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For the Towers, Data Tables and a Structure will be used.
Create a Structure, name it TowerStruct. Open it.
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Select an object to view details.
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4 Default Values
Damage
FireRate

Range

ProjectileSpeed

Change the Default Variable to a Float, then create 3 additional Variables with the New Variable button.
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Name them:

Damage
FireRate
Range
ProjectileSpeed

Save and exit.
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) Data Table &) Data Teble Details

* Row Name Damage FireRate Range ProjectileSpeed
1 Standar 5.000000 4.000000 200.000000 500.000000
2 Homing 0.000000 0.000000 0.000000 0.000000

3 Explosion 0.000000 0.000000 0.000000 0.000000

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

== YOU Will see the different categories added in the Structure as columns. If you add more in the Structure, they will lrethddeataTable.

4 Standard

Name them: Standard, Homing, Explosion

FireRate
Range

ProjectileSpeed

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

Damage: 5

FireRate: 4

Range: 200
ProjectileSpeed: 500

Save and close the DataTable.

Open the Tower Blueprint
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Create a new Blueprint Class > Actor.
Name it BP_TowerStandard. Duplicate it and name them:
BP_TowerHoming
BP_TowerRadial
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Use Add Component to add a Basic Shape for visual represent:



