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4 different objects are needed to create Al Movement:

AlController (name it BP_AlController)
BTTask BleuprintBase (Name it BP_TaskMoveTo)
Behaviour Tree (name it Al_BehaviourTree)
Blackboard (name it BP_BlackBoard)
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From Event BeginPlay, add a Run Behavior Tree.
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A Behaviour Tree needs a Blackboard, the one created should autimatically be selected, otherwise choose it in the Blackboard Asset menu.
From the root, drag and add a Sequence.
From the Sequence, drag and add a task, choose BP_TaskMoveTo.
This will enable the behaviour stated in that Blueprint, to move twoards the Core.
Save, and open the BP_EnemyMaster.
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In the Details menu, choose the BP_AlController instead of the default one.
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Click the Class Defaults menu.

Repeat this for any enemy created.

Compile and exit.

===

@) Detzils
Y =) ] < -
4 Default

Health

Strength

4 Actor Tick
Start with Tick Enabled
Tick Interval (secs)

Allow Tick Before Begin Play

4 Character

Jump Max Hold Time

Jump Max Count 1 N
4 Camera

Base Eye Height 64,0 N
4 Pawn

Use Controller Rotation Pitch
Use Centroller Rotation Yaw
Use Controller Rotation Roll
Can Affect Navigation Generatil
Auto Possess Player Disabled
Auto Possess Al Placed in World v

Al Controller Class BP_AlController [ O R J-]

4 Replication
Only Relevant to Owner
Always Relevant
Replicate Movement
Net Load on Client
Net Use Owner Relevancy

Replay Rewindable

IHII!HII IIIIIHI
4

Replicates

Net Dormancy Awake

Net Cull Distance Squared 000000,0 .
Net Update Frequency 1000 o
Min Net Update Frequency 20 o
Net Priority

4 Rendering

]
[l

Actor Hidden In Game

Editor Billboard Scale

©
il

4 Collision

Generate Dverlap Events During

Update Overlaps Method Durinc [T R Tt o

e Cootio et
EEEE

Default Update Overlaps Metho

4 Actor
Can be Damaged

Initial Life Span

¥
4 Input 6

0953

AR ST e B




=R

File  Edit Wr;ciﬁw HEH]

.

R Place Actors L ' 's m = g e 'h ﬂ = World Outliner @ Levels
search Classes D] ! 0 T v' oo o o &1 M 4 B

Save Current  Source Control Modes Content Marketplace Settings Megascans Blueprints  Cinematics Build Play Launch — x

Recently Placed . dio Vol Label =
Bagic N A Pe(speclivev‘\[ % nH Show.| i \ I\ © © 1";"'!\”7‘ . 10 \ : 10° | : 025 |[ 38 4| 48 | evell (Editor)
- == = e | [ | \ = o s Atmospheric Fog
Lights w Blocking Volume \ '® BP_Buildsite
. . — '® BP_BuildSite2 Edit BP_BuildSite
Shannt e . S ‘® BP_Buildsite3 Edit BP_BuildSite
Visual Effects l SRR '® BP_Buildsite4 Edit BP_BuildSite
o '® BP_Buildsites Edit BP_BuildSite
Geometry @ cullDistance Volume '® BP_Buildsite6 Edit BP_BuildSite
oy — BP_BuiltTool Edit BP_BuiltTool
. Hierarchical LODVolume BP_CameraPawn Edit BP_CameraPawn
All Classes ] BP_Core Edit BP_Core
™ BP_Spawner Edit BP_Spawner
“ Kill ZVolume Floor shActor
=

Light Source
NavMeshBoundsVolume
NavMeshBoundsVolume2
NavMeshBoundsVolume3
NavMeshBoundsVolume4
NavMeshBoundsVolume5
NavMeshBoundsVolume6
RecastNavMesh-Default

2 Level Streaming Volume

% |F, |

Lightmass Character Indirect De

Lightmass Importance Volume

P0000000000000000000000
OO N Y O ® o

Sky Sphere Edit BP_Sky_Sphere

. Mesh Merge Culling Volume % skyLight SkyLight

o
o Nav Mesh Bounds Volume
" B Nav Mesh Bounds Volume

,‘ Nav Modifier
==
- 22 actors @ View Options v
Pain Causing Volume

—_— @), Details ® World Settings

Physics Volume : p
Select an object to view details.

Post Process Volume

—= Precomputed Visibility Override

£ Content Browser,

I Enemies
i Levels
| Materials
i Towers

= vicgets Enemies need Nav Mesh Bounds Volumes in order to navigate.
Any number of Volumes can be used, as long as they overlap eachother.

Place the BP_Core at the bottom of the gameworld, BP_Spawner at the top, and then construct a path between.

BP_BuildSites can be placed where you want to able to build towers.
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