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Create a new blank game. Remove the Player Start.
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Create 3 Blueprint Classes:
Pawn (name it BP_CameraPawn)
Game Mode Base (name it BP_GameMode)
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Open the Level Blueprint
BY compiler Results
Right-click and Get Player Controller.
Drag and add Set Show Mouse Cursor, make sure the box is ticked.
Attach the Event BeginPlay to it.
Compile and exit.
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From Event BeginPlay, add a SetActorLocationAndRotation and enter the values you want for your camera to view the playfiled.

oF

=

il

e

Browse

f Construction Scrip

== Event Graph

N

Hide Unrelated Class Settings

> Event BeginPlay

sV

Class Defaults

N Mo de

Play.

_J SetActorLocationAndRotation
» D
Target [‘self] Sweep Hit Result

O New Location X | - Return Value

Or New Location Y
Or New LocationZ | 18200
O» Mew Rotation X (Roll)

New Rotation ¥ (Pitch)
* [200]

O» New Rotation Z (Yaw)
sweep (J
Teleport ()

Open BP_CameraPawn.
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Go to the viewport.
Add a Camera Component. Set the Pitch (Y, Green) to -90.

Compile and exit.
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Ope the Project Settings, go to Maps & Modes.

Change the Default GameMode to BP_GameMode
Change the Default Pawn Class to BP_CameraPawn
Change the Player Controller Class BP_PlayerController
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In the game world, place the BP_CameraPawn anywhere.

Now when you play the game, the camera will be in a fixed location.
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Example:

From the Event Tick, add a Sequence with 6 pins. From the first one, add a Branch.
Add a Get Player Controller. From that, drag and add a Is Input Key Down. Choose the D Key. Add it to the Condition in the Branch.
From the Branch, add a SetActorLocation. Split the Struct Pin.
Add a GetActorlLocation. Split the Struct Pin.
Connect X and Z from the GetActorLocation to the SetActorLocation.
Add a Float + Float node, connect the Y Value of the GetActorLocation to the top, and set the bottom to 20. Connect to the Y of the SetActorLocation.

Now when you hold the D key, the camera will move to the right. This code can be repeated for each key to add a WASD movement to the camera.
Copy the nodes, add it to the second Sequence output and replace the Float +Float node to a Float — Float node.

Now you can move the camera back and forth. This can be repeated for any key, and for how you want to move the camera. |
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