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 = {

[IurseArmorInfo = {

(ITermorBuffModifiers = {

[ITklassName = "idEntityModifier Berserk";

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

(T

[(IITTdamageTakenScale = 1;

[(IITThorebamageScale = 1;

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

IITIThum = 10;

(ITITH tem[ 0] = {

[(IITTITHamageDecls = "player power direct";

[(II1TTTdamageTakenScale = 4;

[(IIITIThoreDamageScale = 1;

(I

OIMITitem[1] = {

[(IIITITHamageDecls = "player power aoe";

[IIIIITpainTakenScale = 0;

[(IIII1ThoreDamageScale = 0;

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

OTTThtem[ 2] = {

[(IITTITHamageDecls = "equip flamebelch";

[(IIIT1TdamageTakenScale = 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";
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}
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