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StaticMeshComponent is used to create an instance of a UStaticMesh.
A static mesh is a piece of geometry that consists of a static set of polygons.

@see https://docs.unrealengine.com/latest/INT/Engine/Content/Types/StaticMeshes/
(@see UStaticMesh
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Use Add Component to give it a visual representation.
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Right-Click to Create New Nodes.

This node is disabled and will not be called

Drag off pins to build functionality.

This node is disabled and will not be called

Drag off pins to build functionality.
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Make sure it is visible, and that Expose on Spawn is checked.
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From Event ActorBeginOverlap, add a Get Data Table Row.

BX Compiler Results /® Find Results
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Select the TowerDataTable.
In Row name, select the one you want to use.
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o T From Row Found in the Data Table Row, Cast to BP_EnemyMaster.
“ooweee oo Connect Other Actor from the Event ActorBeginOverlap to the Cast nodes Object input.

From the Cast node, As BP Enemy Master Set Health, and connect it.
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— From As BP Enemy Master, drag and Get Health.
Add a Float — Float node and attach health to the top input.
Attach Out Row Damage from the Data Table to the lower input, and connect it to the Set Health node.
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From Set Health, add a Destroy Actor node.
From As BP Enemy Master in the Cast node, drag and add Check Is Dead.
Connect it to Destroy Actor.
When the Projectile hits an Enemy, it will subtract its Damage to the Health of the enemy, the projectile will be destroyed, and then the Enemy
will perform a check to see if its Health is less than 0.1.
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Add an Event Tick node.
Drag and add a SetActorLocation node.
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Create an Event BeginPlay node.
Drag and Set LastknownLocation.

From that GetActorlLocation.

Drag and Get the Target Enemy variable.
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Compile of BP_ProjectileStandard

Drag and Get the LastKknownLocation Variable.
Connect it to the Target of the Vinterp to Constant.

Connect Delta Seconds from the Event Tick to Delta Time of the Vinterp.

Connect Out Row Projectile Speed of the Data Table to the Interp Speed of the Vinterp.
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Attach the Get Actor Location with Target Enemy to the Target input of the Vinterp to Constant.

Remember to change the Row in the Data Table node.
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