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Copy the BP_ProjectileStandard, name it BP_ProjectileRadial.
Create a new Blueprint > Actor, name it BP_ProjectileRadialExplosion.
Open BP_ProjectileRadial.
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Delete everything after Get Data Table Row, leave everything else.
Remember to change the Row name to the appropiate one.
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From Data Table, create a Branch.
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Create an Actor Has Tag and attach it to the Branch.
Write Enemy in the Tag input.
, Remember to give your enemies the tag enemy.
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Attach the Other Actor of the EventBeginOverlap node to Actor Has Tag.
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From the True output of the Branch, create a Spawn Actor From Class.
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e Choose the BP_ProjectileRadialExplosion.
Create a GetActorlLocation, attach it to the Spawn Transform, it will convert automatically.
© EventB .
End with a Destroy Actor.
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Compile and exit, open BP_ProjectileRadialExplosion.
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Add Sphere component, name it SphereMesh.

Go to the Event Graph.
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Drag and drop the SphereMesh component.
From it, drag and add a Set Relative Scale 3D.

Add a Delay, set it to how long you want the “explosion” to have duration.

End with a Destroy Actor.
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From the Sphere Mesh component, create a GetWorldScale.
From that, create a Vector + Vector node.
Set each value to 0,01.
Attach it to New Scale 3D.
BX Compiler Results /® Find Results
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Create and Event BeginPlay.
Drag and create a Get Data Table Row.
Choose TowerDataTable, and Explosion (or whichever tower type you want) under Row.
Drag and create a Set Event by Timer.
BX Compiler Results /® Find Results
Add a Custom Event, name it DealDamage.
Connect them.
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i - Create a Get Actor of Class.
Choose BP_EnemyMaster in the drop-down menu.
From the Return Value, drag and Get Health.
From that, drag and Set Health.
Create Float — Float.
Connect Get Health to te top input.
Connect Out Row Damage from the Data Table Row to the bottom input.
a Attach the output to the Set Health input.
Co
Connect the Return Value from the Get Actor Of Class to the Set Health node, then drag and create a Check is Dead.
Connect all the nodes.
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