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Roughly Organized Updated Entity Guide

::New Entities:: 
· Func_ Entities:
· func_op4mortarcontroller
· Description: 
· Using this entity:

· Target (target):

· Axis (mortar_axis):

· Item_ Entities:

· item_generic 

· Description: Acts as any generic item entity that the mapper wishes it to act as. Particularly useful for props.
· Using this entity:

· Gravity Setting:
· Model:

· Sequence Name:

· Animation Sequence (Number):

· Misc. Entities

· global_light_control
· Description: Allows mappers to toggle all lights in a level on or off, or give them a specific pattern (e.g. flicker).
· Using this entity:

· Triggering the entity will cause all lights in the map to follow the specified ‘Custom Appearance’. Pre-set styles are not currently available.
· op4mortar 
· Description: Places an Opposing Force mortar in the position of the entity. It can automatically fire mortars at its enemies, be player controlled, or both.
· Using this entity:

· Name

· Velocity:
· Horiz MIN:

· Horiz MAX:

· Min Target Dist:

· Max Target Dist:

· Fire Rate:
· Flags for this entity:

· Active: Makes the mortar entity automatically begin firing at players when the map starts. Triggering the mortar entity will make it stop firing, thus allowing it to be controlled by players.
· Line of Sight:

· Can Control: Allows the mortar to be controlled by players. Note that there must be op4mortarcontroller entities with the mortar in order for this to work.
· Monster_ Entities

· monster_alien_tor

· Description: ‘Xen Overlord’, a xenomorph with the ability to summon Alien Grunts. Also carries a staff which has many different attack capabilities.
· monster_bodyguard 

· Description: ‘Bodyguard’, a human NPC who is able to wield the following weapons: 9mm pistol, Desert eagle, MP5, Shotgun, Minigun, Dual uzi, and Sniper rifle.
· monster_handgrenade 

· Description: Spawns a live hand grenade.

· monster_stukabat 

· Description: ‘Stukabat’, a flying xenomorph with poisonous talons. Especially dangerous in flocks.
· Trigger_ Entities

· trigger_change_class
· Description: Changes a monster's (or func_ entity’s?) classification when triggered.
· Using this entity:

· Target (target): Name of monster/object which is to have its classification changed.
· Classification (classify): Classification to be set upon the target.
· trigger_track_goal 
· Description: Triggers a func_track_train to start moving toward a specific path_track path entity. Acts like a "call" button for elevators, and can be used to direct trains to specific destinations.

· Using this entity:

· Target (target):

· Path Name (path_name):

· Flags for this entity:

· Stopped Only:
· Weapon_ Entities

· weapon_eagle
· Description: Desert Eagle Handgun

· weapon_m16
· Description: M16 Rifle

· weapon_m249
· Description: M249 Squad Automatic Weapon (SAW)

::New Entity-Specific Parameters/Flags/Features::

· Object Classifications for certain func_ entities
· Description: Works similarly to monster classifications in that it sets the classification of a func_ entity, allowing specific monsters to attack/use the object. 

· Applies to: func_breakable, func_button, func_door, func_guntarget, func_pushable, func_tracktrain, and func_train entities. 

· Example of use: Setting the classification of a func_breakable to ‘Player’ and placing an Alien Grunt in the same room will cause the Alien Grunt to attack the breakable.

· Gravity Settings for weapons/items
· Description: Allows the mapper to specify whether or not a weapon or item entity will drop to the ground (default) or float in the air when spawned.

· Applies to: All weapon_ and item_ entities.

· Example of use: Making weapons float in the air so that they appear to be hanging on a rack, rather than falling past the rack to the floor (as would previously occur).
· 'Disable Respawn' flag on item entities

· Description: Allows the mapper to specify whether an item will respawn after being picked up or not (previously only applied to weapon entities).
· Applies to: All item_ entities.

· Func_pushable spawnflag: “Liftable”
· Description: Allows the mapper to specify whether players may lift a func_pushable or not.
· Item_healthkit ‘Health Supplied’ parameter
· Description: Setting this to any amount will give the player picking up the healthkit the specified amount of health.

· Item_healthkit ‘Health Cap’ parameter

· Description: Allows for bonus-health, or to disallow players to use the kits after a specified health level. NOTE: 1 unit of health will drain from the player every 2 seconds if over the maximum health amount. 

· Monster_human_grunt: new weapons

· Description: Monster_human_grunts may now carry the M16 and the RPG. However, their ability to carry the MP5 is now disabled.
· Monster_human_grunt_ally: new weapon
·  Description: Human Grunt Allies may now carry the M16.
· Monster_male_assassin: new weapon

· Description: Male Assassins may now carry the M16.

· Trigger_camera ‘Camera Rotation Speed’ parameter
· Description: Allows the mapper to set the speed of rotation of a trigger_camera entity (default is 40).

· Trigger_camera 'Instant Turn' flag

· Description: Forces a trigger_camera to instantaneously turn to face its target, rather than gradually turn.

· Trigger_teleport ‘Teleport Cooldown Delay’ parameter

· Description: Essentially acts as ‘delay before reset’. The trigger_teleport will not teleport another object until the specified time has been reached. (NOTE: default is 1).
· Trigger_push spawnflags: "No Clients" and "No Monsters"

· Description: Will cause the trigger_push to ignore either entity type.

· Custom sentences with scripted_sentence entities

· Description: Adding a "+" in front of a sound file path under "Sentence Name" in Hammer will allow the target monster to say the given sound file without the need for a sentences.txt entry. (Note: sounds are automatically precached.)
· Light spawnflag: ‘Remove Entity’

· Description: Removes the light entity from the world. As a result, they no longer need to add onto the entity count limit (Regardless of if you do specify a targetname for them).
::New Map Customization Features:: [NOTE: SECTION LACKS INFORMATION]
· Global Model/Sprite Replacement File Specification

· Weapon models can now have custom weapon muzzle sprites specified by the weapon.QC file. Use: { event 5005 frame_# "sprites/spritename.spr" }
· Forced player models on a per-map basis

::General FGD Fixes::

· 'WaitTillSeen' flag now works on all monster entities.
· 'Style' parameter has been added to Func_wall for texture light appearance styles / toggleability (worked previously, had to be added manually).
· 'Skin' parameter has been added for all monster entities (worked previously, had to be added manually).
· Setting the Pitch and Roll now works for weapons/items.
· Trigger_setorigin entity has been added (worked previously, has to be added manually). NEEDS INFORMATION.
::Nonfunctional Features::
· 'Player class settings file' specification

· info_player_dm2 (point entity) (broken by valve; works the same as info_player_deathmatch)

· env_fog (point entity) (works in WON only)

· info_monster_goal (point entity)

· path_patrol (point entity)

· path_group (point entity)

· "First Patrol Waypoint" (goal_ent) (monster_ parameter)

· "Patrol Group" (goal_group) (monster_ parameter)

· "Entity to Guard" (guard_ent) (monster_ parameter)

::Need More Information:: [NOTE: NEEDS TO BE RESEARCHED]
· func_water currents (under func_water 'contents' parameter) (No information)

