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Summary

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

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

Required entities
e |ogic_auto
e info_player_start
e prop_physics
e phys_keepupright
e |ogic_relay
o |ogic_timer
e |ogic_compare
e trigger_teleport
e env_entity maker
e point_template
e npc_barney

e point_velocitysensor



Part 1: Creating a physics based teleporter
Creating the objects

1. We are going to start by creating an info_player_start. This entity represents the spawn point of the player in the level.
-
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2. Now we are going to create the object that we will use as a cloner. This object needs to be an entity called prop_physics.

Inside the properties choose a name for the object. | used the name "Cloner".

Cass Info | Outputs | Inputs | Flags | VisGroup |

Class:

iprop_physics v
Keyvalues: copy | paste

VisGroups:
User I Ao |

=[] Tutorial

Level VisGiroups

; Player Start
Cloner

Angles:
SmatEdt  Help ﬁe

Property Name

[ Value

Name
Global Entity Name

Cloner
000

World Mode!

Skin

Model Scale

Disable shadows
Damage Fiter
Explosion Damage
Explosion Radius
Perforance Mode
Break Model Message
Pressure Delay
Minimum DX Level
Maximum DX Level
Start Fade Dist

End Fade Dist

Fade Scale

Min Damage to Hurt
Shadow Cast Distance
Physics Impact Damage Scale

0
10
No

0
0
Nomal

0
default (owest)
default (highest)
1

0
i
0
0
0.1

m

Comments

Cancel Apply




The physics object does not have any model attached to it, so next we are going to choose a model. We do this by selecting a "World Model"
inside the prop_physics properties. It is very important to choose an object with a flat base. Otherwise, the player will get teleported with

weird angles. For this tutorial we are oing to choose the model furnituretable001a_chunk01.mdl
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http://furnituretable001a_chunk01.md/

Cloner

Property Value

Name Cloner

World model  furnituretable00la chunkOl.mdl

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

when we throw it. If we do not use this object, we have the risk of teleporting to a tilted object, which will tilt the camera as well.

e Create an entity phys_keepupright with the following properties:
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http://furnituretable001a_chunk01.md/

keepupright_cloner

Property Value

Name

Target Entity

Angular Limit

keepupright_cloner

Cloner

360-infinity

What it does

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

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 degrees in one second, the
phys_keepupright will apply an opposite rotation of -360 to
compensate. You can set it to a higher number, although 360

seems to work fairly well.



4. Next, we are going to create a point_velocitysensor for the Cloner. This velocity sensor 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.

e Create a point_velocitysensor with the following properties:
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IMPORTANT: The Cloner should be in the map at the beginning of the level. DO NOT try to spawn it with an entity_maker or the like, because it

will break the phys_keepupright



Setting up the teleporter’s destination

1. To teleport ourselves to the Cloner, we are going to use a trigger_teleport. Trigger_teleports teleport anything that collides with them to a

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

e Create a brush that covers the whole area where you want to use the Cloner. Be sure to include every area; if the Cloner gets out of this

trigger, it will stop working.

e Click on "To entity" and open its properties. In the Class drop-down menu, select trigger_teleport.
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2. Now we are going to set up some properties in the trigger_teleport.

e [|nthe Class 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 destination".
destination This remote destination can be an entity, like a prop_physics. By setting the "Remote

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

position.
e Inthe flags tab:
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 one-way 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 to create a logic_compare that
will compare the Cloner's velocity to zero.

e Create a logic_compare entity

e Change its name to compare_velocity_to_zero. Leave both Value and Compare Value as 0
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Property Value
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2.

Now we go into the point_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_zero  SetValue 0.00 No Whenever the velocity of the Cloner

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

to the logic compare.

Velocity compare_velocity_to_zero  Compare 0.01 No Once the logic_compare has the Cloner's
velocity, we tell it to compare it to "Compare
Value" (in our case, Compare value is zero).
This effectively checks if the planks velocity

is zero at any moment.

Now we need to teleport the player if the Cloner's velocity is zero. HOWEVER, we 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 want to teleport the player
after he picks up the Cloner and throws it. We are going to create a logic_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.



e Create a logic_relay

VisGitoups:
User |Auto |
Level VisGroups
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Relay teleport

o] £ | o 43

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

logic_relay v
Keyvalues: _copy | paste|

[ Property Name

Name

e Change the following properties

relay_teleport_to_cloner

Property Value What it does

Name relay_teleport_to_cloner

Start Disabled  Yes



Set the following outputs inside the relay:

relay_teleport_to_cloner (Outputs)

My
Output

OnTrigger

Target Entity

trigger_teleport_to_cloner

Target

Input

Enable

Parameter

Delay

0.03

Only

Once

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
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4. Now that we have the relay, we can trigger it every time 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



To implement it, we are going to add some outputs. In the logic_compare, add the following outputs:

compare_velocity_to_zero (Outputs)

My Target Entity Target
Output Input

OnEqualTo relay_teleport_to_cloner  Trigger

Parameter Delay Only What it does

Once

0.00 No This means that whenever the Cloner's
velocity is zero, the relay will be

triggered.
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e Inthe Cloner, add the following outputs:

Cloner (Outputs)

My Output Target Entity Target Parameter Delay Only Whatit does
Input Once
OnPhysGunDrop  relay_teleport_to_cloner  Enable 0.00 No Only enables the relay after the player has

picked it up and dropped it.

Class Info  Outputs | inputs | Mode! | Flags | VisGroup |
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e Finally, we are going to add an output to the logic_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 |
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E‘ a Cancel Apply

[




Step 2: Creating a timed teleporter

For this step, we are going to 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 an info_teleport_destination. This represents the original position of the player, before he teleported to the

Cloner (NOT the position before he threw it).

[ Fitter Control o
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KeepUpRight
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Change the following properties in the info_teleport_destination:

teleport_origin

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

IMPORTANT: Make sure that the info_teleport_destination overlaps with the info_player_start perfectly. Their centers should be on

the same point in all the axes. This will reduce the chances of the player being stuck on something after he comes back from the

teleporting.\
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2. Sometimes things don't get parented to the player correctly. We are going to use a logic_auto to make sure our info_teleport_destination
gets parented to the player.

e Create a logic_auto

Filter Control
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Add the following outputs:

logic_auto (Outputs)

My Output Target Entity

OnMapSpawn  teleport_origin

Target Input

SetParent

Parameter Delay OnlyOnce What it does

Iplayer 0.00 No

Object Properties: loc [ x ||
Class Info  Outputs | Inputs I Flags | ‘u"lsGmupI
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Mak | add. | copy Paste | Delete | I Show Hidden Targets As Broksn
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3. The last object we need is a logic_timer. After the timer runs out, the player will go back to the teleport origin.

e C(Create a logic_timer:

Filter Control
VisGiroups:
User |Auto |

Level VisGroups
Temp
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Start Disabled Yes

Use Random Time No

Minimum Random Interval o

Mazimum Random Interval 2

Refire Interval 5

Comments

e 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 his original position, after he has teleported

Interval

4. The last thing we need to create is a trigger_teleport. Like the previous trigger, we need it to cover the whole room (or the area where we

want to use the teleport)

e Create a trigger_teleport

[ Teleport Origin
=[] Cloner
[ KeepUpRight
[ Velocityensor
[ Relay teleport
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[ Teleport timer
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e Change the following 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 the
time

Remote destination teleport_origin



e Make sure that the trigger only collides with the player in the flags tab

trigger_teleport_back (Flags tab)

Flag

Clients

All other flags

Value What it does

Checked

Unchecked



Setting the logic for teleporting back

1. Thisis what we will do for teleporting back:

Unparent
teleport_origin

About to

teleport \

Teleport emmm——) Go back to _) Reparent

teleport origin teleport origin
On Timer P § epor_orgt
Start

timer

2. To start we will need to add some outputs to the relay_teleport_to_cloner
e The first thing we need to do is to disconnect the teleport_origin from the player, right before we teleport to the Cloner. That way, the
teleport_origin stays at our original position, and we can go back to it later. We also want to activate the teleport_timer at this point.

e Forthat, we add the following outputs to the relay_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 back

to it later

OnTrigger teleport_timer  Enable 0.00 No
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3. After the teleport_timer runs out, we need to send the player back to the origin.

e 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 Iplayer

Disable

Delay

0.03

0.04

0.05

0.06

Only

Once

No

No

No

No

What it does

First, we want to 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 parent

the teleport_origin to the player again.

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

teleporting to the Cloner's position.
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(Optional) Step 3: Finishing the Cloner = spawning dummies

In this section, we are going to do two things:
e Spawn a dummy after you teleport to the cloner. This dummy represents your "original body".
e Spawn a dummy after you teleport back. This dummy represents your "clone".
Keep in mind that for this, we will need an npc model. Since Gordon Freeman does not have a model, your level's character should be
someone else (for my level | chose Barney)
Creating the spawners
1. First thing we need are the dummies (npc_barneys)

e First we create one npc_barney for the original body

Filter Control
VisGiroups:
User | auto |
Level VisGroups
Temp
=[] Tutorial
El Player Start
Teleport Origin
=4 Clorer
KeepUpRight
VelociySensor
Relay teleport
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Teleport timer
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Origin trigger
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Class: Angles:
Inpc_bamey i SmartEdit Help 0 -
Keyvalues: copy | paste |
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Help
[The name that other entiies refer to this entity
lby.

Ptch Yaw Roll (Y 2 %)
Render FX

|
|
|
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FX Color (RG B)
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| |Damage Fiter |
Response Contexts |
Disable shadows No |
Target Path Comer |
Squad Name |

|

Sleep State None Commert
Wake Radius 0
Wake Squad No
Enemy Fiter

Ignore unseen enemies No
Physics Impact Damage Scale 10
o




original_dummy

Property Value

Name original_dummy



Then we create another npc_barney, this time for the Clone

Angles:
SmatEdt  Help m‘

Vion Gt

Property Name [ Value

Name dlone_dummy

Pitch Yaw Roll (Y ZX) 000

Render FX Normal

Render Mode Normal
| FX Amount (0 - 255) 25

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

[~ [7131258
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 let us differentiate between the original body and the clone body.

This property is optional.

VisGroups:
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[ Level VisGroups
Temp
=-[4 Tutorial
&[4 Player Start
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=-[4 Cloner
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Origin trigger
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[ Clone dummy
[ Original dummy
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e Like we did with the teleport_origin, we need to make sure the dummies are in the exact same position as the info_player_start

VisGroups:
User | Ao |

el VisGioups
Temp
Tutoral

e Start
Teleport Origin

et
KeepllpRight
VeloclySensor
Compare to 0

logic auto
Telepottimer

Clone dummy
Original dummy




2. Next, we are going to create two point_templates. Point_templates are necessary when we want to spawn an object,

e We create one point_template for clone_dummy

VisGroups:
User | Auto |

Level VisGroups

Temp

Tutorial

Player Start

Teleport Origin
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Pk Origin trigger

- Dummies

Clone dummy
Point template

“-[¢] Point template

| Show|_Edt | Mark | 4] ¥|

Class Info IOUkputsI Inputs | Flags | VisGroup |

Class: Angles: (— 2>
Ipoint _template _:] SmartEdit Help D =
Keyvalues: gi_gz_] ﬂj

| Property Name I Value ] Iclone_dummy _v_]
Name template_clone_dummy

Templats 1 ons ey Mark | MarkeAdd | @
Template 2

Template 3

Template 4 Help

Template 5
Template 6
Template 7
Template 8
Template 9
Template 10
Template 11
Template 12
Template 13
Template 14 oo
Template 15
Template 16




template_clone_dummy

Property Value What it does
Name template_clone_dummy
Template 1 clone_dummy We can add more objects to the other template slots, and these objects will

spawn along with the dummy.



And one point_template for the original_dummy

Class Info |0ulputs| Inputs ] Flags | VnsGmupI
Class:
|poim_template _:]

Keyvalues: _copy | paste |

Angles: B2
SmartEdit Help |o_](—

Property Name: ‘ Value |

Name template_original_dummy
Template 1 onginal_dummy
Templ
Template 3
Template 4
Template 5
Template 6
Template 7
Template 8
Template 9
Template 10
Template 11
Template 12
Template 13
Template 14
Template 15
Template 16

]on’ginal_dummy L]
Mark | Makeadd | 2|

Help

Comments

VisGi roups:
User |Auo |

Level VisGroups

Temp

Tutorial

Player Start
Teleport Origin

KeepUpRight
elocitySensor
Compare to 0
Relay teleport

logic auto

Teleport timer

Triggers

Destination trigger
QOrigin trigger
Dummies

Clone dummy
Point template
Original Dummy
Point template

| Show|_Edt | Mark | 4] ¥|




template_clone_dummy
Property Value
Name template_original_dummy

Template 1  original_dummy

e Finish by putting these two boxes in the same position as the npc_barneys and the info_player_start

[ Fiter Contror R ]

Vistioups:
| awa | |
Level VisBroups
Temp
=B Tuoial
[ Player Start
Telepart Diigin
= Cloner
KeeplpRight
[ VelocitySensar
Compare to
Relay telzport
logic aute
Teleport timer
- Tiiagers
Destinalion tigger
Origin trigger
B Dummies.
B Clone dummy
- Poirt template
&[] Diginal Durmy
Paint template

o] €5 | wok | 413]




3. Thelast step is to create the env_entity_makers. These entities are the ones in charge of spawning the dummies. They will spawn whatever
is in a point_template of our choosing.

e C(Create one env_entity_maker for the clone dummy

| [Vistrougs:
User | auto |

Level VisGroups
Temp
&[4 Tutorial
=-[4 Player Start
Teleport Origin
=-[4 Cloner |
[4 KeepUpRight
&[4 VelocitySensor
Compare to 0
[ Relay teleport
logic auto
[ Telepott timer
-4 Triggers
Destination trigger
4 0vigin trigger
=-[ Dummies
=-[4 Clone dummy
Point template
[ Eniiy Maker
=4 Original Dummy
Paint template
Entity Maker

Qass irfo | Outputs | Inputs | Fags | VisGroup |

Class: Angles: (s
[env_entity_maker - SmatEdt  Hep | [0 = e r Show|_Edit | Mark | 4] 4]
Keyvalues: _copy | paste ogicLrels

Property Name. [ Value [ fremplate_clone_dummy =l

Name maker_clone_dummy

Pait e Mark | MarkeAdd |

Pitch Yaw Rol (Y ZX) 000

Poini_template. To Spawi emplate. clong _dummy. i Help

PostSpawn Movement Speed 0

PostSpawn Movement Direction 000 [Name of the point_template to spawn here.

PostSpawn Direction Variance 0.15
PostSpawn Inherit Angles

maker_clone_dummy
Property Value What it does
Name maker_clone_dummy

Parent Iplayer We want to spawn the clone dummies in the same position as the
player, before he goes back to his original position. Because of that, we

want the entity maker to follow the player.



Point template To Spawn template_clone_dummy

e C(Create one env_entity_maker for the original dummy

|Auto |
Level VisGroups
Temp
=4 Tutorial
2[4 Player Start
[ Teleport Oiigin
&[4 Cloner
KeepUpRight
&[4 Velosiysensor
Compare to 0
Relay teleport
A logic auto
Teleport timer
=[] Triggers
Destination trigger
Origin trigger
=-[4 Dummies
=-[4 Clone dummy

Point template

Entity Maker
=4 Original Dummy
Point template
Entity Maker

Ciass Info | Outputs | Inputs | Flags | VisGroup

Class: Angles: G | [ 4
[en_ertity_maker - SmatEdt  Hep | [0~ ‘ z o [ | Show|_Edit | Mark | 4 4
Keyvalues: _copy | paste|

Property Name [ Value I ftemplate_original_dummy ~]
Name maker_original_dummy

Paocd el Mark | Marksdd | 2

Pitch Yaw Rol (Y ZX) 000

Porr{emplets. [0, Spann. emplat Gl dumimy. i

FostSpawn Movement Speed 0 5

PostSpawn Movement Direction 000 [Name of the paint_template to spawn here.
PostSpawn Direction Variance 015

PostSpawn Inhert Angles: No|

maker_original_dummy

Property Value What it does

Name maker_original_dummy



Parent Iplayer We want to spawn the original dummies in the same position as the
player, as he is about to teleport. Because of that, we want the entity

maker to follow the player.

Point template To Spawn template_original_dummy



To make sure that the entities get parented correctly, we add the following outputs to the logic_auto:
logic_auto (Outputs)

My Output Target Entity Target Input Parameter Delay OnlyOnce Whatitdoes

OnMapSpawn  maker_clone_dummy SetParent Iplayer 0.00 No

Class Info  Outputs | Inputs I Flags I VisGroup I

| My Output = | Target Entity | Target |... I F‘E||E|...| Dela'_.'l Onhy Once
f OnMapSpawn  telepart_origin SetParent lplayer 000 Mo
f OnMapSpawn maker_clone_dummy  SetParent lplayer 0.00 Mo
f OnMapSpawn maker_orginal_dummy SetParent lplayer 0.00 Mo

My output named |Or1 MapSpawn LI
Targets entities named teleport_origin j _@
Wia this input SetParent

With a parameter overide of I!P|E'.-'Ef | éi |
After a delay in seconds of Iﬂ-m [ Fire once only

| Add.. Pase |  Delte | I Show Hidden Tarosts As Broken

a Cancel | Apphy




OnMapSpawn  maker_original_dummy  SetParent Iplayer 0.00 No

e Like we did with the point_templates, move the env_entity_makers to the same position as the info_player_start



Spawning/despawning the original body

1. The original body will spawn right before we teleport to the Cloner. For that, we will use the relay_teleport_to_cloner:

relay_teleport_to_cloner (Outputs)

My Target Entity Target Parameter Delay Only What it does
Output Input Once
OnTrigger  maker_original_dummy  ForceSpawn 0.00 No We need to spawn it before the player teleports,

since the env_entity_maker is going to move with

the player.



Class Info  Outputs | Inputs | Flags | VisGroup |

| Iy Ot ... | Target Entity | Target Input | | Delayl Onby Once
OnTrigger  teleport_origin ClearParent 000 Mo
OnTrigger teleport_timer Enable 000 Mo
OnTrigger maker_orginal _dummy ForceSpawn 000 Mo
OnTrigger trigger_teleport_to_cloner Enable 003 No
OnTrigger trigger_teleport_to_cloner Disable 004 Mo
OnTrigger relay_teleport_to_cloner  Disable 005 Mo

SANAAYN

My output named IOHTI'igger LI
Targets ertities named rigger_teleport_to_cloner j ﬁ
Vfia this input Enable

With a parameter ovemide of I*’J"'D""3> j _@
After a delay in seconds of Iﬂ-{EII [ Fire once only

Paste |  Delete | ™ Show Hidden Targets As Broken

? Cancel |




2. After we teleport, and the teleport timer runs out, we will go back to our original position. That is when we will kill the original_dummy. In

order to do that, we add the following output to the teleport_timer.

teleport_timer

My Target Entity Target Parameter Delay Only What it does
Output Input Once
OnTimer  original_dummy*  Kill 0.00 No original_dummy* means that this output will kill any

entity in our level whose name starts with

"original_dummy". We write it this way as a precaution,
since sometimes the point_templates change the names
of the entities they spawn (based on the value of one of

their flags)



Class Info  Qutputs |Ir1put5 I Flags I VisGroup I

| My Ou... | Target Entity | Target |... | F'ar:l...l Dela'_.'l Only Once

f OnTimer  original_dummmy™ Kill 000 No
.’ OnTimer trigger_teleport_back Enable 003 No
f OnTimer trigger_teleport_back Disable 004 No
.’ OnTimer  teleport_origin SetParent lplayer 005 No
f OnTimer teleport_timer Disable 006 No

My output named IOHTIITIEF LI
Targets entities named rigger_teleport_back j _@
Wia this input Enable

With a parameter overide of I::none.‘- LI _@
After a delay in seconds of ID.DE’- [~ Fire once only

| Add.. Pase | Delete | [ Show Hidden Targets As Broken

2 cres | oy




Spawning the clone
1. Before we go back to our original body, we are going to spawn a clone dummy. We can kill this clone dummy based on any conditions we
want (we could use it as a distraction for enemies, for example, and destroy it after a timer runs out). | will not cover the killing of the clone

dummy, but it is as easy as it was killing the original dummy (3.3)



We will put the logic to spawn the original dummy in the teleport_timer. As we did with the original_dummy, we will use the

env_entity_maker for this.

teleport_timer

My Target Entity Target Input Parameter Delay | Only Once What it does
Output
OnTimer maker_clone_dummy ForceSpawn 0.00 No

Class Info  Outputs | Inputs | Flags | VisGroup |

| Iy Ou.... | Target Entity | Target Input | Para... | Dela'_.rl Only Once
OnTimer  orginal_dummy™ Kill 000 No
OnTimer maker_clone_dummy ForceSpawn 000 Mo
OnTimer trigger_teleport_back Enable 003 HNo
OnTimer trigger_teleport_back Disable 004 HNo
OnTimer telepart_aorigin SetParent Iplayer 005 HNo
OnTimer teleport_timer Disable 006 Mo

SN

My output named IOnTlmer

Targets entities namead trigger_teleport_back
Via this input Enable

With a parameter ovemride of I*H'I'I'IE>

After a delay in seconds of ID.{B [~ Fire once only

| Ada.. Paste | Delete | I~ Show Hidden Targets As Broken

Pl e | o



