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GVDS is Game Variable Data Source

J

*Optional* You can set this up to work on a
second XBox controller and leave out the Y and
RStick Down switches. Change the interval
trigger to always on and change all GVDS from
Controller:Main to Controller:Second.
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All Reset in Checkpoint Restart boxes are
unchecked.

Object Position Event- Reset When Disabled
box is unchecked.

Under Advanced Physics in the Camera's
Object Properties menu, the Reset Position In
Checkpoint Restart box is unchecked.
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Interval Trigger

Use both analog sticks to move the
camera and use the triggers to rotate
the camera.

Custom Camera

o J

Press Y to switch to the custom
camera, click the right stick to make
the camera controllable. Camera will
stay in place if you click the right stick
a second time.
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NEW ADDITION:
This blue line
will disable the
camera from
moving when
you switch back
to the default
camera.
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