Standard Quake Entities


· Point Entities:

· Information Entities:
· info_player_start
· This entity is required in all maps. It determines where the starting point is for SPQ games, and is used in DM games as well. You need to position this in your map in the area where your player(s) will begin to play, and make it face (the compass in Worldcraft) the direction you want it to face when it starts. You CAN have multiple starting points for different skill levels by using the "Not in..." flag settings.
· info_player_deathmatch
· This entity is only used in the various DM play styles. It tells Quake that this entity marks the position of a spawning player, if that person has just died, or is just joining the game. Again, skill difficulty levels can be used, which will modify the play flow by not allowing players to spawn in certain areas when the server is set at a certain skill level. For example, suppose a info_player_deathmatch entity was placed on a high ledge that was difficult to reach by normal means, which also sported a rocket launcher (see E2M3, in the nail trap area for an example of this... in DM mode, there's a rocket launcher on one side, and a quad damage powerup on the other side). You could make the info_player_deathmatch entity on that ledge to be easy or normal only, and in hard difficulty, the players would have to work harder to get that rocket launcher.
· info_player_coop
· What? You want to make cooperative levels?? Well, this entity works just like info_player_deathmatch, but is exclusive to cooperative play styles.
· info_player_start2
· This is used as a second starting point in "start" levels. This is used only in start levels, as a starting point after finishing an episode. Remember in the original Quake levels, after finishing an episode, you started in the episode selection room, rather than in the skill level selection area? This was done by using an info_player_start2 entity. Difficulty levels can also be used to spawn at different locations based on skill level.
· info_teleport_destination
· This entity is used in almost all levels, as destination points for trigger_teleport entities. You need to give this entity a "targetname" keyvalue to connect it with the trigger_teleport's "targetname". The facing direction is used to define the direction the player is facing after teleporting. Download a teleporter example map by clicking here.
Several teleporters can address the same destination with no problem. For example, no matter which skill gate you step through in Quake's start map, you always end up in the same location in the episode selection room. Although these entities can't be used with difficulty settings, with some advanced mapping, you can make certain teleporters only available at certain skill levels with a func_wall or something along those lines. This will allow you to put teleporters (ie: needed to access the next area in the map) that are open at higher skill levels on terrain that is difficult to reach, and possibly at ground level, in plain view, for the easy skill.
· info_null
· Use this entity as targets for lights when you want to focus the light on a specific area, as in a spotlight. You only need to give the entity a "name" value, and give the light entity the same value as a "targetname". For some examples on how this targetting is done, download this sample map.
· info_notnull
· Pretty much the same as an info_null entity. I haven't seen any significant differences between the two.
· info_intermission
· This entity is used like a camera in Quake, shown only when you exit the level with a trigger_changelevel brush entity. This is the "intermission" you see, usually with a nice view of a graphical highlight of the level before the next level loads, or while text is written across the screen (that text has to be hard coded into the QuakeC). Simply place the entity in your level at the place you want the CAMERA to be positioned, and give the "mangle" keyvalue three values in the form of xxx yyy zzz, where each value is separated by a single space. xxx refers to the pitch of the camera angle. Positive values point the camera down, negative values point it up. yyy refers to the compass heading of the camera. zzz refers to the "roll" of the camera. If the camera has a positive roll value, the camera will be tilted to the right, while a negative value will tilt the camera to the left. You can download a sample map with an info_intermission entity in use by clicking here. If a level ends, and the trigger_changelevel that ends the level calls for a intermission, and there is NO info_intermission entity, Quake will simply the info_player_start entity in a similar manner, but with no pitch and roll values. You can also place several info_intermission entities in your map, and Quake will semi-randomly choose amongst them when the level ends for showing the intermission view. This entity can be ignored if you select a "no intermission" flag in the trigger_changelevel brush entity.
· Item entities:
Item entities can all use the difficulty level flags to exclude the item's existence from certain skill levels. For example, if the player is playing the level in "hard" mode, it's customary to make the health, armor, ammo, powerups, and weapons more scarce, or harder to reach. Also, several keys (or even sigils) can be placed, with each key only designated to show up during a specific skill level. Thus, "easy" level players can get a key quickly, and "hard" players must (for example) climb the path of narrow pillars and cross a narrow cliffside ledge over the river of lava to reach that coveted item. Several of the items serve little purpose in deathmatch mode but to upset the balance of players, giving one player amazing advantages in damage potential, or invulnerability, so items such as these are often left out of deathmatch mode by using the appropriate flag.
· item_cells
· A box of 6 cells for the Thunderbolt, or other cell-using weapon. Once placed, you can alter the flag settings to make it a big box (12 cells), or to exclude its existance in any skill level or in deathmatch mode.
· item_rockets
· A box of 5 rockets for the rocket launcher, grenade launcher, or other weapon which uses them. Once placed, you can alter the flag settings to make it a big box (10 rockets), or to exclude it from any skill level or in deathmatch mode.
· item_shells
· A box of 20 shotgun shells for use in the shotgun, supershotgun, or other weapon which uses them. Once placed, you can alter the flag settings to make it a big box (40 shells), or to exclude it from any skill level, or deathmatch mode.
· item_spikes
· A box of 25 spikes for use in the nailgun or supernailgun, or other weapon which uses spikes. Once placed, you can alter the flag settings to make it a big box (50 spikes), or to exclude it from any skill level, or in deathmatch mode.
· item_health
· These are the health packs that heal your player in Quake. Once this item is placed, the flags can be changed to determine if the health is rotton, a "megahealth", or if it doesn't exist in any skill level, or in deathmatch mode. A "rotten" health will give only 15 units of health, even if the "megahealth" flag is turned on. A health pack with the "megahealth" flag turned on will produce the 100% powerup box in Quake. A standard health pack (neither "rotten" nor "megahealth" flags checked) will provide players with 25 health units when picked up. Difficulty level flags can be used to withhold health packs from players playing at a higher skill level.
· item_artifact_envirosuit
· This is the Biosuit that allows players to survive for longer periods of time under water or slime. It has much less effect on lava, however, only reducing the damage frequency by about 50% (it still does the same amount of damage, only does it half as fast). This item is best used near bodies of water (or slime, or other similar liquids) that would take too long to cross by simply "holding your breath". You can force higher-skilled players to "rough it" through the water/slime by using difficulty level flags to withhold this item from their grasp.
· item_artifact_super_damage
· The Quad-Damage powerup rune. This item will give the player who picks it up the power to cause four times the amount of damage with their weapons as they normally would. Since this is a very powerful object, put these in a place the player will find difficult to reach, or hard to find. They also work well near particularly tough encounters in maps, somewhat balancing the player's power with that of the attacking monster(s). Difficulty level flags can also be used to make this item easier/harder to find, depending on the skill at which the player is playing the level.
· item_artifact_invulnerability
· The Pentagram of Protection. This item rends the player completely invulnerable for 30 seconds, enabling him/her to battle the worst monsters, dive under molten lava, or be squashed by the nastiest of spike traps with near-impunity. The player's armor, however, is still diminished normally, so a really harsh encounter while using a pentagram will still leave the player armorless when it wears off. As such a powerful item, it is best used VERY sparingly in SPQ levels, and often not at all in deathmatch modes. Using the difficulty flags, you can make this item appear in "easy" skill level, but not in the "hard" level.
· item_artifact_invisibility
· This is the Ring of Invisibility. It makes the player who picks it up invisible for about 30 seconds. Although monsters can't see the player, in deathmatch mode the player can be betrayed by a strange pair of floating "eyes" showing the location of the invisible player. In SPQ levels, this can be used to add a strategic element to the level, allowing the player to cloak himself before entering an area surrounded with monsters to grab a critical item, rather than blast everything in sight, as is commonly found in Quake levels. In deathmatch levels, it can be well used in dark hallways to shroud a player to help them escape a barrage of rockets, or to get the upper hand and sneak up behind someone. Using the difficulty flags, you can make this item appear in "easy" skill level, and perhaps not be present in the "hard" level.
· item_armor1
· This is the green armor, providing 100 units of armor. Use the difficulty flags to make this armor appear/disappear depending on the skill level the player is using.
· item_armor2
· This is the yellow armor, providing the player with 150 units of armor. Use the difficulty flags to make this armor appear/disappear depending on the skill level the player is using.
· item_armorInv
· This is the red armor, providing the player with 200 units of armor. Use the difficulty flags to make this armor appear/disappear depending on the skill level the player is using.
· item_key1
· This is the silver key, required to open doors with the "Requires silver key to open" flag set. Normally, you should only need one of these for each set of silver-key doors in your level. Using the difficulty level flags can make this key easy or very hard to reach. If you use the difficulty settings, be sure to place the keys so that at least one key can still be reached in each skill level the silver-key doors are located in.
· item_key2
· The gold key, required for opening doors with the "Requires gold key to open" flag set. This is usually used to open the final areas in most maps, in which case this key should be hidden somewhere deeper in the level than the silver key/door combinations (if used). Using difficulty level flags can be used to make the key appear in several locations, of varying accessibility, depending on what skill the player is playing the level in. If you use the difficulty settings, be sure to place the keys so that at least one key can still be reached in each skill level the gold-key doors are located in.
· item_sigil
· The sigil runes are normally placed at the end of episodes in multi-level packs. They are kept by the player even after episode changes, to allow up to 4 episodes to be completed in a pack. To designate which rune it will be, select the appropriate flag under the entity's properties screen. You can use difficulty levels to seemingly alter the location of these entities by placing several sigil entities in your map. This can make the sigils easier to access for easy skill levels, while people playing in the "hard" skill could have a harder time of it. For example, they could be forced to find a way to cross a lake of molten lava (with a Shambler or Vore at the end, just to make things really interesting) to grab that critical episode pass.
· Weapon entities:
The weapon entities are pretty straightforward in placement, you simply place them in you level, above the floor brush you expect them to sit on, and they should show up. If they don't make an appearance, check to be sure the binding box is not too close to any nearby walls. It should be at least 4 units away from the wall. Difficulty level flags can be used to give players playing the "easy" skill level an advantage in weapon-gathering.
· weapon_supershotgun
· The SuperShotgun. This is one of the lesser weapons I usually like to put toward the beginning of a level, saving more potent weapons like the grenade/rocket launcher for the later, tougher battles later on. This weapon uses two rounds of shotgun shell ammunition instead of one, as the standard shotgun uses.
· weapon_nailgun
· The "regular" nailgun. Again, I like to put this weapon somewhere toward the beginning of the level. It fires nails, obviously.
· weapon_supernailgun
· The SuperNailgun. Not we're getting into some power! I like to put this somewhere near the middle of the SPQ levels, allowing the player to begin to really kick some monster butt. In case you didn't know, it fires nails... lots of them.
· weapon_grenadelauncher
· The Grenade Launcher. This is one of the nastier weapons in standard Quake. As such, I usually like to put it toward the end of the level, where the biggest monster encounters will probably occur. Also, in deathmatch mode, it's a good idea to put a few of these in remote areas to reduce the chances of one person dominating a level by camping near the only good weapon around. Rockets and grenades are interchangeable in Quake, so this weapon uses the rocket ammunition.
· weapon_rocketlauncher
· Some consider the Rocket Launcher the ultimate Quake weapon. In fact, many (most?) deathmatches turn into a big rocketfest, where EVERYONE has a rocket launcher, and frag counts skyrocket (no pun intended) as the action becomes hot & heavy. Some like it, some don't. Design your level to suit your wishes. Personally, I like to put them in, but I'm careful to put at least 2 in each level's deathmatch mode to avoid level domination by players camping on the level's sole rocket launcher. This weapon, like the grenade launcher, uses rocket ammunition.
· weapon_lightning
· The Thunderbolt, or Lightning Gun. This is actually the most powerful weapon in Quake, once you get a handle on controlling it. Handle these sparingly, like the rocket launchers. Another way to limit the imbalance this weapon can create is by limiting the number of energy-cell ammunition packs scattered around your level -- having no ammo for the Thunderbolt does tend to reduce it's offensive strength. :)
Another cute trick I've seen done in several deathmatch levels is to put this weapon in or near a pool of water. An unsuspecting player, distracted by a firefight, can accidentally pick up this weapon and discharge it into the water, gibbing themselves and anyone too close (this is another trick I've begun implementing myself.. <*sinister laugh*>).
· Monster entities:
Monster entities are pretty simple to place in your levels, just be sure the binding box is completely inside the hallway or room, and doesn't touch any nearby walls. All monsters can be given values to determine which direction they begin facing, a name for triggering them to attention, and a targetname to give them a patrolling path (see path_corner entities). They also have flags to specify any difficulty levels they will/won't make an appearance in, as well as an "ambush" mode, in which they will only attack when they actually see the player, instead of being drawn by the sound of distant gunfire.
· monster_army
· A Grunt. This is one of the weaker monsters in Quake, with only 30 hit points, and a shotgun. These are still pretty accurate with their shotguns from long distance, and can get a few good shots at the player before he/she may find them.
· monster_dog
· A doberman with a bad attitude problem. While technically the weakest monster with only 25 hit points and no range attack (it's a dog, after all), the dog has a fast closing rate, and is well used in surprise attacks from behind.
· monster_ogre
· The ubiquitous ogre. This monster has 200 hit points, and a good array of weapons, with a chainsaw for brutal up-close attacks, and a grenade launcher for distance blasting. A good all-around monster, but they work best when given an altitude advantage over the player. They have a difficult time launching their grenades up staircases, too, so keep that in mind.
· monster_ogre_marksman
· This is basically an ogre with a more accurate grenade-tossing arm. :)
· monster_knight
· The lower knights have only 75 hit points, and a melee-only sword weapon. They move fairly quickly, and in a zigzag pattern, so they're not easy to hit, but the player can still eliminate these monsters with little difficulty.
· monster_hell_knight
· A much tougher knight. These bad boys have 250 hit points, and both melee AND range attacks. Their swords can really do plenty of damage close up, too.
· monster_wizard
· Although it sounds like it belongs in Hexen2, this is actually a Scrag. Place these high up in the rafters of a room to surprise a player expecting an attack from ground level. Although they only have 80 hit points, they are airborne, and thus are more difficult to hit. They have a long range weapon and really good accuracy with it, but quickly lose their advantage if put in close-quarters with players.
· monster_demon1
· The Fiend, with 300 hit points and an amazing jumping attack ability, is well placed near good powerups, and as a nasty surprise behind closed doors. The only apparent weakness with fiends is that when they land after a jump, they seem to take a long time to recover and turn for another jump. A skilled player can side-step the attack, and use this time to cause serious damage to the fiend until it can turn to jump again.
· monster_shambler
· The Shambler (sometimes nicknamed "The Abominable Snowman") has 600 hit points, and is therefore the toughest monster in Quake that can still be killed with conventional weapons. The effectiveness of all grenade and rocket attacks on this monster are reduced by 50%, giving this monster the unusual property of being partially "explosion resistant". It has a truly nasty melee attack with it's powerful arms/claws, and a lightning attack with the same range limitations as the Thunderbolt. These make good guards for powerups, exits, or keys, and are usually seen toward the end of SPQ levels.
· monster_boss
· Chthon itself. This lava-bound monstrosity can't be killed by conventional weapons, only by the effects of an event_lightning entity. He has a nasty lava ball range weapon, and really good aim with them. Place Chthon in a lava brush 32 units deep for the best effect (too thick, and Chthon will appear to be shoulder-deep in lava), and give him plenty of room for player-bashing. Newer patches to Quake (such as Rogue's Dissolution of Eternity and Impact's QuakeRally) have modified Chthon to be killable, but still tough.
· monster_enforcer
· A tougher, upgraded soldier. These monsters have 80 hit points, and tougher armor and weapons than the Grunts. They also move faster than Grunts. With their laser rifles, they can draw a bead on players from a good distance away, and have remarkable accuracy. However, they have no melee-specific weapon, and are fairly easy to take out with a face full of buckshot. I feel these guys just don't belong on non-base-type levels, but use them as you see fit.
· monster_shalrath
· Actually known as the Vore in Quake. A Vore has 400 hit points, but barely ambles around on its' spidery legs. While not terribly hard to hit, it's pretty tough to knock one down without taking some damage from it's target-seeking purple spiked ball weapon, which is the Vore's greatest asset. Put these somewhere out in an unobstructed open area if you want to give the player a bad day.
· monster_tarbaby
· Those nasty little blue dungeon floor-crawlers known in Quake as Spawn. A Spawn has only 80 hit points, but moves VERY fast, and tends to knock a player out of quite a few health points before they can get a bead on it. Also, when dying, the Spawn explodes, doing even more damage to anything in range. Put 3-4 of these in a medium-sized room to send players into a panic, or possibly herd the fearful player into something even worse. :)
· monster_fish
· Guppies-gone-bad. These are really weak monsters with only 25 hit points, and a melee-only bite weapon. Put a couple of these underwater for some unsuspecting player who, distracted by searching for an exit or air pocket, might not notice the little piranhas happily chomping away on their posteriors. One additional note, it was reported to me that the fish seem to have a strange bug in the Quake code, in that they show up as 2 monsters in the total monster count, but when you kill them, only register as one. For example, if you actually have 50 monsters in a level, and 5 are fish, Quake will show the kills as xx/55, with a maximum kill count of 50/55. I've seen this bug myself, in my Overpass level.
· monster_oldone
· This is the infamous Shub-Niggurath. That big, bad, powerful, hell-mother minion of Quake that merely wiggles it's big tentacles in the air when you finally get to face her. I can't see getting much use out of this monster in my levels, but your mileage may vary. Just be sure to make a HUGE room to house this beastie. You'll be surprised to see how much space this thing takes up. Technically, it has 40,000 hit points, but is basically indestructible short of telefragging it.
· monster_zombie
· A special kind of monster is the Zombie. While it only has 80 hit points, unless it's gibbed by a rocket or grenade, when you shoot it down, it gets up again! While these monsters seem best suited in graveyard environments, they make good guards (they move very slowly). It's been suggested that they mix well with Shamblers, to confuse players, since the Zombies require rockets or grenades to kill them, and Shamblers only receive 50% damage from those weapons.
· Light entities:
Lights ordinarily shine outward in all directions equally, however, if you give the light's "target" keyvalue the "targetname" of a nearby info_null entity, you can focus the light on a specific area in a cone-shaped beam of light. For more details on how to do this, click here. Also, if you're using ArghLite in your compiling toolset, you can use a "wait" keyvalue in your light entities to increase the area your light covers, without increasing the amount of light produced. This helps you spread out the lighting in large rooms, avoiding such unusual effects as brighter circles on walls in places where the lights are closest. Some kinds of lighting have accompanying ambient sound effects, such as a crackling flame or the buzz of a fluorescent lightbulb. Too many ambient sounds in a map causes problems when the Quake engine's limit is reached. See the level design troubleshooting page for more information regarding level design problems.
· light
· A simple source of light with no ambient sound and no visually apparent source. These are the most common source of lighting in most maps.
· light_fluoro
· Another simple light source with no visual source, but this light emits an ambient humming sound similar to that of a flourescent light.
· light_fluorospark
· Like the light_fluoro entity, but the sound is more like a crackle, as if the bulb is sparking or failing.
· light_globe
· A light with a round globe as a source. These look particularly good in futuristic base levels, but are a little out of place in medieval-type levels.
· light_flame_large_yellow
· A large, yellow flame. Although this light looks good in fireplaces, in lava, and in medieval-age maps (when flames were the only source of light), the light has an ambient sound effect of a crackling flame.
· light_flame_small_yellow
· A smaller version of the large yellow flame listed above.
· light_flame_small_white
· Just like the small yellow flame listed above, but it's colored white instead.
· light_torch_small_walltorch
· A light source that looks like a flaming, wall mounted torch. This entity has the ambient sount of a burning flame. This is one of my personal favorites, since I like designing medieval maps the most.
· Ambient Sounds:
Ambient sounds are used by Quake to create localized sound effects to add to the feel of the level. Placing them in your map is extremely simple, having only to place them in the viscinity of your intended noise area. I like to use the ambient_suck_wind in areas where wind rushing past would sound appropriate, like at the top of a mesa, on a cliff edge, or maybe in a dark dungeon, as an audible clue to a nearby secret passage/door.
· ambient_drip
· The sound of water dripping. Good for underground water or drain pipes, perhaps.
· ambient_drone
· The droning sound of an engine. Sounds good near large machinery.
· ambient_comp_hum
· A computer-like hum, with beeps and blips.
· ambient_flouro_buzz
· The sound of a sparking flourescent light. Note: There is no actual light being emitted, only the sound.
· ambient_light_buzz
· The humming sound of a flourescent light. Note: There is no actual light being emitted, only the sound.
· ambient_suck_wind
· Sound of wind rushing by. I often use this to help denote a nearby secret wall or passage, if the visual clues aren't clear enough.
· ambient_swamp1
· Frogs croaking, and other swamp noises.
· ambient_swamp2
· More swamp noises (slightly different).
· ambient_thunder
· Supposed to be the sound of thunder, but apparently it's bugged in the original Quake. No one has ever gotten this sound to work in any non-patch based map.
· misc_noisemaker
· A rather harsh sound of an enforcer's laser rifle, followed by a cry of pain. It might make a decent alarm sound, otherwise, it has very little functional use.
· Miscellaneous entities:
· path_corner
· This is a special entity used in a sequence to give monsters a patrol path, or func_train entities a travel path. For the monster patrol, give the patrolling monster a "targetname" of the first path_corner entity's "targetname" (name) keyvalue, then place that path_corner somewhere at the start of the patrolling path you want to lay out in your map. Give the first path_corner a "target" (target) value of the second path_corner's "targetname" (name) keyvalue, and so on, until the last path_corner in your monster's patrol, which should point to the first path_corner to make it a continuous patrol. If the last path_corner in the patrol doesn't point to any other path_corner, the monster will begin roving freely around the map, actually pursuing the player down pathways, across stairs and bridges, until it finds the player. The monster won't use teleporters, buttons, or lifts, however. Use the path_corner entities in the same manner with func_trains to make them go in any direction you want (even vertical). For both monster patrols and train paths, be sure your path_corners can be connected to one another with a straight line, so your trains won't try to go through solid walls, and your monsters won't get confused trying to find the next waypoint in its patrol. Path_corners can also be used in place of info_null entities as target points for lights to make spotlights. To see a map sample of path_corners in use, download this map and view it in your favorite level editor.
· trigger_relay
· This entity behaves the same as the brush triggers, but it can only be activated by another entity. Therefore, the activation of this entity is "relayed" from another. :)
· air_bubbles
· Simply some random, rising air bubbles. Best to place these under water to enhance the appearance of the underwater scene.
· event_lightning
· The visual effect from the lightning that kills Chthon in the end of Quake's first episode.
· trap_spikeshooter
· An entity that, once triggered, fires spikes or laser blasts. You need to assign a name (to trigger it by name), an angle (direction to fire), wait (time between shots), nextthink (delay before the first shot is fired), and set the Superspike and Laser flags as desired to change the projectile type.
· trap_shooter
· Identical to trap_spikeshooter, except this entity doesn't need to be triggered.
· misc_fireball
· Those lava balls you usually see flying over pools of lava. "Speed" is the only keyvalue for these entities, and effects how high the lava balls will fly before arcing and returning to the pool. Timing and direction seem to be random for these, so by putting a few over your lava pool with varying speed values, you'll create a seemingly random skyward burst of lava much like the "hard" level passage in Quake's original start map.
· misc_explobox
· Short, exploding boxes with red symbols on the sides. Shoot these for a nasty area explosion similar to the toxic barrels from Doom.
· misc_explobox2
· Taller version of the first misc_explobox.
· misc_teleporttrain
· The little purple spiked ball that floated around in the original Quake's endgame level, and helped you telefrag the Shub-Niggurath. This is essentially a moving teleport destination. Place this entity anywhere, and give it a name, a targetname of a path_corner to start at, and a trigger somewhere to start it going (since it needs a name). Then make your teleporter with a targetname value that matches the name of the misc_teleporttrain entity, and whenever the player steps into the teleporter, he or she will be teleported to wherever that particular misc_teleporttrain entity happens to be at that time. The only problem I have with this entity is that there appears to be no easy way to disable the visible spiked ball. I'd like to put one in a level sometime, where you just never know WHERE you'll end up when you step through the teleporter.
· Brush Entities:
Brush entities are created by building a brush or set of brushes as normal, then selecting all the relevant brushes and changing them at once to entities with a tool in your level editor (in Worldcraft, this is done with the "To Entity" button). Once the object is the appropriate entity, keyvalues and flags can be set to alter the behavior of the entity when used in Quake.
· Function Brush Entities:
· func_bossgate
· The brush that disappears when the player has all four episode sigils. An example of this is the floor brush from the Start map. Only after all four sigils are picked up does the opening to the Shub-Niggurath's Lair open. Note: All four sigils must be in the player's posession BEFORE the map with this entity is loaded. Consequently, the start map is usually the only map using a func_bossgate entity.
· func_button
· Buttons are very commonly used in Quake maps to trigger events which the player will knowingly activate something. When the button is pushed, it can be set to activate many other kinds of brushes, but most often it's used to open func_door brush entities, and less commonly, func_plat and trigger_counter brush entities. Assign the keyvalues as follows:
· "Target" is the name of the entity you want to activate, such as a door or a lift.
· "Speed" is how quickly the button will move in the direction it's told to move in by the "angle".
· "Sounds" will determine what noise is made when the button is pushed.
· "Delay" is used to specify how long after a person pushes the button it will slide inward, and "wait" determines how long, once in, it will wait before it pops back out again to be pressed again (the "wait" keyvalue can be set to "stays pressed" so it won't reset itself).
· The "health" keyvalue is very useful, because it makes the button "shootable". Assign a value of 1 to this keyvalue, and the button can be activated (thus doors being opened, etc.) by shooting it with any weapon, or hitting it with an axe. To see an example of how buttons can be used to open doors, download and examine this map.
· func_dm_only
· This entity can be used to specify a brush to exist only in DM mode. I use these occasionally to help bots get out of areas they otherwise wouldn't be smart enough to escape, such as water areas.
· func_door
· This is a normally a simple door. It can be made to open in any horizontal direction, or straight up or down, but the standard Quake entities were not capable of rotation, unlike many recent patches such as the Ritual and Rogue add-on mission packs, and Hexen2, but clever map designers can still make interesting effects with a little time and imagination. Used in this manner, func_door entities can become one of the most versatile entities available to level designers in Quake-engine games. To place a door in your map, create the brush you wish to use as the door, then turn it into a func_door entity. The keyvalues for the func_door entity are:
· "Targetname" is the name of the door -- use this only if you want the door to stay barred until it's opened by a button or switch elsewhere in the level.
· "Speed" is the speed at which you want the door to open and close. DM levels usually have faster doors, since nobody wants to get a rocket in the back waiting for a door to open.
· "Lip" Normally, a door opens a distance equal to the length of the door in the direction it's supposed to open. If the door opens upward, and it's 128 units in height, the door will move 128 units upward when it opens. The "lip" keyvalue can be used to alter that value, plus or minus, to provide special effects for the door. A positive value will make the door open less than its length, and a negative value will open it more than its width. Sometimes, a func_door can be used in place of a func_plat to achieve certain effects, and "lip" is often used to make the lift rise or lower to a specific height.
· "Dmg" How much damage is inflicted on the player if he/she is under the door when it closes. Note: Only doors that have been activated will close on the player. Normal, automatically-opening doors will stay open until their close paths are clear. This makes a func_door entity especially useful as a spike trap, as in E1M5, where the "speed" keyvalue can be set very high, the "starts open" flag is used, and the door is triggered to slam shut on the player, causing high levels of injury.
· "Message" A short, center-of-screen message can be sent to the player when this door is activated. If the door is triggered to open by a button or other puzzle, this can be used to give the player a clue as to where that opening device might be found.
· "Sounds" The sound the door will make when it opens.
· "Wait" How long the door, once opened, will wait until it closes again.
· "Health" This keyvalue, like a func_button brush entity, makes the door openable by shooting it. Higher levels of health require more damage to be inflicted upon the door before it will open.
· Additionally, flags can be used to change the behavior of the door. You can use these flags to make the door start in its open position when the map is started, require the gold or silver key to open it, make it toggle (has to be triggered to open and close), and appear only in certain difficulty levels (or DM play). When several doors are placed together (such as two-sided doors where each side opens in opposite directions), Quake normally connects those doors, so when one door opens, the others move as well. Another flag ("Don't link") can be used to override this effect, so each door has to be opened individually.
· func_door_secret
· This brush entity works exactly the same as a func_door, but it moves in a side direction before sliding open in the direction you assign it. Note: It does NOT affect the number of "secrets" on your level.
· func_episodegate
· This is an entity used in "start" maps to block passage to episodes already completed, as indicated by the player's posession of each of the four sigils from the end of each Quake episode. An example of this can be seen in the Quake startup map, after completing episode 1, you can no longer take that passage back to episode 1, as there's a new wall in the way. That wall is a func_episodegate entity. Important note: This wall will NOT appear until the map containing it is started. So if you pick up the rune in a certain level, func_episodegate walls will not appear in that level unless it is restarted.
· func_illusionary
· This is a special type of brush that is given a solid surface texture, and will look like a solid wall in Quake, but can be passed through as though it wasn't there. If you make the brush big enough so the player can stand completely inside it, that player will be able to see outside the brush, without anyone outside it from seeing the player. This is good if you're planning a map with a few "sniper" positions.
· func_plat
· These make the vertical lifts in Quake. When you place these brushes in your editor, be sure to place them in their UP position, or in other words, at the TOP of their travel path. Since this object can only travel up and down, the angle setting is useless. Once placed in the appropriate position, the keyvalues are:
· "height" The travel height of the lift. Figure out the distance between the topside of the floor and the lowest point of the lift object, then key in that value. You should have a lift that sits on the floor, and rises to the top position when activated. Alter the value as desired to achieve different effects.
· "speed" The speed at which the lift operates. Higher numbers produce faster lifts.
· "sounds" The sound produced when the lift is in use. This can be either a fast, base-type sound, or a slow, clunky chain sound.
· "targetname" This keyvalue produces unusual results. When used, and a trigger or button is used to activate it, it will start in the top position on the map, and wait there until it's activated. Once activated, it will move to the lower position and act normally thereafter. This can be used to restrict access to a new part of your maps until the player has accessed a button or other trigger elsewhere in the map.
· To see a sample map of a func_plat in action, including the triggered version, download this map.
· func_train
· A func_train brush entity is used to make platforms that float from waypoint to waypoint inside your levels. It can be used in a vertical path to provide access to multiple floors, which a func_plat brush entity would not be as well-suited for. Use path_corner point entities to define the path the train is to follow. Also, with the trains, an additional keyvalue, "wait", can be used to delay the train entity before it continues to the next path_corner. The keyvalues, and their meanings, are as follows:
· "targetname" The name of the train. This should only be used if the train is to remain inactive until triggered by the player.
· "target" The first path_corner the train will go to. It will then proceed in a straight line to the next path_corner, then the next, and so on.
· "sounds" The sound made by the train.
· "speed" The speed at which the train moves along its path.
· "dmg" The amount of damage inflicted on any living creature that gets stuck between the train and a solid object.
· "wait" Used to delay the train at one waypoint before it goes to the next path_corner.
· To see a sample map with a func_train entity going in a loop, download this map.
· func_wall
· Func_wall brush entities are used to give walls names so they can be affected by triggers. The sole keyvalue, "triggername", is given a name value, which is then called by the "target" or "killtarget" keyvalue of a trigger entity. Using the "killtarget" method can be used to make the wall disappear when a player triggers it. Another great feature of func_wall entities is that the difficulty level flags can be used to make the wall appear or not appear depending on what skill level the player is using in the map. You can also use the flags to make the wall appear only in DM play, cutting off certain hallways and rooms while players are using the map in a deathmatch.
· Trigger Brush Entities:
· trigger_changelevel
· This is the brush entity that allows the player to move from one map to the next. The sole keyvalue for this entity, "map", is simply the filename of the map to be started after the trigger_changelevel is touched. Don't use any .BSP extension in this value. If your map is called nextmap.bsp, then just use nextmap in the value. There is also a flag you can use to specify whether or not you want to use a level intermission (info_intermission) camera when the "monsters killed/secrets found" screen comes up.
· trigger_counter
· The trigger_counter entity will count off (either silently or with an accompanying "x more to go" message) specific events or kills until the count it has been programmed with is reached, then will trigger another specific event. For example, you can use a trigger_counter entity to have an otherwise barred door or gate open after killing two specific monsters (such as in my Double Back map), or after several buttons have all been pressed. To create a trigger_counter setup, create a brush of any size or shape (I prefer a small, simple, out-of-the-way brush), and assign the following keyvalues:
· "target" The door, gate, or whatever to be activated when the counter reaches its final count.
· "delay" How long to wait after reaching the highest count before activating the target.
· "message" What message string to show the player when the counter is activated (ie: The red gate is now open)
· "name" The name of the counter. Whatever value you assign this keyvalue is also the value you use as the "target" value of the entities you want to count in connection to this counter (such as monsters or buttons)
· "count" The maximum number of increments until the counter activates. If you want the player to push four buttons to activate the counter's target, then set this value to "4". 

· trigger_hurt
· This brush entity will cause a given amount of damage to any player who touches it. It's invisible in Quake, so it's normally used for unconventional traps where there is no visible, physical object to cause the damage. Besides the "delay" keyvalue, to wait a few seconds before causing the injury, the "dmg" keyvalue is set to specify the amount of damage to be inflicted.
· trigger_monsterjump
· This entity is used to cause monsters that are perched in high places to jump off the ledge they are on, down to a lower level, most likely to meet the player eye-to-eye.
· "delay" The delay in seconds from when the trigger is touched by the monster to when it is made to jump.
· "speed" The speed at which the monster will be made to jump.
· "height" The height the monster will be made to jump.
· trigger_multiple
· The trigger_multiple brush entity is used as an invisible trigger for events that are intended to happen more than once. It can, in face, be used to trigger the events infinite times. Once placed and changed to the trigger_multiple entity, assign the keyvalues as follows:
· "target" The object this trigger is intended to affect. It can be given the name of lights to toggle them on or off, the name of a door to open it more than once, etc.
· "killtarget" Give this keyvalue the targetname of a func_wall entity, and you can destroy the func_wall. This only happens once, though, obviously.
· "sounds" The sound played when the trigger activates its target.
· "delay" The delay in seconds from when the trigger is touched to when the target is activated.
· "wait" How long the trigger will wait after being activated before resetting itself for re-activation.
· "message" Possibly the most common use for this entity. This message will be displayed across the center of the activating players' screen.
· Trigger_multiple and trigger_once entities can be set up in sequence to activate different objects at different times. For an example on how to use trigger_multiple entities in sequence (trigger_once can be used in the same manner), download this map.
· trigger_once
· Just like a trigger_multiple, but it will only activate only once each time the map is run.
· Trigger_multiple and trigger_once entities can be set up in sequence to activate different objects at different times. For an example on how to use trigger_multiple entities in sequence (trigger_once can be used in the same manner), download this map.
· trigger_onlyregistered
· This entity will only trigger an effect if Quake detects the registered version of itself. Since in most cases the home-grown levels require the registered version of Quake anyway, this level hasn't been of much use to me. If you use it, so be it.
· trigger_push
· This is the brush entity used to make the wind tunnels that push players around. Simply make a brush to cover the wind's area of influence (the area in which the player gets pushed if he/she touches it), then convert it to the trigger_push entity. Set the "speed" keyvalue to the amount of push strength you want the entity to have, and the angle to the direction the player is to be pushed (Note: You can't set this value to 0. If you want to push in that direction, use 360). To see a sample map with the trigger_push entity in use, download this map. Note the room with several trigger_push entities near each other. You can use this room in Quake to see a comparison of push strengths by how high you're pushed (use the walls to judge how high you are being pushed). Notice that there is a limit on how effective the push can be. Any push strength higher than about 300 won't have any increased effect.
· trigger_secret
· This brush entity is used to trigger events, and/or to increment the "secret" counter in Quake. Left alone as a simple, invisible object, Quake will see this as a level secret, and when the player touches it, it will count toward the number of secrets found on the level. Obviously, this entity should be put in places the player wouldn't ordinarily go while running through the level. Using the "target" keyvalue, the trigger_secret can be used to open doors, warp in monsters, and so forth. The "killtarget" keyvalue is used to destroy walls (see func_wall for the other requirements of this effect) or other objects as desired. "Delay" will delay the acknowledgement of the secret's discovery for any desired number of seconds. The "sounds" style can also be altered to change the sound played when the secret is found.
· trigger_setskill
· This brush entity is used in "start" maps to allow the player to select the difficulty level he or she wishes to play on. The "message" keyvalue is set to a number between 0 (easy) and 3 (nightmare), and only takes effect when the next map is started. This brush works similarly to a trigger_teleport, in that it's invisible when in Quake. It does NOT teleport the player anywhere, though. Other than that, there isn't very much to know about using this brush.
· trigger_teleport
· This is the first part of a teleporter. Used in conjunction with the info_teleport_destination point entity, this brush entity does the actual teleporting of the player to the destination. Once you've placed the brush and changed it to the entity, set the "target" keyvalue to the "targetname" of the info_teleport_destination you want the player to be sent to. The "targetname" of the trigger_teleport should only be used if the teleport field will be activated elsewhere, such as by a button or another trigger. Flags for this entity are "Player only", which disallows monsters from using the teleporter, and "Silent", which omits the "whoosh" sound a teleporter normally makes when it's used. You can download a sample map of a simple teleporter design by clicking here. 

