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Comment on Text
Επειδή το level σας θα έχει ήδη ένα Player Start πριν ξεκινήσετε οτιδήποτε εντοπίστε το και διαγράψτε το!!!!
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New Action
MNew Matinee
New Condition
New Varisble
HNew Event

New Comment

New Comment (Wrzp) Sequence 0]
New Object Var Using Tr .2

New Event Using TriggerVolume 2 » Touh

A Take Damage

Paste Here I

|




CHECKPOINTS

5. AkAk-->New Action-->Toggle-->Toggle. Komdpw to Toggle. Evwvw
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PLayerStart...Evwvw pe 1o 1o Target.
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10.BUILD PATHS!!
11.AMN\GEte o€ utgame.




