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void APNCharacter::MouseLeftAttack()

{

IsCharge = true;
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BattleSystemComp->Attack();
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UENUM()
enum class EAttackState : uint8
{
ASIdle,
ASLight,
ASHeavy,
ASCharge,
ASDash
}
void UPNBattleSystemComponent: :Attack()
{
switch (CurrentAttackState)
{
case EAttackState::ASIdle:
Charge();
break;
case EAttackState::ASLight:
if (!'LightAttackTimer.IsValid())
HasNextLightAttack = false;
else
HasNextLightAttack = true;
break;
}
}
void UPNBattleSystemComponent::Charge()
{
if (!'Anim->Montage_IsPlaying(ChargeMontage))
{
Anim->Montage_Play(ChargeMontage);
}
FOnMontageEnded MontageEnd;
MontageEnd.BindUObject(this, &UPNBattleSystemComponent::EndCharge);
Anim->Montage_SetEndDelegate(MontageEnd, ChargeMontage);
}
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void UAttackStartNotify::Notify(USkeletalMeshComponent* MeshComp,
UAnimSequenceBase* Animation, const FAnimNotifyEventReference& EventReferenc

{

Super: :Notify(MeshComp, Animation, EventReference);

APNCharacter* Player = Cast<APNCharacter>(MeshComp->GetOwner());
if (Player)

{
if (Player->GetIsCharge())
{
UPNBattleSystemComponent* BSComp = Cast<UPNBattleSystemComponent
(Player->GetComponentByClass<UPNBattleSystem
BSComp->SuccessCharge();
}
else
{
UPNBattleSystemComponent* BSComp = Cast<UPNBattleSystemComponent
(Player->GetComponentByClass<UPNBattleSystem
BSComp->FailCharge();
}
Player->SetAfterAttack(true);
}
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void UPNBattleSystemComponent::FailCharge()

{
CurrentAttackState = EAttackState::ASLight;
Anim->Montage_Stop(0.1f, ChargeMontage);
LightAttack();

}

void UPNBattleSystemComponent::LightAttack()

{
CurrentLightAttackCombo = 1;
StatComp->ApplyEnergy(StatComp->UseLightAttackEnergy());
Anim->Montage_Play(AttackMontage);
FOnMontageEnded MontageEnd;
MontageEnd.BindUObject(this, &UPNBattleSystemComponent::EndLightAttack);
Anim->Montage_SetEndDelegate(MontageEnd, AttackMontage);
LightAttackTimer.Invalidate();
SetTimerLightAttack();

}

void APNCharacter::MouseRightAttack()

{
BattleSystemComp->HeavyAttack();
}
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void UPNBattleSystemComponent: :HeavyAttack()
{
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if (CurrentLightAttackCombo == | | CurrentAttackState == EAttackState::

{
CurrentAttackState = EAttackState::ASHeavy;
if (CurrentHeavyAttackCombo == 0)
{
BeginHeavyAttack();
return;
}
if (!'HeavyAttackTimer.IsValid())
HasNextHeavyAttack = false;
else
HasNextHeavyAttack = true;
}
}
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PROJECTN_API achHitNe g e UbnimNotifyState

GENERATED_ )

USwordAttackHitNotifyState();

aid Hot:.-F,lBegln"
id MotifyTi
NotifyEnd(

ctor*> HitEnemys;

at Damage;
Flame DamageType;
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void USwordAttackHitNotifyState::NotifyBegin(...)

{
Super::NotifyBegin(MeshComp, Animation, TotalDuration, EventReference);
if (UPNBattleSystemComponent* BSComp =

MeshComp->GetOwner () ->GetComponentByClass<UPNBattleSystemCom
{
DecideAttackType(BSComp->GetAttackState());

}

}

void USwordAttackHitNotifyState::NotifyTick(...)

{
Super::NotifyTick(MeshComp, Animation, FrameDeltaTime, EventReference);
MakeLineTrace(MeshComp->GetOwner());

}

void USwordAttackHitNotifyState: :NotifyEnd(...)

{
Super: :NotifyEnd(MeshComp, Animation, EventReference);
HitEnemys.Empty();

}
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void USwordAttackHitNotifyState::DecideAttackType(const EAttackState& Attack

{
switch (AttackState)

{

case EAttackState::ASLight:
Damage = 300.f;
DamageType = TEXT('"Light");
break;

case EAttackState::ASHeavy:
Damage = 700.f;
DamageType = TEXT("Heavy");
break;

case EAttackState::ASDash:
Damage = 400.f;
DamageType = TEXT("Dash");
break;

case EAttackState::ASCharge:
Damage = 800.f;
DamageType = TEXT("Charge");
break;

default:
Damage = -1.f;
DamageType = TEXT("Error");
UE_LOG(LogTemp, Error, TEXT("Player Sword Hit Error"));
break;

void USwordAttackHitNotifyState: :MakeLineTrace(AActor* Owner)
{
IWeaponSocketCarryInterface* WeaponInterface =
Cast<IWeaponSocketCarryInterface>(0Owner);
if (WeaponInterface)
{
USkeletalMeshComponent* SwordMesh = WeaponInterface->GetWeaponMeshCo
if (SwordMesh)
{
FVector StartLoc = SwordMesh->GetSocketLocation(TEXT("SwordBoneS
FVector EndLoc = SwordMesh->GetSocketLocation(TEXT("SwordBoneEnd

FHitResult HitResult;
FCollisionQueryParams Params(NAME_None, true, Owner);

bool bHit = Owner->GetWorld()->LineTraceSingleByChannel
(HitResult, StartLoc, EndLoc, ECC_GameTraceChannel2,
if (bHit && !'HitEnemys.Contains(HitResult.GetActor()))

{
HitEnemys.Add(HitResult.GetActor());

if (IEnemyApplyDamageInterface* Enemy =
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Cast<IEnemyApplyDamageInterface>(HitResult.GetActor(

Enemy->ApplyDamage (Damage, Owner, DamageType, HitResult.
return;
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/*** Z0]0] FHHE MEH enum class ***/

UENUM(BlueprintType)
enum class EBehaviorState : uint8
{
Ewalk = 0,
ERuN,
ECrouch,
EJump,
ENonCombat
3

/*** Z2|0]0] FH2IE AMef tH3t HEZ|AO|E wrapper TFEK ***/
DECLARE_DELEGATE(FChangeBehaviorState)

USTRUCT()
struct FChangeBehaviorStateWarpper

{
GENERATED_BODY ()

FChangeBehaviorStatewWarpper() {}
FChangeBehaviorStateWarpper (const FChangeBehaviorState& ChagneBehaviorState

ChangeBehaviorState(ChagneBehaviorState) { }
FChangeBehaviorState ChangeBehaviorState;

}i

/xx* AEfZEO h2f MEi #Hal ZE|HO|E Wrapper FZA| 2| **x/
UPROPERTY (VisibleAnywhere, Category = "State")
TMap<EBehaviorState, FChangeBehaviorStateWarpper> ChangeBehaviorStateMap;

void SetBehaviorState(const EBehaviorState& BehaviorState);
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void SetBehaviorStatewalk();

void SetBehaviorStateRun();

void SetBehaviorStateCrouch();
void SetBehaviorStateJump();

void SetBehaviorStateNonCombat();

/*** MENZHO| 2} InputMappingContext 2| ***/
UPROPERTY (VisibleAnywhere, Category = "Input")
TMap<EBehaviorState, class UInputMappingContext*> IMC;

e S-S S ESHH WA JE0f K= S+E ZEMFLIC

void APNCharacter::SetBehaviorState(const EBehaviorState& BehaviorState)

{

ChangeBehaviorStateMap[BehaviorState].ChangeBehaviorState.ExecuteIfBound();

}
void APNCharacter::SetBehaviorStateWalk()
{
if (UEnhancedInputLocalPlayerSubsystem* Subsystem =
ULocalPlayer: :GetSubsystem<UEnhancedInputLocalPlaye
(GetMyController()->GetLocalPlayer()))
{
Subsystem->ClearAllMappings();
Subsystem->AddMappingContext (IMC[CurrentBehaviorState], 0);
}
}
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