1. Migrate those assets into your project.
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2. Add AC SoulLikeClimb into your own BP Character.
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3. Integration those codes into your BP_Character. Well, you can not directly copy those codes into, but it is not a big deal if you read those codes and get a logic,
then integrate them into your own code.
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Do not forget you will need to create a new virable, Timehander ClimbFasterTimer

4. If you are UE4 skeleton, just retarget skeleton into your own skeleton. If not you might need From 4.1.
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5. Open AnimBP_Copycodehere, copy those code into your own AnimBP. Compile it, then you need create those virables, create them.
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6. Copy those code into your own Animgraph, you might need to link to your own node.
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4.1 if you do not want to use retarget skeleton, you might need to retarget all those assets on your own skeleton.
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4.2 getin those node replace the asset by the retargeted asset of your own skeleton one by one.
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4.3 Even replace all those time remain node one by one, you need check all those node.
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7. The default height of each rung is 50. Do not recommend you change it, but if your character height virables, you change this height. Set it at BP_ladder, Virable is
RungHeight (climbladdersettings).



8. Set ladder height.
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