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

Name them:

Damage
FireRate
Range

ProjectileSpeed

Save and exit.
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Create a Data Table.

In the Pick Row Structure menu, choose the TowerStruct.

Name it TowerDataTable.

Open it.
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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 be added in the DataTable.

Name them: Standard, Homing, Explosion

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
5



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 representation.
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Add a Sphere Collision.

Go to the Event Graph.
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From Event BeginPlay, drag and add Get Data Table Row.

In the Data Table drop down menu, choose TowerDataTable.

In row Name, choose the row you want to use, for example Standard.

Right-click the Out Row and Split Struct Pin.
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Drag and drop the Sphere component.
Drag and Set Sphere Radius.

Connect Out Row Range to In Sphere Radius.
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Drag and create a Set Timer by Event.

Add a Custom Event, name it something like FireStandard.
Connect it to the Event Timer.

Connect Out Row Fire Rate of the Data Table to the Time input of the Event Timer.
Set it to looping.
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Create a New Function.
Name it GetClosestTarget.

Open it.
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Click the Main Node. Add an Input in the Details menu.
Name it List, choose Actor as typ.

Click the Icon next to the drop-down menu and choose to make it a container, by selecting Array.
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Drag and create a For Each Loop.
Connect the List Output to the Array input.

Create 2 Local Variables:

Name the first TempTarget, choose Actor as type.

Name the second TempDistance, choose float as type.
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Drag and Get the TempTarget variable.

Right-click and Convert to Validated Get.

15



From the Is Valid, add a Branch.

Drag and Set TempTarget, connect it ti Is Not Valid.

Connect Array Element from the For Each Loop to The Set node input.
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Drag and Set TempTarget.
Connect it to the True output of the Branch.

Connect the Array Element of the For Each Loop to the input of the TempTarget.

Drag and Set TempDistance, connect it.
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Drag and Set TempDistance.
Connect it to the Set TempTarget node from the Validated Get node.

Add 2 Get Actor Location nodes.
Add a Vector – Vector node.

Connect the GetActorLocation nodes to the inputs.
Connect Array Element from the For Each Loop to the botton GetActorLocation.

From the Vector – Vector node, add a VectorLength node.

Drag and Set TempDistance.
Connect it to the Set TempTarget node, and the Return Value of the Vector Length.
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Connect the Return Value of the VectorLength to the top-most Set TempDistance node.

Create a Float < (less than) node.
Connect the VectorLength to the bottom input.

Drag and Get TempDistance.
Connect it to the top input.

Connect it to to the Branch.
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Click the main node.

Add an Output, name i Targets.
Choose Actor as Varaible Type, make sure it’s set to single.

Connect the Completed pin of the For Each Loop to it.

Drag and Get the TempTarget Variable and attach it to the Return Node’s Targets input.

Compile and go back to the Event Graph. 20



Drag and drop the Function and attach it to the FireStandard Custom Event.

Add a Get Overlapping Actors and attach it to the List input.

Change the Class Filter to BP_EnemyMaster.

21



From the Get Closest Target, Cast to BP_EnemyMaster.
Attach the Targets output to the Object input.

From the cast node, create a Spawn Actor From Class node.
Choose BP_ProjectileStandard in the Class drop-down menu.

Attach the As BP Enemy Master pin in the Cast node to the Target Enemy pin of the Spawn node.

Create a GetActorTransform node and attach to the Spawn Transformation pin.

Compile and exit.

The tower will fire at a rate defined in the DataTable at enemies in range, and it will fire at the closest one. 22


