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Create a Widget, name it Widget_BuildMenu.

Create 2 Blueprint > Actor.
Name them BP_BuildSite, and BP_BuildTool.

Open the BP_BuildSite. 2



Add a Component for visual representation.
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Create Event ActorOnClicked.

Create a Boolean Variable, name it Active.

Drag and add a Branch, drag and Get the Active Variable, and attach it to the Branch.
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From the False of the Branch, add a Create Widget.
Choose the Widget_BuildMenu in the dropdown menu.

Right-click Return Value and Promote to Variable.

Name the created Variable BuildMenuWidgetRef. 5



Drag and Add to Viewport.

Drag and Set the Active Variable, set it to true.
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Open the Widget_BuildMenu.
Go into the Event Graph.

Add a Variable, Vector type.
Name it position, make it visible.

Compile and go back to BP_BuildSite.
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From the BuildMenuWidgetRef drag and Set Position.
Attach it after the Set Active node.

Right-click and add GetActorLocation.
Connect it to the Position input.
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Drag and add a SetActorLocation.

Add a Variable, make it a reference to BP_BuildTool.
Name it BuildToolRef, and make it visible.

Drag and Get it, attach it to the Target of the SetActorLocation.

Attach the GetActorLocation to the New Location input.

Compile and open BP_CameraControl
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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.
Drag and Call Cancel Build Mode.

Drag and Set BuildModeActive.
Attach it and set it to unchecked.
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Click the Class Defaults button.

Enable Click Events.

Compile and exit.

11



Add an Event BeginPlay.

Cast to BP_CameraControl.

Right-click and Get Player Controller, attach it to the object input of the Cast node.s
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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.
Attach it to the Bind Event.
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From the Custom Event, drag and add a Branch.
Drag and Get the Active Variable, attach it to the Branch.

Drag and Get the BuildMenuWidgetRef Variable.
From it, drag and Set Visibility, set it to Hidden.

Attach it to the True of the Branch.

Drag and Set the Active Variable, mark it as unchecked.
Attach it at the end.

Compile, and open BP_BuildTool.
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Add Component for a visual representation.

Sizes and Materials can be adjusted later for all objects, once you start building the level.
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From Event BeginPlay, Cast to BP_CameraControl.

Right-click and Get Player Controller, add it to the Object input.
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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.

Drag and create a SetActorLocation.
Set the New Location somewhere it won’t be visible, for example 0, 0, -100.

Compile and exit. 17


