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Sometimes it can be difficult to get objects
moved with OPEs to activate area and hit
triggers. They need to be inside the physics
bubble and the animation cannot be too fast
or it may not work. This example is a
workaround for situations where normal
triggers can be unreliable
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* Comparison value 2 could be set to 0,
but the objects' pivot points would have
to hit exactly. Set the value to the
combined radius of both objects to
begin with, and increase or decrease
the distance as may be appropriate
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Be aware that using this method will likely
send more than one impulse to your
event. If this is going to be a problem

consider using an impulse clamp or use a

state event to turn the interval trigger off
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