Doors

Door

entity {

[entityDef interact doors cultist wide 01 1 {
[inherit = "interact/doors/cultist wide 01";
[class = "idInteractable Obstacle";
[(expandInheritance = false;

[poolCount = 0;

[(poolGranularity = 2;

[hetworkReplicated = false;
[MisableAIPooling = false;

[(edit = {

[ITsoundOffset = {

Iz = 1.5;

I

[IwhenToSave = "SGT CHECKPOINT";

(Mflags = {

[(ITkkipRenderModelReplication = true;

iy

[(Idormancy = {

[(ITdistance = 100;

[IIplayerDistance = 120;
[(IIplayerRearwardDistance = 80;

iy

[If xDecl = "gameplay/invasion/demon _door";
[Mlinteraction = {

[(IIlinitalState = "interactables/door/normal/locked";
(IIlinteractionGraph = "interactables/door";
[[IstateData = {

IThum = 1;

MTitem[ 0] = {

[[IIIstateName = "interactables/door /normal/locked";
nnnn;

T
[IItransitionData = {



IIThum = 12;

(M1 tem 0] = {

[(IIITitransitionName = "needs key To unlocked open";
[IIITkhdditionalWaitMs = 1000;

[IITplaySoundOnTransition = "play doomhunter widedoor open unlocked";
(1T

Iitem[1] = {

[IITitransitionName = "unlocked To unlocked open";
[IITplaySoundOnTransition = "play doomhunter widedoor open";
(11T

1T tem[ 2] = {

(IIITitransitionName = "unlocked open To unlocked";
(IITplaySoundOnTransition = "play doomhunter widedoor close";
nnnn;

ITitem[ 3] = {

[(IIITtransitionName = "locked To locked open";
[(IITTplaySoundOnTransition = "play doomhunter widedoor open";
(1T

(1T tem[ 4] = {

[IIITitransitionName = "locked open To locked";
[(IIITplaySoundOnTransition = "play doomhunter widedoor close";
(T

Iitem[ 5] = {

[(IIITitransitionName = "unlocked open To locked";
[IITplaySoundOnTransition = "play doomhunter widedoor close";

1T

dIitem 6] = {

[(IIITitransitionName = "locked To locked fail";
(1T

Imitem[ 7] = {

[(IIITitransitionName = "needs key To needs key failed";
(1T

(ITHitem[ 8] = {

[IIITtransitionName = "locked To unlocked";
(1T

1T tem[ 9] = {

[(IIITitransitionName = "unlocked To locked";
(11T

Iitem[10] = {



(IITTtransitionName
nnnn;

(IIThitem[ 11] = {
[IIITftransitionName
(1T

il

(ITenimWebDecl = "animweb/interact/doors/cultist wide 01";

It
[[ttouchData = {

"start locked To locked";

"locked To stay open";

[I1retouchDelaySec = 0.5;
[ITitriggerDef
i
[IktateColors
(IThum = 8;
OTitem[ 0] = {
[IITkolorScale = 5;

"trigger/interact/cultist wide 01 square";

I}
-~

(ITmaterialSwapList = {

[(IIIThum = 2;

T tem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITito = "art/tile/glow/doorglow red";
(I

OIIritem[ 1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IITIItto = "art/tile/glow/doorglow red";

(I

(1T

[ITktate = "start locked";
Hlis

dTitem[ 1] = {

[(IITkolorScale = 5;

ITmaterialSwapList = {

(IIThum = 2;

(IIITitem[ 0] = {

(IIIITifrom = "art/tile/glow/doorglow a";
[IIIIItto = "art/tile/glow/doorglow red";
OTIT

OITitem[ 1] = {

(III1Tffrom = "art/tile/glow/doorglow b";



[IIIIItto = "art/tile/glow/doorglow red";
(I

I

[IITstate = "activate to unlock";
Tt

(dIitemf 2] = {

[IITkolorScale = 5;

IITmaterialSwapList = {

[(IIIThum = 2;

OITitem[ 0] = {

IIITfrom = "art/tile/glow/doorglow a";
(IIIIItto = "art/tile/glow/doorglow red";
(TITh

(IITitem[ 1] = {

(IIIIifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow red";
(I

(1T

[[ITstate = "locked";
Tt

dritem 3] = {

[IITkolorScale = 5;

[IITmaterialSwapList = {

[(IIIThum = 2;

(T tem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITito = "art/tile/glow/doorglow red";
(I

(IIitem[1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
IIITito = "art/tile/glow/doorglow red";
(T

(1T

[(ITktate = "needs key";
Hulig

dTitemf 4] = {

[(IITkolorScale = 5;
ITmaterialSwapList = {
IIThum = 2;



(IITitem 0] = {

(IIIITifrom = "art/tile/glow/doorglow a";
[II1IItto = "art/tile/glow/doorglow green";
(I

IIritem 1] = {

IIITfrom = "art/tile/glow/doorglow b";
[IIIIItto = "art/tile/glow/doorglow blue";

(11T

(1T

[IITktate = "unlocked";
Tt

(dTitem[ 5] = {

[[ITkolorScale = 5;

IITmaterialSwapList = {

(IIIThum = 2;

OITitem[ 0] = {

IIITfrom = "art/tile/glow/doorglow a";
[IIIIItto = "art/tile/glow/doorglow green";
nannn;

(IITitem[ 1] = {

(IIITifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow blue";
(I

(I

[(IITstate = "locked open";
1%

(ditem[ 6] = {

[IITkolorScale = 5;

(IITmaterialSwapList = {

[(IIIThum = 2;

(IIThitem[ 0] = {

(IIIIifrom = "art/tile/glow/doorglow a";
[IIITto = "art/tile/glow/doorglow green";
(TITh

(IIritem[1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IIITito = "art/tile/glow/doorglow blue";
(I

(1T



[MIIstate = "unlocked open";

(Tt

(Ilitem 7] = {

[IITkolorScale = 5;

(IITmaterialSwapList = {

IIIThum = 2;

(IITitem[ 0] = {

IIIIifrom = "art/tile/glow/doorglow a";
[IIIITto = "art/tile/glow/doorglow_green";
(I

OITitem[ 1] = {

(IIIIIifrom = "art/tile/glow/doorglow b";
[IIIIItto = "art/tile/glow/doorglow blue";
(11T

(11T

[(IITstate = "stay open";

Tk

i

[[kollisionPieces = {

(IThum = 4;

OTitem[ 0] = {

[IITmeshName = "collision";
[IITfjointName = "collision joint";

aTh

OTitem 1] = {

[IITImeshName = "collisionl";
[IITjointName = "collisionl joint";

Tt

dTitemf 2] = {

[(IITmeshName = "collision2";
[IITjointName = "collision2 joint";

Tt

OTitem[ 3] = {

[(IITmeshName = "collision3";
[IITjointName = "collision3 joint";

(T

il
[IblockerBoundsExpandDists = {

[IIx = 0.100000001;



aly = 1;

[IIr = 0.100000001;

(It

[[etateObstacleData = {

[(IThum = 16;

(dTitemf 0] = {

[(IIIstatePath = "interactables/door /normal/activate to unlock";

[IITbbstacleReachability = true;

1%

dTitem[ 1] = {

[IITstatePath = "interactables/door/normal/locked";
[IITbbstacleReachability = true;

il

(Ilitem 2] = {

[(IITstatePath = "interactables/door /normal/locked fail";
[(IITbbstacleReachability = true;

Hnlis

dTitemf 3] = {

[(IITstatePath = "interactables/door /normal/locked open";
(T

dTitem[ 4] = {

[IITktatePath = "interactables/door /normal/needs key";
[(IITpbbstacleReachability = true;

aTh

(T tem[ 5] = {

[MITstatePath = "interactables/door/normal/needs key failed";
[(IITpbbstacleReachability = true;

Tt

(dTitemf 6] = {

[ITstatePath = "interactables/door /normal/start locked";
[IITbbstacleReachability = true;

Tt

Oritem[ 7] = {

[(IITktatePath = "interactables/door/normal/stay open";
Tk

(Titem[ 8] = {

[(IITstatePath = "interactables/door /normal/unlocked";
Tt

dTitem[ 9] = {



[TITstatePath
Tt

(Thitem[ 10] = {
[IITktatePath

"interactables/door /normal/unlocked open";

"interactables/door /oneWay/oneWay closed";
[(IITbbstacleReachability = true;

Tk

Iitem[ 11] = {

[ITktatePath = "interactables/door/oneWay/oneWay lock fail";
[(IITbbstacleReachability = true;

Tt

Iitem[ 12] = {

[(IIIstatePath = "interactables/door /oneWay/oneWay locked";
[(IITbbstacleReachability = true;

(T

Iitem[ 13] = {

[(IITktatePath = "interactables/door /oneWay/oneWay open";
Hnlis

(Iitem[14] = {

[(IITstatePath = "interactables/door /oneWay/oneWay open fail";
[IITbbstacleReachability = true;

(1%

[IIitem[ 15] = {

[(IITktatePath = "interactables/door /oneWay/oneWay opened";
il

(It

[[dissolveDistance = 20;

[Ir enderModelInfo = {

[IImmodel = "md6def/objects/doors/cultist wide door 01/cultist wide door 01
i

[(MuibData = {

[IswfFile = "swf/worldgui/guientity/1 interact lock default.swf";

[(IIkcale = 0. 0850000009;

[IIinitialCommands = {

IIThum = 1;

(Iitem 0] = {

(IIITxcommandType = "SPRITE HIDE";
(1T

(1%

[(IIpositionOffset = {

. md6";



Tz = 25;

(T

i

[TumbraVisBlocking = "CAN BLOCK";

[TumbraSoundBlocking = "CAN_ BLOCK";

[IdemonPlayerRenderModel = "art/objects/door /demon/cultist wideDoor 01 demon. lwo";

[IkpawnPosition = {

Ix = -11.11;
My = -11.11;
Mz = -11.11;
i
[(IdemonPlayersPassThrough = false;
il
}
}
Open
entity {

[entityDef interact doors cultist wide 01 1 open {
[inherit = "target/interact action door";

[class = "idTarget InteractionAction";
[(expandInheritance = false;

[poolCount = 0;

[poolGranularity = 2;

[(hetworkReplicated = false;

[MisableAIPooling = false;
[(edit = {
[Ir enderModelInfo = {

[MImaterialRemap = {

IThum = 1;

[Mitem[ 0] = {

[[I[Ito = "art/tile/common/nodraw";
(11T

(1%

i

[(TctionFilter = "interactionAction/door";



[(IkpawnPosition = {

MIX = -11.11;
Moy = -11.11;
Iz = -11.11;
iy

[(Ittargets = {
IThum = 1;

[Ilitem[ @] = "interact doors cultist wide 01 1";
It

[Mhction = "IA DOOR OPEN";

[+

}

}

Replication

entity {

[(entityDef interact doors cultist wide 01 1 timeline
(inherit = "target/timeline";

[klass = "idTarget Timeline";
[expandInheritance = false;
[poolCount = 0;

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

[edit = {

[Mflags = {

[I[IhoFlood = true;

(It

[ThetworkSerializeTransforms = false;

[(IkpawnPosition = {

X = 1;
Iy = 1;
r = 1;
It

[TromponentTimeLine = {
(IIentityEvents = {
IThum = 2;

(Mitem[ 0] = {



(IIITentity = "interact doors cultist wide 01 1 relay";
[(IIITevents = {

IMIThum = 1;

OITitemf 6] = {
[IIIIITeventTime = 250;
[IIITTTeventCall {
[(IIII1ITeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;

O i tem[ 0] = {

(I ITentity = "";
(I

(TTTTTT)

(T

(I

(I

(1T

MImitem[1] = {

IITentity = "interact doors cultist wide 01 1 remove";
[(IIITevents = {

(IIIThum = 1;

(I i tem[ 6] = {
[IIIIITeventTime = 2500;
IIITITkventCall = {
IIITITeventDef = "activate";
(IIITThrgs = {

(I Thum = 1;

IIITITI T tem[ 0] = {

(I Tentity = "";
(T

(T

(I

(ITH

I
[IellowClientsToStart = true;

[IrenderModelInfo = {
[IIkcale = {



I = 1;
Iy = 1;
0ITE = 1;
(1%

i}

[

}

}

entity {

[entityDef interact doors cultist wide 01 1 relay {
(inherit = "target/relay";

[class = "idTarget Count";
[expandInheritance = false;
[poolCount = 0;

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

[(edit = {

flags = {

[IIhoFlood = true;

i

[[hetworkSerializeTransforms = false;
[Tkount = 1;

[(IkpawnPosition = {

OIx = 1;

Iy = 1;

(Il = 1;

(It

[[targets = {
IThum = 1;

[(ITlitem[ 0] = "interact doors cultist wide 01 1 open";
i

[Irepeat = true;

[

}

}

entity {

[(entityDef interact doors cultist wide 01 1 remove {



(inherit = "target/remove";
[class = "idTarget Remove";
[(expandInheritance = false;
[poolCount = 0;
[poolGranularity = 2;
[hetworkReplicated = false;
[MisableAIPooling = false;
[(edit = {

(Iftags = {

[IIhoFlood = true;

i
[ThetworkSerializeTransforms = false;
[Tkount = 1;

[IkpawnPosition = {

0Ix = 1;

Iy = 1;

e = 1;

1N

[([targets = {
(IThum = 1;

[(Tlitem[ @] = "interact doors cultist wide 01 1";
iy

repeat = true;

[+

}

}
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