KFGMod Practise Version
Version 2.13 - (c) KFG Team

[Description]

This mod allows you to play a trimmed version of what the KFG tournament is about.

There are some basic features integrated such as various bug fixes, the KFG HUD and
basic gameplay elements such as death penalties.

Additional there are some extra features added such as the custom wave and custom spawn
cash.

In the log file of the server you can find the times of each wave you scored during practice.
The times will also be broadcasted in-game at the end of each wave.

[Game changes]

«Zed pathing improvement, the Zeds now get stuck far less than normal + anti-stuck system
to get Zeds unstuck.

*Patriarch pathing improvement to reach teams more quicker and pick direct routes.
*Prevent dual pistol trader exploit, players can no longer make excessive profit from selling
dual pistols or flareguns.

*Prevent double door exploits. Both doors will always be destroyed at the same time.
sImproved door opening system for Zeds.

*Monsters are now spawning a lot more properly for all players.

sLast 5 Zeds now teleport closer to the players, this also avoids Zeds being stuck.
*M99 bullet fix.

*Some medic perk related fixes.

*Xbow arrow visibility fix.




[Map changes]
KE-Forgotten:

* Monsters don’t get stuck near the red hallway anymore.

KE-Hellride:
» More balanced spawning of Zed squads (Scrakes now do spawn).



KFE-HospitalHorrors:

* A new spawn location is used, this location is in the lobby of the hospital (this is to make
the trader on the roof more reachable on respawn).

KE-Icebreaker:
* Disable the ship shaking and moving.
* Removed handcannon and katana fixed weapon drops.

KE-Manor:
* Monsters behave better near the front entrance of the cave.







