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Summary

How does the Cloneavork?
1 The player picks up an object with his gravity gun
1 The player throws the object.
1 The player teleports to the object, once it lands. He is now controlling a "clone”. If he looks at the position where frewarne can
see his original body standing there.

9 After a few seconds, the player goes back toohniginal body. In the place of his "clone" we spawn a dummy.

Requiredentities

1 logic_auto
info_player_start
prop_physics
phys_keepupright
logic_relay
logic_timer
logic_compare
trigger_teleport
env_entity_maker
point_template

npc_barney

=A =/ =4 =4 4 4 4 4 4 -4 -

point_velocitysensor



Part 1: Creating a physics based teleporter
Creating the objects

1. We are going to start by creating afo_player_start This entity represents the spawn point of the player inlgesl.
v

Ll __ _ ) Filter Control
T
b FET - > X
Ve @ Hhws BB 0| U | Ao | ,
; T 1 @[ Level VisGroups
=-[4] Tutorial

-[&] Player Start

Class Info }Outputsl Inputs | Model | Flags | VisGroup |

| X ||
Class: Angles:
iinfo_player_start - SmartEdit Help 0 -
Keyvalues: copy | paste -
[ Value [ [ooo

Point At...

Help

I This entity’s orientation in the world. Pitch is
rotation around the Y axis, yaw is the rotation
laround the Z axis, rollis the rotation around the
X ads.

Comments

1

Cancel Apply | i




2. Now we are going to create the object thae will use as a cloner. This object needs to be an entity gattgal physics

T

Inside the properties chooseramefor the object. | used the nameCloner'.

Keyvalues: _copy | paste |

E]
VisGroups:
User | auo |
Level VisGroups
E-[4 Tutorial
b Player Start
Cloner
)

Angles:
SmatEdt  Help ﬁe

Property Name [ Value [~
Name Cloner
Global Entity Name Browse.
Pitch Yaw Roll (Y Z X) 000
Worid Model” Hel
Skin [] e
Model Scale 10 £
Disable shadows No
Damage Fiter
Explosion Damage 0
Explosion Radius 0
Perforance Mode Normal
Break Model Message
Pressure Delay 0
Minimum DX Level default fowest)
Maximum DX Level default (highest)
Start Fade Dist 1 il
End Fade Dist 0
Fade Scale i
Min Damage to Hurt 0
Shadow Cast Distance 0
Physics Impact Damage Scale 0.1 g

Cancel Apply




1 The physics object does not have any model attached to it, so next we are going to choose a model. We do this by S&lectthlyladel”

inside the prop_physics properties. It is very important to choose an object i laase Otherwise, the playewill get teleported with

weird angles. For this tutorial we are oing to choose the méutalituretable00la chunk01.mtl

Groups:
User ] Auto |

Level VisGroups
=[] Tutorial
Player Start
Cloner

| Shon| Edi | Mark| 4] 4]

Class Info | Outputs | inputs | Model | Flags | VisGroup

Class: Angles:
prop_physics = SmartEdit Help m ’

Keyvalues: copy | paste

[ valve ~ [Cloner =
Cloner.
lot ity Name. Mark | Mark+Add Z
Pitch Yaw Roll (Y ZX) 000
World Model fumituretable001a_chunk01.mc
Skin 0 Hoe
Model Scale 10 | The name that other entities refer to this entity
Disable shadows No by.
Damage Fitter
Explosion Damage 0
Explosion Radius 0
Perfomance Mode Normal
Break Model Message
Pressure Delay 0
Minimum DX Level default fowest)
Maximum DX Level default (highest)
Start Fade Dist
End Fade Dist
Fade Scale
Min Damage to Hurt
Shadow Cast Distance

minn lrmmard Namana Canln



http://furnituretable001a_chunk01.md/

Cloner

Property Value
Name Cloner
World model

furnituretable00la chunkO1.mid

3. Next, we are going to createpdnys_keepupright This object will make the Cloner face up permanently. That way, the Cloner cannot tilt

when we throw it. If we do not usthis object, we have the risk of teleporting to a tilted object, which will tilt the camera as well.
1 Create an entityphys_keepuprighwith the following properties

User | auo |
[ Level VisGroups
&[4 Tutorial
Player Start
=-[4 Cloner
KeepUpRight

[svou] g6t [ ok 4]4]

Angles:

SmatEdt  Help m‘
Keyvalues:

Property Name

[0
Name
Pitch Yaw Roll (Y ZX)

Anaular Limt

Help

 The maximum angular velocity that this
icontroller can compensate for, in degrees per
second

Comments



http://furnituretable001a_chunk01.md/

keepupright_cloner

Property Value

Name

TargetEntity

Angular Limit

keepupright_cloner

Cloner

360-infinity

What it does

Selects the entity that needs to be facing up. In our case, th

Cloner.

This is the amount of degrees that the phys_keepupright
needs to compensate for, per second. This means that if the
cloner rotates 360 degreds one second, the
phys_keepupright will apply an opposite rotation-860 to
compensate. You can set it to a higher number, although 3¢

seems to work fairly well.



4. Next, we are going to createpint_velocitysensorfor the Cloner. This velocity seor will detect when the cloner has stopped, so that we
can teleport to it safely. Teleporting to a moving object will create all kind of weird situations that we want to avoid.

1 Create a point_velocitysensuiith the following properties:

VisGroups:
User |Auto |
Level VisGroups
=4 Tutorial
Player Start
=[] Cloner
KeepUpRight
VelocitySensor

|Show| Edt | Mak| #] 4|

Cass Info | Outputs | inputs | Fiags | VisGroup |

Class: Angles: =
lpoint_velocitysensor - SmartEdit Help 0 - (
Keyvalues: _copy | paste |

[vae I E =l

—
i s | Mak | Markondd | 2
15.09 343043 -7

es

Help
| The name that other entities refer to this entity
by.

Comments

velocitysensor_cloner
Property Value What it does
Name velocitysensor_cloner

Target entity name Cloner The item which velocity we are going to meast



IMPORTANTThe Cloner should be in the map at the beginning of the IB@INOTiry to spawn it with an entity_maker or the like, because it
will break the phys_keepupright
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1. To teleport ourselves to the Cloner, we are going to us@ger_teleport. Trigger_teleports teleport anything thabttides with them to a

certain location of our choosing (or in our case, to a certain object). Theyautoknatically, i.e., they will teleport things as soon as they
are enabled.

91 Create a brush that covers the whole area where you want to use the CB@eure to include every area; if the Cloner gets out of this
trigger, it will stop working.

91 Click on "To entity" and open its properties. In the Class-daywn menu, seledrigger_teleport.

T Level VisGiroups
-2 Temp
& Tutoril

| Player Start
&[4 Cloner

173 KeepUpRight
- [ VelocitySensor
*.-[&] Destination tigger

 Object Properties: trigg 1 to, cloner - trig

Class info | Outputs | Inputs | Fiags | VisGroup |

Show|_Edit | Mark | 4] $]
Class: Angles: (\ g imar
tigger_teleport v SmartEdit Help 0 3
Keyvalues: _copy | paste|
Property Name [ Value | [Cloner ~|

!'::: trigger_teleport_to_cloner i [ireners) g

Origin (XY 2) 5733247 140

Start Disabled Yes Help

Global Entity Name

Fi [The entity speciying the point to which entities

should be teleported.
Comments

P ot | oy



2. Now we are going to set up some properties in thgger_teleport.

9 IntheClass info tab

trigger_teleport_to_cloner

Property Value What it does

Name trigger_teleport_to_cloner

Start Yes

Disabled

Remote Cloner When an object collides with this trigger, the object will be send to "Remote destinati
destination This remote destination can be an entity, like a prop_physics. By setting the "Remott

destination" to "Cloner", we are telling the trigger to teleport things to ®lener's

position.

1 Intheflags tah

trigger_teleport_to_cloner (Flags tab)
Flag Value What it does

Clients = Checked Make sure that the trigger only teleports the player. This is important, because the trigger is covering the

whole room.



All Unchecked
other

flags



Creating a onsvay teleporter
Now that we have all of these elements, we can create the teleporter.

1. First, we need to detect when the Cloner stops. Once it stops, we know it is safe to teleport. We are going tologgate@mparethat
will compare the Cloner's velocity to zero.

1 Create dogic_compareentity

1 Change its name toompare_velocity _to_zerolLeave both Value and Compare Value as 0

Level VisGroups
= Tutorial
Player Start
=-[4] Cloner
KeepUpRight
=4 VelocitySensor
Compare to 0
[ Destination tiigger

| Shon| Edt | Mak| #] 4]

Cass Info | Outputs | Inputs | Flags | VisGroup |
Class:

Angles: =
logic_compare - SmartEdt  Help m(

[ Value [ [eompare_velociy_to_zero ~|
compare_velocity o zer

Inttial value 0 | Mak | Markepdd |
Compare value 0

Help
[The name that other entiies refer to this ety
by.

Comments

compare_velocity _to_zero
Property Value

Name compare_velocity to_zero



Compare O

value



2. Now we go into theoint_velocitysensor and set up the following outputs:

compare_velocity_to_zero (Outputs)

My Target Entity Target Paramete Dela Only Once What it does
Output Input r y
Velocity = compare_velocity to_zerc SetValue 0.00 No Wheneverthe velocity of the Cloner

changes, the velocity output gets trigger.
This command will send the Cloners veloci

to the logic compare.

Velocity = compare_velocity_to_zera Compare 0.01 No Once the logic_compaieas the Cloner's
velocity, we tell it to compare it to "Compar
Value" (in our case, Compare value is zero
This effectively checks if the planks velocit

is zero at any moment.

3. Now we need to teleport the player if the Cloner's velocity is zero. HBREWe do not want to teleport the player every time the Cloner's
velocity is zero. If the Cloner is resting on the floor, we do not want the player to teleport to it. Hence, we only wdepaodt the player
after he picks up the Cloner and throwsWe are going to create lagic_relay,which is going to be in charge of activating the teleporting

trigger. Whenever we do not want the player to teleport, we will disable this trigger.



1 Create a logic_relay

User |Auto |

® evel VisGroups
=B Tutorial
Player Start
Cloner
Destination trigger
Relay teleport

o] £ | o 43

Qass Info | Outputs | Inputs | Fiags | VisGroup |
Class

logic_relay v
Keyvalues: _copy | paste|

[ Property Name [ Value [
- relay telepod 1o_cloaec oo
Yes i

Name

1 Change the following properties

relay_teleport_to_cloner
Property Value What it does
Name relay_teleport_to_cloner

Start Disabled Yes



1 Set the following outputs inside the relay:

relay_teleport _to cloner (Outputs)

My Target Entity
Output

OnTrigger trigger_teleport_to_cloner

Target
Input

Enable

Parameter

Delay Only
Once
0.03 No

What it does

Whenever this relay is triggered, it will
enable the teleport trigger. This will
effectively teleport the player to the

Cloner.



Class Info  Outputs | Inputs I Flags I VisGroup I

| My Out... | Target Entity

| Targ... | | Delayl COnly Once

| f OnTrgger trigger_teleport_to_cloner Enable 003 Mo

My output named

Tangets entities named

IOnTrigger

=l
trigger_teleport_to_cloner j _@

Via this input Enable ;I
With a parameter ovemide of |~'~l'l'3|'lE> ;I _@
After a delay in seconds of ID.'IB ™ Fire once only
Mark | Add... | Copy | Faste | Delete | I™ Show Hidden Targets As Broken

Pdls

Cancel | Apphy

L




4. Now that we have the relay, we can trigger it eveénye the Cloner is not moving. The logic for the relay is going to be as follows:

Cloner

Velocity
sensor

On velocity
change

N
Is velocity=0?

Yes - Trigger

(N 7
Enable RELAY Trigger calls
y Has player thrown (Disabled by are ignored when
/7 Cloner? ) default) relay is disabled
OnTrigger

Enable trigger_teleport



I Toimplement it, we are going to add some outputs. Inltgic_compare add the following outputs:

compare_velocity_to_zero (Outputs)

My Target Entity Target Parameter Delay Only What it does
Output Input Once
OnEqualTo relay_teleport_to_cloner Trigger 0.00 No This means that whenever the Cloner

velocity is zero, the relay will be

triggered.

Class Info  Outputs |Inputs | Flags | ‘u"lsGmupI

| My Outp.. | Target Entity | Targ... | | Delayl Only Once |
f OnEqualTo  relay_teleport_to_cloner  Trigger 000 Mo

My output named IOH EqualTa ;I
Targets entities named relay_teleport_to_cloner (=] _@
Vfia this input Trigger k4
With a parameter overide of |~’~l'l'2'|'"3> LI _@
After a delay in seconds of ID.D'I] [~ Fire once only
Mari | Add.. | Copy | Paste | Delete | [ Show Hidden Targets As Eroken

= ]

F . | I i T . I



1 IntheCloner, add the followingoutputs:

Cloner (Outputs)

My Output Target Entity Target Parameter Delay Only What it does
Input Once
OnPhysGunDroy relay_teleport_to_cloner Enable 0.00 No Only enables the relay after the player he

picked it up and dropped it.

Class Info  Outputs | inputs | Mode! | Flags | VisGroup |

| My Qutput > | Target Entity | Targ... | | Delayl Only Once
f OnPhysGunDrop  relay_teleport_to_cloner Enable 000 No

My output named IOr‘I PhysGun Drop

=
Targets entities named relay_teleport_to_cloner j _@
Viia this input Enable LI

B W

With a parameter ovemide of IfﬂDHEF

After a delay in seconds of ID.DD [ Fire once only

| Add.. Paste | Delere | I Show Hidden Targets As Broken

i E Cancel | Apply



1 Finally, we are going to add an output to tleglic_relay After the player has teleported, we want to return all of the objects to their

original state, so that the player can teleport again if he wants to. For that, we add these two outputs to the logic_relay:

relay_teleport_to_cloner (Outputs)

My Target Entity Target Parameter Delay Only What it does
Output Input Once
OnTrigger trigger_teleport_to_cloner Disable 0.04 No

OnTrigger relay teleport_to _cloner Disable 0.05 No



Class Info  Outputs | Inputs | Flags | VisGroup |

| My Out... | Target Entity | Tera... | | Delay | Only Once |
J OnTrigger trigger_teleport_to_cloner Enable 003 Mo
" OnTrigger trigger_teleport_to_cloner Disable 004 No
f OnTrigger relay_teleport_to_cloner  Disable 005 Mo

My output named IOHTI'igger LI
Targets entities named relay_teleport_to_cloner j _@
Via this input Disable j
With a parameter ovemide of I-‘-,nnne‘; LI _@
After a delay in seconds of Iﬂﬂ5— I™ Fire once only
Mak | Add. | Copy | Pase | Delete | ™ Show Hidden Targets As Broken

E‘ a Cancel Apply

[




Step 2: Creating a timed teleporter

For this step, we are goirig set a timer so that the player goes back to his original position after a certain delay.
Creating the objects

1. First, we are going to create amfo_teleport_destination This represents the original position of the player, before he teleported to the
Cloner (NOT the position before he threw it).

J Fitter Control o
isGroups

4 Player Statt
Teleport Origin
Cloner

KeepUpRight
VelociySensor
& Destination trigger

~[&] Relay teleport

Class Irfo | Outputs | Inpus | Model | Flags | VisGroup |

. Show|_Edit | Mark | 4] 4]
Class: Angles:
finfo_teleport_destination = SmatEdt  Hep | [0 = /
Keyvalues: _copy | paste |

Name [ Value | [teleport_orgin ~
T Fg
layer

| [raect pi | Mark | MakeAdd | A
[ |Pch Yaw Rol (Y Z) 000

\ =

[The name that other enties refer to this entity
by.

Comments




1 Change the following properties in thefo_teleport_destination:

teleport_origin

Property Value What it does
Name teleport_origin
Parent Iplayer The info_teleport_destinatiomvill go wherever the player goes

1 IMPORTANIMake sure that thenfo_teleport_destinationoverlaps with thenfo_player_startperfectly. Their centers should be on
the same point in all the axes. This will reduce the chances of the player beingstsciething after he comes back from the

teleporting



f Fiter Control

Teleport Diign

locityS ensor
alion igger
Relay teleport

|sron] Edt| Mak] 4] 4|




2. Sometimes things don't get parented to the player correctly. We are going to laggcaautoto make sure our info_teleport_destination
gets parented to the player.

1 Create dogic_auto

Filter Control
VisGroups:
| user Jauo |
Level VisGroups
Temp
=[] Tutorial
=[] Player Start
Teleport Origin
=[] Cloner
KeeplpRight
VelocitySensor
Destination trigger
Relay teleport
logic auto

Object Propertiesilo L]
Glss ifo | Ouputs | nputs | Fags | VisGroup | | Show| Edit | Mak| 4] 4]

Class: Angles: E
ogic_auto S Smattit  Heb | [0 ] (
Keyvalues: copy | paste

[Vae | [ None — =l

Global State to Read = None =

Help

If set, this specifies a global state to check
Ibefore fiing. The OnMapSpawn output will
lonly fire  the global state is set.

Comments

Cancel



1 Addthe following outputs:

logic_auto (Outputs)
My Output Target Entity ~ Target Input Parameter Delay Only Once What it does

OnMapSpawn teleport_origin  SetParent Iplayer 0.00 No

Class Info  Outputs | Inputs I Flags | ‘u"lsGmupI

| My Output = | Target Entity | Target |... | F‘ala...l Dela'_.rl Only Once
.}' OnMapSpawn teleport_orgin - SetParent lplayer 0.00 Mo

My output named IOnMapSpawn LI
Targets entities named teleport_origin j _@
| Via this input SetParent ;I
With a parameter ovemride of I!pla'_.rer ;I _@
After a delay in seconds of IF I™ Fire once orly
Mak | add | copy | Pase | Delete | I Show Hidden Targets As Broken

’ Cancel | Apphy




3. The last object we need id@gic_timer. After the timer runs out, th@layer will go back to the teleport origin.
1 Create dogic_timer.

Filter Control
| [ VisGroups:
User |Auto |
Level VisGroups

Temp
=4 Tutorial

[ Player Start

Teleport Origin

=[] Cloner

KeepUpRight
VelocitySensor
Destination tigger
Relay teleport
logic auto
Teleport timer

Class Info | Outputs | inpus | Flags | VisGroup

Class: Angles:

foetmer ] E ¢
Keyvalues: _copy | paste|

svon] g | | 4] 2]

| Property Name [ Value | [res ~l
Name teleport timer

Start Disabled Yes

Use Random Time No

Minimum Random Interval o

Mazimum Random Interval 2

Refire Interval 5

Comments

Cancel

1 Change the following properties:

teleport_timer

Property Value What it does

Name teleport_timer



Start Yes
Disabled

Refire 5 Time before the player goes back to bigginal position, after he has teleported
Interval

4. The last thing we need to create isrmger_teleport. Like the previous trigger, we need it to cover the whole room (or the area where we
want to use the teleport)

1 Create arigger_teleport

=-[4 Player Start
"4 Teleport Diigin
=[] Cloner
[ KeepUpRight
[ Velocityensor
[ Relay teleport
-[4 logic auto
[ Teleport timer
=[] Triggers
~ [ Destination trigger
[ Origin tigger
Gass Info | Outputs | Inputs | Fags | VisGroup | =
Class: Angles:
T — [snatEt _teb | [ 5] — | Show|_Edt |[Mark] 4] 4|
Keyvalues: copy | paste
[ Value [ [roger_teleport_back -]
......... - =
— M | it | P
-581 3249 1265
Yes Help
' The name that other entities refer to this entity
teleport_origin by.

Local Destination Landmark

1 Change the follwing properties:



trigger_teleport_back

Property Value What it does

Name trigger_teleport_back

Start Disabled Yes Like the other trigger, this trigger is going to be disabled most of
time

Remote destination  teleport_origin



1 Make sure that therigger only collides with the player in tlikags tab

trigger_teleport_back (Flags tab)
Flag Value What it does
Clients Checked

All other flags Unchecked



Setting the logic for teleporting back

1. This is what we will do for teleporting back:

Unparent
teleport_origin

About to

teleport Teleport H Go back to ; Reparent
p \ ' On Timer teleport origin teleport_origin
Start

timer

2. To start we will need to add some outputs to the relay_teleport_to_cloner
1 The first thing we need to do is to disconnect teéeport_origin from the player, right before we teleport to the Cloner. That way, the
teleport_origin stays at our original positi, and we can go back to it lat&ke also want to activate thieleport_timer at this point.

1 For that, we add the following outputs to thielay_teleport_to_cloner

relay_teleport_cloner (Outputs)

My Target Entity ~ Target Parameter Delay Only  What it does
Output Input Once
OnTrigger teleport_origin  ClearParent 0.00 No Drops the teleport_origin right before we

teleport to the Cloner, so that we can go bau

to it later

OnTrigger teleport_timer Enable 0.00 No



Class Info  Outputs |Ir1puts | Flags | ‘u"lsGmupI

| My out... | Target Entity

| Target In... | | Delayl Orily Once

f OnTrigger teleport_origin
‘)' OnTrigger teleport_timer
‘)' OnTrigger trigger_teleport_to_cloner Enable

ClearParent

Enable

OnTrigger trigger_teleport_to_cloner Disable
OnTrigger relay_teleport_to_cloner  Disable

0.00 Mo
0.00 Mo
0.03 Mo
0.04 Mo
005 Mo

My output named
Targets entities named
Via this input

IOnTrigger

telepart_origin

=
- A

ClearParent

With a parameter ovemide of |:nune>

After a delay in seconds of Iﬂ-m

[ Fire once only

=
=14

Makk | Add..

Copy |

Paste

Delete | [ Show Hidden Targets As Broken

Pl

Cancel |

Apply




3. After theteleport_timer runs out,we need to send the player back to the origin.

1 We add the following outputs to the timer:

teleport_timer (Outputs)

My

Output

OnTimer

OnTimer

OnTimer

OnTimer

Target Entity

trigger_teleport_back

trigger_teleport_back

teleport_origin

teleport_timer

Target Parameter

Input

Enable

Disable

SetParent !player

Disable

Delay

0.03

0.04

0.05

0.06

Only

Once

No

No

No

No

What it does

First, we wanto activate the trigger that will

send us back to our original position.

After that, we will disable the trigger, since the

teleport is done

Once the player has teleported back, we parer

the teleport_origin to the player again.

Finally, we disable the timer. Otherwitee
timer will start over and the player will keep

teleporting to the Cloner's position.



- hjec =5 tel ﬁMMr || X__|'

Class Info  Outputs |Inputs | Flags I VisGroup I

| I'MhrOu...l Target Entity | Target |.. | Para... | De-layl Onby Once
f OnTimer trigger_teleport_back Enable 003 No
J OnTimer trigger_teleport_back Disable 004 Mo
J OnTimer teleport_arigin SetParent lplayer 005 Mo
f OnTimer teleport_timer Dizable 006 No

My output named IOHTIITIE*"

|
Targets entities named teleport_timer j ﬂ

Via this input Disable

With a parameter ovemide of Imnne,‘- ;I é |
After a delay in seconds of I'D-DE ™ Fire once only

| Add.. Paste | Delete | [~ Show Hidden Targets As Broken

Pl rea_| o




(Optional) Step 3: Finishing the Cloner = spawning dummies

In this section, we are going to do two things:
1 Spawn a dummy after you teleport to the cloner.STdummy represents your "original body".
1 Spawn a dummy after you teleport back. This dummy represents your "clone".
Keep in mind that for this, we will need an npodel. Since Gordon Freeman does not have a model, your level's character should be

someone else (for my level | choBarney)

Creating the spawners
1. First thing we need are the dummiasp_barney$

9 First we create onepc_barneyfor the original body

evel VisGroups
M Temp
=4 Tutorial
El Player Start
Teleport Origin
=4 Clorer
KeepUpRight
VelociySensor
Relay teleport
logic auto

Telepart timer
e _ &[4 Triggers
Db ok b o Destination tigger
Origin trigger
Class nfo | Outputs | inpus | Model | Flags | VisGroup | & Eumgs i
Cass: Angles Clone dummy
[rpc_bamey - Smatedt  Hep | [0 < Oiiginal dummy
= ;
Keyvalues: copy | paste | - Show| Edt |[Maik] #] 4]
T Value [« [orginal_dummy ~| { *
..... == e
i [ | Mo | Matconsa | 2
Nomal |
Nomal |
5 25 (g
FX Color (RG B) [ —] [The name that other entiies refer to this entity
Disable Receiving Shadows No = lby.
| [Damage Fiter [
Response Contexts |
Disable shadows No
Target Path Comer |
Squad Name |
Hit Group |
Hint Limt Nav No L
Sleep State None Commert
Wake Radius 0
Wake Squad No
Enemy Fiter
Ignore unseen enemies No
Physics Impact Damage Scale 10 il
o
Cancel Aoty |




original_dummy

Property Value

Name original_dummy



Then we create anotharpc_barney this time for the Clone

Angles:
SmatEdt  Help m‘

[~ [7131258

Property Name [ Value
Name clone_dummy
Pitch Yaw Roll (Y ZX) 000
Render FX Normal
Render Mode
FX Amount (0 - 255)

| [EXColor(RGE.
Disable Receiving Shadows No
Damage Fiter
Response Contexts
Disable shadows No
Target Path Comer
Squad Name
Hint Group
Hit Limt Nav No
Sleep State None
Wake Radus 0
Wake Squad No
Enemy Fiter
lgnore unseen enemies No
Physics Impact Damage Scale 10
..........

Pick color

Help
The FX coloris used by the selected Render
Mode.

Comments

Cancel Apply

clone_dummy
Property Value
Name clone_dummy

FX Color a color of your

choosing

What it does

Changing the FX Color will letdifferentiate between the original body and the clone body.

This property is optional.

Vitrous
User |auo |

[ Level VisGroups
Temp
=-[4 Tutorial
&[4 Player Start
[A Teleport Oiigin
=-[4 Cloner
KeepUpRight
VelociySensor

Teleport timer
=[] Triggers
[ Destination trigger
Origin trigger
=4 Durnmies
[ Clone dummy
[ Original dummy

Al o) o [0 213



9 Like we did with the teleport_origin, we need to make sure the dummies are in the exact same positiolinés thlayer_start



