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INTERACTIVE STARTED PACK v1.00 

 

Blueprints:  
 

 
You can find all the blueprints used on ISP on Blueprints folder. The most important here are: 

¶ BP_Element 

¶ BP_Object 

¶ BP_Event 

 

BP_Element: This blueprint will be any mesh you want to Move, to Rotate or Scale. In order to 

move/rotate/scale when the blueprint is operated, you use the DestinyMesh as a reference to where 

to move/rotate/scale. So any change you make on DestiniyMesh, that will be happen when the 

blueprint is operated. You can also use Pivot as a reference for Rotate if your model doest have the 

pivot where should be (For example, a door, should rotate with a Pivot on the left or the right) 

 

 Operate can happen by looking at it and press USE, by Overlaping the InteractBox, by Automatic 

movement, or by other Blueprint thanks to interface. Also you can operate another BP_Element. For 

example, you can make a BP_Element to be a button, to be pressed (and be animate) and after 

animation ends, operate a different BP_Element, like a Lift, to move up or down. 

 

BP_Object: This blueprint will be any mesh you want to pick up. Or just a mesh you want to 

examine, then pickup, or just only examine. You can add a texture icon that will be added if you can 

pick up the item, decide to operate another Blueprint once BP_Object is picked, print a text, play a 

sound, etc. 

 

BP_Event: This blueprint basically allow to you to manipulate/spawn/destroy other Blueprints, 

also add some conditions to be met to happen that. Usually BP_Event will be invisible (but you can 

add a mesh if you want to) and like BP_Element, BP_Event can be operate with Use button, 

Overlap InteractionBox, by external BP, etc. You can also define a list of actions, for example, 

spawn an enemy, change the map, add weapon, amunition, make any actor visible/invisible, etc. 

Also, you can define if the BP_Event can be operate with certains conditions, like any actor exists 

or not, was already operated or not, etc. So BP_Event is ideal to make puzzles. 

 

Those Blueprints are you will be using the most. But they are more: 

 

BP_AmmoWeapon: This blueprint its used to give a player weapons and or ammo. That weapon 

can be already put on the level if you want to customize it, or will be spawn with default values at 

your choice. 
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BP_Animation: This blueprint will use a skeletal mesh to be animated if needed. That can 

happen as usual, pressing USE, overlap InteractBox, external Blueprint, etc. 

 

BP_Camera: This blueprint can change the player point of view.  Previously you need to add a 

camera, and once player overlap InteractBox, action will be rendered from there. That camera can 

be static, or rotate pointing the player. Also you can define the transition (smooth, or instant) from 

first person to third person, then back to first person thanks to Blend Player to Camera. Also is 

possible not to return to the first person if you want. 

 

BP_EnemyWayPoint: This blueprint will be a mark to he AI to go there if instructed to. This 

blueprint will be updated in the future to add more features, to add more actions to the AI once 

arrives to that Waypoint. But for now, its just that, a Waypoint. 

 

BP_EyeSwitch: This blueprint will make something happen (ie: operate another blueprint) when 

the player look at it, or when player dont look at it. Can be very useful, for scary events, or to make 

sure something happens when player looks to the right position. 

 

BP_Lights: This blueprint will make a light that can change between two different colors, by 

external Blueprint or automatic. Can be smooth, inmediately, and rotate. Also, you can attach this 

light to BP_Element for example, to have a moving light. 

 

BP_Sound3D: This blueprint will make a sound to be moved from two different position. You 

need to remember the sound must be mono, or will not be 3D. Mainly used for effects, for example, 

a scary footstep behind the player, or behind a wall. 

 

BP_Text: This blueprint will print a text (or more) on HUD. You can define the height, font, size, 

color and delay. As BP_Element, text can be show when player press USE (looking to the 

InteractBox) when overlap InteracBox, by external Blueprint, etc. 

 

BP_Weapon: This blueprint will manage the weapons. Basically you can have now a Flashlight 

and a Pistol. (Or both). This blueprint manage if you have the weapons, the ammo for pistol, and 

batteries for Flashlight. You can define more weapons, or make a pistol with flashlight if you need. 

Should only one BP_Weapon exists on the map. More than that will cause issues. If you want to 

give a weapon for the start, just throw it on the level, it will be attached to player automatically at 

start. 

This blueprint will suffer a great overhaul on the next version. 
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Characters:  

 
 

BP_PlayerCharacter: This blueprint contains all the logic and props needed to manage the 

player character. Two different cameras are used here (press U to change ingame between both) 

 

¶ Camera: First Person camera. Attached to head, so headbop is available. 

¶ Camera_Normal: First Person Camera nor attached to head, so no headbop. 

 

You can easily move any camera  to the back so you can play normal third person game, also 

configure walk speed/run speed, etc. 

 

 

 

 

BP_Enemy: This blueprints manage the AI enemy. Its very simple, since it doest not uses 

Blackboard, nor BehaviorTree, instead is Event Based. You can choose to add as many Waypoint as 

you want, so enemy will follow them, or just make go after Player directly. 
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Enums: 
 
 

 

This folder will contain all enum (lists) will be used on blueprints. 

 

 

E_AmmoTypes: You can define more ammo type as will be used by weapons. So far, Batteries 

(for flashlight) and Clips (for pistol) are implemented. 

 

 

E_Event_Operation: This enum contains all actions can be performed from a ISP Blueprint to 

other, or itself when Operate. 
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E_EventActorsConditions: This enum lists all the conditions you can use, in order for example, 

to able to move an BP_Element, or a BP_Event to be true. Except WasOperated and NotOperated, 

the condition can be any actor. 

 

 

E_EventEnumeration: This enum lists all the actions you can use once BP_Event is operated. 

 

 

E_Menu: This enum list the options on main menu 

 



ISP – Nightwolf Games – Jose Uceta Garrido, José Ignacio Rodríguez Fernández 

 

E_Weapons: This enum list the weapons. 

 

 

 

 

 

Game Modes: 

 

 

They are two different game modes, each for Main Menu and Ingame Menu. There you can find 

load/save configuration functions. 
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Interface:  

 

 

Any blueprint can use this interface, so you can use those functions: 

 

 

¶ OnInteract:  Operate If player press USE 

¶ OnButton:  Operate if called from a different Blueprint (or itself) 

¶ Focus: When player look the Blueprint 

¶ OnConfiguration:  An ActionEvent when called from an Event (can be also used from 

other blueprints too) 

¶ WasFired:  If player shoots the Blueprint 
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Structures:  
 

 

This folder will contain all structures used on Bluprints 

 

 

S_ActorVal idOrNot: You can add any actors that needs to be visible/invisible, or exists or not in 

order to be true, for exmple, BP_Event to be activable. 

 

 

S_Camera: This Structure is used on BP_Camera. Needed to point a camera actor. 
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S_Cl ips: Structure to detail the variables needed for any type of ammo added on BP_Weapon. 

 

 

S_ElementActiveOrNot: Struct used on Element_BP to determine if any other BP_Element  

operated or not, and if true, will be possible to operate. 

 

 

S_EventActorsActions: Struct used on BP_Element_BP,  BP_Event and BP_Camera, to add 

any Action (from Enum: E_Event_Operation) to any Actor, and to operate that Actor  if Operate? 

is set to true 

 

 

S_EventCheckActors: Struct used on BP_Event. Event only will operate if the actor meet the 

action selected on E_EventActorsConditions. 
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S_Text: Struct used when you want to type a text to the HUD. Used on almost every ISP Blueprints. 

 

 

S_Weapons: The definition for the weapon on BP_Weapon. 
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Functions:  
 

 
Functions those used are general, mainly HUD and Menu 

 

 
 

Add Mouse: Function will add a mouse with a chosen picture. 

 

Width Center Text:  Returns the center width for a text. 

 

Height Center Text: Returns the height center for a text. 

 

Graphics Resolutions: Change the graphics resolution. 

 

Add Text: Prints a 2D text to the HUD. 

 

Add Image: Add an image to the HUD. 

 

Add Text Button:  Adds a text button to screen. 

 

Add Image Button:  Add a image button to screen. 

  

Graphics Details:  To change graphics details at runtime. 
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HUDs: 
 

 
 

  

MainMenuHUD: Draws as the name indicate, the Main Menu. Two differents position will be 

used if VR is active or not (actually VR Menu cannot be seen fine because some changes were done 

on UE4 since 4.12.5). Also you can find some macros to help to create and manage the menu, and a 

switch to draw the menu where the player is. 

 

GameMenuHUD: Same as MainMenuHUD, but it does contain a few differences: 

¶ Player Crosshair. 

¶ Inventory images owned by the player. 

¶ Can activate/deactivate player movement if menu is off or on. 

 

BP_SaveOptions: Options like resolution, graphics detail will be saved. 
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BP_EVENT: 
 

¶ Billboard : Just convenience name. No effect. 

¶ Arrow : If you want the Event to spawn something, you can move the arrow where you want 

to. Angle will be taken too, for example, if you want to spawn an enemy. 

¶ InteractBox : This box will be used to operate the Event. Could be just player overlap it, or 

looking at it and pressing USE. Or maybe just dont needed. 

 

 

OPERATION: 
 

Use Button: Event will be Operated if player is close to the InteractBox, look at it, and press USE. 

 

Use Overlap: Event will be Operated if player overlap the InteractBox. It doest NOT make 

exclusive, you can mark both on. 

 

Action to Do: Once Event is operated, you can specify any action to do from the list: 

 

¶ None: Just dont do anything. 

¶ Spawn EyeSwitch: Will spawn an EnemyEyeSwitch at arrow location. 

¶ SpawnEnemy: Will spawn an Enemy at arrow location. 

¶ DeleteAllEnemies:  All enemies will be removed from the game. 

¶ ExitGame: Game will return to Operating System. 

¶ ReloadMap: Will load the actual map. 

¶ ChangeMap: A new map will be loaded. You must specify on MapChangeName box. 

¶ DeleteAllClassActor:  All actor from a class will be deleted. You must specify it at 

FlashLight Spawn. This was meant to delete all weapons and will be changed in the next 

release to be more clear. Meanwhile, you can use it to delete any class if you want. 

¶ Teleport&Rot ationPlayer:  Player will be teleported and rotate where the arrow is. 

¶ StopPlayerMovement:  Player will not be able to move. 

¶ StartPlayerMovement:  Player will be able to move back again. 

¶ ShakeCamera: Camera will shake like an earthquake. Not recomended if VR. 

¶ ReturnPlayerMainCamera:  If camera is actually not from FirstPerson, but something 

else, this will make the player to see back again from the eyes of the character. 

¶ AddWeapon/Munition:  This allow player to get munition, and/or a Weapon_BP. You 

can specify a configured Weapon_BP if there is one already put on map, or a new one will 

be generated if no weapon bp is set at IdWeaponToGivePlayer box. 

¶ RemoveWeapon: All weapons player have at BP_Weapon will turn into unavailable. 

That means player will loss all weapons. 

¶ AddInventoryItem:  A item will be added to the HUD. That HUD image will be specify 

at IconToAddRemove. 

¶ RemoveInventoryItem:  A item will be removed from the HUD. That HUD image will 

be specify at IconToAddRemove. 
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WeaponToAddRemove: You can specify what weapon for the list of weapons available will be 

available or removed. 

 

IdWeaponToGivePlayer: You can move to the map a BP_Weapon, configure what weapons are 

available, munition, etc, and then specify here so the BP_Event will attach that weapon to player. 

Remember BP_Weapon should be Not Ready, if not, will be automatically attached to player. 

 

MunitionToAdd:  You can also specify the kind of ammo you want to give player. 

 

Number of Clips: And specify the number of clips. 

 

(Note: This will be change in future version, since BP_Weapons will suffer an extreme overhaul) 

 

Map Change Name: If you want to load a map, you must specify there the exact map name. 

 

Sound: Any sound you want to play once BP_Event is operated 

 

IconsToAddRemove: Here you can specify the picture you want to add to the HUD, or the picture 

will be removed from the HUD 

 

USE End Overlap: BP_Event will be operated when player leaves the InteractBox, instead of begin 

overlap it. 

 

ACTORS VISIBLE INVISIBLE: 
 
List of Actors Invisible:  The actors added here, will turn invisible (and not collisionable) if Event 

is operated. 

 

List of Actors Visible: The actors added here, will turn visible (and collisionable) if Event is 

operated. 

 

CONFIGURATION: 
 
Ready: Event will exists, but will not operate, unless Ready is true. This can happen from a 

different Blueprint, like other BP_Event, or BP_Element. 

 

Delay on Activate: Once Event is operated, how much seconds delay until the action to do by the 

BP_Event will be done. 

 

Auto Visible/Invisible:  Turn automatically the list actor from the List of Invisble or Visible to the 

inverse. So, if this event if operated will turn visible some actor, at start of game, that actor will be 

invisible. 

 

Disable Box Collision: If you dont need the box collision, you can disable it. Will not be shown on 

the editor, and will save some processing. Raycast from player can be blocked by the Event Box 

Collision, so if you dont really need it, better to disable it. 
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Seconds to Auto Active: The Event will auto-operate itself automatically each X seconds. For 

example, if you want to spawn enemies each 10 seconds, just put here 10. 

 

 

ACTORS INTERACTION: 
 
Actors to Interact:  If event is Operated, you can make change into different actors. You can add as 

many as you can. And each actor can have different actions. Most of them will only affect to actors 

with ISP Interface. Other actions like destroy is not needed. 

 

Action: You can choose any action from the list: 

 

¶ None: No special action will be done on the actor. 

¶ Set UnReady: Turn ready flag to Not Ready. 

¶ Set Ready: Turn Ready flag to Ready. 

¶ Active USE Button: That actor now can be Operated with USE button. 

¶ Disable UsSE Button: That actor now can NOT be Operated with USE button. 

¶ Enable Gravity:  Actor will have gravity, so will go to the floor. 

¶ Destroy:  Actor will be removed from game. 

¶ IgnoreBoxCollision:  Box Collision from actor will have the collision disabled. 

¶ EnableBoxCollision:  Box Collision from actor will be ready again. 

¶ ActivateEndOverlap:  Actor will Operate it once you exit its Box Collision 

¶ ActivateOverlap:  Actor will Operate once you overlap the Box Collision 

¶ Repeat: After Seconds Auto Activate, will operate again. 

¶ ForceWasOperated:  Change the flag WasOperated to true. So the next Operation on the 

actor will be like if was operated 

¶ ForceWasNotOperated:  Change the flag WasOperated to false.So the next Operation on 

the actor will be like if was not operated 

 

Operate: Will operate the actor. 

 

After Event Do: After this action, what BP_Event will do. You can choose from the same list as 

before, but will apply this BP_Event. 
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CONDITIONS TO OPERATE: 
 
Actors Condition State: You can determine that this Event will Operate only, if some conditions 

by other actors are met. If true, Event will operate. 

 

Actor:  You can select any actor 

 

StatusToCheck: Requeriments for that actor to make possible this event to Operate. 

 

¶ Must Exist: Actor needs to be on the map. 

¶ Not Exist: Actor must be destroyed or not be on map. 

¶ Visible: Actor must be visible. 

¶ Invisible: Actor must be invisible 

¶ WasOperated: Only Blueprints Actors with ISP Interface. Actor must was operated. 

¶ WasNotOperated: Only Blueprints Actors with ISP Interface. Actor must was not operated. 

 

Text of Sucess Event: You can add a text once the Event sucesfully operates 

 

¶ Font:  Font will be used to print the text. 

¶ Text:  The text will be printed. One line. 

¶ Text Size: Size to print the text. 

¶ Color:  Change any color you want. 

¶ Delay: How many seconds text will be shown. By default is 0, so if you add any text, add a 

couple of seconds here. 

¶ MarginTop:  Text will be centered horizontally. But you can define vertically with this 

option. 0 will be on the top. 

 

Text on Error Event: Add any text if event operation fail (because conditions are not met) 

 

¶ Font:  Font will be used to print the text. 

¶ Text:  The text will be printed. One line. 

¶ Text Size: Size to print the text. 

¶ Color:  Change any color you want. 

¶ Delay: How many seconds text will be shown. By default is 0, so if you add any text, add a 

couple of seconds here. 

¶ MarginTop:  Text will be centered horizontally. But you can define vertically with this 

option. 0 will be on the top. 
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ACTORS TO SPAWN: 
 
Enemy To Kill: You can change the class actor on  Action To Do: DeleteAllEnemies 

 

Battery To Spawn: Actually no effect. Will change in next release. 

 

Flashlight to Spawn:  This really means BP_Weapon to spawn. You can make your own 

BP_Weapon, so will be used on Action To Do: AddWeapon/Munition 

 

EyeSwitch to Spawn: The actor will be spawn on Action To Do: Spawn EyeSwitch 
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BP_ELEMENT: 
 

¶ Pivot:  Will be the actor pivot, very useful on rotation. Mesh should have the center point at 

rotation point, so the pivot wil be there. But what happend if, for example, your door has the 

center point at the center of mesh? Door then will rotate wrong. Using the pivot, and moving 

the rest of mesh can help you some time, instead of going to 

Maya/3dStudio/Blender/Whatever you use to model, and change the pivot. 

¶ Sound Cue: If any sound must be emited by the Element, will use that component. Why a 

component instead of just using a play sound? Because that means you can use loop sound, 

for example water flow when opening a tap, and stop it if needed. If you use a mono sound, 

will be 3D. 

¶ Mesh: This will be the actual mesh for the BP_Element. You can move it to match the Pivot 

if needed. 

¶ DestinyMesh:  If BP_Element is operated, and you want this BP rotate/move/scale, rotate 

do it to the DestinyMesh. 

¶ Null:  Will be the Mesh for the DestinyMesh, cannot be changes, because will be the same 

as Mesh. No change can be done. 

¶ InteractBox:  This box will be used to operate the Event. Could be just player overlap it, or 

looking at it and pressing USE. Or maybe just dont needed. 

ROTATE AND MOVE: 
 

Alpha Speed/Move/Rotate:  The alpha used for the movement and rotation. 0,02 is a fine 

movement speed, but you can make the number higher to faster movement, or less for lower. 1 is 

instant 

 

Ease Movement: Interpolation type movement. Usually you dont need to change it. 

 

Ease Rotation: Interpolation type movement. Usually you dont need to change it. 

 

Ease Scale: Interpolation type movement. Usually you dont need to change it. 

 

Actors to Attach:  If you want any other actor or blueprint to move/rotate/scale among this 

BP_Element, you can attach it from here. For example, a knock door to a door. 

 

DELAYS: 
 

Delay Auto-Active: Blueprint will auto Operate if you put more than 0 seconds. 

 

Delay On Use: Once Blueprint is operated, how much seconds delay until the movement is 

performed. Further actions will be done once movement begins, unless Interact End Movement is 

marked. 
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Delay Auto Back: There always to movement states, To destiny, and to origin. This delay will only 

work prior to movement back to start. 

CONFIGURATION: 
 

Active At First: Blueprint will be operated at first. 

 

Ready: Element will exists, but will not operate, unless Ready is true. This can happen from a 

different Blueprint, like BP_Event, or BP_Element. 

 

Movements: This number will limit how many Operation can do the BP_ Element. 0 is infinite. 

 

After Movement: After Operation, any aditional action can be added. 

 

¶ None: No special action will be done on the actor. 

¶ Set UnReady: Turn ready flag to Not Ready. 

¶ Set Ready: Turn Ready flag to Ready. 

¶ Active USE Button: That actor now can be Operated with USE button. 

¶ Disable UsSE Button: That actor now can NOT be Operated with USE button. 

¶ Enable Gravity:  Actor will have gravity, so will go to the floor. 

¶ Destroy:  Actor will be removed from game. 

¶ IgnoreBoxCollis ion:  Box Collision from actor will have the collision disabled. 

¶ EnableBoxCollision:  Box Collision from actor will be ready again. 

¶ ActivateEndOverlap:  Actor will Operate it once you exit its Box Collision 

¶ ActivateOverlap:  Actor will Operate once you overlap the Box Collision 

¶ Repeat: After Seconds Auto Activate, will operate again. 

¶ ForceWasOperated:  Change the flag WasOperated to true. So the next Operation on the 

actor will be like if was operated 

¶ ForceWasNotOperated:  Change the flag WasOperated to false.So the next Operation on 

the actor will be like if was not operated 

 

Error Movement:  Will make a little movement if Element cannot move because conditions are not 

met. For example, a door if you dont have the key. 

 

Interact Pre Delay:  If any interaction with other Actors will be done before any Delay. 

 

Interact Box No Rotate: By default, collision box will follow the mesh movement. If you mark 

this option, Interact Box will stay. 

 

Continuos Rotation:  Rotation will never stop 

 

Continuos Rotation on Off: Rotation will never stop on second Operation. 

 

Operation if Fired:  Same Action list as After Movement, but if player shoots with a gun the 

Element. 
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HOW TO INTERACT: 
 

Use Button: Event will be Operated if player is close to the InteractBox, look at it, and press USE. 

 

Use Overlap: Event will be Operated if player overlap the InteractBox. It doest NOT make 

exclusive, you can mark both on. 

 

Only USE Will Interact: If true, element will be operated only by player, not by BP itself, nor a 

different one. 

 

Interact at E nd Movement: Other actor operation will be done after movement is finished. 

 

Only Operate if Stopped: Its only possible to interact with the BP if alreade finished the 

movement. 

 

No Interact Box: If you dont need the box collision, you can disable it. Will not be shown on the 

editor, and will save some processing. Raycast from player can be blocked by the Box Collision, so 

if you dont really need it, better to disable it. 

 

SOUNDS: 
 

Play Sound On: Sound to play at Operation. 

 

Play Sound Off: Sound to play after Operation to return started location. 

 

Play Sound Error: Sound to play if conditions to operate were not met. 

 

Play Sound Unlock: Will play once, when you operate the first time and conditions were met. 

 

MESH: 
 

Blue Print Mesh: Here you can select any mesh. You can only change the mesh here. 

 

INTERNAL: 
 

Relative: If this Blueprint is attached to someting, Relative movement,rotation and scale will be 

relative to the parent. This will be marked automatically if BP_Element is attached to another. But, 

if for some reason, you dont want to be this way, you can disable it manually here. Or if this 

blueprint is attached to a simple actor (from outliner), you can mark this option so will move 

relative to that element. 
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Tolerance Destiny: There is an error-tolerance to the destinity rotation/movement/scale. Because 

those movement uses an interpolation, movement is not quite exact. Because small movement or 

very big movement can cause issues (never ending movement) you can define that tolerance if its 

needed. Usually should not be needed. 

 

ELEMENTS TO INTERACT: 
 

Actor to Interact:  The list of actors will be Operated at same as this blueprint. 

 

CONDITIONS TO OPERATE: 
 

Actor Exists?: You can add a list of actors, that needs to met: 

  

¶ Actor:  Add the actor to checked here 

¶ ItMustExists?:  If true, actor must exists, if not, actor must not. 

¶ IsVisible?:  If true Actor needs to be visible, if not, invisible. But only works if actor must 

exists. 

 

Unlocks Text: You can add a text once Element is operated and conditions were met. 

 

¶ Font:  Font will be used to print the text. 

¶ Text:  The text will be printed. One line. 

¶ Text Size: Size to print the text. 

¶ Color:  Change any color you want. 

¶ Delay: How many seconds text will be shown. By default is 0, so if you add any text, add a 

couple of seconds here. 

¶ MarginTop:  Text will be centered horizontally. But you can define vertically with this 

option. 0 will be on the top. 

 

Elements Position?: You can add a list of Elements_BP that needs to be on certain operation 

position to be met. 

 

¶ Element:  Add the element 

¶ Operated?: If needs that element to be operated or not. 
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BP_OBJECT: 
 

¶ Mesh: The object mesh, you can define at BP_Object, not directly at Mesh 

¶ Highlight: A bilboard picture will be show if player looks the object. 

¶ Pivot: Used to rotate the element upon examination. 

¶ InteractBox: This box will be used to operate the Object. Player must look the InteractBox, 

and press USE to pickup the Object. 

 

PICKUP: 
 

Object Pickable: Object can be picked. Upon USE, element will go where player is, and will be 

destroyed. But before that, you can add some actions, like adding a HUD icon, etc. 

 

IsExaminable?: If marked, the Object can be Inspectionable. 

 

TextOnExamine: You can add a text when you inspect the object. 

 

¶ Font:  Font will be used to print the text. 

¶ Text:  The text will be printed. One line. 

¶ Text Size: Size to print the text. 

¶ Color:  Change any color you want. 

¶ Delay: How many seconds text will be shown. By default is 0, so if you add any text, add a 

couple of seconds here. 

¶ MarginTop:  Text will be centered horizontally. But you can define vertically with this 

option. 0 will be on the top. 

 

TextOnPickup: Text on pickup. 

 

SoundPickupDrop: Sound to be played after Examine (and is not pickable) 

 

SoundOnExamine: Sound to be played at Examine. 

 

CONFIGURATION: 
 

Ready: Object will exists, but will not operate, unless Ready is true. This can happen from a 

different Blueprint, like BP_Event, or BP_Element. 

 

Enable Physics: Physics are disable by default, you can add it if you need it. 

 

Object Model: The mesh used to the object. 

 

Examine Offset X: Offset X when examination. 
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Examine Offset Y: Offset Y when examination. 

 

Examine Offset Z: Offset Z when examination. 

 

 

Actors to Interact:  List of actors to make an action. 

 

 Actor:  You can select any actor 

 

 Action:  Requeriments for that actor to make possible this event to Operate. 

 

¶ None: No special action will be done on the actor. 

¶ Set UnReady: Turn ready flag to Not Ready. 

¶ Set Ready: Turn Ready flag to Ready. 

¶ Active USE Button: That actor now can be Operated with USE button. 

¶ Disable UsSE Button: That actor now can NOT be Operated with USE button. 

¶ Enable Gravity: Actor will have gravity, so will go to the floor. 

¶ Destroy: Actor will be removed from game. 

¶ IgnoreBoxCollision: Box Collision from actor will have the collision disabled. 

¶ EnableBoxCollision: Box Collision from actor will be ready again. 

¶ ActivateEndOverlap: Actor will Operate it once you exit its Box Collision 

¶ ActivateOverlap: Actor will Operate once you overlap the Box Collision 

¶ Repeat: After Seconds Auto Activate, will operate again. 

¶ ForceWasOperated: Change the flag WasOperated to true. So the next Operation on the actor 

will be like if was operated 

¶ ForceWasNotOperated: Change the flag WasOperated to false.So the next Operation on the 

actor will be like if was not operated 

 

 Operate:  Actor will be operated if is a Blueprint with ISP Interface. 

 

Icon to Add Inventory:  The image will be added to the inventory HUD if Element is picked. 

 

 


