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Create a Blueprint Class > Character.

Name it BP_EnemyMaster
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To easily create different types of enemies, Data Tables and a Structure will be used.

Create a Structure, name it EnemyStruct. Open it.
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Change the Default Variable to a Float.

Use the New Variable button to create 2 additional rows.

Rename them:

Health
Speed

Strength

Save and close the Struct.
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Create a Data Table. Name it EnemyDataTable.

In the Pick Row Structure menu, choose EnemyStruct.

Open the DataTable.
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Press the Add button to rows, as many as you plan on having different types of enemies.

You will see the different categories added in the Structure as columns. If you add more in the Structure, they will be added in the DataTable.

Right-click a row to change its name. Name them Standard, Fast, Strong.

Mark a row to change the values of the categories. For example, set Standard to:

Health: 5
Speed: 200

Strength: 10

Save and close the DataTable. 6



Open the BP_EnemyMaster.

In the Viewport, add a visual representation, either a Static Mesh, or a basic shape.
Add a Material if you want.

Add a Box or Sphere Collision.

Open the Event Graph.
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Add 2 Float Variables.

Name them Health and Strength.
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Add a Custom Event.
Drag and create a Branch.

Drag and Get the Health Variable.
Add a Float < Float Node, attach the Health node to the top, and write 0.1 in the bottom.

Attach it to the Branch.

Add a Destroy Actor to the True of the Branch.

Compile and Exit.
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Create a new Blueprint Class.

Expand the All Classes menu, and choose the BP_EnemyMaster.

This creates a Child Class of that Blueprint, meaning it inherits certain functions.
Name it BP_EnemyStandard.

Open it. 10



From event BeginPlay, drag and add a Get Data Table Row.

In the Data Table drop-down menu, choose the EnemyDataTable.

In the Row Name Menu, choose which row to use.

Right-click on Out Row and Split Struct Pin.
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From the Row Found exec pin, drag and Set Health, then Set Strength.
Attach the corresponding pins from the Data Table Row Node.
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Drag and drop the Character Movement component. From that, drag and Set Max Walk Speed.
Attach the Out Row Speed from the Data Table Row to the input.

Compile and exit.
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Any number of new enemies can be made using the BP_EnemyMaster as the Class.

Add the previous code to the new enemy, and select which Row of the Data Table you want that enemy to use.

Any number of Rows can be added in the EnemyDataTable for various types enemies, along with changing the values of the different variables.
Additional variables can be added in the EnemyStruct.

14


