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For the Towers, Data Tables and a Structure will be used.
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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.
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Name them:

Damage
FireRate
Range
ProjectileSpeed

Save and exit.
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* Row Name Damage FireRate Range ProjectileSpeed
1 5 ] 0 5 0

tandarc 5.000000 00000 200.00001 500.0000
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.

) Row Editor

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.

Damage

Name them: Standard, Homing, Explosion

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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From Event BeginPlay, drag and add Get Data Table Row.
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In row Name, choose the row you want to use, for example Standard.

In the Data Table drop down menu, choose TowerDataTable.

Right-click the Out Row and Split Struct Pin.
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o ==l

Pare Actor
@&, Details
searchoeals O = g
4 Variable

Variable Name TempTarget
Varave e YD
Teattp "

Category

4 Default Value

Temp Target None - D/

4 Events

© onTake any on [ EEN
& onTake Point 02 [[EED
& onTake Radial 0 [[EED
& On Actor Begin 0 _
& onacter end ove [NED
© onseaincusor | [ EED
© onend cursor ov [
O onreeases  |[NERN
& oninput Touch & |[NEERN
& onmput Touch E |[EN
> On Input Touch E _
> On Input Touch L _
> On Actor Hit _
O oncesioves  [EERI
Oonearey R

15

AR ey

11
2020-08-17 %




- Levell

el 55 Rl S
File Edit Asset View Debug Window Help
¥ Toolbar

-%. Components

@® BP_TowerStandard(self)

Compile Save
4@ DefaultSceneRoot = Viewport
§¥ Cylinder = .
® Sphere

M \y Blueprint

4Graphs +
4% EventGraph

© Event BeginPlay

© Firestandard
4Functions (20 Overridable) +

¢ ConstructionScript
f GetClosestTarget

Macros +
4Variables +
4 Components

Sphere
Cylinder
» DefaultSceneRoot

Event Dispatchers +

4Local Variables (GetClosestTarget) +

® TempTarget
@ TempDistance

BX compiler Results

..
[ 1)
o
o

9 M oz o

F

il

f Construction Serip

Y7| 4 W | f BP_TowerStandard > Get Clo:

Find  Hide Unrelated

8 Get Closest Target

List 22

/® Find Results

wg

_—g. WS e

Browse

me Event Graph

%) For
P Exec

£ Array

@ )

a m *! > B No debug object selected v

Class Settings ~ Class Defaults Simulation Play Debug Filter
f GetClosest Target
—
Loop GET !! Eanc!
Tl R ————— Is Valid - » True
Array Element @ Is Not Valid = Condition @ False
.
Array Index O Temp Target \ SET
= bEad -» D
Completed
s @ @ Temp Target

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.

Clear

@& Details

16

AR &DTQ

o ==Lr2

Parent class: Actor

11:49
2020-08-17 % )




===

Parent class: Actor

@) Details

gLy Lol | @ TERSOWESTAT A A,
File Edit Asset View Debug Window Help

¥ Toolbar

’ 'll" *! ’ B o debug object selected
Debug Filter

-2. Components
X Ins
B W ® B
Hide Unrelated Class Settings  Class Defaults: Simulation Play.

d Componen
Save  Browse Find
J Get Closest Target

® BP_TowerStandard(self) s
4@ DefaultSceneRoot = -
Viewport Construction Scri Event Graph
¥ Cylinder L i S i = i
i Y7 @ ® | f BP_TowerStandard > Get Closest Target

—_—

| SET | SET

—» p——— D
©» Temp Distance (o

Temp Target

Branc

True [

M iy Blueprint
Fiddew ! EXEIT < -
4 Graphs +
—_—_ IsValid [ »
condition @  False &

“Bm Get Closest Target
P ——— P Exec Loop Body [
Is Not Valid [
\' SET

4=3 EventGraph
&> Event BeginPlay
© Firestandard
4 Functions (20 Overridable) + List Array Array Element
Array Index O Temp Target Y D
S EE) D) Temp Target

#[ ConstructionScript
f GetClosestTarget

Macros +
4Variables +
4 Components

Sphere
Cylinder
DefaultSceneRoot
Event Dispatchers +
+

4 Local Variables (G
TempTarget
= TempDistance

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.
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“Local Variables (Geciosesrarce) Drag and Set TempDistance.
® TempTarget . H
= 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.
BX compiler Results ® Find Results
Drag and Set TempDistance.
Connect it to the Set TempTarget node, and the Return Value of the Vector Length.
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4Graphs +
4% EventGraph

© Event BeginPlay

© Firestandard
4Functions (20 Overridable) +

¢ ConstructionScript
f GetClosestTarget

Macros +
4Variables +
4 Components

Sphere
Cylinder
» DefaultSceneRoot

Event Dispatchers +

4Local Variables (GetClosestTarget) +

® TempTarget
@ TempDistance

BX compiler Results ® Find Results
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®
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®
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@ Target Return Value @

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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& 0e al.vlltSceneRoot = Viewport f Construction Scrip m= Event Graph f Get Closest Target
§¥ Cylinder
® sphere 5 | ‘ * | f BP_TowerStandard > Get Clos
- e
SET SET
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&y Blueprint emp Target @ Temp Distance [o
e —
Temp Distance @ !_§ E@a
» True B
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2 » P Exec Loop Body [ s Is Valid =
© Event BeginPlay ) °
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AP anctions (30 Dia + Array Index O Temp Target —-» SET > » SET D
: - C leted
L{i ConstructionScript ampeled By o @ Temp Target @ Temp Distance (o3
f GetClosestTarget
Macros +
4Variables + T
GetActorLocation
4Components Target is Actor
Sphere ~
X Target [ self Return Value @ f VectorLength
Cylinder f °
- | @ @ A Retun Value @ L 2
L

» DefaultSceneRoot

Event Dispatchers + J GetActorLocation g
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Parent class: Actor

@) Details
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4 Graph Node
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Pure [ ]

Call In Editor [ ]

v

4 Inputs +
st Jeiacor (A v RS
4 Outputs +

[oges—— J@icin - Illa [v Y

4Local Variables (GetClosestTarget) + = Return Node Taiget is Actc
® TempTarget » @ Target Return Value @
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.
BX compiler Results ® Find Results
R 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
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Parent class: Actor
@), Details

" — 3‘ - ! .r' - a L. B No debug object selected v
@ BP_TowerStandard(self) Compile Save  Browse Find  Hide Unrelated Class Settings  Class Defaults Simulation Play Debug Filter
4 f ” BT T —
®0e agltSceneRool =% Viewport [ Construction Serip ma Event Graph f GetClosest Target
§¥ Cylinder
® sphere Y7| €4 % | ;= BP_TowerStandard > Event Graph
_f set Sphere Radius
& Event BeginPlay [ f Get Data Table Row TowerDataTable Target i s Collisior J Set Timer by Event
» —m— Row Found » | e —— 2 D
Data Table Row Not Found > @ Target Event Return Value
" TowerDataTable »
Out Row Damage O» @ In Sphere Radius @ Time
O Row Name Out Row Fire Rate @ Update Overlaps [ Looping @)
Out Row Range @ v
n ® s
My Blueprint Out Row Projectile Speed O» s b
New'= ESTIINNS < -
4Graphs +
4% EventGraph & FireStandard J Get Closest Targef
2 —
© Event BeginPlay Sphere @ Custom Event Target is BP Towe ar
© Firestandard
4Functions (20 Overridable) +
Targets
¢ ConstructionScript I g
f GetClosestTarget p i List
Macros + /’/
4Variables + | f Get Overlapping Actors /,/
Targetjs Actor 7
4 Components /
* sphere » Target Overlapping Actors
Cylinder Class Filter

“s DefaultSceneRoot BP Enemy Mastew

Event Dispatchers +
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.
BX compiler Results ® Find Results
2 Joter
= o = ® m og =2 © [ @ v F @ i

2.
- ANBREY ey B




gih Levell

File Edit Asset View Debug Window Help

-¥. Components

wAdEComponer NS

® BP_TowersStandard(self)

4@ DefaultSceneRoot

¥ Cylinder
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#acdvew~ EXTENTS © -

4Graphs

4=3 EventGraph
&> Event BeginPlay
© Firestandard

4Functions (20 Overridable)

#[ ConstructionScript
f GetClosestTarget
Macros
AVariables
4 Components
Sphere

Cylinder
DefaultSceneRoot

Event Dispatchers
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- ® BP_ProjectileStandard >
Parent class: Actor

¥ Toolbar @) Details
ﬁ: = ! /® EQ ._r‘. - ’ m * > B Mo debug object selected »
Compile Save Browse Find  Hide Unrelated Class Settings  Class Defaults Simulation Play. Debug Filter
= Viewport f Construction Scrip == Event Graph f Get Closest Target
<l I : >
| Get Data Table Row TowerDataTable Target is Collision [ set Timer by Event
| Row Found [ » P (D]

Data Table Row Mot Found [ Target Event Return Value

gl Out Row Damage O» L — @ InSphere Radius ® Time
LEE Out Row Fire Rate @ Update Overlaps [ Looping [
Out Row Range @ v
Out Row Projectile Speed C» ® L
" Firestandard  _ 7 GetClosest Target
Sphere Target is BP Tower Standard »+ Cast To BP_EnemyMaster & Spa BP Projectile d
D » » | 2 ] D
Targetm Targets Object Cast Failed [> Class . Return Value
List As BP Enemy Master s =
@ Spawn Transform
f!_se& Overlapping Actors Collision Handling Override
Target 1s Actor Default -
Target Overlapping Actors f"_s:‘:ct?Tanm Target Enemy
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.
BX Compiler Results &
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. Cear
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