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Being able to pick up an object and move it is great way to hide secret doorways or passages
in your level.

1. Open the First Person Blueprint and create a LineTraceForChannel
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3. From the Camera drag a WorldLocation and connect
2. Drag the FirstPersonCamera into the Blueprint to the Start
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4, Drag from the Camera a“Get Forward Vector”.
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6. Drag Vector + Vector and connect to End

5. Drag Vector*Float
and set “For Duration”

Set to 300
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8. Click Add Component and create a “Scene Utility”. Rename the Scene Utility to “Held Object Location”
Make sure the new component is child of the Camera (Drag the component on top of the Camera.)

7. Click Add Component and select “Physics Handle”
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9. Move the Physics Handle in front of the camera so the player can see the thing
being lifted.
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10. Drag two copies of the Physic Handle inot the Event Graph
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11. Drag and select “Grab Component at Location” and “Release Component”.
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12. Drag a“Branch”from the Line Trace 14. Drag a“Is Simulating Physics”

13. Drag a “Break Hit Result”
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15 Drag another Branch and connect as shown.
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16. Link to “Component”.
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18. Right click in the panel and type “Keyboard Events” and select “F”
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18. Right click and add two “C
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20. Link the two new custom events as shown.
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21. Locate the “F” Keyboard Event.

Lifting Stuff

20 . Make a new Variable and name “Is Holding Object”. Make sure it is a red “Boolean”
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22 . Drag two “Is Holding Object” variables into the Event Graph and “Set” and link as shown.
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24 . Add a new Event Tick

26. Pull out your “Physics Handle"” &
“Held Object Location” from the Viewport

AL JEETEEEEe e A
File Edit Asset View Debug Window Help
-=. Components

EL B

+ Add Component =~
Compile Save FindinCB Search = Class Seftings

FirstPersonCharacter(self)

4 § CapsuleComponent (Inherited)
&, ArrowComponent (Inherited)
1 Mesh (Inherited)
4%, FirstPersonCamera
4 § MeshzP
4§ FP_Gun
® Sphere
& Held Object Locatior
% L_MotionContraller
4% R_MationController
4 § VR_Gun
® VR_Marker

Simulation GEVE
== Viewport m= EVEntGraph

& o

f Caonstruction Script

&> Event Tick
@ hCharacterMovement (Inherited)

% PhysicsHandle
Delta Seconds O

M iy Blueprint Physics Handle

+Adi tew - EXE > < -

4Graphs +
b m= EventGraph Held Object Location
4 Functions ( A

# ¢ ConstructionScript

Macros

4Variables
[» My Character
[ Components
= GunOffset
== BaseTurnRate

Target Return Value @

== BaselockUpRate
UsingMotionControllers?
Is_Holding_Object?

Event Dispatchers

EX Compiler Results ® Find Results

Enter function or event

Debug Filter

_J__I“———.
» -

25. Drag a“Set Target Location”.
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7. Drag out “Get World Location” and connect as shown.

COMPILE AND SAVE!m




