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Look Player Forward = ON

Offset Player Forward = ON

Look Forward Distance = 2

Rotate Offset =0, 0, 0

Rotate Offset By Input = OFF
Rotate Offset Input Sensitivity = 0.5
Behind Target = OFF

Height Movement = ON

Target = Player>Sven>CameraTarget
Distance = 8

Height=1

Around Offset =0

Move Damping = 3

Consider Collision = ON
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Look Player Forward = ON

Offset Player Forward = OFF

Look Forward Distance = 2

Rotate Offset =0, 0, 0

Rotate Offset By Input = OFF
Rotate Offset Input Sensitivity = 0.5
Behind Target = OFF

Height Movement = ON

Target = Player>Sven>CameraTarget
Distance =5

Height = 3

Around Offset = 70

Move Damping = 3

Consider Collision = ON
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Look Player Forward = ON

Offset Player Forward = OFF

Look Forward Distance = 2

Rotate Offset =-10, 0, 0

Rotate Offset By Input = ON

Rotate Offset Input Sensitivity = 0.5
Behind Target = ON

Height Movement = ON

Target = Player>Sven>CameraTarget
Distance =-0.15

Height = 0.55

Around Offset =0

Move Damping = 60

Consider Collision = OFF
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