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Previous Concept

Art by Kenedee Smith Art by Zag Cook
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Art by Zag Cook






Previous Apartment

New Apartment Design by Tyler Davis
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New Park VFX by Brett Senneker
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Melee Gloon Model by Colin Cheng
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Yara Model (Metahuman) Range Gloon Model by Annie Cho
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Motion Capture Actress: Julie Copenhaver
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Animation by Valerie Manning Animation by Juan Cleanup by Rebeca
Diego Yurrita Arrivillaga Hefferan



Animation by Konja Liu

Animation by Valerie Manning
Rig by Colin Cheng



Animation by Rebeca Hefferan Animation by Hope Lee Animation by Valerie Manning
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using { /Fortnite.com/Devices }
using { /fFortnite.com/Devices/Patchwork )
using { fverse.orgfSimulation }

PatchworkToLightsDevice 3= class{creative device):

@editable #77 ing that triggers f g ti

Button:button device = button device{)

geditable

FPlayerinote sequencer _device = note sequencer device{}

E‘-\'::'-l-r'li:l.--.'- fayrl. I & | ked um

FChecker:trigger device = trigger device{}

peditable #7

FLight:customizable light device = customizable light device{}
geditable #The trigg ! Mot e Trigoer

BhChecker: tr ipper device = trlpeer -I-,-'.'i_.',--[]

OnBegindoverrides()<suspends>:voids

Button. Interac teddithEvent . Subscribe{CnBultonInteracleddith )

FChecker. TriggeredEvent . Subscribe{OnFNoteRec ieved)
BbChecker. TriggeredEvent . Subscribe(OnBbNot eRecieved)
:'f'i..l,'u-l',!'li skl {:I

OnguttonInteractedWith{InAgent :agent) : wolds=
Print I::"F"E.-J.','-e'-r' l-'l'l.:||||_|'_"-:1":|
FPrlayer.Enahl -(]l

OnFloteRec ioved{ InAgent: void) svoid=
Fl il:"I X ||I:'||'.'I|'|{}

onBbMoteRecioved( Inagent svoid) svoid=
FLipht. TurntEE{)

PATCHWUOR

THE GLUE

= GAME MODE
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pukiFollowGuardv2(pukiProp : creative prop, guardCharacter : fort character, zOffset : float)<suspends>:void =
# Creative prop follows guard to simulate custom NPCs (pre NPC Spawner)
# pukiProp: creative prop - The prop to move
# guardCharacter: fort character - The character to follow
# zOffset: float - The offset to add to the Z position of the guard to make the puki follow at a certain height
var PreviousTime : float = GetSimulationElapsedTime()
MoveSpeed := 5.0
loop:
Sleep(©.0)
if (pukiProp.Isvalid[]) {
CurrentTime := GetSimulationkElapsedTime()
DeltaTime := CurrentTime - PreviousTime
set PreviousTime = CurrentTime
guardPos := guardCharacter.GetTransform().Translation

guardRot := guardCharacter.GetTransform().Rotation.RotateBy(MakeRotation(vector3{X:=06.9, Y:=0.9, 7:=1.0}, DegreesToRadians(-9
pukiPos := pukiProp.GetTransform().Translation

LerpLocation := Lerp(pukiPos, guardPos, DeltaTime * MoveSpeed)
FinalLocation := vector3{X := LerpLocation.X, Y := LerpLocation.Y, Z := LerpLocation.Z + zOffset}

| pukiProp.MoveTo(FinallLocation, guardRot, ©.1)
telse{

| return

}
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CHALLENGE O1: MATCH THE NOTES

CHALLENGE O2: MOVIN AND GROOUVIN'

CHALLENGE 03: RHYTHM RUMBLE 40 TRV~

FINAL CHALLENGE
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CHFILLENEES

MATCH THE NOTES

" © 000 8100

Music by James Slukhinsky
Challenge by Jack Bell
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CHFILLENEES

ITICIEIUIN‘ FINI:I ERDDUIN‘

Music by James Slukhinsky
Challenge by Evan
Athanasakes
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Music by James Slukhinsky
Challenge by Tyler Davis
and Evan Athanasakes









