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Select the new Spotlight.
3. Open the Kismet editor and create a “New Object Var Using SpotlightMovable1”.

I@ FI@ Flashlights2 - Unreal Development Kit (64-bit, DX3)]
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4. Right click in Kismet and create a
“new Action. Select "Attach to Actor”. .
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5. Right click again in Kismet and select
“New Variable” and then “Player”.
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