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AT—3R[EH

typedef struct entityState s {
int number; //entity index
int eType; [/l entityType t
int eFlags;
trajectory_t pos; //for calculating position
trajectory_t apos; //for calculating angles
int time;
int time2;
vec3 t origin;
vec3 t origin2;
vec3 t angles;
vec3 t angles2;
int otherEntityNum; // shotgun sources, etc
int otherEntityNum2;
int groundEntityNum; //-1 =in air
int constantLight; //r + (g<<8) + (b<<16) + (intensity<<24)
int loopSound; /l constantly loop this sound
int modelindex;
int modelindex2;
int clientNum; //0to (MAX_CLIENTS - 1), for players and

corpses

int frame;

int solid; /I for client side prediction, trap_linkentity sets
this properly

int event; /I impulse events -- muzzle flashes, footsteps, etc

int eventParm;
/[ for players

int powerups; /Il bit flags
int weapon; /I determines weapon and flash model, etc
int legsAnim; /I mask off ANIM_TOGGLEBIT

int torsoAnim; /I mask off ANIM_TOGGLEBIT
int genericl,;
} entityState _t;
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Last New delta Bit stream 1t
Pos X 100 150 50 1ol o| 1| 1fofof1fo
Pos Y 10 10 0 o]
Pos Z -10 -60 -50 1| 1] 1] ofo|1|1]1]0
Angle X 20 20 jl> 0 o]
Angle Y 60 90 30 [ 1Jofof of e[ [ ] 1]
Angle Z 0 0 0 | 0]
Animation 3 3 0 o
Action 1 1 0 o
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