We create an object let’s say a sphere as in the image above.

In the ScreenGraph Explorer name it LadderBorder for example.

SceneGraph Explorer

..... |~ RladderBorder

----- @ ClimbCheckPaoint

This object has to be transparent without collision

| Properties b
E Attributes  Materials  Behaviour

E Type Mesh

: Mame LadderBorder

E Position -96,112411, 148.74237
i Rotation 0.0, 0.0, 0.0

! Scale 0.1,0.1, 0.1

(| Visible

/&l Item Specific

/| Collision ]

E OccludesLight

Properties

Lighting:

| Static (Liahtmaps) ~ |

Transparent (add) > |




For the LadderBorder object, you have to set the following behavior,

P 4 a=— s a

Properties
Ottributes  Materials  Behaviour

Edit actions

Add new, delete or edit existing actions which should be
executed here,

50 || Set or Change a Variable
m| Hide or unhide a scene node

Visibility change type Make Visible
Change which SceneMode ClimbCheckPoint

Edit actions ot

Add new, delete or edit existing actions which should be
executed here,

CEYll Set or Change a Vanable

—, | Hide or unhide a scene node

VariableMame Besideladder
Operation Set (=)
ValueType Value

Value 1

] Cancel

When near this object set a variable named
“BesideLadder=1" as if it is true so that when
you press a specific button and you find the
variable true the character will be able to
climb.



Also, you will need to make another object called for example ClimbCheckPoint Visible so that this will
be the reference that indicates that the character reached the end of the ladder (this has to be placed
near the top of the ladder)

Edit actions oo

Add new, delete or edit existing actions which should be
executed here,

50 | Set or Change a Variable
B Hide or unhide a scene node

Visibility change type Make Visible
Change which SceneMode ClimbCheckPoint

QK Cancel

Please check the below screenshot.



When setting up the player behaviours

Properties

Ottributes  Materials  Behaviour

IE' Ohbject or Person controlled by keyboard

|E| When a key is pressed do something
Game Actor with Health (Al, Player, etc)

When a key is pressed do somethine
When a key is pressed do something
Collide when moved

When a key is pressed do something

Key Control
KeyEvent Key Pressed Down
dtoveio [

You need to verify the variable value BesideLadder if it is true and you press Ctrl for example you will
animate the character



Edit actions ot

Add new, delete or edit existing actions which should be
executed here,

Set animation of an animated scene node
Change positicn of a scene node
Set or Change a Variable

Change which SceneMode Boy
Animation Mame Climb Up

Loop

QK Cancel

And Move positions

Edit actions ot

Add new, delete or edit existing actions which should be
executed here.,

ar || Set animation of an amimated scene node

Change position of a scene node
Set or Change a Variable

Set position type Move by a vector
Change which SceneMode Boy

Vector -30.0, 70.0, 0.0
Move Animated

Time to move (ms) 2500

QK Cancel




And finally, set the BesideLadder to False to avoid moving the player in the sky

When the player reaches the end of the ladder

Edit actions hod

Add new, delete or edit existing actions which should be
executed here,

LRl Change position of a scene node ~

Set animation of an animated scene node
Set or Change a Variable

Hide or unhide a srene node s
Set position type Set fixed 30 Position
Change which SceneMode Boy
Position -143.619049, 224.566071, -437
Mowve Animated |:|

QK Cancel

You will have to force the player scene node position to something on top of the target object (In this
case the castle roof)

Also let the player stands up in idle position.
And ensure that the BesideLadder variable is set to false.

Finally, hide the ClimbCheckPoint node
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