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Add a Variable, Vector type.
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Create an Event Dispatcher, name it CancelBuildMode.

Create a Boolean Variable, make sure it’s visible.
Name it BuildModeActive.

Add a Right Mouse Button node.
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From the Cast node, drag and Bind Event to Cancel Build Mode.
Attach the As BP_CameraControl to the Target of the Bind Event.

Add a Custom Event, name it CancelBuildMode.
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Drag and Set the Active Variable, mark it as unchecked.
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Attach it to the True of the Branch.
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4=3 EventGraph
&> Event BeginPlay
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Macros +
4Variables +
4 Components
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Save  Browse Find
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Debug Filter
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ma BP_BuiltTool > Event Graph

BX Compiler Results /® Find Results
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f > Event BeginPlay ' »+ Cast To BP_TowerDefenceCameraControl

o b
Object Cast Failed

As BP Tower Defence Camera Control

| Get Player Controller

O Player Index @ Retum Value

From Event BeginPlay, Cast to BP_CameraControl.

Right-click and Get Player Controller, add it to the Object input.
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O ErmiaEE Compile Save Browse Find  Hide Unrelated Class Settings  Class Defaults Simulation Play. Debug Filter
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= Viewport Construction Scri == Event Graph
¥ Cube = E £ 2 == i
> Event BeginPlay ) »+ Cast To BP_TowerDefenceCameraControl A = Bind Event to Cancel Build Mode
Object Cast Failed [> Target
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Get Player Controller
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O Player Index @ Retum Value
4 Graphs +

4=3 EventGraph
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© setPosition " f setactorLocation
© setPosition Target is Actor
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Target Sweep Hit Result
Macros +
Mew Location Return Value
4Variables + (o3
AComponents
Cube sweep (O
DefaultSceneRoot
. Teleport
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Drag and Bind Event to Cancel Build Mode.
Attach the As BP Camera Control to the Target.

Add a Custom Event, attach it to the Bind Event.
BX Compiler Results /® Find Results
431.90] Compile of BP BuiltTool successfull [in 53 ms Drag and create a SetActorLocation.
Set the New Location somewhere it won’t be visible, for example 0, 0, -100.

Compile and exit. cles 17
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