The Following is a list of the custom entities used in D-Day:Normandy.

Use this file as a guide to create you own D-Day:Normandy maps with the correct entities.  Have specific D-Day mapping questions? Contact: Castrator@planetquake.com

Variables
*NOTE: THE VARIABLES ARE NOT ENTITES.  IN THE ENTITIES BELOW, THE VARIABLE NAMES WILL APPEAR.  WHEN THIS OCCURS, INSERT THE COORESPONDING # FOR THE VARIABLE DEPENDING ON WHAT YOU WANT THE ENTITY TO BEHAVE LIKE IN YOUR MAP.

"mission_t" 


0
"Defense"


1
"Offense"


2
"Patrol"


99
"Campaign"

"team_t"


0
"Team 1"


1
"Team 2"


99
"None"

Custom Entities

*NOTE: LEAVE OUT THE QUOTATIONS WHEN ACTUALLY MAKING THESE ENTITIES

General Entities:

"info_team_start" It contains all the team information
"message"  "teamname" What you want to call the team


"obj_owner"
"team_t" Consult variable from above

"dll"
str
"Team's DLL File" (either usa or grm)

"count"
"mission_t" Consult variable from above

"kills"
"anumber" The number of kills it takes this team to win 


"points"
"anumber" The number of points it takes this team to win
*NOTE: You must set either a "kills" or a "points" value (or both).  When the map is played, the outcome will be determined by whichever objective is achieved first. If you do not wish to use a "points" value, just don't fill in the field, but you must, then, set a "kills" value. The same goes if you don't want to set a "kills" value, then you must set a "points" value.

"origin"
not user defined

"angle"
not user defined

"info_mission_results" Contains info related to the particular map

"team1"
"team_t" (0)


"map1"
"nameofmap" Next map to be played if Team 1 wins

"team2"
"team_t" (1)


"map2"
"nameofmap"
Next map to be played if Team 2 wins

"origin"
not user defined


"angle"
not user defined

Spawn Entities:

"info_reinforcements_start" Use this spawn entity if you want all your troops to spawn from the same place


"obj_owner"
"team_t"


"delay"
"anumber"
Delay before troops are respawned in seconds

"origin"
not user defined


"angle"
not user defined

"info_infantry_start" The infantry class will spawn here

"obj_owner"
"team_t"


"origin"
not user defined


"angle"
not user defined

"info_officer_start" The officer class will spawn here

"obj_owner"
"team_t"


"origin"
not user defined


"angle"
not user defined

"info_lgunner_start" The light gunner class will spawn here

"obj_owner"
"team_t"


"origin"
not user defined


"angle"
not user defined

"info_hgunner_start" The heavy gunner class will spawn here

"obj_owner"
"team_t"


"origin"
not user defined


"angle"
not user defined

"info_special_start" The airborne class will spawn here

"obj_owner"
"team_t"


"origin"
not user defined


"angle"
not user defined


*NOTE:INFO_ENGINEER_START IS NOT IMPLEMENTED YET

"info_engineer_start" The engineer class will spawn here 


"obj_owner"
"team_t" 


"origin"
not user defined


"angle"
not user defined

"info_medic_start" The medic class will spawn here

"obj_owner"
"team_t" 


"origin"
not user defined


"angle"
not user defined


"info_sniper_start" The sniper class will spawn here

"obj_owner"
"team_t" 


"origin"
not user defined


"angle"
not user defined

"info_player_start" The player will be positioned here when the map is loaded, and again when they are killed.

"origin"
not user defined


"angle"
not user defined

Objective Entities:

"objective_touch" This entity is like a normal trigger that the player must touch to activate.  


"obj_owner"
"team_t" 
The Team that owns the objective

"health"
"anumber"
How many points are awarded if captured

"dmg"

"anumber"
How many points are taken when lost

"message"
"aword"
The name of the objective
*NOTE: This entity is used frequently.  On the Omaha beach map, it was used to define the names of pillboxes and other objectives.  It is the most frequently used objective entity.  The other two objective entities appear inside the info_team_start.  They are the "point" and "kills" fields.

