Skeever - Tutorial #3 - How to create a Custom Seat [2 hours to make]

Thank you Ichirou for teaching me.
Enjoy :)

1. In Activators

2. Right click - create NEW

3. Give ID name

4. Give name

5. Give Activate Text

6. Edit Model
6.1 Edit
6.2 Make sure you are in the meshes folder
6.3 Paste the line we copies from the barrel
6.4 now your activator should look like the barrel

7. Place the activator in the world space you like
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Double click on activator - 3D Data and for no reason change
the rotation by adding a "1" at the end because | asked you to.
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1. 1 typed

"invisiblechairplayer

you can simply type

"invisible" and search ————
for the same marker.

2.1 selected "F" at the
end because | want
the barrel to only be
accessed from the
FRONT ["F"], you can
choose what you like.

(O5E1C24)
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1. Double click on the
activator we made.

2. Scripts

3. New

4. Name Script

----Here at the top, your script name will be-----
Below it, copy the text and save your script.
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(K Properties for script GA88_Sit_Down_Custom_Script attached to GA88_Barrel_Chair_1 (051E1C24) X
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Place marker on
Activator




You now have a working chair

Credits and notes

This document was created by Skeever [| write my name not to promote myself, rather take
responsibility if anything goes wrong]

Why this style of tutorial?

| believe this style saves time on videos and makes it possible for those special people who can
not watch a lot of videos to learn how to accomplish certain things. | hope this is useful, | find it
funny to make the player sit in strange places in the interiors | created.

As with all my tutorials, share this with anyone, this document is published on the web and is
free for all to use.



