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1 // Setup Box Dimensions for trace

> FVector BoxDimensions = FVector(50, 50, 50);

3

4+ FVector tracelocation = exitLocation.GetLocation();

5

6 // Trace box to check if collision available

7 FCollisionShape box = FCollisionShape: :MakeBox(BoxDimensions);
s exitsList[spaceIndex]->GetWorld()->SweepSingleByChannel(
9 Hit,

10 tracelocation,

1 tracelocation,

12 FQuat::Identity,

13 ECC_Visibility,

14 box,




15 QueryParams

16 );

18 // Return true if room type has been found connected
if (Cast<AMaster_Room>(Hit.GetActor())) return true;
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// Make temporary room
AActor* roomModel = GetWorld()->SpawnActor<AMaster_Room>(

1

2

3 RoomToSpawn[roomIndex],

4 exitlLocation.GetLocation(),

5 FRotator: :ZeroRotator,

6 SpawnParams

70);

8

9 // Setup Box Dimensions for trace

10 FVector BoxDimensions = FVector(roomMode l->GetComponentsBoundingBox().GetExtent() - 4);
11 BoxDimensions.Z += 3;
12 roomModel->Destroy(); // Destroy tmp room after setup

14 FVector tracelocation = exitLocation.GetLocation() + (
15 exitlLocation.GetLocation() - actorLocation.GetLocation());
16 tracelocation.Z += BoxDimensions.Z; // Center Box Trace

18 // Trace box to check if collision available
19 FCollisionShape box = FCollisionShape: :MakeBox(BoxDimensions);
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