How to make a chainswing bridge
1/ Add a simple entity. [ am using outdoor/bridges/hanging bridge platform
2/ Change the name of this CB1

3/ Now add the chainswing which is an entity under others/ChainSwing I also changed the
'model' (under the entity properties for the object) to chain_swing_short.cgf

4/ Rotate it and align it near your bridge part, making sure that the 'top' (the part where the 3D

gizmo is) of the chain is intersecting the bridge, this will be important later.

5/ Clone this with Ctrl-C and align it ao it is slightly over from the first chain. Name these 2
chains C1 and C2 respectively



i 6 Wy O guo B T S o Tk Wam i

B[00 0e e st - h[HOQ b Dl o+ xlYz 0z 2lBus[{4 T AN pREIED

Wl B KEE | diew Qe ey
o

i GG

3010 ol
4| rowia]
Chm | e
o | by |
P | ety
sl | Tt |
w ]
N
LI —
CEA
L b |
b |

7 Craboflim | e
T Selbhadwng [ Foke
7 CalShadonblept [ Tre
1 RevyShadosMagt 7 Tre
Tlaliping [ e
T Aecavelifimn [ Fabe
1 LodRan 10

0 Venluflaw 100

1 Shilondpee [ Fabe
? Hiltrklare [ e

|
dAldlo B

0 ATl 0

0 AlachloPailp 0

EE I

1 hinke Fe Tne

1 DedC W Tne

L) Otdﬂulu'f;ﬁin r Fahu

7 DaacheDianage ¥ Te

B ol chan_wn,
T Shactale F Te

0 el df e

0 dnging 05

1 lighen (1

i mae il
e nd_delal

I g e sleg 001

0o jopes 1

B

T helebin: R e
0 may fme sk 003
e ped 04

EitSop | obad St
by i

e
b OnChardien

___J (RS Tl Tt i

T

6/ Now select all 3 of the objects you just created, clone them (ctrl-C) and move them over so



the left edge of the new platform just overlaps the right edge of the first 2 chains we placed.

Now clone just the new bridge part and move it over to the right. Again just overlapping the
news 2 chains. Now you should have 3 platforms connected by 2 pairs of chains. Also make
sure that the names of the new entities are ok. The middle brisge part should be CB2 and the
right most part CB2. The 2 new chains should be C# and C4.
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7/ Now to attach it all together and make the magic happen. Start with the first 2 chains we



added C1 and C2 se there AttachTo parameter to CB2 and the AttachUpTo to CB1. This is
where it is important to know the orientation of your chain. The top of it is the part that should
be intersecting the bridge part CB1 and this is what AttachUpTo tells it. The bottom of the
chain is the CB2 and this is what is specified in the AttachTo property.

Prefabs | Simple Entity |
Sound | TagFoint |
-| SimpleE ntity |

JE— | |
i
A Ijl_l Helper Slae -J

MTL W Hatensl

i SimpleEntity Params |

7 CastShadowtiolum T Falze

? SelffShadowing [ False

? CastShadowMap: I+ True

7 RecvShadowhaps i+ True

7 CastLightmap I Falze

? Receivelightmap [ Falze

n LodFato 100

N ViewDiztH atio 100

7 SkipDnLowSpec T Falze

7 HiddeninGame I Falze
-I SimpleEntity Properties

Aj Aldction

n_AnchorR adivs n

@ AnimStart

@: AnimStop

& Medel” | WRanging bri..

N damage_plavers 0

|5 Animation ) !

ab: Animation Default
7 Loop I Falze
7 Playing I Falze
n Speed 1
LE| Physics

? ActivateOnDamage [ False
n Density -1
7 FixedD'amping [™ Falze
Impulze 1.2.3
n Mazz 00
7 Resting I Falze

7 RigidBody [T Fake -
7 RigdBodwtictive [ True

ab Tupe nknown
n damping 0

M miax_time step 0.

N zleep speed .04

N water_damping 1]

N water_denzity 1000

n water_reziztance 1000
LowSpec

8/ Now repeat for the other pair of chains.



9/ TO make the brisge section in the middle 'hang' you need to select it and set the RigitBody
to 'true'. That is it. To make a longer brisge just keep cloning sections of the brisge. Making
usre that bridge parts that hang are set to RigidBody True and the 2 end pieces, or whatever
end pieces you use are not.

10/ Add a gun to the map, make sure that AI/Physics is turned on, hit Ctrl-G and destroy your
creation @
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