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void ACharacterBase: :0OnAttackStart()

{
if (Cast<AStoryBook>(UGameplayStatics::GetActorOfClass(GetWorld(), AS

if (TraceAttack() == false || SkillComponent->GetSkillState() == ESki
{

return;

/* AU HAY BOIH ofg AW NY +/

if (SkillComponent->GetCastingFlag())

TFunction<void()> SkillAction;
if (SkillComponent->SkillQueue.Dequeue(SkillAction))

{
RotateToTarget();

SkillAction();
return;

OnClickStart();
RotateToTarget();
AttackComponent->BeginAttack();

1. FH2IE SAA0 onacrackstarc() 47t 0tRA ZH22S 22 A 2 EEEF HIRIE E[0{JAELIC
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3.

void UCharacterDefaultAttackComponent: :BeginAttack()

{
if (CurrentCombo == 0)

{
switch (CurrentWeaponType)

{

case 0:
BeginSwordDefaultAttack();
return;

case 1:
BeginBowDefaultAttack();
return;

case 2:
BeginStaffDefaultAttack();
return;

default:
return;

if (CurrentWeaponType == 0)
{
if (!SwordComboTimer.IsValid())

{

SwordHasNextComboCommand = false;

}

else

{

SwordHasNextComboCommand = true;

}
else if (CurrentWeaponType == 2)

{
if (!StaffComboTimer.IsValid())

{

StaffHasNextComboCommand = false;

}

else

{
StaffHasNextComboCommand

true;

AttackComponent += UCharacterbefaultAttackcomponent = 7t2|7|& EQIE 2 FNZIE{Q| SX 27| AEHO|
A
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void USkillCooldownUserWidget: :NativeConstruct()

{
Super: :NativeConstruct();
CooldownBar = Cast<UProgressBar>(GetWidgetFromName (TEXT("SkillCooldow
ensure(CooldownBar);
//ME UT HYA 2EHHE x7|9t
CooldownBar->SetPercent(0.f);
}

void USkillCooldownUserWidget: :UpdateCooldownBar (float CurrentTime)
{
//StartCooldown &7t HAMO=Z ZEE[OJOFX| ZEIUHIS| ACIO|E AlZf
if (bIsCooldownActive)

{
/72120 M S0iE= AZtE JIUE HEotct,
CooldownBar->SetPercent(CurrentTime / MaxCooldownTime);
/750 SEIJEC HX[H O 0|4 YU|0|EE TIAMSHX| @fon| FSEIHIE X7|9totC
if (CurrentTime >= MaxCooldownTime - KINDA_SMALL_NUMBER)
{
bIsCooldownActive = false;
CooldownBar ->SetPercent(0.f);
}
}

/75O 2E At Hotle g
void USkillCooldownUserWidget: :SetCooldownTime(float InMaxCooldownTime)
{

MaxCooldownTime = InMaxCooldownTime;

//2ErYHIe| ¥ E2[H P
void USkillCooldownUserWidget: :StartCooldown()

{
bIsCooldownActive = true;
}
HUD 213!
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UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Sword_SkillCooldownBar_Q;

UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Bow_SkillCooldownBar_Q;

UPROPERTY ()
TObjectPtr<class USkillCooldownUserWidget> Staff_SkillCooldownBar_Q;

UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Sword_SkillCooldownBar_W;

UPROPERTY ()
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TObjectPtr<class USkillCooldownUserWidget> Bow_SkillCooldownBar_W;

UPROPERTY/()
TObjectPtr<class USkillCooldownUserWidget> Staff_SkillCooldownBar_W;

UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Sword_SkillCooldownBar_E;

UPROPERTY ()
TObjectPtr<class USkillCooldownUserWidget> Bow_SkillCooldownBar_E;

UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Staff_SkillCooldownBar_E;

UPROPERTY/()
TObjectPtr<class USkillCooldownUserWidget> Sword_SkillCooldownBar_R;

UPROPERTY()
TObjectPtr<class USkillCooldownUserWidget> Bow_SkillCooldownBar_R;

UPROPERTY ()
TObjectPtr<class USkillCooldownUserWidget> Staff_SkillCooldownBar_R;

ACharacterBase* Character = Cast<ACharacterBase>(GetOwningPlayerPawn());
if (Character)
{
Character->SignedChangeWeapon.AddUObject(this, &UHUDWidget::SetSkilluU
Character->SetupHubwidget (this);
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void SetMaxCooldown(float InMaxCooldownTime, int32 WeaponType,
ESkillType SkillType);
void StartCooldown(int32 WeaponType, ESkillType SkillType);
void UpdateCooldownBar (float CooldownDuration, FTimerHandle& CooldownTime
bool& bCanUseSkill, ESkillTy
int32 WeaponType, float& Tim
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switch (WeaponType)
{
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case 0:

switch(SkillType)

{

case ESkillType::Q:
2I A
break;

case ESkillType: :W:
23 oY

break;

break:
case 1:

O|ZAlOZ 0|F switch =20|Ct,

12749 2ErUHiOiCt ofzf =ZZ0o] MM EILCE,
GetWorld()->GetTimerManager().SetTimer (CooldownTimerHandle,
[&, SkillType, CooldownDuration]()
{

float ElapsedTime = GetWorld()->GetTimerManager().GetTimerElapsed
Timer += ElapsedTime;

Sword_SkillCooldownBar_Q->UpdateCooldownBar (Timer);

if (Timer >= CooldownDuration)

{
GetWorld()->GetTimerManager().ClearTimer (CooldownTimerHandle)
bCanUseSkill = true;
Timer = 0.f;

}

}, 0.01f, true);

EEIUHIE HI0|E diF= 222 Ct3 1 2L Ch
EEtIdIe} 2t El st4-E= SkillComponent 22 A NN SEEILICE
SkillComponentdl| A 'AAHF&= QXIE HIEI Q= SEIQUHIE YO|0|E gL|Ch.

void UpdateCooldownBar (float CooldownDuration, FTimerHandle& CooldownTimerHandle, bool& bCanUseSkill,
ESkillType SkillType, int32 WeaponType, float& Timer);

float : 2AZ!9] MaxCooldowns Hdst7| 2|l QIXt
/sl X s F okt

il

gH=Ct, QIXtZ 27| i20f| ZICH &4 2ol AHZS}7|

FTimerHandle : Zf A2 ZEIS 22[sfFLICE AZ 12710 2 &= HRpL|Ct.

ESkKillType : IPlayerSkillUlInterface.h off 4=l enum class 2 £2ff Fi2|E| Za2fA0f = HUD Z2IE
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void USkillComponent::StartCooldown(float CooldownDuration,
FTimerHandle& CooldownTimerHandle, bool& bCanUseSkill,
ESkillType SkillType, int32 WeaponType, float& Timer)

{
bCanUseSkill = false;
widget->SetMaxCooldown(CooldownDuration, CurrentWeaponType, SkillType
wWidget->StartCooldown(CurrentWeaponType, SkillType);
Widget->UpdateCooldownBar (CooldownDuration, CooldownTimerHandle,
bCanUseSkill, Ski
}
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DECLARE_DELEGATE(FTakeItemDelegate);

USTRUCT()
struct FTakeItemDelegateWrapper

{
GENERATED_BODY ()

FTakeItemDelegateWrapper() {}
FTakeItemDelegateWrapper(const FTakeItemDelegate& InTakeItemDelegate)

TakeItemDelegate(InTakeItemDelegate) {}

FTakeItemDelegate TakeItemDelegate;
3
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void ACharacterBase: :NextWeapon()

{
if (!'AttackComponent->CanChangeWeapon()
| | !'SkillComponent->CanChangeWeapon())
{

return;

WeaponIndex += 1;
if (WeaponIndex > 2)
{

WeaponIndex = 0;

ChangewWeapon();
AnimwWeaponIndex();

void ACharacterBase: :PrevWeapon()

{
if (!AttackComponent->CanChangeWeapon()
| | 'SkillComponent->CanChangeWeapon())
{

return;

WeaponIndex -= 1;
if (WeaponIndex < Q)
{

WeaponIndex = 2;

ChangeWeapon();
AnimwWeaponIndex();

2. NextWeapon() &
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void ACharacterBase: :ChangeWeapon()

{
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SkillComponent->SetWeaponType(WeaponIndex);
AttackComponent->SetWeaponType (WeaponIndex);
TakeItemDelegateArray[WeaponIndex].TakeItemDelegate.ExecuteIfBound();
CurrentWeaponType = static_cast<EWeaponType>(WeaponIndex);
SignedChangeWeapon.Broadcast (WeaponIndex);

3. cChangeWeapon() StaE= AEXMOZ 27|18 MESH= h4QlL|C},
SkillComponent 9} AttackComponent 0” AHE—S— —'?—7' EH’:I ?_“ﬂﬁ)% gg?:ll_“:f
TakeItembelegatearray H{EO| KZEHEl HIZ|AH0|EE &6 ST R7|S EH&tstL|CH

CurrentWeaponType ﬁ—f—oﬂ anij $7|9| El’%’% X‘Ié"'é'f]l_, SignedChangewWeapon O|'ﬂ§§ %BH Ul EEE OHL||]‘||0|
M AFSELICE

void ACharacterBase: :EquipSword()

{
if (WeaponBase)
{
WeaponBase->Destroy();
}
UGameplayStatics: :PlaySoundAtLocation(GetWorld(), ToSwordChangeSound, Ge
FVector SpawnLocation = GetMesh()->GetSocketLocation(TEXT("hand_rSocket"
FRotator SpawnRotation = GetMesh()->GetSocketRotation(TEXT("hand_rSocket
GetCharacterMovement () ->MaxWalkSpeed = 785.f;
WeaponBase = GetWorld()->SpawnActor<ASword>(SwordClass, SpawnLocation, S
WeaponBase->AttachToComponent (GetMesh(),
FAttachmentTransformRules: :SnapToTargetNotIncludingScale, TEXT("hand_rSo
}
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UENUM(BlueprintType)
enum class EStageState : uint8
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