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4 different objects are needed to create AI Movement:

AIController (name it BP_AIController)
BTTask_BleuprintBase (Name it BP_TaskMoveTo)

Behaviour Tree (name it AI_BehaviourTree)
Blackboard (name it BP_BlackBoard)
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From Event BeginPlay, add a Run Behavior Tree.
Choose AI_BehaviourTree in the BTAsset.

Compile and exit.

Open BP_TaskMoveTo.
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Add an Event Receive Execute AI.

Add a Get Actor Of Class.
Choose BP_Core in the drop-down menu.

From Owner Controller in Event Receive, drag and add a Move To Actor.

Connect the Get Actor Of Class to it, and the Return Value to the Goal.

Compile and exit.

Open the AI_BehaviourTree.

4



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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Click the Class Defaults menu.

In the Details menu, choose the BP_AIController instead of the default one.

Repeat this for any enemy created.

Compile and exit.
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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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