JaminBen007

This flowchart is for giving the player a view of the & A & A
game character from the nearest enemy when holding On release
the RB button. If the enemy is destroyed the camera RB Button = = = =— =— =— . el
moves to the view from the next nearest enemy Celinsle
However, the principle behind this is the same for any \_ J \_ J
game which requires different events to occur based * I
on the players proximity to a particular place or object. 31
In this example, the enemies can move around and the S i
camera will automatically switch to the closest one CC) v
4 ) 4 ) 4 )
\/ Interval Upon being destroyed, a state event for
trigger each enemy turns off the relevant Set Camera Camera
Interval: 1 Vector Event, and a separate Set Vector event | T T T~ > Event — §
el 1%\6((9)?)’[ fr?ts tge relevant v;ahctor index ttod Retargeter ‘\\ All cameras
, thereby removing the associate taraet the aame
- i J camera from the selection : _ - J - J W \ 9 h tg
Comparison value 2: n Character
I /— Distance operator for W\ »
associated enemy ‘“ \ \\
* A\ ‘_ -\
— N s N s N 5 w0
. ©
Enemy Distance Value Set vector G:Irgs:lc On true Set value £ n\ \ N
operator event : —— P event 2 \ \ ‘. Enemy cam
1 Type: World Index: 0 Type: Value: 1 S ne oy 1
ype. : \ ) 77 Equals : \ IS W\ \
O
\_ Y, J\ N \_ J\ i nwy o
\ \ RN A \ LA
4 N 4 N \\ e a2l 4 ) \\ TR P
o :
E Distance Value Set vector / © Ge_nerlc On true Set value 1\ \
nemy \ > filter \
operator event \ / S Type: —— — P event \ \ \ Enemy cam
2 Type: World Index: 1 \ ) // % I Equals Value: 2 \ ) \ \‘ \ 2
Q \
\ \ | / O g I >/\< W\ - 1 \
ject 1: i :
En em Game Distance Value Set vector \ Vector Vg(é’g)lra: Gzlr;::lc On true Set value Variable v \/
y character << operator event il N : — = event i \ Enemy cam
: : TFrerme Wiarle Index: 2 Size: 5 Operator Type: Value: 3 data source \
3 OEbrjmee(r:;[lz- ype. vvor naex: /] Type: Min o | Equals ' ) 3
y
/1 \. =l \. J /1 L\
7 7/ \
L . S 8 7 N ; T
/ / /
/ / - / \/
Enemy Distance Value Set vector / / / I G]?Ir:erlc On true Set value / / \
"4 — Iiter —— \ Enemy cam
4 operator event / o e > event / , y
Type: World Index: 3 =2 ' Value: 4 4
/ 7 E o | Equals / \
\ J \ A 512 . g
Y DT - ¢ : :
4 ) 4 N7, £ [ 4 N/ \
3 :
Enemy Distance Value Set vector Iy G:Ir:::lc On true Set value / \/
operator event 4 Type: — = - event { Enemy cam
5 Type: World Index: 4 Equals Value: 5 5
~ / \ / \ /

v




