500;

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

iy

[TdamageDecl = "damage/firearm/pop_rocket";
[(IkplashDamageDecl = "damage/firearm/pop rocket splash";
[(IsplashDoesntIgnoreDirectHitTarget = true;
[(IprojectilePlaysFireSound = true;

il

}



Damage

gameresources_patch2\generated\decls\damage\damage\firearm\chaing
un.decl

Apply changes to any desired damage decl.

{

[(edit = {

[TdamageParms = {

[ITweaponDamageType = "PLAYER WEAPON CHAINGUN";
[(ITbulletPenetrationData = {
[(IITdemonPlayerBlocksPenetration = true;

(T

[[TdamageName = "chaingun";

[ITdamageSource = "DAMAGESRC BULLET";
[(ITkiDamageMitigation = {

IIThum = 2;

Iitem[ 0] = {

[MIIImonster Type = "AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL";
(ITTTmaxbamage = -1;

[(IITTdamageScalar = 0. 600000024;

1T

Imitem[1] = {

[IITTmonster Type = "AI MONSTER SAMUEL BO0SS";
(ITTTmaxDamage = -1;

[(IITTdamageScalar = 0. 439999998;

nnn;

Tk

[(ITdamageSoundWhenLocalDemonPlayerIsHit = "play bullet damage demon";
[(ITknocksOffArmor = false;

[(ITdamageIcon = "textures/guis/hud/damage icons/slayer/weapon/weapon chaingun";
[(ITdeclGoreBehavior = "gorebehavior/firearm/chaingun";
[IskillshotHighlightInfo = {

[IIIfadeTime = 300;

[IIIkolor = {

{ITr = 1;

ITe = 1;



1T

(Tt

(It

[ImaxDamage = {
[ITdefaultValue = 20;
i

[(IminDamage = {
[(ITdefaultValue = 20;
It

[(IpbvpPlayerDamageScale = 0.5; // slayer damage scale, set to 0@ for co-op

[IdemonPlayerDamageScale = 0.5; // overrall demon player damage scale,
demonPlayerDamageMitigation = { // remove for co-op

(IIThum = 6;

(MIlitem 0] = {

[(IITmonster Type = "AI MONSTER PLAYER ARCHVILE";

[(IITdamageScalar = {

[IIITdefaultValue = 0.75; // 75% on PC

[(IIITkranchPairs = {

(MIIIThum = 1;

(IT1Ti tem[ 0] = {

[(IITTIThranchKey = "CONTROLLERPAD DECL";

[(IIITITbranchResult = 0.75; // 75% damage on console

(TIITT

(T

1T

1%

dTitem[ 1] = {

[IITmonster Type = "AI MONSTER PLAYER MANCUBUS";

[(IITdamageScalar = {

[[IITdefaultValue = 0. 75;

[(IIITbranchPairs = {

(IIIThum = 1;

I tem[ 6] = {

IIIIThranchKey = "CONTROLLERPAD DECL";

[IIIIIIbranchResult = 0. 75;

(T

OTIT

(1T

Hlis

dTitem 2] = {

set to 0 for co-op



(IITmonster Type = "AI MONSTER PLAYER MARAUDER";
[(IITdamageScalar = {

[(IITTdefaultValue = 0. 75;

[IIITkranchPairs = {

(IIIIThum = 1;

(IMTtem[ 0] = {

(IITTIThbranchKey = "CONTROLLERPAD DECL";
[(IIIIIIbranchResult = 0. 75;

(I

(I

(1T

Tk

dTitem[ 3] = {

[(IITmonster Type = "AI MONSTER PLAYER PAIN ELEMENTAL";
[(IITdamageScalar = {

[IIITdefaultValue = 0. 75;

[(IIITbranchPairs = {

(IIIIThum = 1;

I temf 0] = {

[(IIITIThranchKey = "CONTROLLERPAD DECL";
[IIIIITbranchResult = 0. 75;

(I

(I

(T

(T

(OTitem[ 4] = {

[IITmonster Type = "AI MONSTER PLAYER REVENANT";
[(IITHamageScalar = {

[IIITdefaultValue = 0. 75;

[(IIITkranchPairs = {

ITIThum = 1;

ITitemf 6] = {

[(IIITIThranchKey = "CONTROLLERPAD DECL";
[(IIIIITbranchResult = 0. 75;

(T

nannn;

1T

Tt

dTitem[ 5] = {

[(IITmonster Type = "AI MONSTER PLAYER DREADKNIGHT";



(IITdamageScalar = {

[(IIITdefaultValue = 0. 75;
[(IIIIbranchPairs = {

(IIIThum = 1;

[IIITitem 0] = {

ITTIThranchKey = "CONTROLLERPAD DECL";
[(IIIIIIbranchResult = 0. 75;

RELELT:



Chainsaw

gameresources\generated\decls\damage\damage\melee\sync_kill chains
aw.decl

Chainsaw will automatically give the player ammo instead of dropping ammo loot drops.

{

[inherit = "damage/melee/sync kill";

[(edit = {

[[damageParms = {

[(ITweaponDamageType = "PLAYER WEAPON CHAINSAW';

[ITdamageName = "sync kill chainsaw";

[(ITdamageTypes = "DAMAGETYPE HEALTH DAMAGETYPE SYNC";

[ITdamageSource = "DAMAGESRC CHAINSAW';

[QTkillStat = "STAT WEAPON CHAINSAW KILLS";

[(ITdeclGoreBehavior = "gorebehavior/firearm/chainsaw";

(ITemmoReturnOnDeath = {

IIThum = 4;

Mitem[ 0] = {

I1ThiveltemOver Time = {

[(IITTTdecl = "ammo/sharedammopool/shells";

(IITITkount = 15;

(I

[(II1TkeiType = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER ZOMBIE MAYKR
AI MONSTER IMP AI MONSTER GARGOYLE AI MONSTER PROWLER AI MONSTER HELL SOLDIER

AI MONSTER SHOTGUN SOLDIER AI MONSTER CARCASS AI MONSTER LOSTSOUL 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 DOOM HUNTER
AI MONSTER MARAUDER AI MONSTER MARAUDER WOLF AI MONSTER BARON AI MONSTER TYRANT

AI MONSTER ARCHVILE AI MONSTER CUEBALL AI MONSTER BUFF POD AI MONSTER TENTACLE

AI MONSTER GLADIATOR AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL

AI MONSTER ZOMBIE T1 SCREECHER AI MONSTER STONE IMP AI MONSTER CURSED PROWLER
AI_MONSTER CHAINGUN SOLDIER AI MONSTER BLOOD ANGEL AI MONSTER ARMORED BARON

AI MONSTER SUPER TENTACLE AI MONSTER SPIRIT AI MONSTER TURRET AI MONSTER DEMONIC TROOPER
AI_MONSTER SAMUEL B0SS AI MONSTER DARKLORD BOSS";

1T



Iitem 1] = {
I1TiveltemOver Time = {
[IIT1Tdecl = "ammo/sharedammopool/bullets";

[IIIIIkount = 90;
(T
I1TkiType = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER ZOMBIE MAYKR

AI_MONSTER IMP AI MONSTER GARGOYLE AI MONSTER _PROWLER AI MONSTER HELL SOLDIER

AI MONSTER SHOTGUN SOLDIER AI MONSTER CARCASS AI MONSTER LOSTSOUL 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 DOOM HUNTER
AI_MONSTER MARAUDER AI MONSTER _MARAUDER WOLF AI MONSTER BARON AI MONSTER TYRANT
AI_MONSTER ARCHVILE AI MONSTER CUEBALL AI MONSTER BUFF POD AI MONSTER TENTACLE
AI_MONSTER _GLADIATOR AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL
AI_MONSTER ZOMBIE T1 SCREECHER AI MONSTER STONE IMP AI MONSTER CURSED PROWLER
AI_MONSTER CHAINGUN SOLDIER AI MONSTER BLOOD ANGEL AI MONSTER ARMORED BARON
AI_MONSTER SUPER TENTACLE AI MONSTER SPIRIT AI MONSTER TURRET AI MONSTER DEMONIC TROOPER
AI MONSTER SAMUEL BOSS AI MONSTER DARKLORD B0SS";

(1T

[MTitem[ 2] = {

I1TiveltemOver Time = {

[IITTdecl = "ammo/sharedammopool/cells";

[IIIITxount = 135;

(T

(IIITkiType = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER ZOMBIE MAYKR
AI MONSTER IMP AI MONSTER GARGOYLE AI MONSTER PROWLER AI MONSTER HELL SOLDIER

AI MONSTER SHOTGUN SOLDIER AI MONSTER CARCASS AI MONSTER LOSTSOUL 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 DOOM HUNTER
AI MONSTER_MARAUDER AI MONSTER MARAUDER WOLF AI MONSTER BARON AI MONSTER TYRANT

AI MONSTER ARCHVILE AI MONSTER CUEBALL AI MONSTER BUFF POD AI MONSTER TENTACLE

AI MONSTER GLADIATOR AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL

AL MONSTER ZOMBIE T1 SCREECHER AI MONSTER STONE IMP AI MONSTER CURSED PROWLER
AI_MONSTER CHAINGUN SOLDIER AI MONSTER BLOOD ANGEL AI MONSTER ARMORED BARON

AI MONSTER SUPER TENTACLE AI MONSTER SPIRIT AI MONSTER TURRET AI MONSTER DEMONIC TROOPER
AI MONSTER SAMUEL BOSS AI MONSTER DARKLORD BOSS";

(1T

dIitem[ 3] = {

IITgiveltemOver Time = {



(II11Tdecl = "ammo/sharedammopool/rockets";

(IIIIIkount = 6;

(I

(IIITeiType = "AI MONSTER ZOMBIE TIER 1 AI MONSTER ZOMBIE TIER 3 AI MONSTER ZOMBIE MAYKR
AL MONSTER IMP AI MONSTER GARGOYLE AI MONSTER PROWLER AI MONSTER HELL SOLDIER

AI MONSTER SHOTGUN SOLDIER AI MONSTER CARCASS AI MONSTER LOSTSOUL 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

AT MONSTER ARACHNOTRON AI MONSTER REVENANT AI MONSTER WHIPLASH AI MONSTER DOOM HUNTER
AT MONSTER MARAUDER AI MONSTER MARAUDER WOLF AI MONSTER BARON AI MONSTER TYRANT

AL MONSTER ARCHVILE AI MONSTER CUEBALL AI MONSTER BUFF POD AI MONSTER TENTACLE
AI_MONSTER GLADIATOR AI MONSTER ICON OF SIN AI MONSTER MAYKR ANGEL

AI MONSTER ZOMBIE T1 SCREECHER AI MONSTER STONE IMP AI MONSTER CURSED PROWLER
AI_MONSTER CHAINGUN SOLDIER AI MONSTER BLOOD ANGEL AI MONSTER ARMORED BARON

AT MONSTER SUPER TENTACLE AI MONSTER SPIRIT AI MONSTER TURRET AI MONSTER DEMONIC TROOPER
AI MONSTER SAMUEL BOSS AI MONSTER DARKLORD BOSS";

~esgg



Lootdrops

The lootdropcomponent decls would need to be adjusted.

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_a
mbient.decl

{

(Jinherit = "ai/default";
[(edit = {
(Idroppableltems = {
[(IIhum = 28;

(dTitem[ @] = "lootdrop/health/health low kill";

Tiitem[ 1] = "lootdrop/health/health low gk";

[IIitem[ 2] = NULL;

[ITitem] 3] = NULL;

[IIiteml 4] = NULL;

[(ITitem[ 5] = NULL;

[(ITitem[ 6] = NULL;

[(ITfitem[ 7] = NULL;

[ITitem[ 8] = NULL;

[ITitem[ 9] = NULL;

[(ITHitem[ 10] = "lootdrop/health/health low crucible";

(Ihitem[ 11] = "lootdrop/health/health med crucible";

(Ititem[ 12] = "lootdrop/health/health high crucible";

Iitem[ 13] = "lootdrop/extra life/extra life refund";

[(ITiitem[ 14] = "lootdrop/ammo/hammer /weakpoint drop";

(ITHitem[ 15] = "lootdrop/ammo/hammer /headshot drop";

[(ITlitem[ 16] = "lootdrop/ammo/heavy cannon/bullets hammer slam";
(QIitem[17] = "lootdrop/ammo/plasma rifle/cells hammer slam";
(Ititem[ 18] = "lootdrop/ammo/rocket launcher/rockets hammer slam";
[Tiitem[ 19] = "lootdrop/ammo/shotgun/shells hammer slam";

[(IThitem[ 20] = "lootdrop/armor/hammer slam";

[(Tiitem[ 21] = "lootdrop/health/health hammer slam";

[(ITHitem[ 22] = "lootdrop/armor /hammer slam upgraded";

(Ifitem[ 23] = "lootdrop/health/health hammer slam upgraded";
[(ITlitem[ 24] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[Thitem[ 25] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";



(IIfitem[ 26] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
(Iiitem[ 27] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

(It

[TbnlyDropOnce = true;

[

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_fo
dder.decl

{

[finherit = "ai/default";
[(edit = {
[(Idroppableltems = {
(IIhum = 30;

[Titem[ 0] = "lootdrop/health/health low kill";

[Ifitem[ 1] = "lootdrop/health/health low gk";

[IIitem[ 2] = NULL;

[MIitem 3] = NULL;

[ITiteml 4] = NULL;

[(ITitem[ 5] = NULL;

[(ITfitem[ 6] = NULL;

(ITnitem[ 7] = NULL;

[ITitem[ 8] = NULL;

[IIitem[ 9] = NULL;

[(ITlitem[ 10] = "lootdrop/health/blood punch splash";

[(qIfitem[ 11] = "lootdrop/ammo/shotgun/shells full auto giveback fodder";
[Iiitem[ 12] = "lootdrop/health/health low crucible";

[Tiitem[ 13] = "lootdrop/health/health med crucible";

[(ITiitem[ 14] = "lootdrop/health/health high crucible";

[THitem[ 15] = "lootdrop/extra life/extra life refund";

[(Ihitem[ 16] = "lootdrop/ammo/hammer /weakpoint drop";

(Ititem[17] = "lootdrop/ammo/hammer /headshot drop";

[IItitem[ 18] = "lootdrop/ammo/shotgun/shells hammer slam";
[(Titem[ 19] = "lootdrop/ammo/rocket launcher/rockets hammer slam";
[(ITHitem[ 20] = "lootdrop/ammo/plasma rifle/cells hammer slam";
[(ITHitem[ 21] = "lootdrop/ammo/heavy cannon/bullets hammer slam";
(IIhitem[ 22] = "lootdrop/armor/hammer slam";

dTiitem[ 23] = "lootdrop/health/health hammer slam";

[(IThitem[ 24] = "lootdrop/armor/hammer slam upgraded";



(QIfitem[ 25] = "lootdrop/health/health hammer slam upgraded";

[(ITtitem[ 26] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[Iiitem[ 27] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";
[(Tiitem[ 28] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
[(ITHitem[ 29] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

i

[(IbnlyDropOnce = true;

[

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_h
eavy.decl

{

[linherit = "ai/default";
[(edit = {
[(Idroppableltems = {
[IThum = 30;

[Iitem[ 6] = NULL;

[IIitem[ 1] = NULL;

[(ITitem[ 2] = NULL;

[ITfitem[ 3] = NULL;

[(ITiitem[ 4] = "lootdrop/health/health high kill";

[Tiitem[ 5] = "lootdrop/health/health low gk";

[IIitem 6] = NULL;

[IIitem[ 7] = NULL;

[(ITitem[ 8] = NULL;

[ITfitem[ 9] = NULL;

[Tiitem[ 10] = "lootdrop/health/blood punch splash";

[Tiitem[ 11] = "lootdrop/ammo/shotgun/shells full auto giveback heavy";
[(ITlitem[ 12] = "lootdrop/health/health low heavy crucible";
(Iiitem[ 13] = "lootdrop/health/health med heavy crucible";
(QIiitem[ 14] = "lootdrop/health/health high crucible";

[Iitem[ 15] = "lootdrop/extra life/extra life refund";

[Ttitem[ 16] = "lootdrop/ammo/hammer /weakpoint drop";

[(Iitem[ 17] = "lootdrop/ammo/hammer /headshot drop";

[(ITlitem[ 18] = "lootdrop/ammo/shotgun/shells hammer slam";
dTiitem[ 19] = "lootdrop/ammo/rocket launcher/rockets hammer slam';
[(IItitem[ 20] = "lootdrop/ammo/plasma rifle/cells hammer slam";
[QIfitem[ 21] = "lootdrop/ammo/heavy cannon/bullets hammer slam";



(IIhitem[ 22] = "lootdrop/armor/hammer slam";

dTiitem[ 23] = "lootdrop/health/health hammer slam";

[(IThitem[ 24] = "lootdrop/armor/hammer slam upgraded";

[(Tiitem[ 25] = "lootdrop/health/health hammer slam upgraded";

[(ITHitem[ 26] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[(ITlitem[ 27] = "lootdrop/ammo/plasma rifle/cells hammer slam upgraded";
[(IIfitem[ 28] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
(Ititem[ 29] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

It

[IpbnlyDropOnce = true;

[+

}

gameresources_patchl\generated\decls\lootdropcomponent\ai\default_s
uperheavy.decl

{

[finherit = "ai/default";
[edit = {
[(Idroppableltems = {
[(IIhum = 28;

[(ITfitem[ 6] = NULL;

Ititem[ 1] = "lootdrop/health/health low kill";

Tiitem[ 2] = "lootdrop/health/health low gk";

[IIiteml 3] = NULL;

[ITiteml 4] = NULL;

[(IIitem[ 5] = NULL;

[ITfitem[ 6] = NULL;

[Tiitem[ 71 = "lootdrop/health/blood punch splash";

[(Tiitem[ 8] = "lootdrop/ammo/shotgun/shells full auto giveback superheavy";
[(Titem[ 9] = "lootdrop/health/health superheavy kill";

(Ifitem[ 10] = "lootdrop/health/health low heavy crucible";

(ITitem[ 11] "lootdrop/health/health _med heavy crucible";

(IIfitem[ 12] "lootdrop/health/health high crucible";

[ITitem[ 13] "lootdrop/extra life/extra life refund";

[ITitem[ 14] "lootdrop/ammo/hammer /weakpoint drop";

[(ITtitem[ 15] "lootdrop/ammo/hammer /headshot drop";

(IT1item[ 16] "lootdrop/ammo/shotgun/shells hammer slam";

Ititem[ 17] "lootdrop/ammo/rocket launcher/rockets hammer slam";
(ITtitem[ 18] "lootdrop/ammo/plasma rifle/cells hammer slam";



Titem[19] = "lootdrop/ammo/heavy cannon/bullets hammer slam";

dTiitem[ 20] = "lootdrop/armor/hammer slam";

(Ttitem[ 21] = "lootdrop/health/health hammer slam";

[Tiitem[ 22] = "lootdrop/armor/hammer slam upgraded";

[(ITHitem[ 23] = "lootdrop/health/health hammer slam upgraded";

[(ITlitem[ 24] = "lootdrop/ammo/heavy cannon/bullets hammer slam upgraded";
[IIfitem[ 25] = "lootdrop/ammo/plasma rifle/cells hammer slam _upgraded";
[IItitem[ 26] = "lootdrop/ammo/rocket launcher/rockets hammer slam upgraded";
[Titem[ 27] = "lootdrop/ammo/shotgun/shells hammer slam upgraded";

iy

[(IobnlyDropOnce = true;

[

}



RenderParms

gameresources_patchl\generated\decls\fx\player\tp body.decl

Green render highlight for Slayer vs Slayer.

[IIitem[ 85] =

{

name = "highlight tint";
group = "highlight";
type = "FX RENDERPARM";

[(IITktartCondition = {

(IIIThum = 74;

(IT1TH tem[ 0] "FX NONE";

(IT1TH tem[ 1] "FX PICKUP HEALTH SMALL";
IIIThitem[ 2] "FX PICKUP HEALTH MEDIUM";
(IITTtitem[ 3] "FX PICKUP HEALTH LARGE";

(IIITH tem[ 4] "FX PICKUP_ ARMOR SMALL";

(ITITH tem[ 5] "FX PICKUP_ ARMOR MEDIUM";

(IT1TH tem[ 6] "FX PICKUP ARMOR LARGE";

(IT1TH tem[ 7] "FX PLAYER STATUS1 START";
(IIITtitem[ 8] "FX PLAYER STATUS1 STOP";
(IIITtitem[ 9] "FX PLAYER STATUS2 START";

(ITITH tem[ 10] "FX PLAYER STATUS2 STOP";

(ITITH tem[ 11] "FX PLAYER STATUS2 ALT 1 START";
(IT1TH tem[ 12] "FX PLAYER STATUS2 ALT 2 START";
(IITTfitem[ 13] "FX PLAYER STATUS2 ALT 3 START";
(IITThitem[ 14] "FX PLAYER STATUS3 START";
(QITTfitem[ 15] "FX PLAYER STATUS3 STOP";

(ITITH tem[ 16] "FX PLAYER STATUS4 START';

(ITITH tem[ 17] "FX PLAYER STATUS4 STOP";

(IT1TH tem[ 18] "FX PLAYER STATUS5 START';
IITfitem[ 19] "FX PLAYER STATUS5 STOP";

(IITTH tem[ 20] "FX ZIPLINE SPEED SLOW';
QIIThitem[ 21] "FX ZIPLINE SPEED SLOW REVERSE";
(ITITH tem[ 22] "FX ZIPLINE SPEED MED";

(ITITH tem[ 23] "FX ZIPLINE SPEED MED REVERSE";
(ITITH tem[ 24] "FX ZIPLINE SPEED FAST";

(TITTH tem[ 25]

"FX ZIPLINE SPEED FAST REVERSE";



[IIIT1tem[ 26]
[(IIITitem[ 27]
[(IIIThtem] 28]
[IIITHtem[ 29]
[IIITHtem[ 30]
[IIITntem[ 31]
[(IIITHtem[ 32]
(TT1Tti tem[ 33]
[IIITHtem[ 34]
[IIITHtem[ 35]
[ITTTt tem[ 36]
[(IIIT1ntem[ 37]
(IT1Tti tem[ 38]
[(ITITHtem] 39]
[IIITHtem[ 40]
(MIITHitem[ 41]
[IIITntem[ 42]
[(IIIT1tem[ 43]
[(IIIThitem[ 44]
[(ITITh tem[ 45]
[TIITHtem[ 46]
[IIITntem[ 47]
[IIIT1tem[ 48]
[(IIIT1item[ 49]
[(IIITHtem[ 501]
[IIITHtem[ 51]
[IIITHtem[ 52]
[IIITHtem[ 53]
[IIIT1tem[ 54]
[(ITTTti tem[ 55]
[(IIITHtem[ 56]
[IIITHtem[ 57]
[IIIT1tem[ 58]
[ITTTt tem[ 59]
[II1Tti tem[ 60]
[(IIITitem] 61]
(IIIThtem] 62]
[TIITHtem[ 63]
[IIITHtem[ 64]
[IT1Tt tem[ 65]

"FX_GLORY_ SAVAGERY START";
"FX_GLORY_SAVAGERY START THIRD";
"FX_GLORY SAVAGERY START END THIRD";
"FX_GLORY SAVAGERY AOE START END THIRD";
"FX_GLORY SAVAGERY AOE LOW HEALTH START END THIRD";
"FX_SAVING THROW START";
"FX_RUNE_BLOOD FUELED";
"FX_RUNE_SEEK_DESTROY";
"FX_PROP_PICKUP";

"FX_VEH_START BOOST";
"FX_CINEMATIC MP 20";
"FX_DOUBLE_JUMP_THIRD PERSON";
"FX_DASH_ACTIVATED";
"FX_CINEMATIC MP 1";
"FX_CINEMATIC MP 2";
"FX_CINEMATIC MP 4";
"FX_CINEMATIC MP 5";
"FX_CINEMATIC MP 6";
"FX_CINEMATIC MP_7";
"FX_CINEMATIC MP 8";
"FX_CINEMATIC MP 9";
"FX_CINEMATIC MP 18";
"FX_CINEMATIC MP 19";
"FX_CINEMATIC MP 20";
"FX_CINEMATIC 1";
"FX_CINEMATIC 2";
"FX_CINEMATIC 3";
"FX_CINEMATIC 4";
"FX_CINEMATIC 5";
"FX_CINEMATIC 7";
"FX_CINEMATIC 8";
"FX_CINEMATIC 9";
"FX_CINEMATIC 10";
"FX_CINEMATIC 13";
"FX_CINEMATIC 14";
"FX_CINEMATIC 15";
"FX_CINEMATIC 16";
"FX_CINEMATIC 17";
"FX_CINEMATIC 18";
"FX_CINEMATIC 19";



[IT1Tti tem[ 66]
[(IIITitem] 67]
[(IIIThtem] 68]
[IIIT1Htem[ 69]
[ITITH tem[ 70]
[IIITntem[ 71]
[(IIIThitem[ 72]

"FX_CINEMATIC 20";

"FX_START DAMAGE LEVEL 1";
"FX_START DAMAGE LEVEL 2";
"FX_START DAMAGE LEVEL 4";

"FX BURN 1 START";

"FX BURN 2 START";
"FX_PLAYER MOVEMENT LANDED";

[IIIThitem[ 73] "FX EXPLOSIVE ARMED";
nnn;

[IIIrenderParmParms = {
[(IITTdeclRenderParm = "highlightfillcolor";
[IITxolor = {

(III1r = 6;

1. = 0. 8;

(IIIITh = 6;

(IIIITe = ©.5;

(I

1T

(Th

gameresources_patchl\generated\decls\fx\demon_playen\archvile\archuvil
e.decl

Purple render highlight for Invasion.

[IIitem[ 84] =

{

name = "highlight tint";
group = "highlight";
type = "FX RENDERPARM";

[(IIIstartCondition = {

(IIThum = 11;

(IITitem[ 0] = "FX NONE";

(QIITfitem[ 1] = "FX PICKUP_HEALTH SMALL";
(QIITfitem[ 2] = "FX PICKUP_HEALTH MEDIUM';
(QIITtitem[ 3] = "FX PICKUP_HEALTH LARGE";
(QIITitem 4] = "FX PLAYER STATUS1 STOP";
(IIITitem[ 5] = "FX PLAYER STATUS2 STOP";
[(IIITiitem[ 6] = "FX PLAYER STATUS3 STOP";

(IIThitem[ 7] =

"FX PLAYER STATUS4 STOP";



(ITTTH tem[ 8] "FX PLAYER STATUS5 STOP";
(IITTtitem[ 9] "FX ZIPLINE SPEED FAST REVERSE";
MIITitem[ 10] = "FX MAN ON FIRE";

Nl

[IIIrenderParmParms = {

[(IITTdeclRenderParm = "highlightfillcolor";
[IIIIlkolor = {

(IIIITr = 0. 8;
IIIe = 6;
I1Th = 1;
0Tk = 6.1;
(T
(1T



FX

All of these changes reduce lag for client players.

gameresources\generated\decls\fx\weapon\gauss _cannon\projectile_des
troyer.decl

[(ITfitem[ 10] = {

[(IIThame = "rock debris";
[(IIThroup = "explosion";
[MIIttype = "FX DESTRUCTIBLE";
[(IITstartCondition = {
IIThum = 7;
[(IIIThtem[ 0]
[MIITitem[ 1] = "FX PROJECTILE EXPLODE PLASTIC";
[MIITitem[ 2] = "FX PROJECTILE EXPLODE WOOD";
QIITHtem[ 3] = "FX PROJECTILE EXPLODE STONE";

"FX PROJECTILE EXPLODE DIRT";

(IITTlitem[ 4] = "FX PROJECTILE EXPLODE METAL";
(IIITiitem[ 5] = "FX PROJECTILE EXPLODE DEFAULT";

[MIITitem[ 6] = "FX PROJECTILE EXPLODE ASPHALT";
nnn;

[IITstopCondition = {

IIThum = 1;

(IIITtitem[ 6] = "FX NONE";

1T

[MIIrotationType = "FX ROT EXPLICIT ANGLES";
[MITdestructibleParms = {

[([ITTdestructible = "";

1T

(T

gameresources\generated\decls\fx\weapon\gauss _cannon\projectile_des
troyer _charge level 3.decl

Titem[ 0] = {

[(IIThame = "rock debris";
[IITbroup = "explosion";
(IITtype = "FX DESTRUCTIBLE";



[ITxolor = {
(IIIIy = 0.13013652;
(IIITz = 0. 06273208916;

(T
[IITktartCondition = {
IIThum = 7;

(IIITiitem[ 0] = "FX PROJECTILE EXPLODE DIRT";
dIITitem[ 1] = "FX PROJECTILE EXPLODE PLASTIC";
[IITitem[ 2] = "FX PROJECTILE EXPLODE WOOD";
(IIITitem[ 3] = "FX PROJECTILE EXPLODE STONE";
[(II1Tiitem[ 4] = "FX PROJECTILE EXPLODE METAL";
[(IIITiitem[ 5] = "FX PROJECTILE EXPLODE DEFAULT";
(IIITiitem[ 6] = "FX PROJECTILE EXPLODE ASPHALT";

(T
1Tk topCondition = {

(MIIThum = 1;
[MIITitem 6] = "FX NONE";
(T

[(IITrotationType = "FX ROT EXPLICIT ANGLES";
[(IITdestructibleParms = {

[IIITdestructible = "";
(T

Tk

dIitem[ 1] = {

[(IIThame = "explosion shake";
[(IIThroup = "explosion";

[ITitype = "FX SCREEN SHAKE";
[IITduration = 3;
[IITifadeStartDistance = 1. 90499997,
[IITdistance = 9. 52500057;

[(IITkolor = {

11Ty = 0.13013652;

11Tk = 0. 0273208916;

(I
[(IITstartCondition = {
(IIThum = 1;

(IIITtitem[ 0] = "FX PROJECTILE EXPLODE";
(1T

ITstopCondition = {

(IIThum = 1;



(QIITfitem[ 0] = "FX NONE";
(11
[(IITkcreenShakeParms = {

[(II1TedvancedShakeDecl = "advancedscreenviewshake/loadout/adv _shake 1";

(I

il

(dIitem[ 2] = {

[(IIThame = "explosion piece";

[(IIThroup = "explosion";
(IITitype = "FX PARTICLE";
[ITHuration = 1000;
[IITllooping = true;

[IIIxolor = {

Iy = 0.13013652;
[III1z = 0.0273208916;
nnn;
[(IITstartCondition = {
IIThum = 1;

(QIITtitem[ 0] = "FX PROJECTILE EXPLODE PIECE 1";
1T

1Tk topCondition = {
(IIIThum = 1;

(QIITH tem[ 0] = "FX NONE";
1T

(IITpbriginType = "FX ORG_TRACK P0S";
[IITrotationType = "FX ROT TRACK AXIS";
[(IITparticleParms = {

[IIITdeclPrt = "";

nnn;

ThH

gameresources\generated\decls\fx\weapon\plasma_rifle\plasma_rifle_mic
rowave_3rd.decl

dIitem[ 1] = {

IThame = "muzzle flash primary";
[(IIThroup = "fire microwave";
(IITitype = "FX PARTICLE";
[([ITduration = 500;
[IITifadeOutTime = 500;



[ITkolor = {

(II1Tx = 0. 0451862141,
11Ty = 0.254152179;
Nl
[IITitagNames
(IIITThum = 1;
IITitem[ 0] = "fx muzzle z barrel";
nnnny;

[IIIktartCondition = {

(IIIThum = 1;

(IIitem 0] = "";

(1T

[IITstopCondition = {

IIThum = 1;

(QIITitem 0] ="";

mnin;

[IITpbriginType = "FX ORG_TRACK P0S";

1}
-~

(IITrotationType = "FX ROT TRACK AXIS";
ITparticleParms = {

(III1declPrt = "";

(T

1%



Cursed Prowlers

eSml_spear_ patch2\generated\decls\aicomponent_prototypes\aicompon
ent\prowler_cursed.decl

Some of the curse effects do not apply to clients. This decl change will make it consistent for
both host and client.

{

[(edit = {

[IkurseArmorInfo = {

[ITermorBuffModifiers = {

[Tk lassName = "idEntityModifier Berserk";

[IITpbject = {
[MIITdurationInSeconds = {
(IITITminRange = -1;
(IIT1TmaxRange = -1;

(I

[(IITTdamageTakenScale = 1;

[(IITThorebamageScale = 1;

[(II1TdisabledPainTypes = "BF PAIN STAGGER BF PAIN STAGGER VULNERABLE";
[IIIThuffOverrides = {

[IIIIThum = 10;

OITIThtem[ 0] = {

[(IITTITHamageDecls = "player power direct";

[(II1TTTdamageTakenScale = 4;

[IIITITRoreDamageScale = 1;

(I

OIMTitem[1] = {

[(IITTITHamageDecls = "player power aoe";

[(IIIIITpainTakenScale = 0;

[(IIITTThoreDamageScale = 0;

[(II1TITHisabledPainTypes = "BF PAIN FALTER LIGHT BF PAIN FALTER BF PAIN PUSHBACK BF PAIN STAGGER
(I

OIMTHtem[ 2] = {

[(IIITITHamageDecls = "equip_ flamebelch";

[(IITT1TdamageTakenScale = 1;

(I



(IITHtem 3] = {

[(IIITITHamageDecls = "player melee";

(IIIIITdisabledPainTypes = "BF PAIN FALTER LIGHT BF PAIN FALTER BF PAIN PUSHBACK

BF PAIN MELEE D5 FORWARD REACT BF PAIN MELEE D5 LEFT REACT BF PAIN MELEE D5 RIGHT REACT
BF PAIN MELEE D5 UPPERCUT REACT BF PAIN STAGGER";

(IITT

(ITITHtem[ 4] = {

[IITITHamageDecls = "mod rocketlauncher remotedetonate all";

(IIIITdisabledPainTypes = "BF PAIN FALTER LIGHT BF PAIN FALTER BF PAIN PUSHBACK BF PAIN STAGGER
(TIIT%

(MIIITitem[ 5] = {

(III1TITHamageDecls = "mod plasmagun heatblast";

IIIITdisabledPainTypes = "BF PAIN FALTER LIGHT BF PAIN FALTER BF PAIN PUSHBACK BF PAIN STAGGER
(I

(IITITH tem 6] = {

[(IITITTdamageDecls = "equip frag direct";

[IIIIITdisabledPainTypes = "BF PAIN FALTER LIGHT BF PAIN FALTER BF PAIN PUSHBACK BF PAIN STAGGER
nnnnnn;

(ITITitem[ 7] = {

[(IIITITHamageDecls = "equip frag splash";

(IIITITdisabledPainTypes = "BF PAIN FALTER BF PAIN PUSHBACK";

(TIITT

(ITITHtem( 8] = {

(IIITITHamageDecls = "player hammer";

[IIITITHisabledPainTypes = "BF PAIN FALTER BF PAIN PUSHBACK";

nnnnnny;

(ITITHtem[ 9] = {

[IIITITdamageDecls = "crushers";

[(IITTTdamageTakenScale = 1;

(IIITITHisabledPainTypes = "BF PAIN FALTER BF PAIN PUSHBACK";

(I

(I

(1T

[l

(TermorDisableFlags = "DISABLE SYNC KILLS";

[TrxurseAppliedTranscode = "TRANSCODE SHOULD RETREAT";

[(ITretreatMemoryKey = "wants retreat";

i

[

}






Screechers

ebml_spear\generated\decls\md6def\md6def\characters\monsters\zombi
e_tierl\base\zombie_tierl berserk.md6.decl

Additional FxConditions must trigger

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit back/head v1. md6an
im" {

[(ITkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIrow 17

(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

[IITrow 18

[IITkoundevent ""

ThH

[Tevent "ae startFX" {

[IIIframe 1. 0000

[IITrow 19

[IITJfxCondition t FX CINEMATIC 20
OTh

[(ITkevent "ae soundNoSkip" {
[(IITiframe 0. 0235

IIIrow 1

[(IITkoundevent "play zombie alert screech"
Tk

[ITkevent "ae startFX' {

[IITiframe 0. 0000

[IITrow O

MITfxCondition t FX CINEMATIC MP 1
Tt

[(dTkvent "ae stopFX" {

[(IIIframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1



Tk

(It

[Tlnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 01. md6a
nim" {

[(ITkvent "ae applyBuffModifiers" {
[IITiframe 1. 0000

(IITrow 17

Tt

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

[IIIrow 18

[(IITkoundevent ""

(T

[ITkevent "ae startFX' {

[IIIiframe 1. 0000

IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(Th

[(ITkevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
aTh

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[IITrow O

MITf xCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[IITiframe 45. 0000

[IIIrow 3

MITfxCondition t FX START DEATH 1
Tk

i

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 02. md6a
nim" {

[(Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000



ITrow 17

1t
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

IIIrow 18

[IITkoundevent ""

Tk

[dTevent "ae startFX" {

[IIframe 1. 0000

[IITrow 19

[IITfxCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX" {

[[ITiframe 0. 0000

(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IITiframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

1N

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 03. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Tk

[ITevent "ae_soundNoSkip" {
[IIframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk



[(ITkvent "ae startFX" {

[(IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIframe 0. 0000

(IITrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IITrow 3

[I1fxCondition t FX START DEATH 1
(T

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 04. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

ITrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[(IIIframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[(IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235



(IITrow 1

[(IITsoundevent "play zombie alert screech"
(T

[ITkevent "ae startFX' {

[IIIIframe 0. 0000

[IIIrow O

Q1T xCondition t FX _CINEMATIC MP 1
(T

[Ievent "ae stopFX" {

[IIIIframe 45. 0000

[IIIrow 3

I xCondition t FX START DEATH 1
Tk

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 06. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[[ITiframe 1. 0000

(IIIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

(IITrow 18

[(IITsoundevent ""

Tt

[ITevent "ae startFX" {

[IIIiframe 1. 0000

[IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(Th

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(T

[Ievent "ae startFX" {

[IIIiframe 0. 0000

[IITrow 0
[TITfxCondition t FX CINEMATIC MP 1



Tk

[(ITkevent "ae stopFX" {

[(IITiframe 45. 0000

[IIIrow 3

[IIfxCondition t FX START DEATH 1
Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 07.md6a
nim" {

[(ITkvent "ae applyBuffModifiers" {
[IIIframe 1. 0000

IIrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

[IITrow 18

[IITkoundevent ""

(Th

[(ITkevent "ae startFX' {

[IIIframe 1. 0000

[IIIrow 19

[IITif xCondition t FX CINEMATIC 20
il

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
Hlis

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[(IITrow O

[ITifxCondition t FX CINEMATIC MP 1
[l

[(ITkvent "ae stopFX" {

[[ITiframe 45. 0000

(IITrow 3

[IITfxCondition t FX START DEATH 1
Hlis

It



[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 08. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Tk

[ITevent "ae_soundNoSkip" {
[IIframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk

[ITkevent "ae startFX' {

[IITiframe 1. 0000

[IITrow 19

MITf xCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IITrow 3

[IITif xCondition t FX START DEATH 1
Tt

iy

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 09. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIrow 17

Tk



[(ITkvent "ae soundNoSkip" {
[(IITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIiframe 0. 0000

[(IIIrow O

11 xCondition t FX CINEMATIC MP 1
(T

[IIevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3

I xCondition t FX START DEATH 1
(T

It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 10. md6a
nim" {

[ITkevent "ae applyBuffModifiers" {
[IITiframe 1. 0000

IIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 1. 0000

[(IITrow 18

[(IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IIIiframe 1. 0000



[(IIIrow 19

[I1fxCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(T

[IIevent "ae startFX" {

[IIIiframe 0. 0000

[IITrow O

I xCondition t FX CINEMATIC MP 1
Tk

[dTevent "ae stopFX" {

[IIIframe 45. 0000

[IITrow 3

I xCondition t FX START DEATH 1
OTh

(It

[Tlnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 11.md6a
nim" {

[(ITkvent "ae applyBuffModifiers" {
[IITiframe 1. 0000

(IITrow 17

Tt

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

[IIIrow 18

[(IITkoundevent ""

(Th

[(ITkevent "ae startFX' {

[IIIiframe 1. 0000

[IITrow 19

[TITif xCondition t FX CINEMATIC 20
(T

[ITevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[(IITkoundevent "play zombie alert screech"



Tk

[(ITkvent "ae startFX' {

[(IITiframe 0. 0000

[IITrow O

[MITf xCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[[ITiframe 45. 0000

[IIIrow 3

[IITf xCondition t FX START DEATH 1
Tt

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 12. md6a
nim" {

[(Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

1t
[(ITkevent "ae soundNoSkip" {

[IIIframe 1. 0000

(IIIrow 18

[IITkoundevent ""

il

[(ITkvent "ae startFX' {

[IIIiframe 1. 0000

IITrow 19

[ITfxCondition t FX CINEMATIC 20
Hlis

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"
[l

[(ITkvent "ae startFX" {

[[ITiframe 0. 0000

(IITrow O

(1T xCondition t FX CINEMATIC MP 1

Hlis
[(dTkvent "ae stopFX" {



[(IITiframe 45. 0000

(IITrow 3

[IITif xCondition t FX START DEATH 1
Tt

iy

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 13. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk

[(ITkvent "ae startFX" {

[[ITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[(IIIframe 0. 0000

[(IIIrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[ITevent "ae stopFX" {

[IIIframe 45. 0000

[(IIIrow 3

[I1fxCondition t FX START DEATH 1
(T

iy

[IBnim

"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 14. md6a



nim" {

[(ITkevent "ae applyBuffModifiers" {
[(IITiframe 1. 0000

ITrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IIIframe 1. 0000

(IIIrow 19

[IITif xCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(T

[ITkevent "ae startFX' {

[IIIiframe 0. 0000

[IIIrow O

QI xCondition t FX _CINEMATIC MP 1
(T

[ITkvent "ae stopFX" {

[IIIframe 45. 0000

IIIrow 3

I xCondition t FX START DEATH 1
ThH

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 15. md6a
nim" {

[(IIkevent "ae applyBuffModifiers" {
[[ITiframe 1. 0000

(IIIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000



[(IIIrow 18

[(IITsoundevent ""

(T

[ITkevent "ae startFX' {

[IIIiframe 1. 0000

IIIrow 19

[IITif xCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[IITrow O

I xCondition t FX CINEMATIC MP 1
OTh

[(ITkevent "ae stopFX" {

[IITiframe 45. 0000

IIIrow 3

MITf xCondition t FX START DEATH 1
Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 16. md6a
nim" {

[(Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000
[IITrow 18
[IITkoundevent ""

(T

[(ITkevent "ae startFX' {
[IIIiframe 1. 0000

ITrow 19
[IITJfxCondition t FX CINEMATIC 20



Tk

[(ITkevent "ae soundNoSkip" {
[(IITiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[IITrow O

MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkevent "ae stopFX" {

[(IIIframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

i

[IBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 17. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

aTh

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

IIIrow 18

[IITkoundevent ""

Tk

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

[IITrow 19

MITf xCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[[IIiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"

Hlis
[(ITkvent "ae startFX" {



[(IITiframe 0. 0000

(IITrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IIIrow 3

[ITfxCondition t FX START DEATH 1
Tt

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 18. md6a
nim" {

[(ITkvent "ae applyBuffModifiers" {
[IIIframe 1. 0000

IITrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[[ITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[ITevent "ae startFX" {

[IIIframe 0. 0000

[(IIIrow O

11 xCondition t FX CINEMATIC MP 1
(T

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3



1T xCondition t FX START DEATH 1
(Tt

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 19. md6a
nim" {

[ITevent "ae applyBuffModifiers" {
[ITframe 1. 0000

(IITrow 17

Tt

[ITkvent "ae soundNoSkip" {
[IIIframe 1. 0000

(IIIrow 18

[(IITsoundevent ""

Tt

[(ITkvent "ae startFX" {

[IIIiframe 1. 0000

(IIIrow 19

[I1f xCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert_screech"
(T

[(ITkevent "ae startFX' {

[IIIframe 0. 0000

[IIIrow O

ITfxCondition t FX CINEMATIC MP 1
ThH

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

IITrow 3

I xCondition t FX START DEATH 1
Tk

(It

[Tenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 20. md6a
nim" {

[(ITkvent "ae applyBuffModifiers" {



[(IITiframe 1. 0000
ITrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

[IIIrow 18

[IITkoundevent ""

(T

[(ITkvent "ae startFX' {

[IIIiframe 1. 0000

(IITrow 19

1T xCondition t FX CINEMATIC 20
Tk

[(ITkevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
OTh

[(ITkvent "ae startFX' {

[(IITiframe 0. 0000

[IITrow O

[ITfxCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[([ITiframe 45. 0000

[IIIrow 3

[IITf xCondition t FX START DEATH 1
Tt

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 21.md6a
nim" {

[Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

1t
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

(IITrow 18
[IITkoundevent ""



Tk

[(ITkvent "ae startFX' {

[(IITiframe 1. 0000

[IITrow 19

MITf xCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

(IIIrow 1

[IITsoundevent "play zombie alert screech"
Tt

[ITkevent "ae startFX' {

[(IIIframe 0. 0000

(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[(IITiframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

iy

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 22. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIframe 1. 0000

IIrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk

[(ITkvent "ae startFX" {

[[ITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20

T
[(ITkvent "ae soundNoSkip" {



[(IITiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIiframe 0. 0000

[(IIIrow O

[ITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

(IIlrow 3

(IITif xCondition t FX START DEATH 1
(T

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 23. md6a
nim" {

[(QTkvent "ae applyBuffModifiers" {
[(IITiframe 1. 0000

IITrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IIIiframe 1. 0000

(IITrow 19

[IITif xCondition t FX CINEMATIC 20
Tt

[ITkvent "ae soundNoSkip" {
[IIIframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(T

[ITevent "ae startFX" {

[IIIiframe 0. 0000

[IIIrow O



[IITfxCondition t FX CINEMATIC MP 1
(Tt

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3

[(IITfxCondition t FX START DEATH 1
Tk

iy

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body 01. md6
anim" {

[IIkevent "ae applyBuffModifiers" {
[(IIIframe 1. 0000

IIIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

[(IIIrow 18

[[ITsoundevent ""

(T

[ITkevent "ae startFX' {

[IIIiframe 1. 0000

IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
ThH

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[IITrow O

IITfxCondition t FX CINEMATIC MP 1
Tk

[dTevent "ae stopFX" {

[IITiframe 45. 0000

[IITrow 3

[IITIfxCondition t FX START DEATH 1
Tk



i

[Tnim

"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body inplac
e 01. md6éanim" {

[(Tkvent "ae applyBuffModifiers" {

[IIIiframe 1. 0000

IIIrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

[IITrow 18

(IITkoundevent ""

Tk

[(ITkvent "ae startFX' {

[IIIframe 1. 0000

[(IITrow 19

QI xCondition t FX CINEMATIC 20
OTh

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

IIIrow 1

[(IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[IITrow O

MITfxCondition t FX CINEMATIC MP 1
Tt

[(dTkvent "ae stopFX" {

[(IIIframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

iy

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body inplac
e 02. md6éanim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17



Tk

[(ITkevent "ae soundNoSkip" {
[(IITiframe 1. 0000

[(IITrow 18

[IITkoundevent ""

Tk

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

[IIIrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IIIframe 0. 0235

IIIrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[(IITiframe 0. 0000

[(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IIIrow 3

[ITfxCondition t FX START DEATH 1
Tt

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/upper body 01. md6
anim" {

[(ITkvent "ae applyBuffModifiers" {
[IIIframe 1. 0000

ITrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[[ITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Hlis
[(ITkvent "ae startFX" {



[(IITiframe 1. 0000

(IIIrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
Tt

[(ITevent "ae startFX" {

[IIIframe 0. 0000

[(IIIrow O

1T xCondition t FX CINEMATIC MP 1
(T

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

IIIrow 3

I xCondition t FX START DEATH 1
(Th

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/upper body inplac
e 01. md6éanim" {

[(ITkevent "ae applyBuffModifiers" {
[IITiframe 1. 0000

IIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

(IIIrow 18

[(IITsoundevent ""

Tt

[ITevent "ae startFX" {

[IIIiframe 1. 0000

(IIIrow 19

[I1fxCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1



[IITkoundevent "play zombie alert screech"
(Tt

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[IIIrow O

IITfxCondition t FX CINEMATIC MP 1

Tk

[ITkevent "ae stopFX"' {

[IIIframe 45. 0000

[IIIrow 3

ITfxCondition t FX START DEATH 1

Tk

il

[Tlnim

"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/chest 01. md6anim
" A

[(ITkevent "ae applyBuffModifiers" {
[IITiframe 1. 0000

(IITrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

[IIIrow 18

[IITkoundevent ""

(T

[(ITkevent "ae startFX' {

[IIIframe 1. 0000

[IIIrow 19

[IITif xCondition t FX CINEMATIC 20
ThH

[(ITkevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX' {

[IITiframe 0. 0000

[IITrow O

[ITfxCondition t FX CINEMATIC MP 1
Tk



[(ITkvent "ae stopFX" {

[([ITiframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

i

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/chest in place 0
1. md6anim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Il
[(ITkevent "ae soundNoSkip" {

[IIIframe 1. 0000

[(IITrow 18

[IITkoundevent ""

OTh

[(ITkvent "ae startFX' {

[(IITiframe 1. 0000

[IITrow 19

[MITf xCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

(IIIrow 1

[IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[(IIIframe 0. 0000

(IITrow O

[IITfxCondition t FX CINEMATIC MP 1
Tt

[(dTkvent "ae stopFX" {

[IITiframe 45. 0000

[(IITrow 3

[IITfxCondition t FX START DEATH 1
Tt

iy

[Tanim



"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/gut 01. mdéanim"
{

[(ITkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tt

[ITkevent "ae startFX' {

[(IIIframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIiframe 0. 0000

[(IIIrow O

[ITfxCondition t FX CINEMATIC MP 1
Tt

[ITevent "ae stopFX" {

[IIIframe 45. 0000

[(IIIrow 3

I xCondition t FX START DEATH 1
(Th

iy

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/gut inplace 01.m
déanim" {

[(QTkvent "ae applyBuffModifiers" {
[(IITiframe 1. 0000

ITrow 17

Tt

[(ITevent "ae soundNoSkip" {



[(IITiframe 1. 0000

(IITrow 18

[(IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IIIiframe 1. 0000

(IIIrow 19

[I1fxCondition t FX CINEMATIC 20
Tt

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

ITrow 1

[IITsoundevent "play zombie alert_screech"
(T

[ITkevent "ae startFX' {

[IIIiframe 0. 0000

[(IIIrow O

1T xCondition t FX CINEMATIC MP 1
(Th

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3

I xCondition t FX START DEATH 1
aTh

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left arm 01. md6a
nim" {

[(Tkvent "ae applyBuffModifiers" {
[(IIIframe 1. 0000

IIIrow 17

Tt

[ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

[(IIIrow 18

[IITsoundevent ""

(T

[ITevent "ae startFX" {

[IIIiframe 1. 0000

IIIrow 19



[IITIfxCondition t FX CINEMATIC 20
(Tt

[(ITkevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[(IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[(IITrow O

IITfxCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[IITiframe 45. 0000

[IIIrow 3

[IITfxCondition t FX START DEATH 1
Tk

i

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left arm in plac
e 01. md6éanim" {

[Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIframe 1. 0000

(IIIrow 18

[IITkoundevent ""

il

[(ITkvent "ae startFX' {

[IIIframe 1. 0000

[IITrow 19

[IITJfxCondition t FX CINEMATIC 20
Hulig

[ITevent "ae soundNoSkip" {
[IITiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"

(T



[(ITkvent "ae startFX" {

[(IITiframe 0. 0000

(IITrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[(dTkvent "ae stopFX" {

[(IITiframe 45. 0000

(ITrow 3

[IITif xCondition t FX START DEATH 1
Tt

i

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left leg 01. md6a
nim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

OTh

[(ITkvent "ae soundNoSkip" {
[(IITiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

[IIIrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IIIframe 0. 0235

IIIrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[(IITiframe 0. 0000

(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX"' {

[IIIiframe 45. 0000



[(IITrow 3

[ITfxCondition t FX START DEATH 1
(T

It

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left leg inplace
_01. mdéanim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

ITrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[(IIIframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
Tt

[ITkevent "ae startFX' {

[IIIiframe 0. 0000

[(IIIrow O

1T xCondition t FX CINEMATIC MP 1
(Th

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

IIIrow 3

I xCondition t FX START DEATH 1
(T

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right arm 01. md6

anim" {



(IIkevent "ae applyBuffModifiers" {
[(IITiframe 1. 0000

(IIIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

[(IIIrow 18

[IITsoundevent ""

Tt

[ITkevent "ae startFX' {

[IIIiframe 1. 0000

[IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(T

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(Th

[ITevent "ae startFX" {

[IIIframe 0. 0000

[IIIrow O

1T xCondition t FX CINEMATIC MP 1
aTh

[ITkvent "ae stopFX" {

[IIIframe 45. 0000

IIIrow 3

MITfxCondition t FX START DEATH 1
Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right arm inplac
e 01. md6anim" {

[(ITkvent "ae applyBuffModifiers" {
[(IITiframe 1. 0000

(IITrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000
[IITrow 18



(IITkoundevent ""

(Tt

[(ITkvent "ae startFX' {

[IIIiframe 1. 0000

[IIIrow 19

[IITif xCondition t FX CINEMATIC 20
Tk

[ITevent "ae_soundNoSkip" {
[IIframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
Tk

[ITkevent "ae startFX' {

[IITiframe 0. 0000

[IITrow O

MITf xCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[[ITiframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

i

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right leg 01. md6
anim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

1l
[(ITkevent "ae soundNoSkip" {

[IIIframe 1. 0000

[(IITrow 18

[IITkoundevent ""

Hulig

[(ITkvent "ae startFX' {

[IITiframe 1. 0000

[IITrow 19

[ITf xCondition t FX CINEMATIC 20
il



[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

(IITrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

(IITrow 3

[IITif xCondition t FX START DEATH 1
Tt

iy

IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right leg inplac
e 01. md6anim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIframe 1. 0000

IIIrow 17

Tk

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[(IIIframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIiframe 0. 0000



[(IIIrow O

I1fxCondition t FX CINEMATIC MP 1
(T

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3

[IITIfxCondition t FX START DEATH 1
(T

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/upper body. md6an
im" {

[IIkevent "ae applyBuffModifiers" {
[IITiframe 1. 0000

IITrow 17

[l

[(ITkvent "ae soundNoSkip" {
[IITiframe 1. 0000

(IITrow 18

[(IITkoundevent ""

(1%

[(ITkvent "ae startFX" {

[IIIiframe 1. 0000

(IITrow 19

[I1fxCondition t FX CINEMATIC 20
1%

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(Th

[(ITkevent "ae startFX' {

[IIIiframe 0. 0000

[(IIIrow O

(MITfxCondition t FX CINEMATIC MP 1
(T

[(ITkevent "ae stopFX" {

[IIIframe 45. 0000

ITrow 3
[IITfxCondition t FX _START DEATH 1



Tk

(It

[Tlnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/lower body 01.md6
anim" {

[(ITkvent "ae applyBuffModifiers" {
[IITiframe 1. 0000

(IITrow 17

Tt

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

[IIIrow 18

[(IITkoundevent ""

(T

[ITkevent "ae startFX' {

[IIIiframe 1. 0000

IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(Th

[(ITkevent "ae soundNoSkip" {
[IIIframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
aTh

[(ITkvent "ae startFX' {

[IIIframe 0. 0000

[IITrow O

MITf xCondition t FX CINEMATIC MP 1
Tk

[(ITkvent "ae stopFX" {

[IITiframe 45. 0000

[IIIrow 3

MITfxCondition t FX START DEATH 1
Tk

i

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/lower body inplac
e 01. md6éanim" {

[(Tkvent "ae applyBuffModifiers" {
[IIIiframe 1. 0000



ITrow 17

1t
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

IIIrow 18

[IITkoundevent ""

Tk

[dTevent "ae startFX" {

[IIframe 1. 0000

[IITrow 19

[IITfxCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

IIIrow 1

[IITkoundevent "play zombie alert screech"
Tk

[(ITkvent "ae startFX" {

[[ITiframe 0. 0000

(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IITiframe 45. 0000

(IITrow 3

[MITfxCondition t FX START DEATH 1
Tt

1N

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/upper body inplac
e 01. md6éanim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIIrow 17

Tk

[ITevent "ae_soundNoSkip" {
[IIframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk



[(ITkvent "ae startFX" {

[(IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[(IITiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIframe 0. 0000

(IITrow O

[IITif xCondition t FX CINEMATIC MP 1
Tt

[ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IITrow 3

[I1fxCondition t FX START DEATH 1
(T

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/upper body 01. md6
anim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

ITrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[(IIIframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[(IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235



(IITrow 1

[(IITsoundevent "play zombie alert screech"
(T

[ITkevent "ae startFX' {

[IIIIframe 0. 0000

[IIIrow O

Q1T xCondition t FX _CINEMATIC MP 1
(T

[Ievent "ae stopFX" {

[IIIIframe 45. 0000

[IIIrow 3

I xCondition t FX START DEATH 1
Tk

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/lower body 01.md
6anim" {

[(ITkevent "ae applyBuffModifiers" {
[[ITiframe 1. 0000

(IIIrow 17

Tt

[(ITkvent "ae soundNoSkip" {
[IIIiframe 1. 0000

(IITrow 18

[(IITsoundevent ""

Tt

[ITevent "ae startFX" {

[IIIiframe 1. 0000

[IIIrow 19

[TITif xCondition t FX CINEMATIC 20
(Th

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[IITkoundevent "play zombie alert screech"
(T

[Ievent "ae startFX" {

[IIIiframe 0. 0000

[IITrow 0
[TITfxCondition t FX CINEMATIC MP 1



Tk

[(ITkevent "ae stopFX" {

[(IITiframe 45. 0000

[IIIrow 3

[IIfxCondition t FX START DEATH 1
Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/lower body inpla
ce 01. md6éanim" {

[(ITkvent "ae applyBuffModifiers" {
[IIIframe 1. 0000

IIrow 17

T
[(ITkevent "ae soundNoSkip" {

[IIIiframe 1. 0000

[IITrow 18

[IITkoundevent ""

(Th

[(ITkevent "ae startFX' {

[IIIframe 1. 0000

[IIIrow 19

[IITif xCondition t FX CINEMATIC 20
il

[(ITkevent "ae soundNoSkip" {
[IIIiframe 0. 0235

IIIrow 1

[IITsoundevent "play zombie alert screech"
Hlis

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[(IITrow O

[ITifxCondition t FX CINEMATIC MP 1
[l

[(ITkvent "ae stopFX" {

[[ITiframe 45. 0000

(IITrow 3

[IITfxCondition t FX START DEATH 1
Hlis

It



[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/upper body 01. md
6anim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

ITrow 17

Tk

[(ITkevent "ae soundNoSkip" {
[IIIiframe 1. 0000

[IITrow 18

[IITkoundevent ""

Tk

[ITkevent "ae startFX' {

[IITiframe 1. 0000

[IITrow 19

MITf xCondition t FX CINEMATIC 20
Tk

[(ITkvent "ae soundNoSkip" {
[([IIiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IITiframe 0. 0000

[(IITrow O

[MITfxCondition t FX CINEMATIC MP 1
Tt

[(ITkvent "ae stopFX" {

[IIIframe 45. 0000

[(IITrow 3

[IITif xCondition t FX START DEATH 1
Tt

iy

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/upper body inpla
ce 01. md6éanim" {

[(ITkevent "ae applyBuffModifiers" {
[IIIiframe 1. 0000

IIrow 17

Tk



[(ITkvent "ae soundNoSkip" {
[(IITiframe 1. 0000

(IITrow 18

[IITkoundevent ""

Tt

[(ITkvent "ae startFX" {

[IITiframe 1. 0000

(IITrow 19

[MITfxCondition t FX CINEMATIC 20
Tt

[ITkvent "ae soundNoSkip" {
[IIIiframe 0. 0235

(IITrow 1

[(IITsoundevent "play zombie alert screech"
Tt

[(ITkvent "ae startFX" {

[IIIiframe 0. 0000

[(IIIrow O

11 xCondition t FX CINEMATIC MP 1
(T

[IIevent "ae stopFX" {

[IIIframe 45. 0000

[IIIrow 3

I xCondition t FX START DEATH 1
(T

It



Tyrants

eSml_spear\generated\decls\aimovementgraph\tyrant.decl

Tyrants should not be able to walk because that causes clients to crash.

[kdit = {



Cueballs

gameresources\generated\decls\md6def\md6def\characters\monsters\zo
mbie_cueball\base\zombie cueball.md6.decl

Cueballs should instantly explode on death.

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 02. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
ITiframe 4. 7773

[(IIIrow 3

[(IITNocked 0O

IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[(IITiframe 0. 9593

[(IITrow 3

[(IITNocked 0O

[IIIint ©

[IIIint ©

[IITint ©

OTh

[(ITkevent "ae detonateSelf" {
[(IITiframe 0.5000

IIIrow 1

[IITllocked 0

IITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITlocked ©

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(Tt

iy



[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 01.md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 9. 5611

[IITrow 2

[IIIlocked 0O

dITktring "full body"

Tt

[(ITkevent "ae startRagdoll" {
[IIIiframe 0. 9593

[(IIIrow 3

[(IITNlocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tk

[(ITkevent "ae detonateSelf" {
[[ITiframe 0.5000

(IITrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

(IIIrow 1

[IITlocked 0

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

ThH

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 03. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[[ITiframe 0. 0000

(IITrow 4

[IITlocked 0

IIktring "full body"

Tk



[(ITkevent "ae startRagdoll" {
[(IITiframe 0.9593

(IITrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[[IIfint ©

(T

[IIevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IIIlocked 0O

IITexplosion "*"

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIIlocked 0O

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

Tt

iy

[Tanim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 04. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(Th

[(ITkevent "ae startRagdoll" {
[IIIframe 0. 9593

IIIrow 3

[[IIlocked 0O

[IIIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITevent "ae detonateSelf" {



[IITiframe 0.5000

(IITrow 1

[(IITlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk

il

[Tlnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 06. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IITiframe 0. 0010

(IITrow 2

[(IITNocked 0O

[IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[IITiframe 0. 9593

(IITrow 3

[IITlocked ©

[IIIint ©

[IITint ©

[IIIfint ©

ThH

[ITevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITllocked ©

IITexplosion "*"

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

IIIrow 1

[IITlocked ©



[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 07. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIframe 0. 0010

IIIrow 2

[IITllocked 0

OIIstring "full body"

Tk

[Tevent "ae startRagdoll" {
[IIIframe 0. 9593

[IITrow 3

[IITllocked ©

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[(IITNocked 0O

IITkexplosion ""

Tt

[(ITevent "ae radiusDamage" {
[(IIIframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIktring "full body"

Tk
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[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 08. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010



[IITrow 2

[(IIINocked 0O

IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[IIIiframe 0. 9593

[(IIIrow 3

[(IITNocked 0O

[IIIint ©

[IIIint ©

[IITint ©

Tk

[(ITkevent "ae detonateSelf" {
[IITiframe 0.5000

IIIrow 1

[IITlocked 0

[IITexplosion ""

OTh

[(ITkvent "ae radiusDamage" {
[(IITiframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(T

It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 09. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[ITevent "ae startRagdoll" {
[IIframe 0. 9593

[IITrow 3

[IITllocked 0

[IIIfint ©



[IIIfint ©

[IIIlint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIIlocked 0O

dITkexplosion "*"

Tt

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

(IITrow 1

[(IITNlocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

Tt
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[IBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 10. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IITrow 2

[IIINocked 0O

IIstring "full body"

Tt

[(ITkevent "ae startRagdoll" {
[IIIiframe 0. 9593

[(IIIrow 3

[IITNlocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tk

[(ITkevent "ae detonateSelf" {
[[ITiframe 0.5000

(IITrow 1

[IITlocked 0

IITexplosion ""

Tk



[(ITkvent "ae radiusDamage" {
[(IITiframe 0. 0000

(IITrow 1

[IITlocked 0

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk

iy

[Tenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 11.md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[(IIIframe 0. 0010

(IITrow 2

[IITlocked ©

IIktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[IITiframe 0.9593

(IITrow 3

[IITlocked ©

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

IIIrow 1

[IITlocked ©

IITexplosion ""

(Th

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[[IIlocked 0O

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

Tt

iy

[Tanim



"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 12. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(T

[IIevent "ae startRagdoll" {
[IIIIframe 0. 9593

[IIIrow 3

[IIIlocked 0O

[IIIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 13. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[(IITNlocked 0O

[IIstring "full body"

Tt

[ITkevent "ae startRagdoll" {



[(IITiframe 0. 9593

(IITrow 3

[(IITlocked 0O

[IIIint ©

[IITint ©

[IIIfint ©

Tk

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITllocked 0

ITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 14. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIframe 0. 0010

IIIrow 2

[IITlocked ©

ITktring "full body"

ThH

[ITevent "ae startRagdoll" {
[IIIframe 0. 9593

IITrow 3

[IITllocked ©

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000



(IITrow 1

[(IIINocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIktring "full body"

Tt
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[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 15. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[IITNocked 0O

dIIktring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[IIIiframe 0. 9593

[(IIIrow 3

[(IITNocked 0O

[IIIint ©

[IIIint ©

[IITint ©

Tk

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

IIIrow 1

[IITlocked 0

IITkexplosion ""

Tk

[ITkvent "ae radiusDamage" {
[IIframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”



ITktring "full body"

(Tt

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 16. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[(IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[IITiframe 0.9593

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIINocked 0O

IITkexplosion ""

Tt

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000
ITrow 1

[IITNlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

dITktring "full body"

Tt
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[Tnim

"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 17. md6a
nim" {

[(ITkevent "ae goreEnableByName" {

[IIIiframe 0.0010

[IITrow 2



[IIIocked 0O

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 0. 9593

[IIIrow 3

[IIIlocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tt

[(ITkevent "ae detonateSelf" {
[(IIIframe 0. 5000

IIIrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[[ITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

aTh

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 18. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[(IIIframe 0. 0010

(IITrow 2

[IITlocked ©

IIktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[[ITiframe 0.9593

(IITrow 3

[IITlocked 0

[IIIint ©

[IIIfint ©



(IITint ©

(Tt

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITlocked ©

IITexplosion "*"

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIIlocked 0O

[(IITdamage "damage/ai/zombie/cueball"
dITktring "full body"

Tt

iy

IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 19. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIframe 0. 9593

IIIrow 3

[IITlocked ©

[IIIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {



[(IITiframe 0. 0000
IIrow 1

[(IITlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

IIktring "full body"

Tk
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[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 20. md6a
nim" {

[ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[(IITNocked 0O

IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[IITiframe 0. 9593

(IITrow 3

[(IITNocked 0O

[IIIint ©

[IITint ©

[IIIfint ©

aTh

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

IIIrow 1

[IITlocked ©

[IITexplosion ""

ThH

[(ITkvent "ae radiusDamage" {
[IIIframe 0. 0000

(IITrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[TBanim

"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 21.md6a



nim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITllocked 0

ITktring "full body"

Tk

[(ITkvent "ae startRagdoll" {
[IIIframe 0. 9593

[IIIrow 3

[IITllocked 0

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IITNocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tt
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[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 22.md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IITrow 2

[IITNlocked 0O

IIstring "full body"

Tt

[ITkvent "ae startRagdoll" {
[IIIiframe 0. 9593



[(IITrow 3

[(IIINocked 0O

[IIIlint ©

[IIIint ©

(IIlint ©

Tk

[(ITkevent "ae detonateSelf" {
[(IITiframe 0.5000

(IIIrow 1

[IITlocked 0

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

IIIrow 1

[IITlocked 0

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(Th
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[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit front/head 23. md6a
nim" {

[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[IITiframe 0.9593

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[ITevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1



[IIIocked 0O

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIIframe 0. 0000

(IITrow 1

[IIIlocked 0O

[ITdamage "damage/ai/zombie/cueball”
IIstring "full body"

Tt
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[IBnim
"md6/characters/monsters/zombie tierl/base/motion/death/moving forward/hit back/head vl. md6an
im" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

(IITrow 4

[IIIlocked 0O

IIstring "full body"

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIINocked 0O

IITkexplosion ""

Tt

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IITNlocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

Tt
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[(Tenim "md6/characters/monsters/zombie tierl/base/motion/death/burn/burn_01. md6anim" {
[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 5

[IITllocked 0

ITktring "full body"



nnns
[(ITkevent "ae detonateSelf" {

[IITiframe 0.5000

IIIrow 1

[IITllocked 0

IITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[(TkBnim "md6/characters/monsters/zombie tierl/base/motion/death/burn/burn_02. md6anim" {
[(ITkvent "ae goreEnableByName" {
[IITiframe 0. 0010

(IITrow 3

[(IITNocked 0O

[IIstring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

(IITrow 1

[IITlocked ©

IITexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[(IIIframe 0. 0000

IIIrow 1

[IITlocked ©

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk
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[Tnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 01.md6anim" {
[(ITkevent "ae goreEnableByName" {

[IIIiframe 0.0010

[IITrow 2



[IIIocked 0O

IIstring "full body"

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIIlocked 0O

IITkexplosion ""

Tt

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

(IITrow 1

[(IITNlocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

Tt
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(Ienim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 02. md6éanim" {
[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITllocked 0

ITktring "full body"

aTh

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

IIIrow 1

[IITlocked ©

[IITexplosion ""

ThH

[(ITkvent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[Tenim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 03. mdéanim" {

[(ITkvent "ae goreEnableByName" {



[(IITiframe 0. 0010

(IITrow 2

[(IITlocked 0O

IIktring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

(IITrow 1

[IITlocked ©

IITexplosion ""

Tt

[(ITevent "ae radiusDamage" {
[(IIIframe 0. 0000

IIIrow 1

[IITlocked ©

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"

OTh

(It

[Tnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 04. md6éanim" {
[(ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IITrow 2

[IIINocked 0O

IIstring "full body"

Tt

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IITNlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIframe 0. 0000
IITrow 1

[IITNlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

[IIstring "full body"
T
iy



(Ienim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 05. md6éanim" {
[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITllocked 0

ITktring "full body"

Tk

[ITevent "ae detonateSelf" {
[IITiframe 0. 5000

IIIrow 1

[IITllocked 0

IITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T
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[Tenim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 06. md6éanim" {
[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[IITlocked ©

IIstring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[(IIIframe 0. 5000

IIIrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[[ITiframe 0. 0000

(IITrow 1

[IITlocked 0

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"



(T
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[Tnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced back 07.md6anim" {
[(ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IITrow 2

[IIIlocked 0O

dITktring "full body"

Tt

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[(IITNlocked 0O

ITkexplosion "*"

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IITNocked 0O

[IITHWamage "damage/ai/zombie/cueball”

ITktring "full body"

Tt
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[(Tenim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced forward 01. md6anim"
{

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(Th

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[[IIlocked 0O

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000
ITrow 1



[IIIocked 0O

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

Tt
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[TkBnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced left 01. md6anim" {
[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[(IIIrow 2

[IITlocked 0

[IIIstring "full body"

Tk

[(ITkevent "ae detonateSelf" {
[IITiframe 0.5000

IIIrow 1

[IITlocked 0

IITkexplosion "*"

OTh

[(ITkvent "ae radiusDamage" {
[(IITiframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(T
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[Tnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced left 02. mdéanim" {
[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[(IITNocked 0O

IIstring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {



[(IITiframe 0. 0000
IIrow 1

[(IITlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

ITktring "full body"

Tk
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[Tenim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced right 01. md6anim" {
[(ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[IIIlocked 0O

IIstring "full body"

(T

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IIIlocked 0O

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIINocked 0O

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

Tt

1N

[(TkBnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced right 02. md6anim" {
[(ITkevent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[ITkevent "ae_detonateSelf" {
[IIframe 0. 5000

IIIrow 1

[IITllocked 0

IITexplosion ""



Tk

[(ITkevent "ae radiusDamage" {
[(IITiframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

(T

It

[Tnim "md6/characters/monsters/zombie tierl/base/motion/death/melee/forced right 03. md6anim" {
[ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[(IITNocked 0O

IIstring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body 01.md6
anim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[(IITNlocked 0O

[IIstring "full body"

Tt

[ITkevent "ae startRagdoll" {



(IITJframe 1.1319

(IITrow 3

[(IITlocked 0O

[IIIint ©

[IITint ©

[IIIfint ©

Tk

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITllocked 0

ITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body inplac
e 01. md6éanim" {

[(ITkvent "ae goreEnableByName" {
[IIIframe 0. 0000

IIIrow 2

[IITlocked ©

[IIstring "full body"

ThH

[(ITkvent "ae startRagdoll" {
[IIIfframe 1. 0084

IIIrow 4

[IITllocked ©

[IIIfint ©

[IITint ©

[IITint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000



(IITrow 1

[(IIINocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIktring "full body"

Tt

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/lower body inplac
e 02. md6éanim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[IITNocked 0O

dIIktring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[(IITiframe 1. 0431

[(IIIrow 3

[(IITNocked 0O

[IIIint ©

[IIIint ©

[IITint ©

Tk

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

IIIrow 1

[IITlocked 0

IITkexplosion ""

Tk

[ITkvent "ae radiusDamage" {
[IIframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”



ITktring "full body"

(Tt

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/upper body 01. md6
anim" {

[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[(IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[(IITiframe 1. 0181

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIINocked 0O

IITkexplosion ""

Tt

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000
ITrow 1

[IITNlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

IIstring "full body"

Tt

iy

[Tnim

"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit back/upper body inplac
e 01. md6éanim" {

[(ITkevent "ae goreEnableByName" {

[IIIiframe 0.0010

[IITrow 2



[IIIocked 0O

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1.1154

[IIIrow 3

[IIIlocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tt

[(ITkevent "ae detonateSelf" {
[(IIIframe 0. 5000

IIIrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[[ITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

aTh

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/chest 01. md6anim
" A

[(ITevent "ae_goreEnableByName" {
[IITiframe 0. 0010

(IITrow 2

[IITlocked ©

IIktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
ITframe 1. 0273

(IITrow 3

[IITlocked 0

[IIIint ©

[IIIfint ©



(IITint ©

(Tt

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITlocked ©

IITexplosion "*"

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIIlocked 0O

[(IITdamage "damage/ai/zombie/cueball"
dITktring "full body"

Tt

iy

IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/chest in place 0
1. md6anim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1. 0660

IIIrow 3

[IITlocked ©

[IIIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {



[(IITiframe 0. 0000
IIrow 1

[(IITlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

IIktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/fall cycle 01.md
6anim" {

[ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow O

[(IITNocked 0O

dITktring "full body"

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNocked 0O

(ITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/gut 01. md6anim"
{

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[(IITNlocked 0O

[IIstring "full body"

Tt

[ITkevent "ae startRagdoll" {



(IITframe 1. 0570

(IITrow 3

[(IITlocked 0O

[IIIint ©

[IITint ©

[IIIfint ©

Tk

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITllocked 0

IITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T

iy

[TBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/gut inplace 01.m
déanim" {

[(ITkvent "ae goreEnableByName" {
[IIIframe 0. 0010

IIIrow 2

[IITlocked ©

ITktring "full body"

ThH

[(ITkvent "ae startRagdoll" {
[IIIframe 1. 0996

IITrow 3

[IITllocked ©

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000



(IITrow 1

[(IIINocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
IIktring "full body"

Tt

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left arm 01. md6a
nim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[IITNocked 0O

dIIktring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[IIIiframe 1.1506

[(IIIrow 3

[(IITNocked 0O

[IIIint ©

[IIIint ©

[IITint ©

Tk

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

IIIrow 1

[IITlocked 0

IITkexplosion ""

Tk

[ITkvent "ae radiusDamage" {
[IIframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball”



ITktring "full body"

(Tt

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left arm in plac
e 01. md6éanim" {

[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[(IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[IITiframe 0. 9798

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

(IITrow 1

[IIINocked 0O

IITkexplosion ""

Tt

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000
ITrow 1

[IITNlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

dITktring "full body"

Tt

iy

[Tnim

"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left leg 01. md6a
nim" {

[(ITkevent "ae goreEnableByName" {

[IIIiframe 0.0010

[IITrow 2



[IIIocked 0O

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1.1107

[IIIrow 3

[IIIlocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tt

[(ITkevent "ae detonateSelf" {
[(IIIframe 0. 5000

IIIrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[[ITiframe 0. 0000

(IITrow 1

[IITlocked ©

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

aTh

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/left leg inplace
_01. md6anim" {

[(ITkvent "ae goreEnableByName" {
[(IIIframe 0. 0010

(IITrow 2

[IITlocked ©

IIktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
[([IIiframe 1. 0445

(IITrow 3

[IITlocked 0

[IIIint ©

[IIIfint ©



(IITint ©

(Tt

[(ITkevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITlocked ©

IITexplosion "*"

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIIlocked 0O

[(IITdamage "damage/ai/zombie/cueball"
dITktring "full body"

Tt

iy

IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right _arm_ 01. md6
anim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

[IIIrow 2

[IITlocked ©

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1. 2033

IIIrow 3

[IITlocked ©

[IIIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[(IITiframe 0.5000

(IITrow 1

[(IITNlocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {



[(IITiframe 0. 0000
IIrow 1

[(IITlocked 0O
[(IITdamage "damage/ai/zombie/cueball”

IIktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right arm inplac
e 01. md6éanim" {

[ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[(IITNocked 0O

dITktring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[(IITiframe 1. 2044

(IITrow 3

[(IITNocked 0O

[IIIint ©

[IITint ©

[IIIfint ©

aTh

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

IIIrow 1

[IITlocked ©

[IITexplosion ""

ThH

[(ITkvent "ae radiusDamage" {

[IIIframe 0. 0000

(IITrow 1

[IITllocked ©

[(IITdamage "damage/ai/zombie/cueball"

IIstring "full body"

(T

iy

[TBanim

"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right leg 01. md6



anim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITllocked 0

ITktring "full body"

Tk

[(ITkvent "ae startRagdoll" {
[IIIfframe 1. 0672

[IIIrow 3

[IITllocked 0

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IITNocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITdamage "damage/ai/zombie/cueball”
ITktring "full body"

Tt

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/right leg inplac
e 01. md6éanim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IITrow 2

[IITNlocked 0O

IIstring "full body"

Tt

[ITkvent "ae startRagdoll" {
[IIIiframe 1. 0552



[(IITrow 3

[(IIINocked 0O

[IIIlint ©

[IIIint ©

(IIlint ©

Tk

[(ITkevent "ae detonateSelf" {
[(IITiframe 0.5000

(IIIrow 1

[IITlocked 0

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

IIIrow 1

[IITlocked 0

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(Th

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit front/upper body. md6an
im" {

[(ITkevent "ae goreEnableByName" {
[IITiframe 0. 0010

[IIIrow 2

[IITlocked 0

ITktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
(IITiframe 1. 0677

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[ITevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1



[IIIocked 0O

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIIframe 0. 0000

(IITrow 1

[IIIlocked 0O

[ITdamage "damage/ai/zombie/cueball”
dITktring "full body"

Tt

i

[IBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/lower body 01. md6
anim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

(IITrow 2

[IIIlocked 0O

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1. 0997

[IIIrow 3

[IIINocked 0O

[IIIlint ©

[IIIint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[(IIIframe 0. 5000

IIIrow 1

[IITlocked ©

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[[ITiframe 0. 0000

(IITrow 1

[IITlocked 0

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"



Tk

(It

[Tlnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/lower body inplac
e 01. md6anim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[IITlocked ©

[IIstring "full body"

Tt

[Tevent "ae startRagdoll" {
[(IIIframe 1. 0498

(IITrow 3

[IITlocked ©

[IIIint ©

[IITint ©

[IIIfint ©

(Th

[ITevent "ae detonateSelf" {
[IIIframe 0.5000

IIIrow 1

[IITlocked ©

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITlocked ©

[(IITdamage "damage/ai/zombie/cueball"
dITktring "full body"

Tt

iy

[IBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/upper body 01. md6
anim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0. 0010

[IIIrow 2

[IITlocked ©



ITktring "full body"

(Tt

[(ITkevent "ae startRagdoll" {
[IIIiframe 1.1645

[IIIrow 3

[IITlocked ©

[[IIfint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIframe 0. 5000

(IITrow 1

[(IITNocked 0O

IITkexplosion ""

Tt

[(ITkvent "ae radiusDamage" {
[(IITiframe 0. 0000

(IITrow 1

[(IITNocked 0O

[IITHdamage "damage/ai/zombie/cueball”

IIktring "full body"

Tk

il

[Tnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit left/upper body inplac
e 01. md6éanim" {

[(ITkvent "ae goreEnableByName" {
[IIIiframe 0. 0010

(IITrow 2

[(IITNocked 0O

IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[(IITiframe 1. 2243

[(IITrow 3

[(IITNlocked 0O

[IIIint ©

[IIIint ©

[IIIfint ©



nnns
[(ITkevent "ae detonateSelf" {

[IITiframe 0.5000

IIIrow 1

[IITllocked 0

IITexplosion ""

Tk

[(ITkevent "ae radiusDamage" {
[IIIframe 0. 0000

IIIrow 1

[IITllocked 0

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

(T

i

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/lower body 01.md
6anim" {

[(ITkvent "ae goreEnableByName" {
[(IITiframe 0. 0010

[IIIrow 2

[IITllocked 0

ITktring "full body"

aTh

[(ITkvent "ae startRagdoll" {
[IIIframe 1.2042

IIIrow 3

[IITlocked ©

[IIIfint ©

[IIIfint ©

[IIIlint ©

Tt

[(ITkvent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IITocked ©

dITkexplosion "*"

Tt

[(ITkvent "ae radiusDamage" {

[IIIiframe 0. 0000



(IITrow 1

[(IIINocked 0O

[IITHdamage "damage/ai/zombie/cueball”
IIstring "full body"

Tt

i

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/lower body inpla
ce 01.md6éanim" {

[ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

[IITrow 2

[(IITNlocked 0O

IIstring "full body"

Tt

[(ITkvent "ae startRagdoll" {
[(IITiframe 1. 2755

[(IITrow 3

[IITNocked 0O

[IIIlint ©

[IIIint ©

[IITint ©

Tk

[(ITkevent "ae detonateSelf" {
[IITiframe 0.5000

(IIIrow 1

[IITlocked 0

IITexplosion ""

Tk

[(ITkvent "ae radiusDamage" {
[IITiframe 0. 0000

IIIrow 1

[IITlocked 0

[(IITdamage "damage/ai/zombie/cueball”
IIstring "full body"

(T

(It

[TBnim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/upper body 01.md

6anim" {



[(ITkevent "ae goreEnableByName" {
[(IITiframe 0. 0010

(IITrow 2

[IITlocked 0

IIktring "full body"

Tk

[(ITkevent "ae startRagdoll" {
ITframe 1.1280

[IIIrow 3

[IITlocked 0

[IITint ©

[IIIfint ©

[IIIfint ©

(T

[(ITkevent "ae detonateSelf" {
[IIIiframe 0.5000

(IITrow 1

[IIIlocked 0O

IITexplosion ""

(T

[(ITkevent "ae radiusDamage" {
[IIIiframe 0. 0000

(IITrow 1

[IIINocked 0O

[(IITdamage "damage/ai/zombie/cueball"
IIstring "full body"

Tt

1N

[IBenim
"md6/characters/monsters/zombie tierl/base/motion/death/stationary/hit right/upper body inpla
ce 01. md6éanim" {

[(ITkevent "ae goreEnableByName" {
[IIIiframe 0.0010

(IITrow 2

[[IIlocked 0O

IIstring "full body"

(T

[(ITkevent "ae startRagdoll" {
[IIIiframe 1. 0916

[IIIrow 3



[IIIocked 0O

[IIIlint ©

[IIIlint ©

[IIIint ©

Tt

[(ITkvent "ae detonateSelf" {
[IITiframe 0.5000

(IITrow 1

[IITlocked ©

IITexplosion ""

Tt

[(ITevent "ae radiusDamage" {
[(IIIframe 0. 0000

IIIrow 1

[IITlocked ©

[IITHdamage "damage/ai/zombie/cueball”
ITktring "full body"

OTh

(It



Bullet Casing Collision

gameresources_patchl\generated\decls\mdédefimd6defobjects\weapon
s\heavy\chaingun.md6.decl

Bullet casings should not spawn because they have collision with the hitscan tracers.

[Tnim

"md6/objects/weapons/heavy/chaingun/motion/player /human/base/core/shootstate into. md6anim" {
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIIframe 0. 0000

[IITrow O

Tk

[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIframe 4. 0000
[ITrow 0

Tt
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[(IIIframe 8. 0000
(IITrow 0

T
[(ITkvent "ae fireWeaponRightPrimaryOnly" {

[IIIiframe 12. 0000
(MITrow 0

(Tt
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIframe 16. 0000
(IITrow 0

Tk

[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[[ITiframe 20. 0000

[IITrow O

Tt

i

[ITenim "md6/objects/weapons/heavy/chaingun/motion/player /human/base/core/shootstate 01. md6anim"
{

[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIframe 0. 0000



(IIIrow 0
(Tt
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIframe 4. 0000
(IITrow 0

Tk
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IITiframe 8. 0000
(ITrow 0

Tt
[ITkvent "ae fireWeaponRightPrimaryOnly" {

[IIIframe 12. 0000
(ITrow 0

(T
[(ITkevent "ae fireWeaponRightPrimaryOnly" {

[IIIiframe 16. 0000
(ITrow 0

OTh

[(ITkevent "ae fireWeaponRightPrimaryOnly" {
[[ITiframe 20. 0000

[IITrow O

Tt

i

[IBenim
"md6/objects/weapons/heavy/chaingun/motion/player /human/base/core/turretmode shootstate 01.md
6anim" {

[(ITkevent "ae fireWeaponRightSecondaryOnly" {
[IIIiframe 0. 0000

[(IIIrow O

ThH

[(ITkvent "ae fireWeaponRightSecondaryOnly" {

[IIIframe 4. 0000
[IITrow 0

Tk

[(IIkevent "ae fireWeaponRightSecondaryOnly" {
[[ITiframe 8. 0000

(IITrow O

Tt

[(ITkvent "ae fireWeaponRightSecondaryOnly" {
[IIIframe 12. 0000



(IITrow 06

(Tt
[(ITkevent "ae fireWeaponRightSecondaryOnly" {

[IIIframe 16. 0000
(IITrow 0

I
[(ITkvent "ae fireWeaponRightSecondaryOnly" {

[([ITiframe 20. 0000
(IITrow O

Tt

i



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";
(ItthirdPersonParticipants = {

(IThum = 6;

OTitem[ 0] = {

[IIIlinstance = "";

[(IITentityDef = "player";
[IIThttachJointName = "attach00";
[(IITttarget = "";

[(IITspawnAction = "SPAWN NEVER";

“ATTACH SIMULATE BIND";
“FINISHACTION UNBIND";

[IIThttachAction
[IIIfinishAction
[IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson_instigator";
(TH

dTitem[ 1] = {

[IIIlinstance = "";

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

(ITTltarget = "";

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



[(IITkttachAction = "ATTACH SIMULATE BIND";
[(IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson helper";
(IITltype = "HELPER";

[l

doitem[ 2] = {

[(IIIlinstance = "";

[(IITentityDef = "ai/heavy/pinky";
[[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

dritem[ 3] = {

[(IIfinstance = "";

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

[IIThttachJointName = "attach03";

(IITtarget = "";

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

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

[IIIkhttachAction
[IIIfinishAction
[IITklearWhenFinished = true;

[IITenimSetName = "thirdPerson helper";

[IITitype = "HELPER";

(Th

(dTitem[ 4] = {

[IIIlinstance = "";

[(IITkentityDef = "objects/weapons/melee/crucible 3p";
[(IITettachJointName = "attach04";

(ITTltarget = "";

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

[ITkttachAction = "ATTACH SIMULATE BIND";
[(IITJfinishAction "FINISHACTION UNBIND AND HIDE";



[IITklearWhenFinished = true;
[(IITenimSetName = "thirdPerson _helper";
(IITltype = "HELPER";

(1%

(Titem[ 5] = {

[IIIlinstance = "";

[(IITkentityDef = "ai/heavy/pinky spectre";
[IITkttachJointName = "attach0l";
[IITjtarget = "";

[(IITspawnAction = "SPAWN NEVER";
[IITkhowAction = "SHOW WITH ANIM";
“ATTACH _SIMULATE BIND";
"FINISHACTION UNBIND";

[(IITettachAction
(IITfinishAction

[(IITklearWhenFinished = true;

MITtype = "TARGET";

[(IITkenimSetName = "thirdPerson target";

Tk

i

[(IfirstPersonModelOverride = "objects/syncentities/syncentityll. md6";
[[thirdPersonSyncEntityAnimSetName = "thirdPerson";
[IithirdPersonFallbackAnim = "animweb/syncmelee/pinky 3p/kill front head";
[

}

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 {

[Ipblaceable = false;

[+

[(edit = {

[IrenderModelInfo = {

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

[(IkyncAnim = "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

dTitem 3] = {



[IIIlinstance = "";

[(IITentityDef = "ai/fodder/soldier shield";
[IITkttachJointName = "attach0l";
[IITftarget = "";

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

[(IITettachAction
[IITfinishAction

[IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson target";

[(IITitype = "TARGET";

il

(doitem[ 4] = {

[IIIfinstance = "";

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

[(IITttarget = "";

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

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

[IITenimSetName = "thirdPerson helper";

[(IITitype = "HELPER";

il

dTiteml 5] = {

[IIIlinstance = "";

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

[(IITttarget = "";

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

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

[IIThttachAction
[IIIfinishAction
[IITklearWhenFinished = true;

[ITknimSetName = "thirdPerson helper";
[(IITitype = "HELPER";

(T

(dTitemf 6] = {

[IIIlinstance = "";

[(IITkentityDef = "ai/fodder/soldier chaingun";



[(IITettachJointName = "attach0l";

(ITTltarget = "";

[(IIIspawnAction = "SPAWN NEVER";

[(IITkhowAction = "SHOW WITH ANIM";

[ITkttachAction = "ATTACH SIMULATE BIND";

[(IITfinishAction = "FINISHACTION UNBIND";

[(IITklearWhenFinished = true;

[(IITenimSetName = "thirdPerson target";

(IITltype = "TARGET";

Tt

i

[(IffirstPersonModelOverride = "objects/syncentities/syncentityll. md6";
[(ItthirdPersonSyncEntityAnimSetName = "thirdPerson";
[TithirdPersonFallbackAnim = "animweb/syncmelee/soldier blaster 3p/kill front upper";
[

}



Lobby map list

gameresources_patch2\generated\decls\pvpmapselectinfolist\casualbattl
earenamaplist.decl

The list of maps selectable in the lobby menu.

{

[(edit = {
[ImapSelectList = {
(IThum = 9;

(Titem[ 0] = {

[(IITmmapName = "maps/game/pvp/pvp_laser/pvp_laser. map";
(IIImapInfo = "game/pvp/pvp_laser/pvp_laser";

1t

dTitem[ 1] = {

[(IITmapName = "maps/game/pvp/pvp _deathvalley/pvp deathvalley. map";
IImapInfo = "game/pvp/pvp_deathvalley/pvp deathvalley";
il

(IIlitem[ 2] = {

[TITmapName = "maps/game/pvp/pvp_inferno/pvp_inferno. map";
[(IITmapInfo = "game/pvp/pvp inferno/pvp inferno";

il

(Iitem[ 3] = {

[(IITmmapName = "maps/game/pvp/pvp_thunder/pvp thunder. map";
[ITmapInfo = "game/pvp/pvp thunder/pvp thunder";

(1%

(Titemf 4] = {

[IITmapName = "maps/game/pvp/pvp zap/pvp zap. map";
[(IITmmapInfo = "game/pvp/pvp zap/pvp zap";

(TH

(dTitem[ 5] = {

[(IITimapName = "maps/game/pvp/pvp _bronco/pvp bronco. map";
IITmapInfo = "game/pvp/pvp _bronco/pvp bronco";

il

(Iitem[ 6] = {

[(IITimapName = "maps/game/pvp/pvp_shrapnel/pvp shrapnel. map";
[IITmapInfo

"game/pvp/pvp_shrapnel/pvp shrapnel";



Hulig

OTitem 7] = {

[(IITimapName = "maps/game/pvp/pvp_darkmetal/pvp darkmetal. map";
(ITmapInfo = "game/pvp/pvp darkmetal/pvp darkmetal";

[l

(Titem[ 8] = {

[(ITTmapName = "maps/game/pvp/pvp_sideswipe/pvp _sideswipe. map";
(IITmapInfo = "game/pvp/pvp sideswipe/pvp sideswipe";



Interactable switch fix.

eSm1l_spear/generated/decls/entitydef/trigger/interact/use_panel.decl

Add the clientCanActivate = true; line so that client slayers may activate switches.

{

[klass = "idTrigger";
[hetworkReplicated = false;
[(edit = {

[IklipModelInfo = {

[ITtype = "CLIPMODEL BOX";
[IIkize {
MIIx = .
My =
Ik =
(T
[[Ibffset = {

ITx = 1.1;

Tt

[ITtignoreUnfixCollisionOffsetBug = true;

It
[(ItriggerOnce = false;

g ’

’

N =

[[kclientCanActivate = true;

a0+
}



