Change Player Camera View

1. Avoifte éva and ta £towua levels iy Midday Lighting.

2. MNpooBéote oto level pe drug’'n’drop éva CameraActor amd Content Browser = kaptéAa Actor
Classes.

3. Em\é€te to CameraActor mou poOALG mpooBéoate kal avoite to UnrealKismet kal kavte 6e€i kALK Kal
erlé€te New Object Var Using CameraActor_0.

4. EmuAéte to PlayerStart péoa amo to level kat avoifte to UnrealKismet kat kavte Se€l kALK Kal eTuAEETe
New Object Var Using PlayerStart_0.

5. Ae&i KAk New Event = Player > Player Spawned smiAé€te to kat aAAd&te amnod ta Properties to Max
Trigger Count o€ 0.

6. Ac€i kA\ik New Action = Actor = Attach to Actor.
7. Ae€i kA\ik New Action = Camera = Set Camera Target.

8. Acki kA\ik New Variable = Player 2 Player kat emttA&€Te TO Kal oo Ta Properties armevepyomnoLw|ote to
All Players.

9. EvwoTe OMWE MopaKATW:
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10. EmAé€Te o Attach to Actor kal amd ta Properties emiAé€te ta mapakdtw Hard Attach, Use Relative
Offset, Use Relative Rotation. ErutAéov nmpooBéote oto mebio Bone Name tnv tipn b_IK_Hand_R,
evw aM\dtte Tic TLuEG Tou Offset oe x=-180, y=50, z=50 kaL amno to Rotation B£ote to Pitch = -10°.

Detach IF]
Hard Attach
Bone Name b_IK_Hand_R
Use Relative Offset
w Relative Offset (X=-180.000000,¥=50.000000,Z=50.000000'
X -180.000000
Y 50,000000
z 50.,000000
Use Relative Rotation
w Relative Rotation (Pitch=-10.00°,Yaw=0.00°Roll=0.00")
Roll 0.00%
Pitch -10,00°
Yaw 0.00%

11. ANGEte and pevol View = World Properties to Game Type o€ utgame kalt kavte eva Build All.
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12. Ae€i KAk kat Play from Here av 6Aa €xouv mdel KaAd Ba ipmel va BAEMETAL TOV XAPAKTHP 0OC OTIWG
TIOPOKATW:
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Roll, Pitch & Yaw Explained
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