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An Actor is an object that can be placed or spawned in the
L Actor world.

5 p A Pawn is an actor that can be 'possessed’ and receive
S50, input from a controller.

Wl eox Trigger

A character is a type of Pawn that includes the ability to
Sy walk around.

Characters are Pawns that have a mesh, collision, and built-in movement logic.
They are responsible for all physical interaction between the player or Al and the world, and also implement basic networking and input models.
They are designed for a vertically-oriented player representation that can walk, jump, fly, and swim through the world using CharacterMovementComponent.
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%. Player Controller

& Game Mode Base @ Viorld Settings

@see APawn, UCharacterMovementComponent
@see https://docs.unrealengine.comy/latest/INT/Gameplay/Framework/Pawn/Character/

« Actor Component Select an object to view details.

s c t A Scene Component is a component that has a scene
L A0ene Componed) transform and can be attached to other scene components.
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Create a Blueprint Class > Character.

Name it BP_EnemyMaster
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Select an object to view details.

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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4 Default Values

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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Select an object to view details.
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“ RowName Health Speed Strength
ii 1 Standard 5.000000 200.000000 10.000000
2 Fast 0.000000 0.000000 0.00000

3 Strong 0.000000 0.000000 0.000000

) Row Editor

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

Speed

Strength

You will see the different categories added in the Structure as columns. If you add more in the Structure, they will IorethddeataTable.
Rightclick 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.
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Open the BP_EnemyMaster.

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

Add a Box or Sphere Collision.

Open the Event Graph.




