
Select affected object 
[object instance]: Ball

 Type: Cut

Variable DS
Value: 0

Game Variable 
DS:

Right stick 
horizontal value

Two-Input operator
Divide 

(to reduce the fast 
camera sensitivity. 
Divide about 1.00 to 

2.00)
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Divide 

(to reduce the fast 
camera sensitivity. 
Divide about 1.00 to 

2.00)
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Interval 
trigger
1 tick

OPE
Modify position [X]

Local [  ]
Modify rotation [X]

Local [  ]
Set rotation [ * ]
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Modify rotation [X]

Local [X]

PitchYaw

Object info 
DS
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DS
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Two-Input 
operator
Add 1.00

Camera Controls

DS = Data 
Source

1st Person System

Game Variable 
DS:

Left Stick 
vertical value

Game Variable 
DS:

Left Stick 
horizontal value

Two-Input 
operator
Multiply

(about 12’000)

Two-Input 
operator
Multiply

(about 10’000)

Visible [  ]
Physics [X]
Mass: 150.000 kg
Linear & Angular dampening: ≈ 
75%
Disable world gravity [X]
   Object Gravity: ≈  [-6000]
Collision Type: ALWAYS
Enable collision sound [  ]

+ You may want to increase 
friction for less slippery

Operand 1

Any ball-
shaped 
object

Game Character
Set physics bubble to KEEP 
POSITION

Position X
Position Y

To offset the camera above 
the ball. Higher value = 
higher position.

Position Z

Area affectors:
forward and 

sideways aligned

Movement Controls

Force Force
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Camera
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Set Value Event
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Value: -85

Comparison 
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True

* Set Rotation recommended

by: Blastergamer

For more first-person addition, click the 
links below for gun system, Y-axis invert 
switch or object facing toward you.

Y-axis invert switch

Object facing toward you

Looping gun system

These are to limit the 
vertical camera axis to only 
look up 85° and down -85° 
(otherwise you could rotate 
back upside-down).

So that the area affectors 
won’t affect objects other 
than the ball.

https://docs.google.com/drawings/d/11_b5glr5fBKfbUYV0hSGuTFd_knPoVYznjR_Q_0vccE/edit
https://docs.google.com/drawings/d/11_b5glr5fBKfbUYV0hSGuTFd_knPoVYznjR_Q_0vccE/edit
https://docs.google.com/drawings/d/1TcF1FtqGVtgXb_vK8gtebh4Iq_pAE15OSp9zsJtUypw/edit
https://docs.google.com/drawings/d/1TcF1FtqGVtgXb_vK8gtebh4Iq_pAE15OSp9zsJtUypw/edit
https://docs.google.com/drawings/d/1HVz9QLO_LR2O3GzayuXyNuwlmZu-ninDOjSFbdAQhpE/edit
https://docs.google.com/drawings/d/1HVz9QLO_LR2O3GzayuXyNuwlmZu-ninDOjSFbdAQhpE/edit

