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Add Text to them describing them, and anchor them in theright corner.

Make sure the Buttons are Variables.

Open the Eventh Graph.
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From the Event Tick, Cast to BP_CameraControl.
Get Player Controller and attach it to the Object input.
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Add a Sequence with 3 output pins.

3 Clear

13:05

® m & = o Wi 4 B o o AR @D g B

..
[}
o
ju




- Levell =

bl 4 A I 2
File Edit Asset View Debug Window Help

r L)
ﬁ* 6 H )® 1" .f' - ’ "4 ‘! > B No debug object selected v

Compile Save  Browse Find/  Hide Unrelated Class Settings  Class Defaults Simulation Play Debug Filter
M My Blueprint m= Event Graph
(Y ©- | €4 ® | = Widget BuildMenu > Event Graph
4Graphs +
452 EventGraph
© Event Tick
Functions (38 Overridable)

Macros
4Variables
= Position
[¥ ButtonTurretHoming
[ ButtonTurretRadial
| ButtonTurretStandard

+ 00800 + + +

Event Dispatchers

f setls Enabled

g Branch Taiget is Widget
| J L R ————1
Condition @  False @ Target

InIs Enabled ()

Button Turret Standard @
Target is Widget
»
@ Target
InIs Enabled [

:E,— Sequence
!z Branch
» Then0 B =
True
Then1 B ] D
Condition False
Then2 @ O

Add pin 4+

!z Branch
| True
Condition @  False O

Create 3 Branches, connect each one to a Sequence Pin.
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Attach the first to True from the top Branch and the second to the False.
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Drag and Get ButtonTurrentStandard.
Drag and create 2 Set Is Enabled.

Uncheck the top one and Check the bottom one.
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Repeath the procedure with the 2 other Buttons, so that each has checked and unchecked Set Is Enabl



