BP_PipeBuilder Documentation

Mesh Setup
Pipe meshes in blueprints use a socket system to interlock. Therefore, you must create sockets named "End" for the
next mesh to be articulated correctly.
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Converting the Completed Pipe System to Mesh

Convert “BP_PipeBuilder To Static Mesh
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After completing the Pipe Generation process, right click and select "Convert to static mesh" and save it to location
where you want. Afterward add the mesh which you saved before.

Unless you do this, the system which you created will not become permanent.
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