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OBJECTIVE

Students will demonstrate an understanding of conditional (if-then) statements in Fortnite Creative.

ACTIVITY

Students will create a puzzle in Fortnite Creative utilizing the item spawner and conditional button to demonstrate 
conditional statements. 

BACKGROUND CONTEXT

CONDITIONAL STATEMENT: a set of rules performed if a certain condition is met. It is generally referred to as an If-Then 
statement, because if a condition is met, then an action is performed.

From: Computer Hope: Conditional Statement

Example: If you finish your vegetables, then you can have ice cream!”

In Fortnite, the conditional button provides a great example of conditional statements. Conditional buttons can be set 
up so that a certain item is required in order to activate the button and, in turn, initiate an action.

The item spawner can automatically spawn certain consumable items. The game designer can indicate which item is 
required, and how many of that item are needed  to activate the button. 

For example, the item spawner can be set to automatically spawn a slurp fish, and the conditional button can require 
the player to have a slurp fish in their inventory to activate. In turn, the conditional button can send a signal to another 
device to complete the conditional statement. The signal can be received by a lock attached to a door to unlock it. 
Essentially, any device that receives a signal from a radio channel can be activated.

GUIDED ACTIVITY

GETTING STARTED
If you need a review on creating your island, refer to the Getting Started Guide

 
STEP 1: GATHER YOUR SUPPLIES.

https://www.computerhope.com/jargon/c/contstat.htm#:~:text=Alternatively%20referred%20to%20as%20a%20conditional%20expression%20and,condition%20is%20met%2C%20THEN%20an%20action%20is%20performed.
https://cdn2.unrealengine.com/fortnite-studentguide-450177281.pdf
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TEACHER NOTES

To get started, students will need to collect the required items from their inventory. In Fortnite Creative, access  
the inventory by pressing the i key. If students are using a game controller they will use the corresponding button 
to open the inventory.

When in the inventory, notice the headings (Prefabs, Galleries, Devices, Weapons, Consumables, and Chest).  
These represent the different types of items you can use in the game.

To access devices, students will click on the device tab and can either search through the entire list of devices, 
or search for a specific device. In the example below, the player is searching for the word “button” and one of the 
items that comes up is a conditional button. They can select that and choose Equip to place the item in the  
Quick Bar.

Students will proceed to equip the conditional button, item spawner. Door, and lock device, and Slurp Fish

WHAT YOU NEED:

From the Creative Inventory, equip the Conditional Button, Item Spawner, Door, Lock Device, and Slurp Fish.

CONDITIONAL 
BUTTON (DEVICE)

ITEM SPAWNER 
(DEVICE)

DOOR WITH FRAME 
(GALLERY)

LOCK DEVICE  
(DEVICE)

SLURP FISH  
(CONSUMABLE)



CONDITIONAL STATEMENTS: USING THE LOCK AND KEY IN FORTNITE CREATIVE

4

STEP 2: PLACE AND CUSTOMIZE THE CONDITIONAL BUTTON ON YOUR ISLAND.

TEACHER NOTES

When on the island, players can place items from the Quick Bar into the game by selecting the number in the Quick 
Bar and left-clicking where the item should be placed.

It is helpful to use the grid snap by pressing V on the keyboard to help guide the placement of the item. The student 
guide walks students through the process of choosing the settings required to activate the conditional button. 
This will include the setting for how many items will be required to activate it and what signal is triggered upon 
activation. Students will also be guided through the process required to load the conditional button with the slurp 
fish, which will serve as the item needed to activate the button.

Place the conditional button on your island.
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For this exercise,  you should customize it based on the settings above.

Note that Key Items Required is set to 1. This means you will need 1 of the required items to activate the button. If you 
want to require multiple items, you can change the number required. 

Also note that When Activated Transmit On is set to Channel 1. Anything receiving a message from Channel 1 will be 
activated when this button is activated. When you work with channels, it is important to be aware of which channels are 
being activated by different events in the game or you will unintentionally trigger multiple events.

In this example, you will use the slurp fish as the key to activate the conditional button. To indicate that you will use a 
slurp fish, you must load the conditional button with a slurp fish. 

To do this, go to your inventory and at the top of the screen, change the view from Creative to Play. When you go to the 
Play view, you will see the slurp fish that you equipped. 

Click and drag the slurp fish on top of the button from the inventory.

It should show it as registered, and you will see the button alternate from an exclamation point to the slurp fish, 
indicating that you need the slurp fish to activate it.
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STEP 3: PLACE AND CUSTOMIZE THE ITEM SPAWNER ON YOUR ISLAND. 

TEACHER NOTES

The item spawner (used in step 3) will serve as the means of attaining the key in the game. This can be placed 
anywhere on the island. The student will likely choose to hide the item spawner in order to require the player to find 
the key to activate the conditional button and ultimately unlock the door. Like the conditional button, the student 
will have to load the item spawner with the desired item and assign the settings in terms of when the item is 
spawned, how many and how often items can be spawned, and so on.

Place the item spawner on your island. 

* For testing purposes you can put them right next to each other, but you will likely want to make the player have to find 
the item (key) somewhere on the island to activate the button and unlock a door (or initiate another action).
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For this exercise, set the Time before first spawn as Instant and Time between spawns as 3 seconds. This means that 
the first item will automatically spawn at the start of the game, After one is taken, another will spawn 3 seconds later. 

You can also choose to have only one item spawn, and adjust the time so that it doesn’t spawn immediately, or  change 
time between spawns to never, immediate, or another time of your choice.

STEP 4: PLACE A DOOR ON YOUR ISLAND.

TEACHER NOTES

For this step, students will be placing the door in the game as well as the lock on the door. Students have already 
selected these items and placed them in their inventory, but as a reminder, the door utilized must be one of the 
doors with a frame, not just a door from the gallery. In Fortnite Creative, a door without a frame cannot have a lock 
attached. Students will be guided through the process, and will need to pay particular attention to the placement 
of the lock and the direction it is facing. They will need to rotate the object in order to place it properly on the door.

Place a door in the world. Again, for testing purposes, we can put the door next to the button and item spawner, but in 
your game you can place the door wherever you like.

Place the lock on the door. Make sure the button on the lock faces the right direction, and the grid snap is set at a 
reasonable number to allow you to place the button where you would like.
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STEP 5:  CODING THE LOCK! 

TEACHER NOTES

To set up the lock to unlock the door, the student will have to indicate which signal the message is received from. 
They need to use the same channel that they used when they set up the conditional button. In the conditional 
button, it was indicated that when activated, it should transmit a signal on a certain channel. This is in the 
settings for the lock device. To customize the settings, the student presses e when close to the device.

Earlier, you set the Conditional Button to send a signal to Channel 1 when activated. Now you need to set  the lock to 
receive that signal so that when the conditional button is activated, the door is unlocked. When you go to the settings to 
customize the Lock Device, indicate that it should unlock when receiving from Channel 1.
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STEP 6: PUT IT ALL TOGETHER

TEACHER NOTES

Now it is time for students to apply what they learned and expand their understanding. They essentially followed 
a tutorial step by step, to make the key and lock work. To truly demonstrate their understanding, it is important to 
go beyond the simple step-by-step directions. This takes us to the activity and suggested extension activities. The 
level of challenge accepted will vary by student. This is a great point to differentiate the learning. and to allow the 
students who grasped the concept with ease to take it much further while the students who may be working to 
grasp the concept can implement it in a manner appropriate with their understanding.

To create this lock and key system, you created a button that required a slurp fish to activate it. The item spawner was 
set up to automatically spawn a slurp fish. The player must collect the slurp fish to activate the button. The idea behind 
the button is that when it is activated, it sends a signal to Channel 1. The lock is set up to unlock when it receives a signal 
from Channel 1—and voila!—the door unlocks and you can enter.

ACTIVITY

Now you understand how this works, integrate the idea into your game world. Create a find the key puzzle. The player 
should have to explore the island to find the key in order to open the door to complete the puzzle.

EXTENSION ACTIVITIES / CHALLENGES

• Set it up so the player needs to find a number of items that you have hidden in the world (such as 10 gold coins) to   
 unlock the door.
• Create a puzzle that requires different keys to open different doors in order to make it through a short maze.

GOOD LUCK, HAVE FUN!
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