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For sale:

baby shoes,
never worn.
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// mp/ccity
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"ccity turret ship spawn firing range max"
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"ccity hackable door_ importance_ resistance" "o.1"

"ccity hackable door_ importance security” "o.2"

"ccity hackable door importance_ security after gate” 0.1

"ccity hackable door time" "is" // time to hack
"ccity hackable door min hack dist" 30"

"ccity hackable door max hack dist" "320"
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"ccity_constructible crane time" "30" // time to construct
"ccity constructible crane fizzle time" "-1" // time before fizzling. -1 is disabled

i R
tn on ;oo
wow N

[y

o onownoWn

(R+]

[y

"ccity_constructible stairs fizzle time" "2" // reset after this number of seconds without contructing
"ccity_constructible stairs_time" "i5" // time needed to construct

"ccity constructible stairs importance_security” "0.05"

"ccity constructible stairs importance_ security past_crane" "0.2"

"ccity constructible stairs importance_resistance" "0.05"

"ccity destructible stairs_ importance_security” "0.05"

"ccity destructible stairs importance_resistance” "o.1"
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"ccity constructible barricade_fizzle time" T
"ccity constructible barricade_time" "is"
"ccity constructible barricade_ importance_security"
"ccity constructible barricade_ importance_resistance”
"ccity destructible barricade_importance_ security"
"ccity destructible barricade_importance resistance"

"ccity vehicle robot_speed” "eo"
"ccity vehicle_robot_repair time" "io"
"ccity vehicle robot_health” "5000"
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"ccity robot_importance sec_stagel” "0.4"
"ccity robot_ importance_sec_stagel” N0 T
"ccity robot_importance sec_stage2" "o.8"
"ccity robot_ importance sec overtime" b 5 1y
"ccity robot_ importance sec stopwatch" "0.7"
"ccity robot_ importance_res stagel"” "0.6"
"ccity robot_importance res stagel” "0.3"
"ccity robot_ importance res stage2"
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// mp/ccity
/!

"ccity turret ship spawn firing range max"
"ccity hackable door importance_ resistance" "o.1"
"ccity hackable door importance security" -7 P
"ccity hackable door time" "i1s5" // time to hack

"ccity hackable door min hack dist" "3o"
"ccity hackable door max hack dist"” n320"
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"ccity constructible stairs fizzle time" "2" // reset after this number of seconds without contructing
"ccity_constructible stairs_ time" "15" // time needed to construct

"ccity constructible stairs importance_security” "0.05"

"ccity constructible stairs importance security past_crane" "0.2"

"ccity constructible stairs importance_resistance" "0.05"

"ccity destructible stairs_ importance_security" "0.05"

"ccity destructible stairs importance_resistance” "o.1"
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"ccity constructible barricade_ fizzle time" "2y
"ccity constructible barricade_ time" "is"
"ccity constructible barricade_importance_security"”
"ccity constructible barricade_ importance_resistance”
"ccity destructible barricade_ importance_ security"
"ccity destructible barricade_ importance resistance"
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"ccity vehicle robot_speed"” "eo"
"ccity vehicle_ robot_ repair time" "io"
"ccity vehicle_ robot_ health" "5000"
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"ccity robot_importance sec stagel"” "0.4"
"ccity robot_ importance_sec_stagel” "0.7"
"ccity robot_importance sec_stage2" "o.8"
"ccity robot_ importance sec_overtime" "i.0"
"ccity robot_ importance sec stopwatch" "0.7"
"ccity robot_ importance_res stagel"” "0.6"
"ccity robot_importance res stagel” "0.3"
"ccity robot_ importance res stage2" "o.1"
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need to remove this canopy to
bring back this FoM path
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ABILITIES

O UNIVERSAL ABILITIES

Sense Of Perspective

® ph

DESCRIPTION COST @ x 01
Sense Of Perspective snaps your view to a 3rd person perspective while you capture Command
Posts or Build/Repair stationary objectives as an Engineer. Instead of being able to move while

doing these lengthy actions, you will be able to spin your camera around to watch for enemies
from all angles.

LEVEL CREDITS @ m LEVEL A 20 400015

@ SELLALL | & BUYITEM
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Make 720p

‘ Sounds ﬂ Rebuild

#" Effects | @ Show entities J q

00

W Atmos ~

1920 x 1080 :‘lx V!']Screenshot \~ Cameras ~

o
&
o
E
S
]
=
>
B
5]
<







. Level 21 Medium Engineer / Medic

. Level 20 Light Operative / Medic

. Level 20 Heavy Soldier / Medic

. Level 20 Medium Engineer / Soldier
. Level 20 Light Engineer / Operative

. Level 20 Medium Soldier / Operative
. Level 20 Medium SuperSoldier

. Level 20 Medium SuperEngineer

. Level 20 Light SuperMedic

X: Level 20 Light SuperOperative
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