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SafeZones+ provides the basic tools to blockout areas of Out Of Bounds, In Bound, Gravity,
Player Movements, Sounds, GravPads, Teleporters, etc. This tool will help new or even
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older designers with basic level design. More tools will be added in future updates to come.
Have fun and let me know what you think about SafeZones+.

Important Info!l!

SREHCEponentey

Change all “Cast To FirstPersonCharacter” to whatever your main character that you want
to damage, heal, etc.
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To Customize Any Zone That Is Customizible, Click The Zone And Go To Default Tab As You
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What Do These Zones Do?

Gravity Zone -

Change Players Gravity To Your Set Preference, Along With The Option To Muffle The
Sounds Around You.

InstaKill Zone -

Kills The Player Immediately After Enter The Zone.

Jump Height Zone -

Change Players Jump Height To Your Set Preference.

Movement Zone -

Change Players Max Walk Speed and Crouch Speed To Your Set Preference.

Safe Toxic Zone -

Upon Leaving This Zone, The Player Will Start Taking Damage.

Safe Zone -

Upon Leaving This Zone, The Player Has 10s To Return To The Zone Before They Die.

Slippery Zone -

Once In The Zone, The Ground Becomes Slippery. You Can Customize It Further.

Soft Kill Zone-
Upon Entering This Zone, The Player Has 10s To Leave Before They Die.

Sound Zone -

Allows You To Have A Zone To Play A Sound, You Also Have The Option To Set It To Play
One Time Once Its Been Activate Or Turn It Off So You Can Activate It Multiple Times.
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World Time Zone -

This Zone Slows Or Speeds Up The World Around The Player, Along With The Option To
Muffle The Sounds Around You.

Safe InstaKill Zone -

Upon Leaving This Zone, The Player Will Immediately Die.

Toxic Zone -

Upon Entering This Zone, The Player Will Start Taking Damage.

Invincibility Zone -

Upon Entering This Zone, The Player Can’t Take Any Damage Whatsoever.

Blind Zone -
Upon Entering This Zone, The Player Can't See That Well And Needs To Leave The Zone.
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What Are The Extras?

GravPad -

Allows The Player To Launch In Any Direction.

Health Pickup -
Allows The Player To Replenish Their Health Back.

Health Bar -
Give The Player A Basic Health Bar To See How Much Health They Have.

Teleporter -

The Teleporter Give The Option To Teleport Anywhere You Place The “Teleport To” Varible.
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